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	STR mod: +0
	DEX mod: +3
	CON mod: +2
	INT mod: +0
	WIS mod: +2
	CHA mod: +0
	STR score: 10
	DEX score: 16
	CON score: 14
	INT score: 10
	WIS score: 15
	CHA score: 10
	STR save: +0
	DEX save: +3
	CON save: +2
	INT save: +2
	WIS save: +4
	CHA save: +0
	STR passive: 10
	DEX passive: 13
	CON passive: 12
	INT passive: 12
	WIS passive: 14
	CHA passive: 10
	STR Save Proficiency: Off
	DEX Save Proficiency: Off
	CON Save Proficiency: Off
	INT Save Proficiency: Yes
	WIS Save Proficiency: Yes
	CHA Save Proficiency: Off
	Race: Stout halfling
	Background: Acolyte
	Class & Level: Druid, 1
	Experience Points: 0
	Alignment: Chaotic good
	Check Box 33: Off
	Check Box 32: Off
	Check Box 31: Off
	Check Box 30: Off
	Check Box 29: Off
	Check Box 28: Off
	Check Box 27: Yes
	Check Box 26: Off
	Check Box 25: Off
	Check Box 24: Off
	Check Box 23: Yes
	Check Box 22: Off
	Check Box 21: Off
	Check Box 20: Off
	Check Box 19: Yes
	Check Box 18: Off
	Check Box 17: Off
	Check Box 16: Yes
	Acrobatics bonus: 
	Animal Handling bonus: 
	Arcana bonus: 
	Athletics bonus: 
	Deception bonus: 
	History bonus: 
	Insight bonus: +4
	Intimidation bonus: 
	Investigation bonus: 
	Medicine bonus: 
	Nature bonus: +2
	Perception bonus: 
	Performance bonus: 
	Persuasion bonus: 
	Religion bonus: +2
	Sleight of Hand bonus: 
	Stealth bonus: 
	Survival bonus: +4
	Acrobatics passive: 
	Animal Handling passive: 
	Arcana passive: 
	Athletics passive: 
	Deception passive: 
	History passive: 
	Insight passive: 14
	Intimidation passive: 
	Investigation passive: 
	Medicine passive: 
	Nature passive: 12
	Perception passive: 
	Performance passive: 
	Persuasion passive: 
	Religion passive: 12
	Sleight of Hand passive: 
	Stealth passive: 
	Survival passive: 14
	Proficiency bonus: +2
	Spellcasting DC: 12
	Spellcasting Attack: +4
	Initiative: +3
	Speed: 25
	Attack Name: Scimitar
	Attack Name 2: Sling
	Attack Name 3: 
	Attack Name 4: 
	Attack Name 5: 
	Attack bonus: +5
	Attack bonus 2: +5
	Attack bonus 3: 
	Attack bonus 4: 
	Attack bonus 5: 
	Damage: 1d6+3/S
	Damage 2: 1d4+3/B
	Damage 3: 
	Damage 4: 
	Damage 5: 
	Range & Properties: finesse, light
	Range & Properties 2: range 30/120 ft.
	Range & Properties 3: 
	Range & Properties 4: 
	Range & Properties 5: 
	Maximum HP: 10
	HP: 
	Temp HP: 
	Hit Dice: 
	Maximum HD: 1d8
	Death Success 1: Off
	Death Success 2: Off
	Death Success 3: Off
	Death Fail 1: Off
	Death Fail 2: Off
	Death Fail 3: Off
	Conditions: 
	Check Box 9: Off
	Check Box 10: Off
	Check Box 11: Off
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	Armor Name 1: Leather
	Armor Name 2: 
	Armor Mod Name 1: Wooden shield
	Armor Mod Name 2: Dexterity
	Armor Mod Name 3: 
	Armor Mod Name 4: 
	Base AC 1: 11
	Base AC 2: 
	AC Mod 1: +2
	AC Mod 2: +3
	AC Mod 3: 
	AC Mod 4: 
	Check Box 34: Off
	Check Box 35: Off
	AC: 16
	CP: 6
	SP: 8
	EP: 
	GP: 14
	PP: 
	Features:   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.
  Brave. You have advantage on saving throws against being frightened.
  Halfling Nimbleness. You can move through the space of any creature that is of medium or larger size.
  Stout Resilience. You have advantage on saving throws against poison, and you have resistance against poison damage.
  Armor Proficiencies: Light armor, medium armor, shields (druids will not wear armor or use shields made of metal).
  Weapon Proficiencies: Clubs, daggers, darts, javelins, maces, quarterstaffs, scimitars, sickles, slings, spears. 
  Tool Proficiencies: Herbalism kit.
  Languages: Common, Druidic, Giant, Halfling, Primordial.
	Traits1: I see omens in every event and action. The spirits try to speak to us, we just need to listen.

Nothing can shake my optimistic attitude. 
	Ideals1: Charity. I always try to help those in need, no matter what the personal cost.
	Bonds1: Everything I do is for the common people.

	Flaws1: My piety sometimes leads me to blindly trust those that profess faith in my gods.
	Check Box 15: Off
	Half Speed: 12
	Half Max HP: 5
	Equipment:   Common clothes.
  Explorer’s pack.
  Druidic focus: ash, oak, and mistletoe twigs and leaves bound together.
  Wooden prayer flute.
  5 sticks of incense. 
  Bag of 20 sling bullets.
	Age: 40
	Height: 3'
	Weight: 45 lbs
	Eyes: Dark brown
	Skin: Ruddy brown
	Hair: Dark brown, curly
	Portrait: 
	Symbol: 
	Factions: Your spells draw power from the countless spirits that inhabit and shape the natural world, and from the spirits of ancestors who watch over you through memorial carvings and keepsakes. You invoke the spirits in chants and dances that awaken your consciousness to the otherworlds where they linger.
	Additional Features: Background Feature: Shelter of the Faithful. You and your adventuring companions can expect to receive free healing and care at a temple, shrine, or other established presence of your faith. 

Ritual Casting.

Spellcasting focus: druidic focus.

Spells:
  2 cantrips known: druidcraft, produce flame
  4 spells prepared: cure wounds, faerie fire, goodberry.
  Spell slots: (1st level) 2. 
	Additional Equipment: 
	History: You come from Keleos, a large island in the Sea of Storms. Mostly pastoral land between mountains and a network of coastal city-states, Keleos was loosely held by the Zyirran Empire, which encouraged the Keleosan navies and mercenary armies to raid and pillage. Then it was closely held by the Samarrans, who required the worship of their gods. Then they departed, leaving their descendants behind.
  You were born to human parents on a remote farm, a Samarran-Keleosan family that considered a halfling child a blessing. Halflings have a reputation for helping strangers in farmlands. Your family named you Ariosto, "Helper Spirit." 
  You still felt like a child when at age 20 you left to join the priests of the Old Ways in the wilds. They lived apart, crossing the boundaries into ordinary communities on special occasions. Your visits were a boon to any farm.
  You visited home often over the years. Your parents grew old. Your siblings had grandchildren, while you still enjoy the prime of adulthood. 
  Then came a spring when you returned to bless the rites of planting and marriage, and found your parents had died of old age over the winter. One more turn of the seasons you gave to your people, but the time had come to leave your homeland. 
  Most halflings gather in their own communities, but you wander. You help folk where you can, seeking new spirits to honor -- and the gold that good works always require.
	Name: Ariosto Nettlewort


