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player name

CLASS & LEVEL

SUBCLASS

EXPERIENCE POINTS

LINEAGE 

HERITAGE

BACKGROUND

strength

Athletics

SAVE

intelligence

SAVE

dexterity

SAVE

character name

type used max

armor
class

hit points

hit dice

death saves

max current temp

actions bonus actions reactions

successes

failures

exhaustion

proficiencies languages

other proficiencies

conditions

passive
insight

passive
perception

passive
investigation

initiative

attacks

armor
Name Base AC Properties

talents

actions quick reference

armor
class

(With Shield) (No Shield)

speed(s)

Name Bonus Damage/Type Range/Properties Weapon Options

Acrobatics

Sleight of Hand

Stealth

constitution

SAVE

proficiency bonus

luck

Arcana

History

Investigation

Nature

Religion

wisdom

SAVE

Animal Handling

Insight

Medicine

Perception

Survival

Light Armor

Medium Armor

Heavy Armor

Shields

Simple Weapons

Martial Weapons

charisma

SAVE

Deception

Intimidation

Performance

Persuasion
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weapons & armor

treasure & additional items

other equipment

PP

GP

SP

CP

weapon properties

options

level
feature

level
feature

level
feature

level
feature

level
feature

level
feature

level
feature

level
feature

level
feature

weapon properties

options

weapon properties

options

weapon properties

options

armor properties

armor properties

armor properties
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magic items

mounts & creatures

vehicles

base

attunement slots

item
A�uned

item
A�uned

item
A�uned

item
A�uned

item
A�uned

item
A�uned

item
A�uned

item
A�uned

name type speed carrying capacity

notes

name type speed carrying capacity

notes

name type speed carrying capacity

notes

name type speed carrying capacity

notes

name type ac max hp current hp

speed (round)

notes

speed (travel) crew passengers cargo capacity

Prof.
name type ac max hp current hp

speed (round)

notes

speed (travel) crew passengers cargo capacity

Prof.

name type ac max hp current hp

speed (round)

notes

speed (travel) crew passengers cargo capacity

Prof.
name type ac max hp current hp

speed (round)

notes

speed (travel) crew passengers cargo capacity

Prof.

facilities

notes

personnel
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appearance notes

personality

portrait 

character appearance

age height weight

eyes skin hair

adventuring motivation

homelandbackstory

OTHER NOTES

allies & organizations

character name
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spellcaster class & source

cantrips & spells

save dc attack
bonus

spell slots

1st circle

2nd circle

3rd circle

Total Expended Total Expended

4th circle

5th circle

6th circle

Total Expended

7th circle

8th circle

9th circle

Circle Spell Name Cast Time Range Components Duration

rituals
Circle Ritual Name Cast Time Materials & Cost Duration

Concentration Prepared


	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


