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Druid 1 klatus101
CLASS & LEVEL PLAYER NAME
Tortle Hermit (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — ——
/7 \
ARMOR Max HP Current HP Temp HP |
+3 19 11 -
INITIATIVE CLASS \ HIT POINTS J
// /7 / \
1d8 successes O=O=0O
FAILURES( H H >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS .
@ j Club, Dagger, Dart, Javelin, Mace,
~ Quarterstaff, Scimitar, Sickle, Sling, Spear
— — === TOOLS ===
ABILITY SAVE DC | Herbalism Kit, Thieves' Tools
=== LANGUAGES ===
7 N Common, Draconic, Druidic, Orc
30 ft. (Walking)
A SPEED )
PROFICIENCIES & LANGUAGES

L SKILLS ),

=== 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

=== BONUS ACTIONS ===
Shell Defense: Emerge

You can use a bonus action to emerge from your
shell, ending all effects gained by withdrawing into it.

74

ACTIONS
4 N
16 PASSIVE WISDOM (PERCEPTION) Quarterstaff +3 1d6+1 Bludgeoning  Simple, Versatile
Scimitar +5 1d6+3 Slashing Martial, Finesse, Light
14 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +3 2 Bludgeoning
12 PASSIVE INTELLIGENCE (INVESTIGATION) CIaWS +3 1d6+1 Slashing
SENSES A WEAPON ATTACKS & CANTRIPS /




CHARACTER NAME
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Druid 1 klatus101
CLASS & LEVEL PLAYER NAME
Tortle Hermit (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — —
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=== DRUID FEATURES ===

* 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 14, Spell Attack +6)
and prepared druid spells as rituals if they have the
ritual tag. You can use a druidic focus as a spellcasting
focus.

=== TORTLE RACIAL TRAITS ===

* Ability Score Increases ¢ MotM 5

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase three scores (+1/+1/+1)
Increase three different scores by 1.

* Languages ¢ MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type » MotM 34
You are a Humanoid.

* Size « MotM 34
You are Medium or Small. You choose the size when
you select this race.

* Speed * MotM 34
Your walking speed is 30 ft.

* Claws » MotM 34

You have claws that you can use to make unarmed
strikes. When you hit with them, you deal
<strong>1d6</strong>+1 slashing damage.

| 1 Action

* Hold Breath « MotM 34
You can hold your breath for up to 1 hour.

* Natural Armor « MotM 34

Your shell provides you a base AC of 17 (your DEX
modifier doesn't affect this number). You can’t wear
light, medium, or heavy armor, but can continue using
and applying a shield’s bonus as normal.

* Nature’s Intuition « MotM 34

You become proficient in one of the following skills of
your choice: Animal Handling, Medicine, Nature,
Perception, Stealth, or Survival.

* Shell Defense « MotM 34

You can withdraw into your shell as an action and until
you emerge, you gain a <strong>+4</strong> bonus to
AC and you have advantage on STR and CON saving
throws.

While in your shell, you are prone, your speed is 0 and
can't increase, you have disadvantage on DEX saving
throws, and you can’t take reactions. The only action
you can take is to use a bonus action to emerge.

| Shell Defense: Withdraw: 1 Action

| Shell Defense: Emerge: 1 Bonus Action

N

PUSH/DRAG/LIFT

390 Ib.

FEATURES & TRAITS
Shield 1 6 Ib.
Leather 1 10 Ib.
Quarterstaff 1 4 1b.
Scimitar 1 3lb.
Backpack 1 5 lb.
Sprig of Mistletoe 1 --
Wooden Staff 1 4 1b.
Bedroll 1 7 lb.
Mess Kit 1 1lb.
Rations (1 day) 10 20 Ib.
WEIGHT CARRIED
86 Ib Rope, Hempen (50 feet) 1 10 Ib.
ENCUMBERED Tinderbox 1 1lb.
195 Ib. Torch 10 10 Ib.
Waterskin 1 5 lb.

EQUIPMENT
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Indeterminate 12
GENDER AGE
Lawful Neutral
ALIGNMENT

none
FAITH

Small

SIZE

—

3 1/2 feet but sti 200
HEIGHT WEIGHT

mottled brown ¢ Emerald Green none

SKIN

EYES HAIR
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS
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\\ FLAWS //

rarely speak quickly, | speak in slow
measured tones, preferring gestures
and the occasional grunt. However my

1nhrinAina can calnke me tn ntter
PERSONALITY TRAITS

Logic. Emotions must not cloud our
sense of what is right and true, or
our logical thinking. (Lawful)

IDEALS

()

I'm still seeking the enlightenment

and powers | need to complete my

quest. My Masters life's work must
BONDS

()

I'd risk too much to uncover a any bits of
knowledge essential to my life quest.

In the heart of a lush, ancient forest, surrounding a
deep large an old mystic hermit, known to be in
tune with the forces of nature and the mysteries of
the forest, was drawn to the narrow beach that
bordered a large, deep lake. There, among the
sandy dunes, the hermit stumbled upon the
remains of a Tortle nest, its contents scattered and
destroyed, save for a single solitary egg.

The mystic recognized the significance of this
lone, unharmed egg, seeing it as a symbol of
resilience and the unbreakable spirit of the natural
world. With great care and reverence, the hermit
gently cradled the egg in their hands and, through
their deep connection to the elements and the
forest, nurtured it with warmth and life. As the days
passed, the egg began to stir, and a tiny Tortle
hatchling emerged, still nestled within the mystic's
wise hands.

The mysticEnamed the hatchling Munday, a name
that spoke of new beginnings and the mysteries of
nature. The bond between Munday and the mystic
grew strong from the very moment he hatched,
and the hermit took on the role of mentor, guiding
him in the ways of the forest, the ancient druidic
traditions, and the unique connection he had to the
large, deep lake that bordered their home.

Munday's upbringing was a harmonious blend of
the mystic's teachings, the ancient wisdom of the
Druid, and the profound connection they both
shared with the forest and the lake. The beach
where the egg was found became a place of
significance for Munday, serving as a reminder of
the resilience of nature and the importance of
preserving it.

As he grew, Munday honed his druidic abilities,
guided by the wisdom of the mystic and the
harmony of the forest and the lake. He learned to
communicate with the spirits that inhabited the
woods, the waters of the lake, and the creatures
that dwelled within their depths. His connection to

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




SPELLCASTING
ABILITY

SPELL SAVE DC

——
li .‘\
=== 1st LEVEL === 2 Slots OO
O Animal Friendship Druid WIS 14 1A 30 ft. V,S,M 24 hours PHB 212 D: 24h, VISIM
QO Charm Person Druid WIS 14 1A 30 ft. V,S 1 hour PHB 221 D: 1h, VIS
QO Create or Destroy Water Druid - 1A 30 ft./30 ft. Cube V,S,M Instantaneous PHB 229 30 ft. Cube, V/ISIM
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 concenration,pro 0minues - PHB 231 D: 10m, 30 ft. Sphere, V/S
QO Detect Poison and Disease [R]<C> Druid -- 1a+10m  Self/30 ft. Sphere V,S,M  concenvaion.iproromnues  PHB 231 D: 10m, 30 ft. Sphere, V/S/IM
O Entangle <C> Druid STR14 1A 90 ft./20 ft. Square  V,S Concentration, p o 1 minwte - PHB 238 D: 1m, 20 ft. Square, V/S
O Faerie Fire <C> Druid DEX 14 1A 60 ft./20 ft. Cube V Concenuation, upto tmine - PHB 239 D: 1m, 20 ft. Cube, V
O Fog Cloud <C> Druid - 1A 120 t/20 ft. Sphere  V/,S Concentration, 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. \Y Instantaneous  PHB 250 V
O Jump Druid -- 1A Touch V,S,M 1 minute PHB 254  D:1m, V/SIM
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 14 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 14 1A 10 ft. V,S Instantaneous  EE 155 VIS
O Ice Knife Druid DEX14/+6 1A 60 ft./5 ft. Sphere  S,M Instantaneous  EE 157 5 ft. Sphere, SIM
O Snare Druid DEX 14 1m Touch SM 8 hours XGtE 165 D: 8h, SIM
SPELLS
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SPELL ATTACK
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