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A quarterstaff, wood

shield, leather armor, beasts and plants. They can understand the
meaning of your words, though you have no
Weapon: Clubs, daggers, darts, javelins, maces, backpack, bed roII, special ability to understand them in return.
quarterstaffs, scimitars, sickles, slings, component pOUCh, You have advantage on all Charisma checks
spears mess Kkit, 10 torches, 10 you make to influence them.

Armor: Light armor, medium armor, shields (druids
won't use armor or shields made of metal
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