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Druid 2 [Circle of Spores]
CLASS & LEVEL

Mark of Detection Half-EIf

PLAYER NAME

Cloistered Scholar

RACE BACKGROUND EXPERIENCE POINTS
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INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS .
@ j Club, Dagger, Dart, Javelin, Mace,
~ Quarterstaff, Scimitar, Sickle, Sling, Spear
— e— === TOOQOLS ===
ABILITY SAVE DC | Herbalism Kit
=== LANGUAGES ===
/7 N Celestial, Common, Draconic, Druidic, Elvish,
30 ft. (Walking) Sylvan
A SPEED Y
) PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

Wild Shape « 2 / Short Rest

As an action, you can magically assume the shape
of a beast that you have seen before twice per short
rest. [2nd] Max CR 1/4 (no flying or swimming speed)
[4th] Max CR 1/2 (no flying speed) [8th] Max CR 1

You can stay in beast shape for 1 hours before
reverting back to your normal form (or as a bonus
action earlier or if you fall unconscious, drop to 0 hit

points, or die).

=== REACTIONS ===
Halo of Spores

You can use your reaction to deal 1d4 necrotic
damage to one creature you can see when it moves
into a space within 10 feet of you or starts its turn
there, if it fails a CON saving throw (DC 13).

ACTIONS )
4 N
15 PASSIVE WISDOM (PERCEPTION) Sickle e 104 Slashing _ Simple, Light
13 PASSIVE WISDOM (INSIGHT) Shillelagh +5 1d8+3 Bludgeoning D: 1m, V/S/M
Chill Touch +5 1d8 Necrotic D: 1Rnd, VIS
10 PASSIVE INTELLIGENCE (INVESTIGATION) Unarmed Strike 2 Py —

Darkvision 60 ft.

SENSES 3

WEAPON ATTACKS & CANTRIPS y
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Druid 2 [Circle of Spores]
CLASS & LEVEL

Mark of Detection Half-EIf

PLAYER NAME

Cloistered Scholar

* Additional Druid Spells « TCoE 35
Your Druid has additional spells available to them, as
designated in Tasha's Cauldron of Everything.

* Hit Points « PHB 65
* Proficiencies « PHB 65

* Druidic « PHB 66
You know Druidic, the secret language of druids.

* Spellcasting *« PHB 66

You can cast prepared druid spells using WIS as your
spellcasting modifier (Spell DC 13, Spell Attack +5)
and prepared druid spells as rituals if they have the
ritual tag. You can use a druidic focus as a spellcasting
focus.

* Wild Companion « TCoE 35

As an action, you can expend a use of your <em>Wild
Shape</em> feature to cast the find familiar spell,
without material components.

When you cast the spell in this way, the familiar is a
fey instead of a beast, and the familiar disappears after
1 hours.

| 1 Action

* Wild Shape « PHB 66
As an action, you can magically assume the shape of
a beast that you have seen before twice per short rest.

You can stay in beast shape for 1 hours before
reverting back to your normal form (or as a bonus
action earlier or if you fall unconscious, drop to 0 hit
points, or die).

| 2/ Short Rest « 1 Action

| Circle of Spores

* Circle Spells « GGtR
You gain access to additional spells associated with
the cycle of life and death.

* Halo of Spores * GGtR

You can use your reaction to deal 1d4 necrotic
damage to one creature you can see when it moves
into a space within 10 feet of you or starts its turn
there, if it fails a CON saving throw (DC 13).

| 1 Reaction

* Symbiotic Entity « GGtR

You can use Wild Shape to awaken the spores that
infuse you to gain +8 temp HP, roll double damage
dice for your Halo of Spores damage, and deal 1d6
additional necrotic damage when you hit with a melee
weapon attack. These all last for 10 minutes, or until
you lose all these temporary hit points, or until you use
your Wild Shape again.

| 1 Action

=== MARK OF DETECTION HALF-ELF RACIAL
TRAITS ===

* Darkvision ¢ BR 39
You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry *« BR 39
You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

* Deductive Intuition « ERftLW
When you make an Investigation or Insight check, you
can roll a d4 and add the number rolled to the ability

CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
— —
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=== DRUID FEATURES === * Druid Circle « PHB 67 check.

* Magical Detection « ERftLW 40

You can cast the <em>detect magic</em> and
<em>detect poison and disease</em> spells with this
trait. Starting at 3rd level, you can also cast the
<em>see invisibility</em> spell with it.

Once you cast any of these spells with this trait, you
can't cast that spell with it again until you finish a long
rest. Wisdom is your spellcasting ability for these
spells, and you don’t require material components for
them.

* Spells of the Mark « ERftLW 40

If you have the Spellcasting or the Pact Magic class
feature, the spells on the Mark of Detection Spells
table are added to the spell list of your spellcasting
class.

EQUIPMENT

FEATURES & TRAITS
Shield 1 6 Ib. Shovel 1 5 Ib.
Leather 1 10 Ib. Tinderbox 1 11b.
Sickle 1 21b. Torch 5 51b.
Quarterstaff 1 4 1b. Waterskin 1 51b.
Backpack 1 5 lb. Wooden Staff 1 4 1b.
Bedroll 1 7 Ib. Whetstone 1 11b.
Clothes, Traveler's 1 4 1b.
Flask or Tankard 1 11b.
Mess Kit 1 11b.
WEIGHT CARRIED Pouch L 11b.
93.64 Ib. Rations (1 day) 10 20 Ib.
ENCUMBERED Rope, Silk (50 feet) 1 51b.
150 Ib. Sack 1 0.5 Ib.
PUSH/DRAG/LIFT Oil (flask) 3 3lb.
300 Ib. Herbalism Kit 1 31b.




CHARACTER APPEARANCE
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Female 25 Medium 5'5" 158
GENDER AGE HEIGHT WEIGHT
Neutral Good Mat'Selesnya  Fair Blue Red
ALIGNMENT FAITH SKIN EYES HAIR
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ALLIES & ORGANIZATIONS

"

fl’m willing to listen to every side of
an argument before | make my own

judgment.
I am horribly, horribly awkward in
PERSONALITY TRAITS
L~ .
[ ~"1

Beauty. What is beautiful points us beyond itself
toward what is true. (Good)

IDEALS
L~

—~
[N ~"]
My life’'s work is a series of tomes related to

a specific field of lore.

BONDS
L~

oy
[N "]
| overlook obvious solutions in favor of
complicated ones.

\\ FLAWS //

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
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=== CANTRIPS === (At Will)
O Guidance <C> Druid -- 1A Touch V,S Concenuation, upto 1 minuie - PHB 248 D: 1m, VIS
QO Shillelagh Druid +5 1BA  Touch V,S,M 1 minute PHB 275 D: 1m, V/SIM
QO Chill Touch Circle Spells +5 1A 120 ft. V,S 1 round PHB 221 D: 1Rnd, VIS
=== 1st LEVEL === 3 Slots OO0
O Healing Word Druid -- 1BA 60 ft. \% Instantaneous PHB 250 V
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 Absorb Elements Druid - iR Self S 1 round EE 150 D: 1Rnd, S
O Faerie Fire <C> Druid DEX 13 1A 60 ft./20 ft. Cube V Concenuaiion, upto tmine - PHB 239 D: 1m, 20 ft. Cube, V
O Goodberry Druid - 1A Touch V,S,M Instantaneous PHB 246  V/SIM
O Animal Friendship Druid WIS 13 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/IM
O Cure Wounds Druid - 1A Touch V.S Instantaneous PHB 230 VIS
O Detect Magic [R]<C> Druid - 1A+10m  Self/30 ft. Sphere V,S concentraion, po tomnues - 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/S/IM
O Fog Cloud <C> Druid - 1A 120 ft/20 ft. Sphere  V/,S Concentration, upto 1hour - PHB 243 D: 1h, 20 ft. Sphere, V/S
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 Speak with Animals [R] Druid - 1a+10m  Self V,S 10 minutes PHB 277  D:10m, VIS
O Thunderwave Druid CON 13 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, V/S
O BeastBond <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
O Detect Magic <C> Magical Detection -- 1A Self/30 ft. Sphere  V,S concenation, p o 10mnues - PHB 231 1/LR, D: 10m, 30 ft. Sphere, V/S
O Detect Poison and Disease <C> Magical Detection -- 1A Self/30 ft. Sphere V,S,M  concenaion.wpo0mnwes  PHB 231 1/LR, D: 10m, 30 ft. Sphere, V/S/M
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