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FEATURES & TRAITS

Wild Shape. You can transform into a beast you have seen with CR 1/4 and no flying or swimming speed
(lasts 1 hour, use twice/rest).

Druidic. You can speak Druidic and use it to leave hidden message and automatically spot messages left
by others.

Innate Spellcasting. You know the poison spray cantrip. You can cast animal friendship an unlimited
number of times with this trait, but you can target only snakes with it. Starting at 3rd level, you can also cast
suggestion with this trait. Once you cast it, you can't do so again until you finish a long rest. Charisma is
your spellcasting ability for these spells.

Magic Resistance. You have an advantage on saving throws against spells and other magical effects.

Safe Haven. As a faction agent, you have access to a secret network of supporters and operatives who
can provide assistance on your adventures. You know a set of secret signs and passwords you can use to
identify such operatives, who can provide you with access to a hidden safe house, free room and board, or
assistance in finding information. These agents never risk their lives for you or risk revealing their true
identities.

Speech of the Woods. At 2nd level, you gain the ability to converse with beasts and many fey.
You learn to speak, read, and write Sylvan. In addition, beasts can understand your speech, and you gain
the ability to decipher their noises and motions. Most beasts lack the intelligence to convey or understand
sophisticated concepts, but a friendly beast could relay what it has seen or heard in the recent past. This
ability doesn’t grant you friendship with beasts, though you can combine this ability with gifts to curry favor
with them as you would with any nonplayer character. .

Spirit Totem. Starting at 2nd level, you can call forth nature spirits to influence the world around you. As a
bonus action, you can magically summon an incorporeal spirit to a point you can see within 60 feet of you.
The spirit creates an aura in a 30-foot radius around that point. It counts as neither a creature nor an
object, though it has the spectral appearance of the creature it represents.

As a bonus action, you can move the spirit up to 60 feet to a point you can see.

The spirit persists for 1 minute or until you're incapacitated. Once you use this feature, you can’t
use it again until you finish a short or long rest.

The effect of the spirit’'s aura depends on the type of spirit you summon from the options below.

Bear Spirit: The bear spirit grants you and your allies its might and endurance. Each creature of your
choice in the aura when the spirit appears gains temporary hit points equal to 5 + your druid level. In
addition, you and your allies gain advantage on Strength checks and Strength saving throws while in the
aura.

Hawk Spirit: The hawk spirit is a consummate hunter, aiding you and your allies with its keen sight. When a
creature makes an attack roll against a target in the spirit’'s aura, you can use your reaction to grant
advantage to that attack roll. In addition, you and your allies have advantage on Wisdom (Perception)
checks while in the aura.

Unicorn Spirit: The unicorn spirit lends its protection to those nearby. You and your allies gain advantage
on all ability checks made to detect creatures in the spirit’s aura. In addition, if you cast a spell using a spell
slot that restores hit points to any creature inside or outside the aura, each creature of your choice in the
aura also regains hit points equal to your druid level.
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1agct. 30 fi S Inst

You choose a portion of dirt or stone that you
can see within range and that fits within a
5-foot cube. You manipulate it in one of the
following ways: « If you target an area of loose
earth, you can instan-taneously excavate it,
move it along the ground, and deposit it up to
5 feet away. This movement doesn’t have
enough force to cause damage. - You cause
shapes, colors, or both to appear on the dirt or
stone, spelling out words, creating images, or
shap-ing patterns. The changes last for 1 hour.
« If the dirt or stone you target is on the
ground, you cause it to become difficult
terrain. Alternatively, you can cause the
ground to become normal terrain if it is
already difficult terrain. This change lasts for 1
hour. If you cast this spell multiple times, you
can have no more than two of its
non-instantaneous effects active at a time, and
you can dismiss such an effect as an action.

Druid DCiz Mod +4

Transmutation cantrip ip-; D JU r Jr" U B
Thorn Whip

1'act. 30 ft V/SM Inst

You create a long, vine-like whip covered in
thorns that lashes out at your command
toward a creature in range. Make a melee spell
attack against the target. If the attack hits, the
creature takes 1d6 piercing damage, and if the
creature is Large or smaller, you pull the
creature up to 10 feet closer to you. This spell’s
damage increases by 1d6 when you reach 5th
level (2d6), 11th level (3d6), and 17th level
(4de).

Druid DCiz Mod +4
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	features-and-traits-2: ---------------Actions--------------
Wild Shape. You can transform into a beast you have seen with CR 1/4 and no flying or swimming speed (lasts 1 hour, use twice/rest).

-----------Other Traits------------
Druidic. You can speak Druidic and use it to leave hidden message and automatically spot messages left by others.

Innate Spellcasting. You know the poison spray cantrip. You can cast animal friendship an unlimited number of times with this trait, but you can target only snakes with it. Starting at 3rd level, you can also cast suggestion with this trait. Once you cast it, you can't do so again until you finish a long rest. Charisma is your spellcasting ability for these spells.

Magic Resistance. You have an advantage on saving throws against spells and other magical effects.

Safe Haven. As a faction agent, you have access to a secret network of supporters and operatives who can provide assistance on your adventures. You know a set of secret signs and passwords you can use to identify such operatives, who can provide you with access to a hidden safe house, free room and board, or assistance in finding information. These agents never risk their lives for you or risk revealing their true identities. 

Speech of the Woods. At 2nd level, you gain the ability to converse with beasts and many fey.
You learn to speak, read, and write Sylvan. In addition, beasts can understand your speech, and you gain the ability to decipher their noises and motions. Most beasts lack the intelligence to convey or understand sophisticated concepts, but a friendly beast could relay what it has seen or heard in the recent past. This ability doesn’t grant you friendship with beasts, though you can combine this ability with gifts to curry favor with them as you would with any nonplayer character. .

Spirit Totem. Starting at 2nd level, you can call forth nature spirits to influence the world around you. As a bonus action, you can magically summon an incorporeal spirit to a point you can see within 60 feet of you. The spirit creates an aura in a 30-foot radius around that point. It counts as neither a creature nor an object, though it has the spectral appearance of the creature it represents.
As a bonus action, you can move the spirit up to 60 feet to a point you can see.
The spirit persists for 1 minute or until you’re incapacitated. Once you use this feature, you can’t
use it again until you finish a short or long rest.
The effect of the spirit’s aura depends on the type of spirit you summon from the options below.

Bear Spirit: The bear spirit grants you and your allies its might and endurance. Each creature of your choice in the aura when the spirit appears gains temporary hit points equal to 5 + your druid level. In addition, you and your allies gain advantage on Strength checks and Strength saving throws while in the aura.

Hawk Spirit: The hawk spirit is a consummate hunter, aiding you and your allies with its keen sight. When a creature makes an attack roll against a target in the spirit’s aura, you can use your reaction to grant advantage to that attack roll. In addition, you and your allies have advantage on Wisdom (Perception) checks while in the aura.

Unicorn Spirit: The unicorn spirit lends its protection to those nearby. You and your allies gain advantage on all ability checks made to detect creatures in the spirit’s aura. In addition, if you cast a spell using a spell slot that restores hit points to any creature inside or outside the aura, each creature of your choice in the aura also regains hit points equal to your druid level.


