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Backpack (Empty) (Adventuring Gear)

Battleaxe (Weapon)

Bedroll (Adventuring Gear)

Diamond Dust ()

Dragon Scale Mail (Armor)

Feather from deceased bondsmate ()

Greataxe (Weapon)

Handaxe (Weapon)

Hunters Trophy ()

Javelin (Weapon)

Lost Crown of Besilmer (Wondrous Item)

Mess Kit (Adventuring Gear)

Oak Shield (Armor)

Pendant of Air Element ()

Rations (1 Day) (Adventuring Gear)

Rope, Hempen (50 Feet) (Adventuring Gear)

Scroll of Primordial Ward (Scroll)

Lucky (Feat)

Mage Slayer (Feat)

Resilient (Feat)

Savage Attacker (Feat)

Ability Score Improvement (Feature)

Bad Reputation (Feature)

Circle Forms (Feature)

Circle of the Moon (Feature)

Combat Wild Shape (Feature)

Druidic (Feature)

Elemental Wild Shape (Feature)

Primal Strike (Feature)

Rage (Feature)

Spellcasting (Feature)

Unarmored Defense (Feature)

Wild Shape (Feature)

Brave (Trait)

Halfling Nimbleness (Trait)

Lucky (Trait)

Silent Speech (Trait)

I may have an issue with anger and impulse 

control.

Greater Good, It is each person's responsibility 

tomake the most happiness for the entire clan

Javelin (Thrown (range 30/120)) +6 d6+3 piercing

Javelin (Thrown (range 30/120)) +8 d6+5 piercing

Handaxe (Light, thrown (range 20/60)) +6 d6+3 slashing

Handaxe (Light, thrown (range 20/60)) +8 d6+5 slashing

Battleaxe (2handed) () +6 d10+3 slashing

Battleaxe (Versatile (1d10)) +6 d8+3 slashing

Luck () +8

Wild Shape () +8

17

May 02, 2020Page 1 of 13 Kithri Underbough - 14



Kithri Underbough

25 303

Weapons

Name Properties Ammo Prof Attack Damage

Battleaxe Versatile (1d10) +6Yes d8+3 slashing

Battleaxe (2handed) +6Yes d10+3 slashing

Handaxe Light, thrown (range 20/60) +6Yes d6+3 slashing

Handaxe Light, thrown (range 20/60) 2 +8Yes d6+5 slashing

Javelin Thrown (range 30/120) +6Yes d6+3 piercing

Javelin Thrown (range 30/120) 4 +8Yes d6+5 piercing

Kithri Underbough grew up in her settlement of fellow 

Ghostwise Halfling in the Chandalwoods. Her 

community focused on being a part of nature and was 

unsurprisingly full of rangers and druids. A large 

portion of the clan's military protection was the 

Nightriders, the elite warriors that bonded with giant 

owls and flew on them in defense of their community. 

During one such defensive action of the settlement, 

during the fierce fighting with raiders from a nearby 

human settlement, Kithri's mount was slain. The 

breaking of this bond sent Kithri descending into a 

spiral of despair and anger. In order to protect those 

around her she left the settlement to "find herself". 

\n\nWandering aimlessly through the wilderness from 

forest, to desert to mountains she saw many wondrous 

vistas and strange animals, both monstrous and 

mundane. The sheer majesty of nature slightly took 

the edge of her rage soothing her soul, yet it wasn't 

enough. Kithri still tended to obsess over her lost 

bondmate, attempting to deal with it by carving 

likenesses of her deceased bondmate into any 

available deadwood in the area during her travels. 

During her nomadic travels she often came across 

settlements either gone bad, hostile or through 

misunderstanding conflict arose. To help assuage her 

anger she started to raid those she perceived as 

preying on innocents. Eventually she was well known 

enough that she, whether deserved or not, had a 

reputation. Who can say if her targets were even as 

villainous as she thought. Since she mostly routed and 

terrified them (ghostly whispers in their head) before 

running screaming and hitting through their camps to 

get them to flee in terror, the stories mostly paint 

her as a "pirate/bandit". Ironically, combined with 

her penchant for leaving carvings of owls wherever 

she went it earned her the name "Raging Spirit Owl" 

or sometime just "The Spirit Owl".\n\n After years 

of such wandering Kithri came across a drow raiding 

Shield (Tools)

Tinderbox (Adventuring Gear)

Torch (Adventuring Gear)

Travelers Clothes ()

Waterskin (Adventuring Gear)

Wingwear (Wondrous Item)

Woodcarver's Tools (Tools)
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Spells Spell Ability: wisdom Base DC: 10Base Attack: 2 Prepared: 

1st 2nd 3rd 4th 5th 6th 7th 8th 9th

4 3 3 3 2 1 1 0 0

O O O O O O O O O O O O O O O O O

Rage

Duration: Range: Casting Time: 

Source: Components: 

Cantrip

Create Bonfire (Conjuration) Prepared O

Duration: Concentration, up to 1 minuteRange: 60 feetCasting Time: 1 action

Source: Druid, Sorcerer, Warlock, WizardComponents: V, S

You create a bonfire on ground that you can see within range. Until the spells ends, the bonfire fills a 5-foot 

cube. Any creature in the bonfire's space when you cast the spell must succeed on a Dexterity saving throw or 

take 1d8 fire damage. A creature must also make the saving throw when it enters the bonfire's space for the first 

time on a turn or ends its turn there.

The spell's damage increases by 1d8 when you reach 5th level (2d8), 11th level (3d8), and 17th level (4d8).

Save vs dexterity DC 15Attack: 

d8 fireDamage: 

Gust (Transmutation) Prepared O

Duration: InstantaneousRange: 30 feetCasting Time: 1 action

Source: Druid, Sorcerer, WizardComponents: V, S

You seize the air and compel it to create one of the following effects at a point you can see within range:

One Medium or smaller creature that you choose must succeed on a Strength saving throw or be pushed up to 5 

feet away from you.

You create a small blast of air capable of moving one object that is neither held nor carried and that weighs no 

more than 5 pounds. The object is pushed up to 10 feet away from you. It isn't pushed with enough force to cause 

damage.

You create a harmless sensory affect using air, such as causing leaves to rustle, wind to slam shutters shut, or 

your clothing to ripple in a breeze.

Save vs strength DC 15Attack: 

Mold Earth (Transmutation) Prepared O

Duration: Instantaneous or 1 hour (see below)Range: 30 feetCasting Time: 1 action

Source: Druid, Sorcerer, WizardComponents: S

You choose a portion of dirt or stone that you can see within range and that fits within a 5-foot cube. You 

manipulate it in one of the following ways:

If you target an area of loose earth, you can instantaneously excavate it, move it along the ground, and deposit it 

up to 5 feet away. This movement doesn't have enough force to cause damage.

You cause shapes, colors, or both to appear on the dirt or stone, spelling out words, creating images, or shaping 

patterns. The changes last for 1 hour.

If the dirt or stone you target is on the ground, you cause it to become difficult terrain. Alternatively, you can 

cause the ground to become normal terrain if it is already difficult terrain. This change lasts for 1 hour.

If you cast this spell multiple times, you can have no more than two of its non-instantaneous effects active at a 

time, and you can dismiss such an effect as an action.

Shape Water (Transmutation) Prepared O

Duration: Instantaneous or 1 hour (see below)Range: 30 feetCasting Time: 1 action

Source: Druid, Sorcerer, WizardComponents: S
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You choose an area of water that you can see within range and that fits within a 5-foot cube. You manipulate it in 

one of the following ways:

You instantaneously move or otherwise change the flow of the water as you direct, up to 5 feet in any direction. 

This movement doesn't have enough force to cause damage.

You cause the water to form into simple shapes and animate at your direction. This change lasts for 1 hour.

You change the water's color or opacity. The water must be changed in the same way throughout. This change 

lasts for 1 hour.

You freeze the water, provided that there are no creatures in it. The water unfreezes in 1 hour.

If you cast this spell multiple times, you can have no more than two of its non-instantaneous effects active at a 

time, and you can dismiss such an effect as an action.

Level 1

Goodberry (Transmutation) Prepared O

Duration: InstantaneousRange: TouchCasting Time: 1 action

Source: Druid, RangerComponents: V, S, M (a sprig of mistletoe)

Up to ten berries appear in your hand and are infused with magic for the duration. A creature can use its action 

to eat one berry. Eating a berry restores 1 hit point, and the berry provides enough nourishment to sustain a 

creature for one day.

The berries lose their potency if they have not been consumed within 24 hours of the casting of this spell.

Longstrider (Transmutation) Prepared O

Duration: 1 hourRange: TouchCasting Time: 1 action

Source: Bard, Druid, Eldritch Knight, Ranger, Wizard, Components: V, S, M (a pinch of dirt)

You touch a creature. The target's speed increases by 10 feet until the spell ends.

At Higher Levels. When you cast this spell using a spell slot of 2nd level or higher, you can target one additional 

creature for each slot level above 1st.

Thunderwave (Evocation) Prepared O

Duration: InstantaneousRange: Self (15-foot cube)Casting Time: 1 action

Source: Bard, Cleric Tempest Domain, Druid, Eldritch KComponents: V, S

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 spell slot of 2nd level or higher, the damage increases by 1d8 

for each slot level above 1st.

Save vs constitution DC 20Attack: 

d8,d8 thunderDamage: 

Level 2

Lesser Restoration (Abjuration) Prepared O

Duration: InstantaneousRange: TouchCasting Time: 1 action

Source: Bard, Cleric, Cleric Life Domain, Druid, PaladiComponents: V, S

You touch a creature and can end either one disease or one condition afflicting it. The condition can be blinded, 

deafened, paralyzed, or poisoned.

Spike Growth (Transmutation) Prepared O

Duration: Concentration, up to 10 minutesRange: 150 feetCasting Time: 1 action

Source: Cleric Nature Domain, Druid, Druid Arctic CirComponents: V, S, M (seven sharp thorns or seven small twigs, each sharpened 

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.

d4,d4 piercing,magicDamage: 

Level 3

Dispel Magic (Abjuration) Prepared O

Duration: InstantaneousRange: 120 feetCasting Time: 1 action
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Source: Bard, Cleric, Cleric Trickery Domain, Druid, EComponents: V, S

Choose one creature, object, or magical effect within range. Any spell of 3rd level or lower on the target ends. 

For each spell of 4th level or higher on the target, make an ability check using your spellcasting ability. The DC 

equals 10 + the spell's level. On a successful check, the spell ends.

At Higher Levels. When you cast this spell using a spell slot of 4th level or higher, you automatically end the 

effects of a spell on the target if the spell's level is equal to or less than the level of the spell slot you used.

Erupting Earth (Transmutation) Prepared O

Duration: InstantaneousRange: 120 feetCasting Time: 1 action

Source: Druid, Sorcerer, WizardComponents: V, S, M (a piece of obsidian)

Choose a point you can see on the ground within range. A fountain of churned earth and stone erupts in a 20-foot 

cube centered on that point. Each creature in that area must make a Dexterity saving throw. A creature takes 3d1

2 bludgeoning damage on a failed save, or half as much damage on a successful one. Additionally, the ground in 

that area becomes difficult terrain until cleared away. Each 5-foot-square portion of the area requires at least 1 

minute to clear by hand.

At Higher Levels. When you cast this spell using a spell slot of 3rd level or higher, the damage increases by 1d12 

for each slot level above 2nd.

Save vs dexterity DC 15Attack: 

d12,d12,d12 bludgeoningDamage: 

Protection from Energy (Abjuration) Prepared O

Duration: Concentration, up to 1 hourRange: TouchCasting Time: 1 action

Source: Cleric, Druid, Druid Desert Circle, Eldritch KnComponents: V, S

For the duration, the willing creature you touch has resistance to one damage type of your choice: acid, cold, fire

, lightning, or thunder.

Level 4

Conjure Woodland Beings (Conjuration) Prepared O

Duration: Concentration, up to 1 hourRange: 60 feetCasting Time: 1 action

Source: Druid, RangerComponents: V, S, M (one holly berry per creature summoned)

You summon fey creatures that appear in unoccupied spaces that you can see within range. Choose one of the 

following options for what appears:

* One fey creature of challenge rating 2 or lower

* Two fey creatures of challenge rating 1 or lower

* Four fey creatures of challenge rating 1/2 or lower

* Eight fey creatures of challenge rating 1/4 or lower

A summoned creature disappears when it drops to 0 hit points or when the spell ends.

The summoned creatures are friendly to you and your companions. Roll initiative for the summoned creatures as a 

group, which have their own turns. They obey any verbal commands that you issue to them (no action required by 

you). If you don't issue any commands to them, they defend themselves from hostile creatures, but otherwise take 

no actions.

The DM has the creatures' statistics.

At Higher Levels. When you cast this spell using certain higher-level spell slots, you choose one of the summoning 

options above, and more creatures appear: twice as many with a 6th-level slot and three times as many with an 8th

-level slot.

Control Water (Transmutation) Prepared O

Duration: Concentration, up to 10 minutesRange: 300 feetCasting Time: 1 action

Source: Cleric, Cleric Tempest Domain, Druid, Druid CoComponents: V, S , M (a drop of water and a pinch of dust)
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Until the spell ends, you control any freestanding water inside an area you choose that is a cube up to 100 feet 

on a side. You can choose from any of the following effects when you cast this spell. As an action on your turn, 

you can repeat the same effect or choose a different one.

Flood. You cause the water level of all standing water in the area to rise by as much as 20 feet. If the area 

includes a shore, the flooding water spills over onto dry land. If you choose an area in a large body of water, you 

instead create a 20-foot tall wave that travels from one side of the area to the other and then crashes down. Any 

Huge or smaller vehicles in the wave's path are carried with it to the other side. Any Huge or smaller vehicles 

struck by the wave have a 25 percent chance of capsizing. The water level remains elevated until the spell ends 

or you choose a different effect. If this effect produced a wave, the wave repeats on the start of your next turn 

while the flood effect lasts.

Part Water. You cause water in the area to move apart and create a trench. The trench extends across the spell's 

area, and the separated water forms a wall to either side. The trench remains until the spell ends or you choose a 

different effect. The water then slowly fills in the trench over the course of the next round until the normal 

water level is restored.

Redirect Flow. You cause flowing water in the area to move in a direction you choose, even if the water has to 

flow over obstacles, up walls, or in other unlikely directions. The water in the area moves as you direct it, but 

once it moves beyond the spell's area, it resumes its flow based on the terrain conditions. The water continues to 

move in the direction you chose until the spell ends or you choose a different effect.

Whirlpool. This effect requires a body of water at least 50 feet square and 25 feet deep. You cause a whirlpool 

to form in the center of the area. The whirlpool forms a vortex that is 5 feet wide at the base, up to 50 feet wide 

at the top, and 25 feet tall. Any creature or object in the water and within 25 feet of the vortex is pulled 10 feet 

toward it. A creature can swim away from the vortex by making a Strength (Athletics) check against your spell 

save DC.

When a creature enters the vortex for the first time on a turn or starts its turn there, it must make a Strength 

saving throw. On a failed save, the creature takes 2d8 bludgeoning damage and is caught in the vortex until the 

spell ends. On a successful save, the creature takes half damage, and isn't caught in the vortex. A creature 

caught in the vortex can use its action to try to swim away from the vortex as described above, but has 

disadvantage on the Strength (Athletics) check to do so. The first time each turn that an object enters the vortex, 

the object takes 2d8 bludgeoning damage; this damage occurs each round it remains in the vortex.

Save vs strength DC 15Attack: 

d8,d8 bludgeoningDamage: 

d8,d8 bludgeoningDamage: 

Level 5

Conjure Elemental (Conjuration) Prepared O

Duration: Concentration, up to 1 hourRange: 90 feetCasting Time: 1 minute

Source: Druid, Druid Coast Circle, Eldritch InvocationComponents: V, S, M (burning incense for air, soft clay for earth, sulfur and p

You call forth an elemental servant. Choose an area of air, earth, fire, or water that fills a 10-foot cube within 

range. An elemental of challenge rating 5 or lower appropriate to the area you chose appears in an unoccupied 

space within 10 feet of it. For example, a fire elemental emerges from a bonfire, and an earth elemental rises up 

from the ground. The elemental disappears when it drops to 0 hit points or when the spell ends.

The elemental is friendly to you and your companions for the duration. Roll initiative for the elemental, which has 

its own turns. It obeys any verbal commands that you issue to it (no action required by you). If you don't issue 

any commands to the elemental, it defends itself from hostile creatures but otherwise takes no actions. If your 

concentration is broken, the elemental doesn't disappear. Instead, you lose control of the elemental, it becomes 

hostile toward you and your companions, and it might attack. An uncontrolled elemental can't be dismissed by you, 

and it disappears 1 hour after you summoned it.

The DM has the elemental's statistics.

At Higher Levels. When you cast this spell using a spell slot of 6th level or higher, the challenge rating increases 

by 1 for each slot level above 5th.

Greater Restoration (Abjuration) Prepared O

Duration: InstantaneousRange: TouchCasting Time: 1 action

Source: Bard, Cleric, DruidComponents: V, S, M (diamond dust worth at least 100 gp, which the spell consu
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You imbue a creature you touch with positive energy to undo a debilitating effect. You can reduce the target's 

exhaustion level by one, or end one of the following effects on the target:

* One effect that charmed or petrified the target

* One curse, including the target's attunement to a cursed magic item

* Any reduction to one of the target's ability scores

* One effect reducing the target's hit point maximum

Insect Plague (Conjuration) Prepared O

Duration: Concentration, up to 10 minutesRange: 300 feetCasting Time: 1 action

Source: Cleric, Cleric Nature Domain, Cleric Tempest DComponents: V, S, M (a few grains of sugar, some kernels of grain, and a smea

Swarming, biting locusts fill a 20-foot-radius sphere centered on a point you choose within range. The sphere 

spreads around corners. The sphere remains for the duration, and its area is lightly obscured. The sphere's area 

is difficult terrain.

When the area appears, each creature in it must make a Constitution saving throw. A creature takes 4d10 piercing 

damage on a failed save, or half as much damage on a successful one. A creature must also make this saving throw 

when it enters the spell's area for the first time on a turn or ends its turn there.

At Higher Levels. When you cast this spell using a spell slot of 6th level or higher, the damage increases by 1d10 

for each slot level above 5th.

Save vs constitution DC 15Attack: 

d10,d10,d10,d10 piercing,magicDamage: 

Level 6

Heal (Evocation) Prepared O

Duration: InstantaneousRange: 60 feetCasting Time: 1 action

Source: Cleric, DruidComponents: V, S

Choose a creature that you can see within range. A surge of positive energy washes through the creature, causing 

it to regain 70 hit points. This spell also ends blindness, deafness, and any diseases affecting the target. This 

spell has no effect on constructs or undead.

At Higher Levels. When you cast this spell using a spell slot of 7th level or higher, the amount of healing increases 

by 10 for each slot level above 6th.

+70 Heal: 

Wind Walk (Transmutation) Prepared O

Duration: 8 hoursRange: 30 feetCasting Time: 1 minute

Source: DruidComponents: V, S, M (fire and holy water)

You and up to ten willing creatures you can see within range assume a gaseous form for the duration, appearing 

as wisps of cloud. While in this cloud form, a creature has a flying speed of 300 feet and has resistance to 

damage from nonmagical weapons. The only actions a creature can take in this form are the Dash action or to 

revert to its normal form. Reverting takes 1 minute, during which time a creature is incapacitated and can't move. 

Until the spell ends, a creature can revert to cloud form, which also requires the 1-minute transformation.

If a creature is in cloud form and flying when the effect ends, the creature descends 60 feet per round for 1 

minute until it lands, which it does safely. If it can't land after 1 minute, the creature falls the remaining 

distance.
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Feats, Features, Traits

Feat

Lucky You have inexplicable luck that seems to kick in at just the right moment.

You have 3 luck points. Whenever you make an attack roll, an ability check, or a saving throw, you can 

spend one luck point to roll an additional d20. You can choose to spend one of your luck points after you 

roll the die, but before the outcome is determined. You choose which of the d20s is used for the attack roll

, ability check, or saving throw.

You can also spend one luck point when an attack roll is made against you. Roll a d20, and then choose 

whether the attack uses the attacker's roll or yours. If more than one creature spends a luck point to 

influence the outcome of a roll, the points cancel each other out; no additional dice are rolled. You regain 

your expended luck points when you finish a long rest.

Resilient Choose one ability score. You gain the following benefits:

* Increase the chosen ability score by 1, to a maximum of 20.

* You gain proficiency in saving throws using the chosen ability.

Savage Attacker Once per turn when you roll damage for a melee weapon attack, you can reroll the weapon's damage dice 

and use either total.

Mage Slayer You have practiced techniques useful in melee combat against spellcasters, gaining the following benefits:

* When a creature within 5 feet of you casts a spell, you can use your reaction to make a melee weapon 

attack against that creature.

* When you damage a creature that is concentrating on a spell, that creature has disadvantage on the 

saving throw it makes to maintain its concentration.

* You have advantage on saving throws against spells cast by creatures within 5 feet of you.

Feature

Rage In battle, you fight with primal ferocity. On your turn, you can enter a rage as a bonus action. While 

raging, you gain the following benefits if you aren't wearing heavy armor:

* You have advantage on Strength checks and Strength saving throws.

* When you make a melee weapon attack using Strength, you gain a bonus to the damage roll that increases 

as you gain levels as a barbarian, as shown in the Rage Damage column of the Barbarian table.

* You have resistance to bludgeoning, piercing, and slashing damage.

If you are able to cast spells, you can't cast them while raging.

Your rage lasts for 1 minute. It ends early if you are knocked unconscious or if your turn ends and you 

have neither attacked a hostile creature since your last turn nor taken damage since then. You can also end 

your rage on your turn (no action required).

Once you have raged the number of times shown for your barbarian level in the Rages column of the 

Barbarian table, you must finish a long rest before you can rage again.

Unarmored Defense While you are not wearing any armor, your Armor Class equals 10 + your Dexterity modifier + your 

Constitution modifier. You can use a shield and still gain this benefit.

Bad Reputation No matter where you go, people are afraid of you due to your reputation. When you are in a civilized 

settlement, you can get away with minor criminal offenses, such as refusing to pay for food at a tavern or 

breaking down doors at a local shop, since most people will not report your activity to the authorities.
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Spellcasting Drawing on the divine essence of nature itself, you can cast spells to shape that essence to your will. See 

chapter 10 for the general rules of spellcasting and chapter 11 for the druid spell list.

Cantrips

At 1st level, you know two cantrips of your choice from the druid spell list. You learn additional druid 

cantrips of your choice at higher levels, as shown in the Cantrips Known column of the Druid table.

Preparing and Casting Spells

The Druid table shows how many spell slots you have to cast your spells of 1st level and higher. To cast one 

of these druid spells, you must expend a slot of the spell's level or higher. You regain all expended spell 

slots when you finish a long rest.

You prepare the list of druid spells that are available for you to cast, choosing from the druid spelllist. 

When you do so, choose a number of druid spells equal to your Wisdom modifier + your druid level (minum

um of one spell). The spells must be of a level for which you have spell slots.

For example, if you are, a 3rd level druid, you have four 1st-level and two 2nd-level spell slots. With a 

Wisdom of 16, your list of prepared spells can include six spells of 1st or 2nd level, in any combination. If 

you prepare the 1st-Level spell cure wounds, you can cast it using a 1st-level or 2nd-level slot. Casting the 

spell doesn't remove it from your list of prepared spells.

You can also change your list of prepared spells when you finish a long rest. Preparing a new list of druid 

spells requires time spent in prayer and meditation: at least 1 minute per spell level for each spell on your 

list.

Spellcasting Ability

Wisdom is your spellcasting ability for your druid spells, since your magic draws upon your devotion and 

attunement to nature. You use your Wisdom whenever a spell refers to your spellcasting ability. In 

addition, you use your Wisdom modifier when setting the saving throw DC for a druid spell you cast and 

when making an attack roll with one.

Spell Save DC = 8 + your Wisdom modifier + your proficiency bonus

Spell Attack Bonus = your Wisdom modifier + your proficiency bonus

Ritual Casting

You can cast a druid spell as a ritual if that spell has the ritual tag and you have the spell prepared. To cast 

a spell as a ritual, you must add 10 minutes to the spell's casting time, as normal.

Spellcasting Focus

You can use a druidic focus, such as a yew wand or a sprig of mistletoe, as the material component for a 

druid spell, as described in chapter 10.

Druidic You know Druidic, the secret language of druids. You can speak the language and use it to leave hidden 

messages. You and others who know this language automatically spot such a message. Others spot the 

message's presence with a successful DC 15 Wisdom (Perception) check but can't decipher it without 

magic.

Circle of the Moon Druids of the Circle of the Moon are fierce guardians of the wilds. Their order gathers under the full 

moon to share news and trade warnings. They haunt the deepest parts of the wilderness, where they might 

go for weeks on end before crossing paths with another humanoid creature, let alone another druid.

Changeable as the moon, a druid of this circle might prowl as a great cat one night, soar over the treetops 

as an eagle the next day, and crash through the undergrowth in bear form to drive off a trespassing 

monster. The wild is in the druid's blood.

Features
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Wild Shape Starting at 2nd level, you can use your action to magically assume the shape of a beast. You can use this 

feature twice, and you regain expended uses when you finish a short or long rest.

Your druid level determines the beasts you can transform into, as shown in the Beast Shapes table. At 2nd 

level, for example, you can transform into any beast that has a Challenge Rating of 1/4 or lower that doesn

't have a fly or swim speed.

Beast Shapes

Level

Max. CR

Limitations

Example

2nd

1/4

No flying or swimming speed

Wolf

4th

1/2

No fying speed

Crocodile

8th

1

-

Giant eagle

You can stay in a beast shape for a number of hours equal to half your druid level (rounded down). You 

then revert to your normal form unless you expend another use of this feature.

You can revert to your normal form earlier by using a bonus action on your turn. You automatically revert 

to your normal form if you fall unconscious, drop to 0 hit points, or die.

While you are transformed, the following rules apply:

* Your game statistics are replaced by the statistics of the beast, but you retain your alignment and your 

Intelligence, Wisdom, and Charisma scores. You also retain all of your skill and saving throw 

proficiencies, in addition to gaining those of the creature. If both you and the creature have the same 

proficiency, use only the higher bonus.

* When you transform, you assume the beast's hit points. When you revert to your normal form, you return 

to the number of hit points you had before you transformed. If you revert as a result of dropping to 0 hit 

points, however, any excess damage carries over to your normal form. For example, if you take 10 damage 

in animal form and have only 1 hit point left, you revert to your normal form and take 9 damage.

* You can't cast spells, speak, or take any action that requires hands. Transforming doesn't break your 

concentration on a spell you've already cast, however, or prevent you from taking actions that are part of 

a spell you've already cast, such as call lightning.

* You retain the benefit of any feature from your class, race, or other source and can use them if the new 

form is physically capable of doing so. However, you can't use any of your special senses, such as 

darkvision, unless your new form also has that sense.

* You choose whether your equipment falls to the ground in your space, merges into your new form, or is 

worn by it. Worn equipment functions as normal, but the DM decides whether it is practical for the new 

form to wear a piece of equioment, based on the creature's shape or size. Your equipment doesn't change 

size or shape to match the new form, and any equipment that the new form can't wear must either fall to 

the ground or merge with it. Equipment that merges with the form has no effect until you leave the form.

Circle Forms The rites of your circle grant you the ability to transform into more dangerous animal forms. Starting at 2

nd level, you can use your Wild Shape to transform into a beast with a CR as high as 1 (you ignore the Max

. CR column of the Beast

Shapes table, but must abide by the other limitations there).

Starting at 6th level, you can transform into a beast with a CR as high as your druid level divided by 3, 

rounded down.

May 02, 2020Page 10 of 13 Kithri Underbough - 14



Combat Wild Shape When you choose this circle at 2nd level, you gain the ability to use Wild Shape on your turn as a bonus 

action, rather than as an action.

Additionally, while you are transformed by Wild Shape, you can use a bonus action to expend one spell slot 

to regain 1d8 hit points per level of the spell slot expended.

Ability Score Improvement When you reach 4th level, and again at 8th, 12th, 16th, and 19th level, you can increase one ability score 

of your choice by 2, or you can increase two ability scores of your choice by 1. As normal, you can't 

increase an ability score above 20 using this feature.

Primal Strike Starting at 6th level, your attacks in beast form count as being magical for the purpose of overcoming 

resistance and immunity to nonmagical attacks and damage.

Elemental Wild Shape At 10th level, you can expend two uses of Wild Shape at the same time to transform into an air elemental, 

an earth elemental, a fire elemental, or a water elemental.

Trait

Lucky When you roll a 1 on an attack roll, ability check, or saving throw, you can reroll the die and must use the 

new roll.

Halfling Nimbleness You can move through the space of any creature that is of a size larger than yours.

Brave You have advantage on saving throws against being frightened.

Silent Speech You can speak telepathically to any creature within 30 feet of you. The creature understands you only if 

the two of you share a language. You can speak telepathically in this way to one creature at a time.
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Inventory

Count Name Cost Weight Properties

Diamond Dust1 0

Feather from deceased bondsmate1 1

Hunters Trophy1 1

Pendant of Air Element1 0.054084 GP

When you fall while wearing this pendant, you descend 60 feet per round and take no damage from falling.

Travelers Clothes1 1

Adventuring Gear

Backpack (Empty)1 52 gp

Bedroll1 71 gp

Mess Kit1 12 sp

This tin box contains a cup and simple cutlery. The box clamps together, and one side can be used as a cooking pan and the other as 

a plate or shallow bowl.

Rations (1 Day)10 25 sp

Rations consist of dry foods suitable for extended travel, including jerky, dried fruit, hardtack, and nuts.

Rope, Hempen (50 Feet)1 101 gp

Tinderbox1 15 sp

This small container holds flint, fire steel, and tinder (usually dry cloth soaked in light oil) used to kindle a fire. Using it to light a 

torch-or anything else with abundant, exposed fuel-takes an action. Lighting any other fire takes 1 minute.

Torch10 11 cp

A torch burns for 1 hour, providing bright light in a 20-foot radius and dim light for an additional 20 feet. If you make a melee 

attack with a burning torch and hit, it deals 1 fire damage.

Waterskin5 52 sp

Armor

Dragon Scale Mail1 05,001 - 50,000 gp

Description

Dragon scale mail is made of the scales of one kind of dragon. Sometimes dragons collect their cast-off scales and gift them to 

humanoids. Other times, hunters carefully skin and preserve the hide of a dead dragon. In either case, dragon scale mail is highly 

valued.

While wearing this armor, you gain a +1 bonus to AC, you have advantage on saving throws against the Frightful Presence and 

breath weapons of dragons, and you have resistance to one damage type that is determined by the kind of dragon that provided the 

scales (see the table).

Additionally, you can focus your senses as an action to magically discern the distance and direction to the closest dragon within 30 

miles of you that is of the same type as the armor. This special action can't be used again until the next dawn.

Oak Shield1 610 gp

A shield is made from wood or metal and is carried in one hand. Wielding a shield increases your Armor Class by 2. You can benefit 

from only one shield at a time.

Scroll

Scroll of Primordial Ward1 0rare

A spell scroll bears the words of a single spell Primordial Ward , written in a mystical cipher. If the spell is on your class's spell list, 

you can use an action to read the scroll and cast its spell without having to provide any of the spell's components.

Otherwise, the scroll is unintelligible.

If the spell is on your class's spell list but of a higher level than you can normally cast, you must make an ability check using your 

spellcasting ability to determine whether you cast it successfully. The DC equals 10 + the spell's level. On a failed check, the spell 

disappears from the scroll with no other effect.

Once the spell is cast, the words on the scroll fade, and the scroll itself crumbles to dust.

This spell scroll's saving throw DC 17 and attack bonus +9.

A wizard spell on a spell scroll can be copied just as spells in spellbooks can be copied. When a spell is copied from a spell scroll, the 

copier must succeed on an Intelligence (Arcana) check with a DC equal to 10 + the spell's level. If the check succeeds, the spell is 

successfully copied. Whether the check succeeds or fails, the spell scroll is destroyed.

Tools

Shield1 35 gp

This kit contains a variety of instruments such as clippers, mortar and pestle, and pouches and vials used by herbalists to create 

remedies and potions. Proficiency with this kit lets you add your proficiency bonus to any ability checks you make to identify or 

apply herbs. Also, proficiency with this kit is required to create antitoxin and potions of healing.

Woodcarver's Tools1 51 gp

These special tools include the items needed to pursue a craft or trade. The table shows examples of the most common types of tools, 

each providing items related to a single craft. Proficiency with a set of artisan's tools lets you add your proficiency bonus to any 

ability checks you make using the tools in your craft. Each type of artisan's tools requires a separate proficiency.

May 02, 2020Page 12 of 13 Kithri Underbough - 14



Weapon

Battleaxe1 410 gp Versatile (1d10)

Greataxe1 730 gp Heavy, two-handed

Handaxe2 25 gp Light, thrown (range 20/60)

Javelin4 25 sp Thrown (range 30/120)

Wondrous Item

Lost Crown of Besilmer1 1legendary (requires attunement) Magic

This dwarven battle-helm consists of a sturdy open-faced steel helmet, decorated with a golden circlet above the brow from which 

seven small gold spikes project upward. You gain the following benefits while wearing the crown:

* You have resistance to psychic damage.

* You have advantage on saving throws against effects that would charm you.

* You can use a bonus action to inspire one creature you can see that is within 60 feet of you and that can see or hear you. Once 

before the end of your next turn, the inspired creature can roll a d6 and add the number rolled to one ability check, attack roll, or 

saving throw it makes. This uses 1 charge from the crown. It has 3 charges, and it regains 1d3 expended charges daily at dawn.

Wingwear1 2453 gp Magic

Description

This snug uniform has symbols of air stitched into it and leathery flaps that stretch along the arms, waist, and legs to create wings 

for gliding. A suit of wingwear has 3 charges. While you wear the suit, you can use a bonus action and expend 1 charge to gain a 

flying speed of 30 feet until you land. At the end of each of your turns, your altitude drops by 5 feet. Your altitude drops instantly 

to 0 feet at the end of your turn if you didn't fly at least 30 feet horizontally on that turn. When your altitude drops to 0 feet, you 

land (or fall), and you must expend another charge to use the suit again.

The suit regains all of its expended charges after spending at least 1 hour in an elemental air node.
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