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  Acrobatics (Dex)

  Animal Handling ( Wis)

  Arcana ( Int)

  Athletics (Str)

  Deception (Cha)

  History ( Int)

  Insight ( Wis)

  Intimidation (Cha)

  Investigation ( Int)

  Medicine ( Wis)

  Nature ( Int)
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SIZE DESCRIPTION PLAYER

LEVEL & CLASS BACKGROUND

Pre-generated character sheet prepared by joe.nittoly.ca

Firbolg Magic. You can cast Detect Magic and 
Disguise Self, using Wisdom as your spellcasting 
ability. Once you case either spell, you can’t do 
so again until you finish a short or long rest. 
This version of Disguise Self allows you to 
appear up to 3 ft. shorter. 

Hidden Step. As a bonus action, you can turn 
invisible until the start of your next turn, or 
until you attack, make a damage roll, or force 
someone to make a saving throw. Once you use 
this trait, you can’t do so again until you finish a 
short or long rest. 

Powerful Build. You count as one size larger 
when determining your carrying capacity and the 
weight you can push, drag or lift. 

Speech of Beast and Leaf. You can communicate 
with beasts and plants. They can understand you, 
though you cannot understand them. You have 
advantage on Charisma checks made to influence them. 

Wildshape. You can use your action to transform 
into any land-bound beast (with a Challenge 
Rating of ¼ or less) that you are familiar with, for up 
to 1 hour. You can use this feature twice per long rest. 

While transformed, the following rules apply:

• You can revert to your normal form by using a 
bonus action. You automatically revert to your 
normal form if you fall unconscious or drop to 
0 hit points.

• Your game statistics are replaced by the 
statistics of your beast form, but you retain 
your personality, and Intelligence, Wisdom, and 
Charisma scores.

• 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.

• You choose whether your equipment falls to the 
ground, merges with your beast form, or is 
worn by the beast form (if practical). 

• See PHB p. 67 for more details.

Natural Recovery. During a short rest, you can 
recover either two 1st level spell slots or one 
2nd level spell slot. You can’t use this feature 
again until after finishing a long rest. 

Prayer Book
5 Sticks of incense
vestments
common clothes

wooden shield 1

quarterstaff
leather armour
Druidic Focus 2

Backpack
bedroll
mess kit
tinderbox
torches ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) 
rations ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) 
waterskin
50 ft. hempen rope

1 Your AC is 13 with shield affixed.
2 You must be holding your druidic focus with one hand 
to cast spells that require material components.

1 You can wield your quarterstaff with both hands 
to deal 1d8+3 damage on a hit. 

2 When casting spells that require your target to 
make a saving throw, your Spell Save DC is 13.

Cantrips. You know the Druidcraft, Produce 
Flame and Thorn Whip cantrips.

Prepared Spells. You have Cure Wounds, Faerie 
Fire, Goodberry, Healing Word, Hold Person and 
Lesser Restoration prepared. You can prepare a 
new list of 6 druid spells (of 1st and 2nd level) 
after a long rest.

Circle Spells. You always have Barkskin and 
Spider Climb prepared.

Spell Slots

(1ST) (1ST) (1ST) (1ST) (2nd) (2nd)

Proficiencies. Light armour, medium armour, 
sheilds (Druids will not wear armour or use 
shields made of metal), clubs, daggers, 
darts, javelins, maces, quarterstaves, 
scimitars, sickles, slings, spears, herbalism kit.

Languages. Common, Elvish, Giant, Sylvan, 
draconic, Druidic.
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I idolize a particular hero of my faith, and 
constantly refer to that person’s deeds and 
example. 

I quote (or misquote) sacred texts and proverbs 
in almost every situation. 

Change. We must help bring about the 
changes the gods are constantly working 
in the world.

Everything I do is for the common people.

My piety sometimes leads me to blindly 
trust those that profess faith in my god. 

15



Cantrips

Druidcraft
Transmutation cantrip

Casting Time: 1 action
Range: 30 ft
Components: V, S
Duration: Instantaneous

Whispering to the spirits of nature, you create one 
of the following effects within range: 

• You create a tiny, harmless sensory effect that 
predicts what the weather will be at your location 
for the next 24 hours. The effect might manifest 
as a golden orb for clear skies, a cloud for rain, 
falling snowflakes for snow, and so on. This 
effect persists for 1 round. 

• You instantly make a flower blossom, a seed pod 
open, or a leaf bud bloom. 

• You create an instantaneous, harmless sensory 
effect, such as falling leaves, a puff of wind, the 
sound of a small animal, or the faint odor of 
skunk. The effect must fit in a 5-foot cube. 

• You instantly light or snuff out a candle, a torch, 
or a small campfire.

Produce Flame
Conjuration cantrip

Casting Time: 1 action
Range: Self
Components: V, S
Duration: 10 minutes

A flickering flame appears in your hand. The flame 
remains there for the duration and harms neither 
you nor your equipment. The flame sheds bright 
light in a 10-foot radius and dim light for an 
additional 10 feet. The spell ends if you dismiss it 
as an action or if you cast it again.

You can also attack with the flame, although doing 
so ends the spell. When you cast this spell, or as an 
action on a later turn, you can hurl the flame at a 
creature within 30 feet of you. Make a ranged spell 
attack. On a hit, the target takes 1d8 fire damage.

Thorn Whip
Transmutation cantrip

Casting Time: 1 action
Range: 30 ft
Components: V, S, M
Duration: Instantaneous

You create a long, vine-like whip covered in thorns 
that lashes out at your command toward a 
creature in range. Make a melee spell attack 
against the target. If the attacks hits, the creature 
takes 1d6 piercing damage, and if the creature is 
Large or smaller, you pull it up to 10 feet closer to you. 

Prepared Spells

Cure Wounds
1st-level evocation

Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Instantaneous

A creature you touch regains a number of hit 
points equal to 1d8+3.

This spell has no effect on undead or constructs.

At Higher Levels. When you cast this spell 
using a spell slot of 2nd level, the creature you 
touch regains 2d8+3 hit points. 

Faerie Fire

1st-level evocation

Casting Time: 1 action
Range: 60 feet 
Components: V
Duration: Concentration, up to 1 minute

Each object in a 20-foot cube within range is 
outlined in blue, green, or violet light (your 
choice). Any creature in the area when the spell 
is cast is also outlined in light if it fails a 
Dexterity saving throw. For the duration, 
objects and affected creatures shed dim light in 
a 10-foot radius.

Any attack roll against an affected creature or 
object has advantage if the attacker can see it, 
and the affected creature or object can't benefit 
from being invisible.

Goodberry
1st-level transmutation

Casting Time: 1 action
Range: Touch 
Components: V, S, M
Duration: Instantaneous

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.

Healing Word
1st-level evocation

Casting Time: 1 bonus action 
Range: 60 feet 
Components: V 
Duration: Instantaneous

A creature of your choice that you can see within 
range regains hit points equal to 1d4+3. This spell 
has no effect on undead or constructs. 

At Higher Levels. When you cast this spell using 
a 2nd level spell slot, the healing increases to 2d4+3. 

Hold Person
2nd-level enchantment

Casting Time: 1 action
Range: 60 feet 
Components: V, S, M
Duration: Concentration, up to 1 minute 

Choose a humanoid that you can see within range. 
The target must succeed on a Wisdom saving 
throw or be paralyzed for the duration. At the end 
of each of its turns, the target can make another 
Wisdom saving throw. On a success, the spell ends 
on the target.

Lesser Restoration
2nd-level abjuration

Casting Time: 1 action
Range: Touch 
Components: V, S 
Duration: Instantaneous

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

Circle Spells

Barkskin
2nd-level transmutation

Casting Time: 1 action
Range: Touch
Components: V, S, M
Duration: Concentration, up to 1 hour

You touch a willing creature. Until the spell ends, 
the target’s skin has a rough, bark-like 
appearance, and the target’s AC can’t be less than 
16, regardless of what kind of armor it is wearing.

Spider Climb
2nd-level transmutation

Casting Time: 1 action
Range: Touch
Components: V, S, M
Duration: Concentration, up to 1 hour 

Until the spell ends, one willing creature you touch 
gains the ability to move up, down, and across 
vertical surfaces and upside down along ceilings, 
while leaving its hands free. The target also gains a 
climbing speed equal to its walking speed. 

Wildshapes (Combat)

Wolf
medium beast

Armour Class: 13
Hit Points: 11
Speed: 40 ft.

STR +1 (12) • DEX +2 (15) • CON +1 (12)

Skills: Perception +3, Stealth +4
Languages: you cannot speak in this form

Keen Hearing and Smell. You have advantage 
on Wisdom (Perception) checks that rely on 
hearing and smell.

Pack Tactics. You have advantage on an attack 
roll against a creature if at least one of your allies 
is within 5 feet of that creature.

Bite · +4 to hit · 5 ft. reach · 2d4+2 piercing 
damage · Target must succeed on a DC 11 
Strength saving throw or be knocked prone.

Boar
medium beast

Armour Class: 11 (natural armour)
Hit Points: 11
Speed: 40 ft.

STR +1 (13) • DEX +0 (11) • CON +1 (12)

Languages: you cannot speak in this form

Charge. If you move at least 20 ft. straight 
toward a target and hit it with a tusk attack, the 
target takes an extra 1d6 slashing damage. If the 
target is a creature, it must succeed on a DC 11 Str 
saving throw or be knocked prone.

Relentless. If you take 7 damage or less that 
would reduce your boar form to 0 hit points, you 
are reduced to 1 point instead. 

Tusk · +3 to hit · 5 ft. reach · 1d6+1 slashing damage


