Druid - 3rd Ce boyus Rachisan
CLASS & LEVEL LINEAGE
CHARACTER NAME
Elementalist Cottage
SUBCLASS HERITAGE
900 Healer
EXPERIENCE POINTS PLAYER NAME BACKGROUND
PROFICIENCY BONUS / INTELLIGENCE N ./ PASSIVE PASSIVE PASSIVE INITIATIVE SPEED(S) y
INSIGHT INVESTIGATION PERCEPTION
13 11 15 _|_2 walk 30 feet
ATTACKS
o STRENGTH Q Narr-le - Bonus Damage/Type Ra.nge/Propet.‘tles Weapon O.ptu)ns
Scimitar +4 1d6 +2 S | Finesse, Light | Hamstring
I ©_ 13 save
©® +3 Arcana
O +1 History
@) +1 Investigation
+3
| 0-1 save | ng Nature — ARMOR
-1 L — = Religion P CLASS Name Base AC  Properties %T_ngk
O Athletics (With Shield) § ' |eather armor 11 natural materials (No Shield)
L WISDOM N 1 5 1 3
./ DEXTERITY
@ L HIT POINTS N /PROFICIENCIES ™ ¢’  LANGUAGES
MAX | | CURRENT | | TEMP © Light Armor Common, Druidic,
24 @ Medium Armor Elvish
(O Heavy Armor
| G) SAVE | © Shiclds OTHER PROFICIENCIES
| O*2 save | 13 ‘ HIT DICE © Simple Weapons | | Herbalist Tools,
O -T2 Animal Handling TYPE | [ USED | [ MAX pre e Provisioner's Tools
O Lz Acrobatics O +3 Insight O Martial Weapons
w2 " 8 3 N AN g
O Sleight of Hand ®@ Medicine ™ g
OLZ Stealth © +5 Perception L TALENTS N
NN e o 15 Survival L DEATH SAVES N | Field Medic:
D\ /7 « When you make a WIS (Medicine) check,
SUCCESSES
-’ CONSTITUTION Q Q Q treat any d20 roll of 9 or lower as though
L CHARISMA N you rolled a 10
FAILURES .
\O O O A1 As an action, you can tend to the wounds
of a creature you can see and touch. When
4 EXHAUSTION \., | you do, the creature regains a number of
equal to your + their modifier.
HP equal to your PB + their CON modif
@ @ @ @ @ @ A creature healed can only receive benefits
CONDITIONS of this healing once per Long Rest.
| O +2 AVE | * When you spend hit dice to regain HP
—=SAV during a short rest, you can reroll a number
N Ve I 010 save | of dice equal to your PB, but must take new
result.
LUCK OLO Deception o\ /7T /J
O +0 Intimidation i/ N
+0 ACTIONS QUICK REFERENCE
O_ Y performance ACTIONS BONUS ACTIONS REACTIONS
O O O O +O Persuasion
O\ Vel
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Nature's Gift: As a BA, choose one creature
within 5 FT (can be you), roll PB d4s and heal
HP equal to the total rolled. You can use this
feature a number of times equal to PB.
Recover uses on Long Rest.

LEVEL

FEATURE 1

Ia | LEVEL

FEATURE 2

Wild Shape: Use once per rest

» Animal Form: Transform into Beast.

» Draw Power: As a BA, choose a single
expended primordial spell slot to recover. The
recovered spell slot must be to or less than
your PB. Cannot use while transformed by
Wild Shape.

s | LEVEL \

FEATURE 3

Elemental Convergence: Learn one cantrip
from acid splash, electric jolt, *firebolt*, hoar
frost, ray of frost, or shocking grasp.

When you finish a LR, you can switch the
cantrip. When you deal damage with the
cantrip, you deal additional damage of its type
equal to your PB. In addition, when you deal
acid, cold, fire, lightning, or thunder damage,
you can choose for any number of those dice

L AL - Lto be DMG of one of the other tvpes. p
T LEVEL ) LEVEL ) LEVEL
FEATURE 3 FEATURE FEATURE

Wildshape: Elemental Conduit: As a BA, use
one usage of wildshape feature to take on an
elemental form. While in this form the following
applies. Use a reaction to perform one of the
following

« Elemental Absorption

« Elemental Empowerment

» Elemental Envervation

See Cheatsheet for details.

u I iy u H 0 H
T LEVEL ) LEVEL ) LEVEL
FEATURE FEATURE FEATURE
u A 0 H 0 H
¢ WEAPONS & ARMOR NP OTHER EQUIPMENT N

WEAPON I Leather armor, Scimitar, Shield, Druidic Focus
A mess kit, tinderbox, 10 torches, 10 days of rations, and waterskin.
OFTIONS The pack also has 50 feet of rope strapped to the side
A set of herbalist tools, a healer’s kit, candle,
assorted potion bottles, a set of common clothes, and 5
WEAPON PROPERTIES days Of rations.
OPTIONS
WEAPON PROPERTIES
OPTIONS
TREASURE & ADDITIONAL ITEMS JPP_LL
WEAPON PROPERTIES ] [
OPTIONS GP
SP
ARMOR PROPERTIES
cp
ARMOR PROPERTIES
D\ VRN

U
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SPEED (ROUND) SPEED (TRAVEL) CREW PASSENGERS CARGO CAPACITY

NOTES

NAME TYPE AC MAX HP CURRENT HP

Oprof.

SPEED (ROUND) SPEED (TRAVEL) CREW PASSENGERS CARGO CAPACITY

NOTES

/) MAGIC ITEMS | ATTUNEMENT SLOTS

ITEM ITEM

O Attuned O Attuned
ITEM ITEM

O Attuned O Attuned
ITEM ITEM

O Attuned O Attuned
ITEM ITEM

O Attuned O Attuned

MOUNTS & CREATURES
NAME TYPE SPEED CARRYING CAPACITY NAME TYPE SPEED CARRYING CAPACITY
NOTES NOTES
NAME TYPE SPEED CARRYING CAPACITY NAME TYPE SPEED CARRYING CAPACITY
NOTES NOTES
VEHICLES
NAME TYPE AC MAX HP CURRENT HP NAME TYPE AC MAX HP CURRENT HP
Oprof. Oprof.

SPEED (ROUND) SPEED (TRAVEL) CREW PASSENGERS CARGO CAPACITY

NOTES

NAME TYPE AC MAX HP CURRENT HP

Oprof.

SPEED (ROUND) SPEED (TRAVEL) CREW PASSENGERS CARGO CAPACITY

NOTES

FACILITIES

BASE
PERSONNEL

NOTES
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CHARACTER APPEARANCE

PORTRAIT

CHARACTER NAME
AGE HEIGHT WEIGHT \
10 3'5" 40 lbs
EYES SKIN HAIR ] []
Black = Yellow Stalk
APPEARANCE NOTES I ALLIES & ORGANIZATIONS L
--Valiant Six--
Avena Elodie (ah-VEE-nah el-oh-DEE)
Brannon Blackrose (BRAN-un BLAK-rohz)
Hugo Sweetwater (HEW-goh SWEET-wah-tuhr)
Lucian Albright (LOO-see-an AWL-bryt)
Mako Knifejaw (MAY-koh NIFE-jaw)
Silent Sky (SY-luhnt skye)
PERSONALITY
] [
u OTHER NOTES L]
VAR 4

4 BACKSTORY HOMELAND N

» Grew up in a small community of Rachisan (RAKE-ih-
sans) that often traded with elves and rare occasions with
a powerful fey in the nearby expansive forest. This fey
was said to provide blessings to the community.

ADVENTURING MOTIVATION

» Ceboyus’ home was hit with a heavy drought leading to a blight, resulting in the loss of many
crops. Not content in seeing his people suffer, Ceboyus journeyed into the woods to seek the
fey out for help. The fey instructed him in the druidic arts and taught him the means to control
the weather.

» Ceboyus used his new found powers to alleviate the drought and cure the blight. The journey
into the woods and his resulting druidic powers have spurred him to seek out those affected by
weather disasters.




L

4

. . . SPELL SLOTS N
D ru I d 3 rd B P rl m O rd I a'l Total Expended Total Expended Total Expended
SPELLCASTER CLASS & SOURCE IStCIRCLE 4 OOOO 4th CIRCLE OOO 7th CIRCLE OO
SAVE DC ‘:';fg;‘ 2nd CIRCLE 2 OOO sth CIRCLE OOO 8th CIRCLE O
1 3 +5 3rd CIRCLE OOO 6th CIRCLE OO 9th CIRCLE O
| CANTRIPS & SPELLS L
Circle  Spell Name CastTime Range Components Duration Concentration  Prepared
Cantrip| Dancing Lights 1 action | 120 feet | V,S,M (a bit of phosphorus or wytchwood)| up to 1 min ad 0
Cantrip Firebolt* 1 action | 120 feet Instant 0
Cantrip. Invigorate (PG2) 1 action | Touch 1 round 0
Cantrip. Resistance 1 action | Touch V,S,M (a mini cloak) up to 1 min a 0
1st Burning Hands (R) 1 action | self (15ft-cone) Instant O
1st Coiled Strike 1 action | Touch V,S,M (a cobra hood) Up to 10 min a 0
1st Create or Destroy Water 1 action | 30 feet | Vv.s Madrop of waterif creating water or a few grains of sand i destoying 19| | [NStant 0
1st Elemental Burst 1 action | 60 feet Instant O
1st Thunderwave (R) 1 action | self (15ft-cube) Instant O
2nd Acid Arrow (R) 1 action | 90 feet V,S,M (powered rhubarb leaf and an adder's stomach) | Instant 0
2nd Barkskin 1 action | Touch V,S,M (a handfu of oak bark) Upto1lhr ad 0
2nd | Gust of Wind 1 action | self 6oft-ine) V,S,M (a legume seed) ad 0
2nd | Shatter (R) 1 action 60 feet | V,S,M (a chip of mica) 0
] [
|| RITUALS 4
Circle  Ritual Name CastTime  Materials & Cost Duration
1st Cornucopia 1 minute' V,S,M (a tiny horn) Instantaneous
2nd | Circle of Stones 1 minute| V,S,M (four or more crystals worth 5 gp each) 8 hours
] [
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	Character Name: Ceboyus
	Player Name: 
	Class & Level: Druid - 3rd
	Subclass: Elementalist
	Experience Points: 900
	Lineage: Rachisan
	Heritage: Cottage
	Background: Healer
	Proficiency Bonus: +2
	Strength: 8
	Str Mod: -1
	Dexterity: 14
	Dex Mod: +2
	Constitution: 14
	Con Mod: +2
	Int Mod: +1
	Wis Mod: +3
	Cha Mod: +0
	Charisma: 10
	Wisdom: 16
	Intelligence: 13
	Check Box25: Off
	Check Box26: Off
	Check Box28: Off
	Dex Save: +2
	Check Box30: Off
	Check Box32: Off
	Check Box34: Off
	Check Box37: Off
	Check Box39: Yes
	Check Box41: 
	0: Yes
	1: Off
	2: Off
	3: Yes
	4: Off

	Check Box47: Yes
	Check Box50: 
	0: Off
	1: Off
	2: Yes
	3: Yes
	4: Yes

	Check Box58: Off
	Check Box60: 
	0: Off
	1: Off
	2: Off
	3: Off

	Medicine: +5
	Perception: +5
	Survival: +5
	Cha Save: +0
	Deception: +0
	Intimidation: +0
	Performance: +0
	Persuasion: +0
	Insight: +3
	Animal Handling: +3
	Wis Save: 
	Religion: +1
	Nature: +3
	Investigation: +1
	History: +1
	Arcana: +3
	Int Save: +3
	Con Save: +2
	Stealth: +2
	Sleight of Hand: +2
	Acrobatics: +2
	Athletics: -1
	Str Save: -1
	Check Box65: 
	0: 
	0: Off
	1: Off

	1: 
	0: Off
	1: Off
	2: Off


	Passive Insight: 13
	Passive Investigation: 11
	Passive Perception: 15
	Initiative: +2
	Speed(s): walk 30 feet
	Attack Name: 
	0: Scimitar
	1: 
	2: 
	3: 
	4: 

	Attack Bonus: 
	0: +4
	1: 
	2: 
	3: 
	4: 

	Dmg/Type: 
	0: 1d6 + 2 S
	1: 
	2: 
	3: 
	4: 

	Range/Properties: 
	0: Finesse, Light
	1: 
	2: 
	3: 
	4: 

	Weapon Options: 
	0: Hamstring
	1: 
	2: 
	3: 
	4: 

	Armor: 
	0: leather armor
	1: 
	2: 

	Base AC: 
	0: 11
	1: 
	2: 

	Properties: 
	0: natural materials
	1: 
	2: 

	AC w/Shield: 15
	AC No Shield: 13
	HP Max: 24
	HP Current: 
	HP Temp: 
	Hit Dice Type: 8
	Hit Dice Used: 
	Hit Dice Max: 3
	Check Box87: 
	0: Yes
	1: Yes
	2: Off
	3: Yes
	4: Yes
	5: Off

	Death Save: 
	0: 
	0: Off
	1: Off
	2: Off

	1: 
	0: Off
	1: Off
	2: Off


	Exhaustion: 
	0: Off
	1: Off
	2: Off
	3: Off
	4: Off
	5: Off

	Actions Quick Ref: 
	Feature Level: 
	0: 
	0: 1
	1: 2
	2: 3

	1: 
	0: 3
	2: 
	1: 

	2: 
	0: 
	1: 
	2: 


	Feature: 
	0: 
	0: Nature's Gift: As a BA, choose one creature within 5 FT (can be you), roll PB d4s and heal HP equal to the total rolled. You can use this feature a number of times equal to PB. Recover uses on Long Rest.
	1: Wild Shape: Use once per rest
•  Animal Form: Transform into Beast.
•  Draw Power: As a BA, choose a single expended primordial spell slot to recover. The recovered spell slot must be to or less than your PB. Cannot use while transformed by Wild Shape.
	2: Elemental Convergence: Learn one cantrip from acid splash, electric jolt, *firebolt*, hoar frost, ray of frost, or shocking grasp.
When you finish a LR, you can switch the cantrip. When you deal damage with the cantrip, you deal additional damage of its type equal to your PB. In addition, when you deal acid, cold, fire, lightning, or thunder damage, you can choose for any number of those dice to be DMG of one of the other types.

	1: 
	0: Wildshape: Elemental Conduit: As a BA, use one usage of wildshape feature to take on an elemental form. While in this form the following applies. Use a reaction to perform one of the following
•  Elemental Absorption
•  Elemental Empowerment
•  Elemental Envervation
See Cheatsheet for details.
	2: 
	1: 

	2: 
	0: 
	1: 
	2: 


	Weapon Name: 
	0: 
	1: 
	2: 
	3: 

	Weapon Properties: 
	0: 
	1: 
	2: 
	3: 

	Options: 
	0: 
	1: 
	2: 
	3: 

	Armor Name: 
	0: 
	1: 
	2: 

	Armor Properties: 
	0: 
	1: 
	2: 

	Other Equipment: Leather armor, Scimitar, Shield, Druidic Focus
 
A mess kit, tinderbox, 10 torches, 10 days of rations, and waterskin.
The pack also has 50 feet of rope strapped to the side
 
A set of herbalist tools, a healer’s kit, candle,
assorted potion bottles, a set of common clothes, and 5
days of rations.
	Treasure: 
	PP: 
	GP: 
	SP: 
	CP: 
	Magic Item Name: 
	0: 
	0: 
	1: 

	1: 
	0: 
	1: 

	2: 
	0: 
	1: 

	3: 
	0: 
	1: 


	Magic Item Description: 
	0: 
	0: 
	1: 

	1: 
	0: 
	1: 

	2: 
	0: 
	1: 

	3: 
	0: 
	1: 


	Attuned?: 
	0: 
	0: Off
	1: Off

	1: 
	0: Off
	1: Off

	2: 
	0: Off
	1: Off

	3: 
	0: Off
	1: Off


	Attunement Slots: 
	0: Off
	1: Off
	2: Off
	3: Off
	4: Off
	5: Off

	Mount/Creature Name: 
	0: 
	0: 
	1: 

	1: 
	0: 
	1: 


	M/C Type: 
	0: 
	0: 
	1: 

	1: 
	0: 
	1: 


	M/C Speed: 
	0: 
	0: 
	1: 

	1: 
	0: 
	1: 


	M/C Carry Capacity: 
	0: 
	0: 
	1: 

	1: 
	0: 
	1: 


	M/C Notes: 
	0: 
	0: 
	1: 

	1: 
	0: 
	1: 


	Vehicle Name: 
	0: 
	0: 
	1: 

	1: 
	0: 
	1: 


	Vehicle Type: 
	0: 
	0: 
	1: 

	1: 
	0: 
	1: 


	Check Box123: 
	0: 
	0: Off
	1: Off

	1: 
	0: Off
	1: Off


	Vehicle AC: 
	0: 
	0: 
	1: 

	1: 
	0: 
	1: 


	Vehicle Max HP: 
	0: 
	0: 
	1: 

	1: 
	0: 
	1: 


	Vehicle Current HP: 
	0: 
	0: 
	1: 

	1: 
	0: 
	1: 


	Vehicle Speed Round: 
	0: 
	0: 
	1: 

	1: 
	0: 
	1: 


	Vehicle Speed Travel: 
	0: 
	0: 
	1: 

	1: 
	0: 
	1: 


	Vehicle Crew: 
	0: 
	0: 
	1: 

	1: 
	0: 
	1: 


	Vehicle Passengers: 
	0: 
	0: 
	1: 

	1: 
	0: 
	1: 


	Vehicle Cargo Capacity: 
	0: 
	0: 
	1: 

	1: 
	0: 
	1: 


	Vehicle Notes: 
	0: 
	0: 
	1: 

	1: 
	0: 
	1: 


	Base Facilities: 
	Base Personnel: 
	Base Notes: 
	Portrait_af_image: 
	Character Name 2: Ceboyus
	Age: 10
	Height: 3'5"
	Weight: 40 lbs
	Eyes: Black
	Hair: Stalk
	Appearance Notes: 
	Personality: 
	Backstory 1: • Grew up in a small community of Rachisan (RAKE-ih-sans) that often traded with elves and rare occasions with a powerful fey in the nearby expansive forest. This fey was said to provide blessings to the community.
	Backstory 2: • Ceboyus’ home was hit with a heavy drought leading to a blight, resulting in the loss of many crops. Not content in seeing his people suffer, Ceboyus journeyed into the woods to seek the fey out for help. The fey instructed him in the druidic arts and taught him the means to control the weather.
• Ceboyus used his new found powers to alleviate the drought and cure the blight. The journey into the woods and his resulting druidic powers have spurred him to seek out those affected by weather disasters.
	Homeland: 
	Adventuring Motivations: 
	Allies & Organizations: --Valiant Six--
Avena Elodie (ah-VEE-nah el-oh-DEE)
Brannon Blackrose (BRAN-un BLAK-rohz)
Hugo Sweetwater (HEW-goh SWEET-wah-tuhr)
Lucian Albright (LOO-see-an AWL-bryt)
Mako Knifejaw (MAY-koh NIFE-jaw)
Silent Sky (SY-luhnt skye)
	Other Notes: 
	Spellcaster Class & Source: Druid 3rd - Primordial
	Save DC: 13
	Spell Attack Bonus: +5
	1st Circle Total Slots: 4
	2nd Circle Total Slots: 2
	3rd Circle Total Slots: 
	4th Circle Total Slots: 
	5th Circle Total Slots: 
	6th Circle Total Slots: 
	7th Circle Total Slots: 
	8th Circle Total Slots: 
	9th Circle Total Slots: 
	Slot Expended: 
	0: 
	0: Off
	1: Off
	2: Off
	3: Off

	1: 
	0: Off
	1: Off
	2: Off

	2: 
	0: Off
	1: Off
	2: Off


	Slot Expended 2: 
	0: 
	0: Off
	1: Off
	2: Off

	1: 
	0: Off
	1: Off
	2: Off

	2: 
	0: Off
	1: Off


	Slot Expended 3: 
	0: 
	0: Off
	1: Off

	1: 
	0: Off

	2: 
	0: Off


	Circle: 
	0: Cantrip
	1: Cantrip
	2: Cantrip
	3: Cantrip
	4: 1st
	5: 1st
	6: 1st
	7: 1st
	8: 1st
	9: 2nd
	10: 2nd
	11: 2nd
	12: 2nd
	13: 
	14: 
	15: 
	16: 
	17: 
	18: 
	19: 
	20: 
	21: 
	22: 
	23: 
	24: 
	25: 

	Spell Name: 
	0: Dancing Lights
	1: Firebolt*
	2: Invigorate (PG2)
	3: Resistance
	4: Burning Hands (R)
	5: Coiled Strike
	6: Create or Destroy Water
	7: Elemental Burst
	8: Thunderwave (R)
	9: Acid Arrow (R)
	10: Barkskin
	11: Gust of Wind
	12: Shatter (R)
	13: 
	14: 
	15: 
	16: 
	17: 
	18: 
	19: 
	20: 
	21: 
	22: 
	23: 
	24: 
	25: 

	Cast Time: 
	0: 1 action
	1: 1 action
	2: 1 action
	3: 1 action
	4: 1 action
	5: 1 action
	6: 1 action
	7: 1 action
	8: 1 action
	9: 1 action
	10: 1 action
	11: 1 action
	12: 1 action
	13: 
	14: 
	15: 
	16: 
	17: 
	18: 
	19: 
	20: 
	21: 
	22: 
	23: 
	24: 
	25: 

	Range: 
	0: 120 feet
	1: 120 feet
	2: Touch
	3: Touch
	4: Self (15ft-cone)
	5: Touch
	6: 30 feet
	7: 60 feet
	8: Self (15ft-cube)
	9: 90 feet
	10: Touch
	11: Self (60ft-line)
	12: 60 feet
	13: 
	14: 
	15: 
	16: 
	17: 
	18: 
	19: 
	20: 
	21: 
	22: 
	23: 
	24: 
	25: 

	Components: 
	0: V,S,M (a bit of phosphorus or wytchwood)
	1: V,S
	2: V,S
	3: V,S,M (a mini cloak)
	4: V,S
	5: V,S,M (a cobra hood)
	6: V, S, M (a drop of water if creating water or a few grains of sand if destroying it)
	7: V,S
	8: V,S
	9: V,S,M (powered rhubarb leaf and an adder's stomach)
	10: V,S,M (a handfu of oak bark)
	11: V,S,M (a legume seed)
	12: V,S,M (a chip of mica)
	13: 
	14: 
	15: 
	16: 
	17: 
	18: 
	19: 
	20: 
	21: 
	22: 
	23: 
	24: 
	25: 

	Duration: 
	0: up to 1 min
	1: Instant
	2: 1 round
	3: up to 1 min
	4: Instant
	5: Up to 10 min
	6: Instant
	7: Instant
	8: Instant
	9: Instant
	10: Up to 1 hr
	11: 
	12: 
	13: 
	14: 
	15: 
	16: 
	17: 
	18: 
	19: 
	20: 
	21: 
	22: 
	23: 
	24: 
	25: 

	Concentration: 
	0: Yes
	1: Off
	2: Off
	3: Yes
	4: Off
	5: Yes
	6: Off
	7: Off
	8: Off
	9: Off
	10: Yes
	11: Yes
	12: Off
	13: Off
	14: Off
	15: Off
	16: Off
	17: Off
	18: Off
	19: Off
	20: Off
	21: Off
	22: Off
	23: Off
	24: Off
	25: Off

	Prepared: 
	0: Yes
	1: Yes
	2: Yes
	3: Yes
	4: Yes
	5: Yes
	6: Yes
	7: Yes
	8: Yes
	9: Yes
	10: Yes
	11: Yes
	12: Yes
	13: Off
	14: Off
	15: Off
	16: Off
	17: Off
	18: Off
	19: Off
	20: Off
	21: Off
	22: Off
	23: Off
	24: Off
	25: Off

	Ritual Circle: 
	0: 1st
	1: 2nd
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 

	Ritual Name: 
	0: Cornucopia
	1: Circle of Stones
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 

	Ritual Cast Time: 
	0: 1 minute
	1: 1 minute
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 

	Ritual Materials & Cost: 
	0: V,S,M (a tiny horn)
	1: V,S,M (four or more crystals worth 5 gp each)
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 

	Ritual Duration: 
	0: Instantaneous
	1: 8 hours
	2: 
	3: 
	4: 
	5: 
	6: 
	7: 
	8: 
	9: 

	Languages: Common, Druidic, Elvish
	Other Proficiencies: Herbalist Tools, Provisioner's Tools
	Talents: Field Medic:
•  When you make a WIS (Medicine) check, treat any d20 roll of 9 or lower as though you rolled a 10.
•  As an action, you can tend to the wounds  of a creature you can see and touch. When you do, the creature regains a number of HP equal to your PB + their CON modifier. A creature healed can only receive benefits of this healing once per Long Rest.
• When you spend hit dice to regain HP during a short rest, you can reroll a number of dice equal to your PB, but must take new result.
	Reactions Quick Ref: 
	Bonus Action Quick Ref: 
	Conditions: 
	Skin: Yellow


