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Standard Actions

Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object
Healing Hands ¢ 1 / Long Rest

for <strong>2d4</strong> hit points.

Attack, Cast a Spell, Dash, Disengage, Dodge,

As an action, you can touch a creature and heal it

SKILLS \ ACTIONS )
4 N
15 PASSIVE WISDOM (PERCEPTION) Scimitar +4 1d6+2 Slashing Martial, Finesse, Light
13 PASSIVEISDOM (NSIGHT) Sling +4 1d4+2 Bludgeoning ~ Simple, Ammunition, Range, Range (30/120)
Produce Flame +5 1d8 Fire D: 10m, VIS
10 PASSIVE INTELLIGENCE (INVESTIGATION) Unarmed Strlke +1 O Bludgeoning
Darkvision 60 ft.
<
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=== DRUID FEATURES === Your walking speed is 30 ft.
* Hit Points « PHB 65 * Celestial Resistance ¢« MotM 7
You have resistance to necrotic damage and radiant
* Proficiencies « PHB 65 damage.
* Druidic « PHB 66 * Darkvision « MotM 7
You know Druidic, the secret language of druids. You can see in dim light within 60 ft. of you as if it were
bright light and in darkness as if it were dim light. You
* Spellcasting * PHB 66 discern colors in that darkness only as shades of gray.
You can cast prepared druid spells using WIS as your
spellcasting modifier (Spell DC 13, Spell Attack +5) * Healing Hands « MotM 7
and prepared druid spells as rituals if they have the As an action, you can touch a creature and heal it for
ritual tag. You can use a druidic focus as a spellcasting  <strong>2d4</strong> hit points.
focus.
| 1/Long Rest ¢ 1 Action
=== AASIMAR RACIAL TRAITS === * Light Bearer « MotM 7
You learn the <em>light</em> cantrip. Charisma is
* Ability Score Increases ¢ MotM 5 your spellcasting ability for it.
When determining your character’s ability scores,
increase one score by 2 and increase a different score * Celestial Revelation « MotM 7
by 1, or increase three different scores by 1. You choose between one of three revelation options:
<strong>Necrotic Shroud</strong>, <strong>Radiant
| Increase two scores (+2 / +1) ¢ Consumption</strong>, or <strong>Radiant
Increase one of these scores by 2 and a different Soul</strong>.
score by 1.
Once per long rest, you can use a bonus action to
* Languages ¢ MotM 5 transform using your revelation which lasts for one
Your character can speak, read, and write Common minute or until you end it as a bonus action.
and one other language that you and your DM agree is
appropriate for the character.
* Creature Type » MotM 7
You are a Humanoid.
* Size » MotM 7
You are Medium or Small. You choose the size when
you select this race.
* Speed * MotM 7
FEATURES & TRAITS
\\
Shield 1 6 Ib. Waterskin 1 51b.
Leather 1 10 Ib. Herbalism Kit 1 31b.
Sling 1 - Sling Bullets 20 151b.
Scimitar 1 31b. Sprig of Mistletoe 1 --
Backpack 1 5 lb.
Clothes, Common 1 31b.
Pouch 1 11b.
Bedroll 1 7 Ib.
Blanket 1 31b.
Mess Kit 1 11b.
WEIGHT CARRIED
85.14 Ib Oil (flask) 4 41b.
ENCUMBERED Rations (1 day) 10 20 Ib.
120 Ib. Rope, Silk (50 feet) 1 51b.
PUSH/DRAG/LIFT Tinderbox 1 11lb.
240 Ib. Torch 6 6 Ib.




CHARACTER APPEARANCE
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Female 27 Medium 59" 160
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Eldath Dark ebony Bright green, wi Silver-white
ALIGNMENT FAITH SKIN EYES HAIR
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I am working on a grand
philosophical theory and love
sharing my ideas.

| often get lost in my own thoughts

PERSONALITY TRAITS
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Power. Solitude and contemplation
are paths toward mystical or
magical power. (Evil)

IDEALS
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Should my discovery come to light, it could
bring ruin to the world.
BONDS
L~ 1
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Now that I've returned to the world, | enjoy its
delights a little too much.

\\ FLAWS
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Elara Wildsong's birth was marked by a celestial
event, a meteor shower that illuminated the night
sky with streaks of silver and gold. Her parents,
both guardians of the natural world, recognized
the auspicious signs and named her Elara, after a
moon that graced the heavens with its serene
beauty. Raised in a secluded grove, Elara's early
years were spent in harmony with the forest,
where the ancient trees whispered secrets of the
earth, and the streams sang melodies of the
ever-flowing cycle of life.

As Elara grew, her innate connection to the natural
world deepened. She learned the language of the
birds, the dance of the leaves, and the subtle
energies that pulsed through the forest. Her
parents taught her the druidic ways, instilling in her
a reverence for the balance of nature and the
cycles of life and death. But Elara's soul was also
drawn to the stars that twinkled above her home.
She felt a call from the cosmos, a yearning to
understand her celestial heritage and the light that
seemed to glow within her.

When Elara reached adolescence, her Aasimar
abilities began to manifest. She discovered that
she could summon wings of light, ethereal and
radiant, that allowed her to soar above the
treetops and touch the sky. She found that her
touch could heal wounds and soothe troubled
spirits, a gift that brought her joy and a sense of
purpose. But with these abilities came questions
about her destiny and the role she was meant to
play in the grand tapestry of the universe.

Seeking answers, Elara chose the path of the
Hermit. She ventured deeper into the forest, to a
place where the boundary between the material
world and the Feywild seemed to blur. There, in a
glade bathed in perpetual twilight, she built a
modest shelter and devoted herself to meditation,
study, and attunement with the natural and
celestial realms. She sought to understand the
connection between the earth and the stars, and

CHARACTER BACKSTORY

to find harmony between her druidic powers and her
celestial heritage.

During her seclusion, Elara experienced a series of
vivid dreams and visions. She saw the intricate web
of life, the ebb and flow of energy, and the delicate
balance that sustained all existence. She witnessed
the dance of the seasons, the cycle of birth and
rebirth, and the interconnectedness of all living
things. But among these revelations, a darker thread
emerged—a prophecy that spoke of a looming
threat, a shadow that sought to unravel the fabric of
reality. The dreams suggested that an Aasimar,
connected to both the earth and the heavens, would
play a pivotal role in countering this darkness.

Compelled by a sense of urgency, Elara knew she
could no longer remain in isolation. She emerged
from her hermitage, driven by a newfound purpose.
Her journey led her to the worship of Eldath, the
goddess of peace and tranquility, whose teachings
resonated with Elara's desire to protect and preserve
the natural order. In the serene temples of Eldath,
she found solace and a deeper understanding of her
purpose. She learned the value of calm and the
strength of gentleness, principles that would guide
her in the challenges to come.

As Elara traveled, she encountered diverse cultures
and communities, each with their own relationship to
the natural world. She shared her insights on
harmony and balance, earning respect and
admiration from many. However, her message also
attracted the attention of those with darker intentions,
who sought to exploit the natural and celestial realms
for their own gain. Elara's resolve was tested as she
navigated these challenges, but her experiences
only strengthened her commitment to her path.

Now, Elara stands at the threshold of a new chapter
in her journey. She carries with her the wisdom of
the forest, the blessings of the stars, and the
determination to fulfill her role in the prophecy. With
the earth as her foundation and the heavens as her

inspiration, Elara Wildsong sets forth to protect the
balance of nature, to explore the mysteries of her
celestial heritage, and to shine as a beacon of hope
in a world that teeters on the brink of darkness.

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
QO Druidcraft Druid -- 1A 30 ft. V,S Instantaneous  PHB 236 VIS
O Produce Flame Druid +5 1A Self V,S 10 minutes PHB 269 D: 10m, V/S
P Light Light Bearer (Always Prepared) DEX 10 1A Touch/20 ft. Sphere  V/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM
=== 1st LEVEL === 2 Slots OO
O Cure Wounds Druid -- 1A Touch V,S Instantaneous  PHB 230 VIS
O Entangle <C> Druid STR13 1A 90 ft./20 ft. Square  V,S Concentration, p o1 minte - PHB 238 D: 1m, 20 ft. Square, V/S
O Faerie Fire <C> Druid DEX 13 1A 60 ft./20 ft. Cube V Concenuaiion, upo tmine - PHB 239 D: 1m, 20 ft. Cube, V
O Speak with Animals [R] Druid -- 1A Self V.S 10 minutes PHB 277  D:10m, VIS
O Animal Friendship Druid WIS13 1A 30 ft. V,S,M 24 hours PHB 212  D: 24h, VISIM
O Charm Person Druid WIS 13 1A 30 ft. V.S 1 hour PHB 221  D:1h, VIS
O Create or Destroy Water Druid -- 1A 30 ft./30 ft. Cube V,S,M Instantaneous PHB 229 30 ft. Cube, V/S/M
O Detect Magic [R]<C> Druid - 1A+10m  Self/30 ft. Sphere V,S Concenaiion, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease [R]<C> Druid - 1A+10m  Self/30 ft. Sphere V/,S,M  concenvaion wpoomnwes  PHB 231 D: 10m, 30 ft. Sphere, V/SIM
O Fog Cloud <C> Druid - 1A 120 ft./20 ft. Sphere  V,S Concenration, upto Lhour - PHB 243 D: 1h, 20 ft. Sphere, V/S
O Goodberry Druid - 1A Touch V,S,M Instantaneous PHB 246  V/S/M
O Healing Word Druid - 1BA 60 ft. \% Instantaneous  PHB 250 V
O Jump Druid - 1A Touch V,S,M 1 minute PHB 254  D:1m, VISIM
O Longstrider Druid - 1A Touch V,S,M 1 hour PHB 256  D: 1h, V/ISIM
O Purify Food and Drink [R] Druid - 1a+10m 10 ft/5 ft. Sphere V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
O Thunderwave Druid CON 13 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, V/S
O Absorb Elements Druid - 1R Self S 1 round EE 150 D: 1Rnd, S
O Beast Bond <C> Druid - 1A Touch V,S,M  concentation. wpro 10minwes - EE 150 D: 10m, V/SIM
O Earth Tremor Druid DEX 13 1A 10 ft. V,S Instantaneous  EE 155 VIS
O Ice Knife Druid DEX13/+5 1A 60 ft./5 ft. Sphere  S,M Instantaneous  EE 157 5 ft. Sphere, SIM
O Snare Druid DEX 13 1m Touch SM 8 hours XGtE 165 D: 8h, S/M
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