Firbolg

3rd-Level Druid (Circle of Dreams)

Acolyte

RACE

LEVEL & CLASS

BACKGROUND

DESCRIPTION

PLAYER

Medium
SIZE

CHARACTER NAME

STRENGTH

+2

+3

PROFICIENCY BONUS

11/13

+0

ARMOR
CLASS

INITIATIVE

Strength

FEET
SPEED

Constitution
DEXTERITY

+0

+1

Intelligence

+5

Wisdom

CURRENT HIT POINTS

Charisma
SAVING THROWS

10

TEMPORARY HIT POINTS

Acrobatics ( Dex)

CONSTITUTION

Animal Handling ( Wis )

+1

Total

Arcana ( Int)

1D8

SUCCESSES
FAILURES

Athletics ( Str )

13

HIT DICE

Deception ( Cha)

DEATH SAVES

History ( Int)
INTELLIGENCE

+5

-1
8

Insight ( Wis )

NAME

ATK BONUS

DAMAGE/TYPE

Intimidation ( Cha)

Quarterstaff 1

+5

1D6+3 BLUDGEONING

Investigation ( Int)

Spellcasting 2

+5

SPECIAL

Medicine ( Wis )
Nature ( Int)
+5

WISDOM

+3

Performance ( Cha)
Persuasion ( Cha)
+1

16

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.

Perception ( Wis )

Religion ( Int)
Sleight of Hand ( Dex)

Prepared Spells. You have Cure Wounds,
Entangle, Fog Cloud, Thunderwave, Barkskin
and Spike Growth prepared. You can prepare a
new list of 6 druid spells (of 1st and 2nd level)
after a long rest.

Stealth ( Dex)

CHARISMA

+5

+1

Survival ( Wis )
SKILLS

Spell Slots
(1ST) (1ST) (1ST) (1ST) (2nd) (2nd)

12

15

PASSIVE WISDOM
(PERCEPTION)

Proficiencies. Light armour, medium armour,
shields; clubs, daggers, darts, javelins,
maces, quarterstaves, scimitars, sickles,
slings, spears; herbalism kit.
Languages. Common, Elvish, Giant,
Primordial, Celestial, Druidic.

ATTACKS & SPELLCASTING

Acolyte Gear:
• Holy Symbol
• Prayer book/wheel
• 5 sticks of incense
• vestments
• common clothes
• 15 gold pieces
Druid Gear:
• Quarterstaff
• Wooden Shield
• Leather armour
• druidic focus
Explorer’s Pack:
• bedroll
• mess kit
• tinderbox
• 10 torches
• 10 days rations
• waterskin
• 50 ft. hempen rope

OTHER PROFICIENCIES & LANGUAGES

You’re a shy and gentle giant of the
forest, a friend to beasts and trees, able
to take the form of lesser creatures and
aid your allies with helpful magic.

21

Hit Point Maximum

Dexterity

16

30

EQUIPMENT

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.
Balm of the Summer Court. You have a pool
of Fey energy represented by 3 d6’s. As a
bonus action, choose one creature you can
see within 120 ft. of you and expend one d6,
rolling it; the target regains hit points
equal to the total rolled, plus 1 temporary
hit point. You regain all 3 d6’s after a long
rest.
Shelter of the Faithful. You command the
respect of those who share your faith, and
you can perform religious cremonies
thereof. You and your adventuring
companions can expect to receive free
healing and care at your faith’s place of
worship, though you must provide any
material compentens needed for spells. (See
PHB 127 for more info.)
FEATURES & TRAITS
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Cantrips
Shillelagh
Transmutation cantrip
Casting Time: 1 bonus action
Range: Touch
Components: V, S, M
Duration: 1 minute

The wood of a club or quarterstaff you
are holding is imbued with nature’s
power. For the duration, you can use
your spellcasting ability instead of
Strength for the attack and damage
rolls of melee attacks using that
weapon, and the weapon’s damage die
becomes a d8. The weapon also becomes
magical, if it isn’t already. The spell ends
if you cast it again or if you let go of
the weapon.

Thorn Whip
Transmutation cantrip
Casting Time: 1 action
Range: 30 feet
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 attack hits, the
creature takes 1d6 piercing damage, and if
the creature is Large o Smaller, you pull
it up to 10 ft. closer to you.

Druid Spells
Cure Wounds
1st-level evocation
Casting Time: 1 action
Range: Touch
Components: V, S
Duration: Instantaneous

A creature you touch regains 1d8+3 hit
points. (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 2d8+3.

Entangle
1st-level conjuration
Casting Time: 1 action
Range: 90 feet
Components: V, S
Duration: Concentration, up to 1 minute

Grasping weeds and vines sprout from
the ground in a 20-foot square starting
from a point within range. For the
duration, these plants turn the ground
in the area into difficult terrain.
A creature in the area when you cast the
spell must succeed on a Strength saving
throw or be restrained by the entangling
plants until the spell ends. A creature
restrained by the plants can use its
action to make a DC 13 Strength check.
On a success, it frees itself.
When the spell ends, the conjured
plants wilt away.

Fog Cloud

Wildshapes (Combat)

1st-level conjuration
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Concentration, up to 1 hour

Wolf

You create a 20-foot-radius sphere of
fog centered on a point within range. The
sphere spreads around corners, and its
area is heavily obscured. It lasts for the
duration or until a wind of moderate or
greater speed (at least 10 miles per
hour) disperses it.
At Higher Levels: When you cast this
spell using a 2nd-level spell slot, the
radius of the fog increases to 40 feet.

Thunderwave
1st-level evocation
Casting Time: 1 action
Range: Self (15-foot cube)
Components: V, S
Duration: Instantaneous

A wave of thunderous force sweeps out
from you. Each creature in a 15-foot cube
originating from you must make a
Constitution saving throw. On a failed
save, a creature takes 2d8 thunder
damage and is pushed 10 feet away from
you. On a successful save, the creature
takes half as much damage and isn’t
pushed.
In addition, unsecured objects that are
completely within the area of effect are
automatically pushed 10 feet away from
you by the spell’s effect, and the spell
emits a thunderous boom audible out to
300 feet.
At Higher Levels: When you cast this
spell using a 2nd-level spell slot, the
damage increases to 3d8.

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 les than 16, regardless of what
kind of armour it is wearing.

Spike Growth
2nd-level transmutation
Casting Time: 1 action
Range: 150 feet
Components: V, S, M
Duration: Concentration, up to 10 minutes

The ground in a 20-foot radius centered
on a point within range twists and
sprouts hard spikes and thorns. The area
becomes difficult terrain for the
duration. When a creature moves into or
within the area, it takes 2d4 piercing
damage for every 5 feet it travels.
The transformation of the ground is
camouflaged to look natural. Any
creature that can’t see the area at the
time the spell is cast must make a
Wisdom (Perception) check against your
spell save DC to recognize the terrain
as hazardous before entering it.

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
damagez

