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Moon Druid 3 Outlander
CLASS & LEVEL BACKGROUND PLAYER NAME
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| feel far more comfortable
around animals than people.
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Nature. The natural world is more important
than all the constructs of civilization. (Neutral)
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| suffer awful visions of a coming disaster

and will do anything to prevent it.
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| am slow to trust members of other races,
tribes, and societies.
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PASSIVE WISDOM (PERCEPTION)

Staff
Hunting trap
Animal trophy

Weapons & Armor:

Light armor, medium armor, shields

Clubs, daggers, darts, javelins, maces,
quarterstaffs, scimitars, sickles, slings, spears,

Tools:
Flute
Herbalism kit

Languages:
Common
Elvish
Sylvan
Druidic

OTHER PROFICIENCIES & LANGUAGES

Traveler's clothes
Wooden shield
Quarterstaff
Leather armor
Yew wand (focus)
Backpack

Bedroll

Mess kit
Tinderbox

10 torches

10 rations
Waterskin
Hempen rope (50 ft.)
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Meddl Loide. A Druid won't wear armor made out of metal.

Druidic. You know Druidic, the secret language of druids. You can speak the
language and use it to leave hidden messages. You and others who know this
language automatically spot such a message. Others spot the message's
presence with a successful DC 15 Wisdom (Perception) check but can't
decipher it without magic.

Wanderer. You have an excellent memory for maps and geography, and you
can always recall the general layout of terrain, settlements, and other features
around you. In addition, you can find food and fresh water for yourself and up to
five other people each day, provided that the land offers berries, small game,
water, and so forth.

Wild Shape. Starting at 2nd level, you can use your action to magically assume
the shape of a beast that you have seen before. You can use this feature twice.
You regain expended uses when you finish a short or long rest.

You can stay in a beast shape for a number of hours equal to half your druid
level (rounded down). You then revert to your normal form unless you expend
another use of this feature. You can revert to your normal form earlier by using a
bonus action on your turn. You automatically revert if you fall unconscious, drop
to 0 hit points, or die.

Your game statistics are replaced by the statistics of the beast, but you retain
your alignment, personality, and Intelligence, Wisdom, and Charisma scores.
You also retain all of your skill and saving throw proficiencies, in addition to
gaining those of the creature. If the creature has the same proficiency as you
and the bonus in its stat block is higher than yours, use the creature's bonus
instead of yours. If the creature has any legendary or lair actions, you can't use
them.

When you transform, you assume the beast's hit points and Hit Dice. When you
revert to your normal form, you return to the number of hit points you had before
you transformed. However, if you revert as a result of dropping to 0 hit points,
any excess damage carries over to your normal form. For example, if you take
10 damage in animal form and have only 1 hit point left, you revert and take 9
damage. As long as the excess damage doesn't reduce your normal form to 0
hit points, you aren't knocked unconscious.

You can't cast spells, and your ability to speak or take any action that requires
hands is limited to the capabilities of your beast form. Transforming doesn't
break your concentration on a spell you've already cast, however, or prevent
you from taking actions that are part of a spell, such as call lightning, that you've
already cast.

You retain the benefit of any features from your class, race, or other source and
can use them if the new form is physically capable of doing so. However, you
can't use any of your special senses, such as darkvision, unless your new form
also has that sense.

You choose whether your equipment falls to the ground in your space, merges
into your new form, or is worn by it. Worn equipment functions as normal, but
the DM decides whether it is practical for the new form to wear a piece of
equipment, based on the creature's shape and size. Your equipment doesn't
change size or shape to match the new form, and any equipment that the new
form can't wear must either fall to the ground or merge with it. Equipment that
merges with the form has no effect until you leave the form.

Combat Wild Shape. You gain the ability to use Wild Shape on your turn as a
bonus action, rather than as an action.

Additionally, while you are transformed by Wild Shape, you can use a bonus
action to expend one spell slot to regain 1d8 hit points per level of the spell slot
expended.

WILD SHAPES:
-Dire Wolf
-Brown Bear
-Crocodile
-Giant Spider
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Die Menschen besiedeln fast alle
Orte dieser Welt und somit auch die
finstersten Walder. Deine Mutter hat
dir das Jagen gezeigt und dein Vater
die ureigene Magie dieser Welt. Du
kommst selbst in den entlegensten
Platzen dieser Welt hervorragend
zurecht und kannst dich so gut wie in
jeder Situation auf deine Intuition
verlassen. Du hast mit den Wélfen
gejagt, bist mit den Fischen
geschwommen und mit den
Eichhérnchen durch Baumkronen
gehipft, denn all diese tierischen
Formen sind dir als Gestaltwandler
gegeben. Als deine Eltern
irgendwann starben, tbernahmst du
ihre Aufgabe, die Walder zwischen
Bislingen und Filbstadt zu hiten,
doch in letzter Zeit fallt dir das
zunehmend schwer. Tiere laufen
verschreckt gleich einer Stampede
Uber Lichtungen, Populationen
verschwinden uber Nacht. Deine
tierischen Freunde verraten dir, dass
Bdses im Busch ist und du in
Bislingen, einer menschlichen
Siedlung, die Antworten, die du
suchst, finden wirst. Was fir ein
Abenteuer, hast du doch noch nie
wirklich mit Menschen zu tun gehabt,
die nicht deine Eltern waren...

CHARACTER BACKSTORY

Die Natur war ein guter Lehrer und die Belange der Menschen,
Elfen und so weiter sind dir gleichermal3en unbekannt wie auch
egal. Dir obliegt es nicht zu entscheiden, was gut und was
schlecht ist, was recht und unrecht ist. Du kimmerst dich um
deinen eigenen Kram und dieser Kram ist dein Wald. Du
intervenierst erst, wenn Gefahr im Verzug ist — und die Causa
Bislingen konnte fur dich und deinen Wald unliebsame Folgen
bedeuten, wenn du tatenlos rumsitzt.

ADDITIONAL FEATURES & TRAITS

TREASURE
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	ClassLevel: Moon Druid 3
	Background: Outlander
	PlayerName: 
	CharacterName: 
	Race : Human
	Alignment: 
	XP: 
	Inspiration: 
	STR: 0
	ProfBonus: +2
	AC: 13+2
	Initiative: +2
	Speed: 30 ft.
	PersonalityTraits : I feel far more comfortable around animals than people.

	STRmod: 10
	HPMax: 21
	ST Strength: 0
	DEX: +2
	HPCurrent: 21
	Ideals: Nature. The natural world is more important than all the constructs of civilization. (Neutral)

	DEXmod : 14
	HPTemp: 
	Bonds: I suffer awful visions of a coming disaster and will do anything to prevent it.

	CON: +1
	HDTotal: 3
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 12
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: d8
	Flaws: I am slow to trust members of other races, tribes, and societies.

	INT: +1
	ST Dexterity: +2
	ST Constitution: +2
	ST Intelligence: +3
	ST Wisdom: +5
	ST Charisma: 0
	Acrobatics: +2
	Animal: +3
	Athletics: +2
	Deception : 0
	History : +1
	Insight: +5
	Intimidation: 0
	Check Box 11: Off
	Check Box 18: Off
	Check Box 19: Off
	Check Box 20: Yes
	Check Box 21: Yes
	Check Box 22: Off
	Wpn Name: Quarterst.
	Wpn1 AtkBonus: +4
	Wpn1 Damage: 1d6+2
	INTmod: 12
	Wpn Name 2: Shillelagh
	Wpn2 AtkBonus : +5
	Wpn2 Damage : 1d8+3
	Investigation : +1
	WIS: +3
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: +3
	Wpn3 Damage : 
	Perception : +3
	WISmod: 16
	CHA: 0
	Nature: +3
	Performance: 0
	Medicine: +3
	Religion: +1
	Stealth : +2
	Check Box 23: Off
	Check Box 24: Off
	Check Box 25: Yes
	Check Box 26: Yes
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Yes
	Check Box 30: Off
	Check Box 31: Off
	Check Box 32: Off
	Check Box 33: Yes
	Check Box 34: Off
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Off
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Yes
	Persuasion: 0
	SleightofHand: +2
	CHamod: 11
	Survival: +5
	AttacksSpellcasting: 
	Passive: 13
	CP: 
	ProficienciesLang: Weapons & Armor:
Light armor, medium armor, shields
Clubs, daggers, darts, javelins, maces, quarterstaffs, scimitars, sickles, slings, spears, 

Tools:
Flute
Herbalism kit

Languages:
Common
Elvish
Sylvan
Druidic
	SP: 
	EP: 
	GP: 10
	PP: 
	Equipment: Staff
Hunting trap
Animal trophy
Traveler's clothes
Wooden shield
Quarterstaff
Leather armor
Yew wand (focus)
Backpack
Bedroll
Mess kit
Tinderbox
10 torches
10 rations
Waterskin
Hempen rope (50 ft.)

	Features and Traits: Meddl Loide. A Druid won't wear armor made out of metal.

Druidic. You know Druidic, the secret language of druids. You can speak the language and use it to leave hidden messages. You and others who know this language automatically spot such a message. Others spot the message's presence with a successful DC 15 Wisdom (Perception) check but can't decipher it without magic.

Wanderer. You have an excellent memory for maps and geography, and you can always recall the general layout of terrain, settlements, and other features around you. In addition, you can find food and fresh water for yourself and up to five other people each day, provided that the land offers berries, small game, water, and so forth.

Wild Shape. Starting at 2nd level, you can use your action to magically assume the shape of a beast that you have seen before. You can use this feature twice. You regain expended uses when you finish a short or long rest.
You can stay in a beast shape for a number of hours equal to half your druid level (rounded down). You then revert to your normal form unless you expend another use of this feature. You can revert to your normal form earlier by using a bonus action on your turn. You automatically revert if you fall unconscious, drop to 0 hit points, or die.
Your game statistics are replaced by the statistics of the beast, but you retain your alignment, personality, and Intelligence, Wisdom, and Charisma scores. You also retain all of your skill and saving throw proficiencies, in addition to gaining those of the creature. If the creature has the same proficiency as you and the bonus in its stat block is higher than yours, use the creature's bonus instead of yours. If the creature has any legendary or lair actions, you can't use them.
When you transform, you assume the beast's hit points and Hit Dice. When you revert to your normal form, you return to the number of hit points you had before you transformed. However, if you revert as a result of dropping to 0 hit points, any excess damage carries over to your normal form. For example, if you take 10 damage in animal form and have only 1 hit point left, you revert and take 9 damage. As long as the excess damage doesn't reduce your normal form to 0 hit points, you aren't knocked unconscious.
You can't cast spells, and your ability to speak or take any action that requires hands is limited to the capabilities of your beast form. Transforming doesn't break your concentration on a spell you've already cast, however, or prevent you from taking actions that are part of a spell, such as call lightning, that you've already cast.
You retain the benefit of any features from your class, race, or other source and can use them if the new form is physically capable of doing so. However, you can't use any of your special senses, such as darkvision, unless your new form also has that sense.
You choose whether your equipment falls to the ground in your space, merges into your new form, or is worn by it. Worn equipment functions as normal, but the DM decides whether it is practical for the new form to wear a piece of equipment, based on the creature's shape and size. Your equipment doesn't change size or shape to match the new form, and any equipment that the new form can't wear must either fall to the ground or merge with it. Equipment that merges with the form has no effect until you leave the form.

Combat Wild Shape. You gain the ability to use Wild Shape on your turn as a bonus action, rather than as an action.
Additionally, while you are transformed by Wild Shape, you can use a bonus action to expend one spell slot to regain 1d8 hit points per level of the spell slot expended.

WILD SHAPES:
-Dire Wolf
-Brown Bear
-Crocodile
-Giant Spider
	CharacterName 2: 
	Age: 
	Height: 
	Weight: 
	Eyes: 
	Skin: 
	Hair: 
	Faction Symbol Image: 
	Allies: 
	FactionName: 
	Backstory: Die Menschen besiedeln fast alle Orte dieser Welt und somit auch die finstersten Wälder. Deine Mutter hat dir das Jagen gezeigt und dein Vater die ureigene Magie dieser Welt. Du kommst selbst in den entlegensten Plätzen dieser Welt hervorragend zurecht und kannst dich so gut wie in jeder Situation auf deine Intuition verlassen. Du hast mit den Wölfen gejagt, bist mit den Fischen geschwommen und mit den Eichhörnchen durch Baumkronen gehüpft, denn all diese tierischen Formen sind dir als Gestaltwandler gegeben. Als deine Eltern irgendwann starben, übernahmst du ihre Aufgabe, die Wälder zwischen Bislingen und Filbstadt zu hüten, doch in letzter Zeit fällt dir das zunehmend schwer. Tiere laufen verschreckt gleich einer Stampede über Lichtungen, Populationen verschwinden über Nacht. Deine tierischen Freunde verraten dir, dass Böses im Busch ist und du in Bislingen, einer menschlichen Siedlung, die Antworten, die du suchst, finden wirst. Was für ein Abenteuer, hast du doch noch nie wirklich mit Menschen zu tun gehabt, die nicht deine Eltern waren...
	Feat+Traits: Die Natur war ein guter Lehrer und die Belange der Menschen, Elfen und so weiter sind dir gleichermaßen unbekannt wie auch egal. Dir obliegt es nicht zu entscheiden, was gut und was schlecht ist, was recht und unrecht ist. Du kümmerst dich um deinen eigenen Kram und dieser Kram ist dein Wald. Du intervenierst erst, wenn Gefahr im Verzug ist – und die Causa Bislingen könnte für dich und deinen Wald unliebsame Folgen bedeuten, wenn du tatenlos rumsitzt.
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