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14 +1  Constitution
+4 Intelligence
@ +4_ Wisdom
-1 Charisma
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Acrobatics

Animal Handling

+2  Arcana
INTELLIGENCE +0  Athletics
14 -1 Deception
+2  History
@ _*2  Insight
-1 Intimidation
WISDOM +2  Investigation
15 +4  Medicine
+4  Nature
@ +4_ Perception
-1 Performance
(m\' -1 Persuasion

Religion

Sleight of Hand

Stealth

Survival
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SKILLS
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Druid 2 (Circle of Spores)

Golgari Agent

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)

Rapier, a hand

Common, Druidic, Elvish,
Kraul

Herbalism kit, poisoner's kit

OTHER PROFICIENCIES & LANGUAGES

crossbow, a quiver
with 20 bolts, wooden
shield, leather armor,
an explorer's pack,
druidic focus, a
Golgari insignia, a
poisoner’s kit, a pet
beetle or spider, a set
of common clothes,
and a belt pouch

CLASS & LEVEL BACKGROUND PLAYER NAME
Elf (Devkarin/Dark)
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. L Trance (PH pg. 23)
Rapier +4 1d8 + 2 piercing
Superior Darkvision (PH pg. 24)
Hand crossbhow +4 1d6 + 2 piercin
P ¢ Sunlight Sensitivity (PH pg. 24)
Poison spray (10 ft.range)  DC12Con  1d12 poison Dark EIf Magic (PH pg. 24)

Dark EIf Weapon Training (PH pg. 24)
Spellcasting (PH pg. 66)
Wild Shape (PH pg. 66)

Golgari Guild Spells (ray of sickness is added to
your spell list)

Circle Spells (you know the chill touch cantrip)

Halo of Spores (you are surrounded by invisible
necrotic spores you can unleash; when a creatures
moves to a space within 10 feet of you or starts its
turn there, use your reaction to have the creature
take 1d4 necrotic damage if it fails on a DC 12
Constitution saving throw)

Symbiotic Entity (you can channel magic into your
spores as an action by expending a use of your Wild
Shape feature; all benefits last 10 minutes, until you
lose the temporary hit points, or until you use Wild
Shape again: gain 8 temporary hit points, deal 2d4
damage on Halo of Spores, and melee weapon
attacks deal an extra 1d6 poison damage on a hit)

Undercity Paths (you know hidden underground
pathways that allow you and your companions to
travel twice as fast to your destination, but they
could be unsafe)

EQUIPMENT

FEATURES & TRAITS
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CHARACTER BACKSTORY

ADDITIONAL FEATURES & TRAITS

TREASURE
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Chill Touch

Dancing Lights

Druidcraft

Poison Spray
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	CharacterName 2: 
	Age: 
	Height: 
	Weight: 
	Eyes: 
	Skin: 
	Hair: 
	Allies: 
	FactionName: 
	Backstory: 
	Feat+Traits: 
	Treasure: 
	CHARACTER IMAGE: 
	Faction Symbol Image: 
	ClassLevel: Druid 2 (Circle of Spores)
	Background: Golgari Agent
	PlayerName: 
	CharacterName: 
	Race : Elf (Devkarin/Dark)
	Alignment: 
	XP: 
	Inspiration: 
	STR: 10
	ProfBonus: +2
	AC: 16
	Initiative: +2
	Speed: 30
	PersonalityTraits : 
	STRmod: +0
	HPMax: 15
	ST Strength: +0
	DEX: 14
	HPCurrent: 
	Ideals: 
	DEXmod : +2
	HPTemp: 
	Bonds: 
	CON: 13
	HDTotal: 2d8
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: +1
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 
	Flaws: 
	INT: 14
	ST Dexterity: +2
	ST Constitution: +1
	ST Intelligence: +4
	ST Wisdom: +4
	ST Charisma: -1
	Acrobatics: +2
	Animal: +4
	Athletics: +0
	Deception : -1
	History : +2
	Insight: +2
	Intimidation: -1
	Check Box 11: Off
	Check Box 18: Off
	Check Box 19: Off
	Check Box 20: Yes
	Check Box 21: Yes
	Check Box 22: Off
	Wpn Name: Rapier
	Wpn1 AtkBonus: +4
	Wpn1 Damage: 1d8 + 2 piercing
	INTmod: +2
	Wpn Name 2: Hand crossbow
	Wpn2 AtkBonus : +4
	Wpn2 Damage : 1d6 + 2 piercing
	Investigation : +2
	WIS: 15
	Wpn Name 3: Poison spray (10 ft. range)
	Wpn3 AtkBonus  : DC 12 Con
	Arcana: +2
	Wpn3 Damage : 1d12 poison
	Perception : +4
	WISmod: +2
	CHA: 9
	Nature: +4
	Performance: -1
	Medicine: +4
	Religion: +2
	Stealth : +2
	Check Box 23: Off
	Check Box 24: Yes
	Check Box 25: Off
	Check Box 26: Off
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Off
	Check Box 30: Off
	Check Box 31: Off
	Check Box 32: Yes
	Check Box 33: Yes
	Check Box 34: Yes
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Off
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Yes
	Persuasion: -1
	SleightofHand: +2
	CHamod: -1
	Survival: +4
	AttacksSpellcasting: 
	Passive: 14
	CP: 
	ProficienciesLang: Common, Druidic, Elvish, Kraul

Herbalism kit, poisoner's kit
	SP: 
	EP: 
	GP: 110
	PP: 
	Equipment: Rapier, a hand crossbow, a quiver with 20 bolts, wooden shield, leather armor, an explorer's pack, druidic focus, a Golgari insignia, a poisoner’s kit, a pet beetle or spider, a set of common clothes, and a belt pouch
	Features and Traits: Trance (PH pg. 23)

Superior Darkvision (PH pg. 24)

Sunlight Sensitivity (PH pg. 24)

Dark Elf Magic (PH pg. 24)

Dark Elf Weapon Training (PH pg. 24)

Spellcasting (PH pg. 66)

Wild Shape (PH pg.  66)

Golgari Guild Spells (ray of sickness is added to your spell list)

Circle Spells (you know the chill touch cantrip)

Halo of Spores (you are surrounded by invisible necrotic spores you can unleash; when a creatures moves to a space within 10 feet of you or starts its turn there, use your reaction to have the creature take 1d4 necrotic damage if it fails on a DC 12 Constitution saving throw)

Symbiotic Entity (you can channel magic into your spores as an action by expending a use of your Wild Shape feature; all benefits last 10 minutes, until you lose the temporary hit points, or until you use Wild Shape again: gain 8 temporary hit points, deal 2d4 damage on Halo of Spores, and melee weapon attacks deal an extra 1d6 poison damage on a hit)

Undercity Paths (you know hidden underground pathways that allow you and your companions to travel twice as fast to your destination, but they could be unsafe)








