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Armor Proficiencies. Light Armor, Medium Armor, Shields

Weapon Proficiencies. Longsword, Shortsword, Shortbow,
Longbow, Club, Dagger, Dart, Javelin, Mace, Quarterstaff,
Scimitar, Sickle, Sling, Spear

Tool Proficiencies. Vehicles land, Alchemist’s supplies,
Herbalism kit

Languages. Common, Elvish, Druidic

Darkvision. You can see in dim light within 60 feet of you as
if it were bright light, and in darkness as if it were dim light.

Fey Ancestry. Advantage on saving throws against being
charmed, and magic can’t put you to sleep.

Trance. Elves don’t need to sleep. Instead, they meditate
deeply, remaining semiconscious, for 4 hours a day.

Mask of the Wild. You can attempt to hide even when you
are only lightly obscured.

Druidic. You know Druidic, the secret language of druids.

Spellcasting. You can cast druid spells as rituals. You can
prepare 4 spells from the druid spell list. You can use a
druidic focus as your spellcasting focus.

Wildshape. You can use your action to magically assume
the shape of a beast that you have seen before. You can
use this feature twice. You regain expended uses when you
finish a short or long rest.

Druid Circle. You choose to identify with a circle of druids.

Balm of the Summer Court (Bonus Action—3d6/long rest).
Choose a creature within 120ft and expend and roll up to 1
fey energy die. The target regains that much HP, and 1
temporary HP per die spent.
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You have a knack for making your way in the deep
places of the world. You can recall the twists and
turns of passageways and tunnels such that you can
always retrace your steps underground. You’re also
well acquainted with foraging and survival in the
Underdark, and can determine when sources of food
and water are safe to consume. You can always find
sufficient food and water for yourself and up to five
other people in the Underdark, as long as
sustenance is available in the area.

I judge people by their actions, not their words.
I have a strong sense of fair play and always try to
find the most equitable solution to arguments.

Respect. People deserve to be treated with dignity
and respect. (Good)

I worked the land, I love the land, and I will protect
the land.

.
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Poison Spray
Conjuration Cantrip

1 action

10 feet

Instantaneous

V, S

You extend your hand toward a creature you can see within range
and project a puff of noxious gas from your palm. The creature must
succeed on a Constitution saving throw or take 1d12 poison damage.
This spell’s damage increases by 1d12 when you reach 5th level
(2d12), 11th level (3d12), and 17th level (4d12).

Spellcasting (Druid) Player’s Handbook

Resistance
Abjuration Cantrip

1 action

Touch

Concentration, up to 1 minute

V, S, M (a miniature cloak)

You touch one willing creature. Once before the spell ends, the target
can roll a d4 and add the number rolled to one saving throw of its
choice. It can roll the die before or after the saving throw. The spell
then ends.

Spellcasting (Druid) Player’s Handbook

Cure Wounds
1st-level evocation

1 action

Touch

Instantaneous

V, S

A creature you touch regains a number of hit points equal to 1d8 +
your spellcasting ability modifier. This spell has no effect on undead
or constructs.
    At Higher Levels. When you cast this spell using a spell slot of 2nd
level or higher, the healing increases by 1d8 for each slot level above
1st.

Prepared (Druid) Player’s Handbook

Detect Magic
1st-level divination (ritual)

1 action

Self

Concentration, up to 10 minutes

V, S

For the duration, you sense the presence of magic within 30 feet of
you. If you sense magic in this way, you can use your action to see a
faint aura around any visible creature or object in the area that bears
magic, and you learn its school of magic, if any. The spell can
penetrate most barriers, but is blocked by 1 foot of stone, 1 inch of
common metal, a thin sheet of lead, or 3 feet of wood or dirt.

Prepared (Druid) Player’s Handbook

Detect Poison and Disease
1st-level divination (ritual)

1 action

Self

Concentration, up to 10 minutes

V, S, M (a yew leaf)

For the duration, you can sense the presence and location of poisons,
poisonous creatures, and diseases within 30 feet of you. You also
identify the kind of poison, poisonous creature, or disease in each
case. The spell can penetrate most barriers, but is blocked by 1 foot
of stone, 1 inch of common metal, a thin sheet of lead, or 3 feet of
wood or dirt.

Prepared (Druid) Player’s Handbook

Goodberry
1st-level transmutation

1 action

Touch

Instantaneous

V, S, M (a sprig of mistletoe)

Up to ten berries appear in your hand and are infused with magic for
the duration. A creature can use its action to eat one berry. Eating a
berry restores 1 hit point, and the berry provides enough
nourishment to sustain a creature for one day. The berries lose their
potency if they have not been consumed within 24 hours of the
casting of this spell.

Prepared (Druid) Player’s Handbook

Guiding Hand
1st-level divination (ritual)

1 minute

5 feet

Concentration, up to 8 hours

V, S

You create a Tiny incorporeal hand of shimmering light in an
unoccupied space you can see within range. The hand exists for the
duration, but it disappears if you teleport or you travel to a different
plane of existence.
    When the hand appears, you name one major landmark, such as a
city, mountain, castle, or battlefield on the same plane of existence
as you. Someone in history must have visited the site and mapped it.
If the landmark appears on no map in existence, the spell fails.
Otherwise, whenever you move toward the hand, it moves away
from you at the same speed you moved, and it moves in the direction
of the landmark, always remaining 5 feet away from you.
    If you don’t move toward the hand, it remains in place until you do
and beckons for you to follow once every 1d4 minutes.

Prepared (Druid) Unearthed Arcana: Starter Spells

Healing Word
1st-level evocation

1 bonus action

60 feet

Instantaneous

V

A creature of your choice that you can see within range regains hit
points equal to 1d4 + your spellcasting ability modifier. This spell has
no effect on undead or constructs.
    At Higher Levels. When you cast this spell using a spell slot of 2nd
level or higher, the healing increases by 1d4 for each slot level above
1st.

Prepared (Druid) Player’s Handbook

Hunter's Pace
1st-level transmutation

1 bonus action

Self

Concentration, up to 1 hour

V

The hunter does not tire or slow, for the prey has yet to be caught.
    You let out a hunting cry, empowering your body with speed and
tirelessness. While you maintain concentration on this spell, you gain
advantage on Athletics checks to jump, climb, swim, or move. You
also gain advantage on saving throws against exhaustion and on
checks to mitigate the effects of difficult terrain
    At Higher Levels. When you cast this spell using a slot of 2nd level
or higher, your movement speed also increases by 5 feet per slot
level above 1st.

Prepared (Druid) The Compendium of Forgotten Secrets
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Mend Flesh
1st-level transmutation

1 action

Touch

Instantaneous

V, S, M (a needle and thread)

The body is a vessel for the soul, and the soul calls to itself.
    You stitch closed an open wound or reattach a whole limb severed
in the past minute. If the target is alive or undead, they regain hit
points equal to their Constitution modifier (minimum 1). If a limb was
reattached, until the creature finishes a long rest, they suffer
disadvantage on all checks that require them to use the reattached
limb. If the limb is a leg, their movement speed is halved during this
time. If the limb is an arm, they suffer disadvantage on attack rolls
with weapons held using the arm during this time.
    At Higher Levels. When you cast this spell using a slot of 2nd level
or higher, the time limit increases by 10 minutes per slot level about
1st and the target regains additional hit points equal to their
Constitution modifier per slot level above 1st.

Prepared (Druid) The Compendium of Forgotten Secrets

Purify Food and Drink
1st-level transmutation (ritual)

1 action

10 feet

Instantaneous

V, S

All nonmagical food and drink within a 5-foot-radius sphere centered
on a point of your choice within range is purified and rendered free
of poison and disease.

Prepared (Druid) Player’s Handbook

Shrill Whistle
1st-level evocation

1 action

120 feet

Instantaneous

V, S

An arrow screaming through the air is just as deadly when silent.
    You place your hand to your lips, blowing through them in a
terrible note. All creatures of your choosing within range must make
a Constitution saving throw. If they fail, they take 1d8 thunder
damage and are deafened until the end of their next turn. This
whistle is audible up to 500 feet away, even in adverse conditions.
    At Higher Levels. When you cast this spell using a spell slot of 2nd
level or higher, the thunder damage increases by 1d8 per slot level
above 1st.

Prepared (Druid) The Compendium of Forgotten Secrets

Snare
1st-level abjuration

1 minute

Touch

8 hours

S, M (25 feet of rope, which the spell consumes)

As you cast this spell, you use the rope to create a circle with a 5-foot
radius on the ground or the floor. When you finish casting, the rope
disappears and the circle becomes a magic trap.
    This trap is nearly invisible, requiring a successful Intelligence
(Investigation) check against your spell save DC to be discerned.
    The trap triggers when a Small, Medium, or Large creature moves
onto the ground or the floor in the spell's radius. That creature must
succeed on a Dexterity saving throw or be magically hoisted into the
air, leaving it hanging upside down 3 feet above the ground or the
floor. The creature is restrained there until the spell ends.
    A restrained creature can make a Dexterity saving throw at the end
of each of its turns, ending the effect on itself on a success.
Alternatively, the creature or someone else who can reach it can use
an action to make an Intelligence (Arcana) check against your spell
save DC. On a success, the restrained effect ends.
    After the trap is triggered, the spell ends when no creature is
restrained by it.

Prepared (Druid) Xanathar’s Guide to Everything

Speak with Animals
1st-level divination (ritual)

1 action

Self

10 minutes

V, S

You gain the ability to comprehend and verbally communicate with
beasts for the duration. The knowledge and awareness of many
beasts is limited by their intelligence, but at minimum, beasts can
give you information about nearby locations and monsters, including
whatever they can perceive or have perceived within the past day.
You might be able to persuade a beast to perform a small favor for
you, at the DM’s discretion.

Prepared (Druid) Player’s Handbook

Wild Cunning
1st-level transmutation (ritual)

1 action

120 feet

Instantaneous

V, S

You call out to the spirits of nature to aid you. When you cast this
spell, choose one of the following effects:
    If there are any tracks on the ground within range, you know
where they are, and you make Wisdom (Survival) checks to follow
these tracks with advantage for 1 hour or until you cast this spell
again.
    If there is edible forage within range, you know it and where to find
it.
    If there is clean drinking water within range, you know it and
where to find it.
    If there is suitable shelter for you and your companions with range,
you know it and where to find.
    Send the spirits to bring back wood for a fire and to set up a
campsite in the area using your supplies. The spirits build the fire in a
circle of stones, put up tents, unroll bedrolls, and put out any rations
and water for consumption.
    Have the spirits instantly break down a campsite, which includes
putting out a fire, taking down tents, packing up bags, and burying
any rubbish.

Prepared (Druid) Unearthed Arcana: Starter Spells

Healing Spirit
2nd-level conjuration

1 bonus action

60 feet

Concentration, up to 1 minute

V, S

You call forth a nature spirit to soothe the wounded. The intangible
spirit appears in a space that is a 5-foot cube you can see within
range. The spirit looks like a transparent beast or fey (your choice).
    Until the spell ends, whenever you or a creature you can see moves
into the spirit's space for the first time on a turn or starts its turn
there, you can cause the spirit to restore 1d6 hit points to that
creature (no action required). The spirit can't heal constructs or
undead.
    As a bonus action on your turn, you can move the Spirit up to 30
feet to a space you can see.
    At Higher Levels. When you cast this spell using a spell slot of 3rd
level or higher, the healing increases by 1d6 for each slot level above
2nd.

Prepared (Druid) Xanathar’s Guide to Everything

Lesser Restoration
2nd-level abjuration

1 action

Touch

Instantaneous

V, S

You touch a creature and can end either one disease or one condition
afflicting it. The condition can be blinded, deafened, paralyzed, or
poisoned.

Prepared (Druid) Player’s Handbook

Pass without Trace
2nd-level abjuration

1 action

Self

Concentration, up to 1 hour
V, S, M (ashes from a burned leaf of mistletoe and a sprig of spruce)

A veil of shadows and silence radiates from you, masking you and
your companions from detection. For the duration, each creature you
choose within 30 feet of you (including you) has a +10 bonus to
Dexterity (Stealth) checks and can’t be tracked except by magical
means. A creature that receives this bonus leaves behind no tracks or
other traces of its passage.

Prepared (Druid) Player’s Handbook



Includes a backpack, a bedroll, a mess kit, a tinderbox, 10
torches, 10 days of rations, and a waterskin. The pack also
has 50 feet of hempen rope strapped to the side of it.

Alchemist’s supplies enable a character to produce useful concoctions,
such as acid or alchemist’s fire.
    Components. Alchemist’s supplies include two glass beakers, a
metal frame to hold a beaker in place over an open flame, a glass
stirring rod, a small mortar and pestle, and a pouch of common
alchemical ingredients, including salt, powdered iron, and purified
water.
    Arcana. Proficiency with alchemist’s supplies allows you to unlock
more information on Arcana checks involving potions and similar
materials.
    Investigation.When you inspect an area for clues, proficiency with
alchemist’s supplies grants additional insight into any chemicals or
other substances that might have been used in the area.
    Alchemical Crafting.You can use this tool proficiency to create
alchemical items. A character can spend money to collect raw
materials, which weigh 1 pound for every 50 gp spent. The DM can
allow a character to make a check using the indicated skill with
advantage. As part of a long rest, you can use alchemist’s supplies to
make one dose of acid, alchemist’s fire, antitoxin, oil, perfume, or
soap. Subtract half the value of the created item from the total gp
worth of raw materials you are carrying.
    ALCHEMIST’S SUPPLIES
    Activity    DC
    Create a puff of thick smoke    10
    Identify a poison    10
    Identify a substance    15
    Start a fire    15
    Neutralize acid    20

Proficiency with an herbalism kit allows you to identify plants
and safely collect their useful elements.
    Components. An herbalism kit includes pouches to store
herbs, clippers and leather gloves for collecting plants, a mortar
and pestle, and several glass jars.
    Arcana. Your knowledge of the nature and uses of herbs can
add insight to your magical studies that deal with plants and
your attempts to identify potions.
    Investigation. When you inspect an area overgrown with
plants, your proficiency can help you pick out details and clues
that others might miss.
    Medicine. Your mastery of herbalism improves your ability to
treat illnesses and wounds by augmenting your methods of
care with medicinal plants.
    Nature and Survival. When you travel in the wild, your skill
in herbalism makes it easier to identify plants and spot sources
of food that others might overlook.
    Identify Plants. You can identify most plants with a quick
inspection of their appearance and smell.
    HERBALISM KIT
    Activity    DC
    Find plants    15
    Identify poison    20

The breastplate and shoulder protectors of this armor are
made of leather that has been stiffened by being boiled in
oil. The rest of the armor is made of softer and more
flexible materials.

A druidic focus might be a sprig of mistletoe or holly, a
wand or scepter made of yew or another special wood, a
staff drawn whole out of a living tree, or a totem object
incorporating feathers, fur, bones, and teeth from sacred
animals. A druid can use such an object as a spellcasting
focus.

This kit is a leather pouch containing bandages, salves, and
splints. The kit has ten uses. As an action, you can expend
one use of the kit to stabilize a creature that has 0 hit
points, without needing to make a Wisdom (Medicine)
check.

A simple and portable canvas shelter, a tent sleeps two.



A quiver can hold up to 20 arrows. A character who drinks the magical red fluid in this vial
regains 2d4 + 2 hit points. Drinking or administering a
potion takes an action.



Many creatures in the worlds of D&D, especially those that
dwell underground, have darkvision. Within a specified
range, a creature with darkvision can see in darkness as if
the darkness were dim light, so areas of darkness are only
lightly obscured as far as that creature is concerned.
However, the creature can’t discern color in darkness, only
shades of gray.

You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

Elves don’t need to sleep. Instead, they meditate deeply,
remaining semiconscious, for 4 hours a day. (The Common
word for such meditation is “trance.”) While meditating,
you can dream after a fashion; such dreams are actually
mental exercises that have become reflexive through years
of practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep.

You can attempt to hide even when you are only lightly
obscured by foliage, heavy rain, falling snow, mist, and
other natural phenomena.

You know Druidic, the secret language of druids. You can
speak the language and use it to leave hidden messages.
You and others who know this language automatically spot
such a message. Others spot the message’s presence with a
successful DC 15 Wisdom (Perception) check but can’t
decipher it without magic.

Drawing on the divine essence of nature itself, you can cast spells to shape
that essence to your will.
    CANTRIPS
    At 1st level, you know two cantrips of your choice from the druid spell list.
You learn additional druid cantrips of your choice at higher levels, as shown
in the Cantrips Known column of the Druid table.
    PREPARING AND CASTING SPELLS
    The Druid table shows how many spell slots you have to cast your spells of
1st level and higher. To cast one of these druid spells, you must expend a
slot of the spell’s level or higher. You regain all expended spell slots when
you finish a long rest.
    You prepare the list of druid spells that are available for you to cast,
choosing from the druid spell list. When you do so, choose a number of
druid spells equal to your Wisdom modifier + your druid level (minimum of
one spell). The spells must be of a level for which you have spell slots.
    For example, if you are a 3rd-level druid, you have four 1st-level and two
2nd-level spell slots. With a Wisdom of 16, your list of prepared spells can
include six spells of 1st or 2nd level, in any combination. If you prepare the
1st-level spell cure wounds, you can cast it using a 1st-level or 2nd-level slot.
Casting the spell doesn’t remove it from your list of prepared spells.
    You can also change your list of prepared spells when you finish a long
rest. Preparing a new list of druid spells requires time spent in prayer and
meditation: at least 1 minute per spell level for each spell on your list.
    SPELLCASTING ABILITY
    Wisdom is your spellcasting ability for your druid spells, since your magic
draws upon your devotion and attunement to nature. You use your Wisdom
whenever a spell refers to your spellcasting ability. In addition, you use your
Wisdom modifier when setting the saving throw DC for a druid spell you
cast and when making an attack roll with one.
    Spell save DC = 8 + your proficiency bonus + your Wisdom modifier
    Spell attack modifier = your proficiency bonus + your Wisdom modifier
    RITUAL CASTING
    You can cast a druid spell as a ritual if that spell has the ritual tag and you
have the spell prepared.

Starting at 2nd level, you can use your action to magically assume the shape of a
beast that you have seen before. You can use this feature twice. You regain expended
uses when you finish a short or long rest.
    Your druid level determines the beasts you can transform into, as shown in the
Beast Shapes table. At 2nd level, for example, you can transform into any beast that
has a challenge rating of 1/4 or lower that doesn’t have a flying or swimming speed.
    You can stay in a beast shape for a number of hours equal to half your druid level
(rounded down). You then revert to your normal form unless you expend another use
of this feature. You can revert to your normal form earlier by using a bonus action on
your turn. You automatically revert if you fall unconscious, drop to 0 hit points, or die.
    While you are transformed, the following rules apply:
    •  Your game statistics are replaced by the statistics of the beast, but you retain
your alignment, personality, and Intelligence, Wisdom, and Charisma scores. You also
retain all of your skill and saving throw proficiencies, in addition to gaining those of
the creature. If the creature has the same proficiency as you and the bonus in its stat
block is higher than yours, use the creature’s bonus instead of yours. If the creature
has any legendary or lair actions, you can't use them.
    •  When you transform, you assume the beast’s hit points and Hit Dice. When you
revert to your normal form, you return to the number of hit points you had before
you transformed. However, if you revert as a result of dropping to 0 hit points, any
excess damage carries over to your normal form. For example, if you take 10 damage
in animal form and have only 1 hit point left, you revert and take 9 damage. As long
as the excess damage doesn’t reduce your normal form to 0 hit points, you aren’t
knocked unconscious.
    •  You can’t cast spells, and your ability to speak or take any action that requires
hands is limited to the capabilities of your beast form. Transforming doesn’t break
your concentration on a spell you’ve already cast, however, or prevent you from
taking actions that are part of a spell, such as call lightning, that you’ve already cast.
    •  You retain the benefit of any features from your class, race, or other source and
can use them if the new form is physically capable of doing so. However, you can’t
use any of your special senses, such as darkvision, unless your new form also has that
sense.
    •  You choose whether your equipment falls to the ground in your space, merges
into your new form, or is worn by it. Worn equipment functions as normal, but the
DM decides whether it is practical for the new form to wear a piece of equipment,
based on the creature’s shape and size. Your equipment doesn’t change size or shape
to match the new form, and any equipment that the new form can’t wear must either
fall to the ground or merge with it. Equipment that merges with the form has no
effect until you leave the form.

At 2nd level, you choose to identify with a circle of druids:
the Circle of the Land or the Circle of the Moon, both
detailed at the end of the class description. Your choice
grants you features at 2nd level and again at 6th, 10th, and
14th level.

At 2nd level, you become imbued with the blessings of the
Summer Court. You are a font of energy that offers respite
from injuries. You have a pool of fey energy represented by
a number of d6s equal to your druid level.
    As a bonus action, you can choose one creature you can
see within 120 feet of you and spend a number of those
dice equal to half your druid level or less. Roll the spent
dice and add them together. The target regains a number
of hit points equal to the total. The target also gains 1
temporary hit point per die spent.
    You regain all expended dice when you finish a long rest.
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	background_gender: Female
	background_age: 175
	background_height: 6ft
	background_weight: 110 lb.
	background_character_name: Xenya
	background_eyes: hazel
	background_skin: Bronze
	background_hair: Silver
	background_portrait_image: 
	background_allies: 
	background_organization_name: 
	background_organization_image: 
	background_story: I life in the faerun wilds but dfferred from my kin n that I was less distrusting of non-wood elf creatures. I have a natural curiosity for those other creatures of the world and therefore ventured out to travel the lands as soon as i became of age.  I naturally have skills in herbalism which I learnt as a child but have built on those skills in my exploration... to compliment thisI have learnt what I can about alchemy. .. In exploring the underdark, I was badly wounded by a giant centipede. I managed to escape but exhausetd, I collpased by a stream out in the middle of nowhere. An old hermit  found me and nursed me back to health. I stayed with him for some time, it turns out he was a master alchmemist and taught me a great deal about how potions are made and ingredients needed, however I am not yet proficient in the skill.. After several years as companions, and on a hiking expediton exploring new land, we were attacked by savage beasts. Despite my skills in medicine I could not save him. I eventually moved on though carry the burden of blaming myself for his death.  i  return to the home I shared with him every so often. . . it is the only place other than the trees and forest , I feel like home.
I spend my years travelling, often keeping to myself, but crave interaction and will find myself amongst allsorts of people and communities... I do good where I can,  I help those in need. I am pretty self sufficient and can live off the land for a long time , but as I like to keep one of  my feet in the world of humans, gnomes and dwarves, I do see the need to carry out some paid work from time to time so that I have money necessary to live in their world.  Although largely solitary in my travels, I have found some lasting friendships from helping communities and joining a group of travellers or questers.
I am aware I may continue life in this way, never really finding my forever home, and  are ok with that, but a part of me longs to meet a companion to spend my life with
I worship both Chauntea The Earth Mother and Sylvanus The Wild Father.

Side note: very careful with money... keep only a small amount of gold . silver and copper in belt pouch and most of my gold is very well hidden in a bottom pouch inside my backpack.
	background_feature_name: Deep Delver
	background_additional_features: i wear a section of my hair in a braid with my druid focus, sprig of mistletoe woven in
hair is dyed blue but a platinum streak remains
	background_additional_treasure: Bottle of nasty wine less one glass full.
Form for The Waterdeep watch / magic order
1 piece pocket bacon
1 pocket sausage
1 pocket egg
handmade Zhenatrim armband (white with charcoal black logo of the winged snake)
authentic Zhentarim armband
 2 books of Mollari's written in draconic
2 scroll cases


*20 sub standard arrows so roll with disadvantage
Spear is Mollariis

1 point of reknown with Force Grey
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