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	Casting Ability: Wis
	Save DC/Atk Bonus: +4
	Spell Points: 
	Name & Class: Ariosto Nettlewort
	# Spells Prepared: 4
	Total 1st: 3
	Available 1st: 
	Total 2nd: 
	Total 3rd: 
	Total 4th: 
	Total 5th: 
	Total 6th: 
	Total 7th: 
	Total 8th: 
	Total 9th: 
	Available 2nd: 
	Available 3rd: 
	Available 4th: 
	Available 5th: 
	Available 6th: 
	Available 7th: 
	Available 8th: 
	Available 9th: 
	Spell Name: Druidcraft
	Class & Spell Level: Druid cantrip
	Ability: 
	Spell Save DC/Atk Bonus: 
	Range: 30 ft.
	Duration: Instantaneous
	Components & Effects: Harmless sensory effect to predict weather; make a flower
	Other Effects: blossom, seed pod open, or leaf bloom; harmless sensory effect in a 5-ft. cube; light or snuff out a candle, torch, or small fire.
	School: Transmutation
	Casting Time: 1 action
	Prepared: Yes
	Ritual: Off
	Concentration: Off
	Verbal Component: Yes
	Somantic Component: Yes
	Material Component: Off
	Class & Spell Level 2: Druid cantrip
	Ability 2: Wis
	Spell Save DC/Atk Bonus 2: +4
	Range 2: 30 ft.
	Duration 2: 10 min.
	Components & Effects 2: Bright light 10 ft. + dim light 10 ft.
	Other Effects 2: Can throw the flame to attack for 1d8 fire damage, ending the spell.
	School 2: 
	Casting Time 2: 1 action
	Prepared 2: Yes
	Ritual 2: Off
	Concentration 2: Off
	Verbal Component 2: Yes
	Somantic Component 2: Yes
	Material Component 2: Off
	Spell Name 2: Produce Flame
	Spell Name 3: Thorn Whip
	Class & Spell Level 3: Druid cantrip
	Ability 3: Wis
	Spell Save DC/Atk Bonus 3: +4
	Range 3: 30 ft.
	Duration 3: Instantaneous
	Prepared 3: Yes
	Verbal Component 3: Yes
	Somantic Component 3: Yes
	Material Component 3: Yes
	Components & Effects 3: M: the stem of a plant with thorns. Make a spell attack roll.
	School 3: Transmutation
	Casting Time 3: 1 action
	Ritual 3: Off
	Concentration 3: Off
	Other Effects 3: Damage: 1d6 Piercing and you can pull the target (if Large or smaller) up to 10 ft closer to you.
	Prepared 4: Yes
	Spell Name 4: Faerie Fire
	Class & Spell Level 4: Druid 1
	Ability 4: Wis
	Spell Save DC/Atk Bonus 4: DC 12
	Range 4: 60 ft.
	Duration 4: 1 min.
	Verbal Component 4: Yes
	Somantic Component 4: Off
	Material Component 4: Off
	Components & Effects 4: Each object in a 20-ft. cube sheds dim light in a 10 ft. radius.
	School 4: Evocation
	Casting Time 4: 1 action
	Other Effects 4: Any creature in the area sheds light if it fails a Dex save. Attacks against affected creatures have advantage.
	Ritual 4: Off
	Concentration 4: Yes
	Prepared 5: Off
	Spell Name 5: Goodberry
	Class & Spell Level 5: Druid 1
	Ability 5: 
	Spell Save DC/Atk Bonus 5: 
	Range 5: Touch
	Duration 5: Instantaneous
	Verbal Component 5: Yes
	Somantic Component 5: Yes
	Material Component 5: Yes
	Components & Effects 5: M: mistletoe sprig. Creates 10 magic berries. A creature that
	School 5: Transmutation
	Casting Time 5: 1 action
	Ritual 5: Off
	Concentration 5: Off
	Other Effects 5: uses an action to eat one heals 1 hit point and gains enough nourishment to sustain it for one day. Uneaten berries last 24 hrs.
	Prepared 6: Off
	Spell Name 6: Detect Magic
	Class & Spell Level 6: Druid 1
	Ability 6: 
	Spell Save DC/Atk Bonus 6: 
	Range 6: Self
	Duration 6: 10 min.
	Verbal Component 6: Yes
	Somantic Component 6: Yes
	Material Component 6: Off
	Components & Effects 6: Sense the presence of magic within 30 feet. Use your action 
	School 6: Divination
	Casting Time 6: 1 action
	Other Effects 6: to see a faint aura around any visible creature or object in the area that bears magic, and you learn its school of magic, if any.
	Ritual 6: Yes
	Concentration 6: Yes
	Prepared 7: Yes
	Spell Name 7: Detect Poison and Disease
	Class & Spell Level 7: Druid 1
	Ability 7: 
	Spell Save DC/Atk Bonus 7: 
	Range 7: Self
	Duration 7: 10 min.
	Verbal Component 7: Yes
	Somantic Component 7: Yes
	Material Component 7: Yes
	Components & Effects 7: M: a yew leaf. Sense the presence and location of poisons,
	School 7: 
	Casting Time 7: 1 action
	Other Effects 7: poisonous creatures, and diseases within 30 feet. Identify the kind of poison, poisonous creature, or disease.
	Ritual 7: Yes
	Concentration 7: Yes
	Prepared 8: Off
	Spell Name 8: Purify Food and Drink
	Class & Spell Level 8: Druid 1
	Ability 8: 
	Spell Save DC/Atk Bonus 8: 
	Range 8: 10 ft.
	Duration 8: Instantaneous
	Verbal Component 8: Yes
	Somantic Component 8: Yes
	Material Component 8: Off
	Components & Effects 8: Nonmagical food and drink in a 5-foot-radius sphere is
	School 8: Transmutation
	Casting Time 8: 1 action
	Ritual 8: Yes
	Concentration 8: Off
	Other Effects 8: purified and rendered free of poison and disease.
	Prepared 9: Yes
	Spell Name 9: Speak With Animals
	Class & Spell Level 9: Druid 1
	Ability 9: 
	Spell Save DC/Atk Bonus 9: 
	Range 9: Self
	Duration 9: 10 min.
	Verbal Component 9: Yes
	Somantic Component 9: Yes
	Material Component 9: Off
	Components & Effects 9: Comprehend and verbally communicate with beasts.
	School 9: Divination
	Casting Time 9: 1 action
	Ritual 9: Yes
	Concentration 9: Off
	Other Effects 9: 
	Prepared 10: Yes
	Spell Name 10: Cure Wounds
	Class & Spell Level 10: Druid 1
	Ability 10: Wis
	Spell Save DC/Atk Bonus 10: 
	Range 10: Touch
	Duration 10: Instantaneous
	Verbal Component 10: Yes
	Somantic Component 10: Yes
	Material Component 10: Off
	Components & Effects 10: Heals a creature of 1d8+2 hit points.
	School 10: Evocation
	Casting Time 10: 1 action
	Ritual 10: Off
	Concentration 10: Off
	Other Effects 10: 
	Prepared 11: Off
	Spell Name 11: 
	Class & Spell Level 11: 
	Ability 11: 
	Spell Save DC/Atk Bonus 11: 
	Range 11: 
	Duration 11: 
	Verbal Component 11: Off
	Somantic Component 11: Off
	Material Component 11: Off
	Components & Effects 11: 
	School 11: 
	Casting Time 11: 
	Other Effects 11: 
	Ritual 11: Off
	Concentration 11: Off
	Prepared 12: Off
	Spell Name 12: 
	Class & Spell Level 12: 
	Ability 12: 
	Spell Save DC/Atk Bonus 12: 
	Range 12: 
	Duration 12: 
	Verbal Component 12: Off
	Somantic Component 12: Off
	Material Component 12: Off
	Components & Effects 12: 
	School 12: 
	Casting Time 12: 
	Other Effects 12: 
	Ritual 12: Off
	Concentration 12: Off
	Spell Name 13: 
	Class & Spell Level 13: 
	Ability 13: 
	Spell Save DC/Atk Bonus 13: 
	Range 13: 
	Duration 13: 
	Verbal Component 13: Off
	Somantic Component 13: Off
	Material Component 13: Off
	Components & Effects 13: 
	School 13: 
	Casting Time 13: 
	Other Effects 13: 
	Ritual 13: Off
	Concentration 13: Off
	Prepared 13: Off
	Spell Name 14: 
	Prepared 14: Off
	Class & Spell Level 14: 
	Ability 14: 
	Spell Save DC/Atk Bonus 14: 
	Range 14: 
	Duration 14: 
	Verbal Component 14: Off
	Somantic Component 14: Off
	Material Component 14: Off
	Components & Effects 14: 
	School 14: 
	Casting Time 14: 
	Other Effects 14: 
	Ritual 14: Off
	Concentration 14: Off
	Class & Spell Level 15: 
	Ability 15: 
	Spell Save DC/Atk Bonus 15: 
	Range 15: 
	Duration 15: 
	Verbal Component 15: Off
	Somantic Component 15: Off
	Material Component 15: Off
	Components & Effects 15: 
	School 15: 
	Casting Time 15: 
	Other Effects 15: 
	Ritual 15: Off
	Concentration 15: Off
	Prepared 15: Off
	Spell Name 15: 
	Prepared 16: Off
	Spell Name 16: 
	Class & Spell Level 16: 
	Ability 16: 
	Spell Save DC/Atk Bonus 16: 
	Range 16: 
	Duration 16: 
	Verbal Component 16: Off
	Somantic Component 16: Off
	Material Component 16: Off
	Components & Effects 16: 
	School 16: 
	Casting Time 16: 
	Ritual 16: Off
	Concentration 16: Off
	Other Effects 16: 
	Prepared 17: Off
	Spell Name 17: 
	Class & Spell Level 17: 
	Ability 17: 
	Spell Save DC/Atk Bonus 17: 
	Range 17: 
	Duration 17: 
	Verbal Component 17: Off
	Somantic Component 17: Off
	Material Component 17: Off
	Components & Effects 17: 
	School 17: 
	Casting Time 17: 
	Other Effects 17: 
	Ritual 17: Off
	Concentration 17: Off
	Prepared 18: Off
	Spell Name 18: 
	Class & Spell Level 18: 
	Ability 18: 
	Spell Save DC/Atk Bonus 18: 
	Range 18: 
	Duration 18: 
	Verbal Component 18: Off
	Somantic Component 18: Off
	Material Component 18: Off
	Components & Effects 18: 
	School 18: 
	Casting Time 18: 
	Other Effects 18: 
	Ritual 18: Off
	Concentration 18: Off
	Prepared 19: Off
	Spell Name 19: 
	Class & Spell Level 19: 
	Ability 19: 
	Spell Save DC/Atk Bonus 19: 
	Range 19: 
	Duration 19: 
	Verbal Component 19: Off
	Somantic Component 19: Off
	Material Component 19: Off
	Components & Effects 19: 
	School 19: 
	Casting Time 19: 
	Other Effects 19: 
	Ritual 19: Off
	Concentration 19: Off


