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Elarion Whisperwind
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CLASS & LEVEL PLAYER NAME
Custom Lineage Hermit (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
—————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
*l 11 10
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
1d8 successes O=O=0O
FAILURES( H H )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION
j === ARMOR ===
=N Light Armor, Shields
N
PROFICIENCY BONUS :.:: WEAPONS ===
Simple Weapons
y-
=== TOOLS ===
I — Herbalism Kit, Painter's Supplies
ABILITY SAVE DC |
r— — === LANGUAGES ===
Common, Druidic, Sylvan
/ N\
30 ft. (Walking)
A SPEED )
PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== SPECIAL ===
Leave Druidic Message

You can use Druidic to leave hidden message. You
and others who know Druidic automatically spot such
a message. Others spot the message’s presence with
a successful DC 15 Intelligence (Investigation) check
but can’t decipher it without magic.
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74

Darkvision 60 ft.

SENSES 3 \

'WEAPON ATTACKS & CANTRIPS

ACTIONS
e N
18 ) eessvereacemon Thorn Whip +5 1d6 Piercing  V/SIM
13 PASSIVE INSIGHT Shillelagh +5 1d8+3 Bludgeoning  D: 1m, V/S/M
Unarmed Strike +1 0 Bludgeoning
11 PASSIVE INVESTIGATION
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=== DRUID FEATURES ===
* Core Druid Traits « free-rules 79
* Spellcasting ¢ free-rules 79

* Druidic « free-rules 80
You know Druidic and always have Speak with
Animals prepared.

You can use Druidic to leave hidden message. You
and others who know Druidic automatically spot such a
message. Others spot the message’s presence with a
successful DC 15 Intelligence (Investigation) check but
can'’t decipher it without magic.

| Leave Druidic Message: Special
* Primal Order « free-rules 80
You have dedicated yourself to one of the sacred
roles.
| Magician ¢
You know one extra cantrip from the Druid spell list.

You also gain a +3 bonus to Intelligence (Arcana or
Nature) checks.

=== CUSTOM LINEAGE SPECIES TRAITS ===
* Creature Type » TCOE 9
You are a humanoid. You determine your appearance

and whether you resemble any of your kin.

* Size « TCOE 8
You are Small or Medium (your choice).

* Feat » TCOE 8

* Variable Trait « TCOE 8

| Darkvision
Darkvision with a range of 60 ft.

| Increase two scores (+2 / +1) ¢
=== FEATS ===

* Magic Initiate (Druid) « free-rules 201

Two Cantrips. You learn two cantrips of your choice
from the Druid spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Druid
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Wisdom «

* Healer « PHB-2024 201

Battle Medic. As a Utilize action, you can expend one
use of a Healer's Kit to tend to a creature within 5 feet
of yourself. That creature can expend one of its HP
Dice, and you then roll that die. The creature regains a
number of HP equal to the roll +2.

Healing Rerolls. Whenever you roll a die to determine
the number of HP you restore with a spell or with this
feat's Battle Medic benefit, you can reroll the die if it
rolls a 1, and you must use the new roll.

| Battle Medic: 1 Action

* Hermit Ability Score Improvements « PHB-2024 181
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Elarion Whisperwind
Custom Lineage Hermit (Milestone)
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EQUIPMENT

FEATURES & TRAITS
Shield 1 6 Ib. Torch 10 10 Ib.
Leather 1 10 Ib. Waterskin 1 51b.
Quarterstaff 1 4 1b.
Sickle 1 21b.
Backpack 1 5 lb.
Book 1 51b.
Herbalism Kit 1 31b.
Lamp 1 1lb.
Staff 1 41b.
WEIGHT CARRIED Traveler's Clothes 1 4 1b.
94 Ib. Oil 2 21b.
ENCUMBERED Rations 10 20 Ib.
120 Ib. Rope 1 5 Ib.
PUSH/DRAG/LIFT Bedroll 1 7lb.
240 |b. Tinderbox 1 1lb.




CHARACTER APPEARANCE
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Male 32 Medium 5'8" 165
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Eldath - Goddes Olive Green Brown
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— —

\
7 N

PERCEPTIVE — To me, no one is unimportant — which might explain how | can pick
up on even the subtlest shifts in another person's mood or expression. Because |
am so sensitive to other people’s feelings and needs, I can make full use of my
caring, considerate nature.

GOOD NATURED - All of these strengths come together to form a person who is
warmhearted and approachable, with an altruistic spirit and a friendly disposition. |

strive to get along with pretty much everyone, and my circles of acquaintances and
friends often stretch far and wide.

PERSONALITY TRAITS
L~ ]
N ~

THE MAGIC OF EVERYDAY LIFE - | am independent and creative, always on the
lookout for the magic and meaning in everyday life. In my unique way, | can be quite
introspective. I can't help but ponder the deeper meaning and significance of ife —
even when I should be paying attention to something else. | believe that everything
—and everyone — is connected, and | live for the glimmers of insight that | can gain
into these connections.

IDEALS
L~ 1
[ "]

| entered seclusion to hide from the ones

who might still be hunting me. | must

someday confront them.

BONDS

L~ 1
[N "]

OVERLY OPTIMISTIC — Optimism can be among my key strengths. But
my rosy outlook can lead me to make well-intentioned but naive decisions,
such as believing people who haven't earned my trust. This trait can also
make it difficult for me to accept hard but necessary truths — and to share
those truths with others.

\\ FLAWS //

In the heart of an enchanted forest, where the
whispers of ancient trees mingle with the ethereal
melodies of unseen creatures, | emerged from the
quiet seclusion of my hermitage. A human of fey
ancestry, | sought refuge in solitude to escape
those who might still be hunting me because of my
fey ancestry, but destiny beckoned me to confront
the shadows of my past.

My seclusion granted me access to a unique and
powerful discovery, a revelation born from the
mystic energies that surrounded me. The nature of
this discovery remains shrouded, a secret held
close to my heart, tied to the forces of nature and
the unseen realms. | discovered the ancient art of
how to travel mentally and physically through
dreamlands.

| am perceptive, attuned to the subtle shifts in
others' moods and expressions. My caring and
considerate nature allows me to connect with
people on a deep level, making me warmhearted
and approachable. With an altruistic spirit, | form
circles of acquaintances and friends that stretch
far and wide.

However, my overly optimistic outlook sometimes
leads me to make well-intentioned but naive
decisions. Believing in the goodness of people
who haven't earned my trust and struggling to
accept hard truths are challenges | face on my
journey. Yet, it is this very optimism that fuels my
determination to find the magic and meaning in
everyday life.

For me, the magic of everyday life is a guiding
principle. Independent and creative, | live for the
glimmers of insight that reveal the
interconnectedness of everything and everyone.
My introspective nature leads me to ponder the
deeper meaning of life, even in the midst of
practical concerns.

Now, as | step out from the seclusion of my

CHARACTER BACKSTORY

Eldath

Alignment: Neutral Good

Alternate Names: The Quiet One, The Guardian of
Groves, The Mother of the Waters

Category: None

Domains: Life, Nature, Peace

Pantheon: FaerGnian

Symbol: Waterfall plunging into a still pool

Eldath is the goddess of waterfalls, springs, pools,
stillness, peace, and quiet glades. She is thought to
be present at many such places, particularly those
that serve as druid groves. Eldath is a goddess of
comfort, healing, and calm. Her blessed waters heal
the sick, cure madness, and comfort the dying.

Most rural places have a pond or a glade that locals
ascribe to Eldath. Tradition dictates that it be a place
of quiet reflection where others are left to their
thoughts. A body of water such as a pond or a spring
typically serves as a repository of offerings. If the
holy site is a glade, a stream one crosses along the
way might serve as the repository, or a prominent
bush or tree in the glade might be the place where
people tie offerings. Typical offerings are broken
weapons or items that are remembrances of
arguments, which the faithful discard while making a
wish for peace in the future. Many of those who favor
Eldath are pacifists or people who are troubled by
violence they have witnessed or experienced.

Eldath's priests don't organize into large sects.
Indeed, many are itinerant, wandering between
various holy sites and shrines, seeing that the
locations are cared for and that they remain places
of sweet serenity. The faithful of Eldath are usually
close to nature, and allied to druids, who count
Eldath among the First Circle. It is taboo to strike a
priest of Eldath, and killing one is said to bring great
misfortune. Despite the measure of protection that
this belief affords them, most priests of Eldath avoid
conflicts rather than attempting to quell them. Those
who serve Eldath are happy to preside over peaceful

ADDITIONAL NOTES /,

negotiations and to certify treaties, but they can't
force others to engage in harmony.
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=== CANTRIPS ===
Thorn Whip

Spare the Dying
Resistance

Shillelagh

OO0OO0OO0O0

Guidance

=== 1st LEVEL ===
Faerie Fire

Fog Cloud

Thunderwave

Healing Word

Absorb Elements

Beast Bond

Earth Tremor

Ice Knife

Snare

Animal Friendship
Protection from Evil and Good
Purify Food and Drink [R]
Goodberry

Charm Person

Jump

Longstrider

Speak with Animals [R]
Create or Destroy Water
Cure Wounds

Detect Poison and Disease [R]
Detect Magic [R]

Ice Knife

Entangle

Animal Friendship

TOOOOOOOO0OO0OO0OOODODODOOOOOOOO0OO0OO

Speak with Animals [R]

(At will)

Druid

Druid

Magic Initiate (Druid)
Magic Initiate (Druid)

Primal Order

2 Slots OO
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Druid
Magic Initiate (Druid)
Druidic (Always Prepared)

DEX 13
DEX 13/+5
DEX 13
WIS 13

DEX 13/+5
STR 13
WIS 13

1A
1A
1A
1BA
1A

1A
1A
1A
1BA
1R
1A
1A
1A
im
1A
1A
1A+10m
1A
1A
1BA
1A
1A+10m
1A
1A
1A+10m
1A+10m
1A
1A
1A
1A

30 ft.
15 ft.
Touch
Touch

Touch

60 ft./20 ft. Cube
120 ft./20 ft. Sphere
Self/15 ft. Cube
60 ft.

Self

Touch

10 ft.

60 ft./5 ft. Sphere
Touch

30 ft.

Touch

10 ft./5 ft. Sphere
Touch

30 ft.

Touch

Touch

Self

30 ft./30 ft. Cube
Touch

Self/30 ft. Sphere
Self/30 ft. Sphere
60 ft./5 ft. Sphere
90 ft./20 ft. Square
30 ft.

Self

SPELLS

V,S.\M
V.S
V.S
V,S,\M
V.S

V.S
V.S

V,S,\M
V.S
SM
SM
V,S.\M
V,S,\M
V.S
V,S,M
V.S
V,S,\M
V,S,\M
V.S
V,S,\M
V.S
V,S,\M
V.S
SM
V,S
V,S,\M
V,S

Instantaneous
Instantaneous
Concentation, up o 1 minute
1 minute

Concentration, up to 1 minute

Concentration, up o 1 minute
Concentration, up to 1 hour
Instantaneous
Instantaneous
1 round

Concentation, up 0 10 minutes
Instantaneous
Instantaneous
8 hours

24 hours
Concentation, up o 10 minutes
Instantaneous
24 hours

1 hour

1 minute

1 hour

10 minutes
Instantaneous
Instantaneous
Concentraton,up o 10 minutes
Concentration, up o 10 minutes
Instantaneous
Concentation, up o 1 minute
24 hours

10 minutes

PHB-2024 333
free-rules 318
free-rules 312
free-rules 316

free-rules 282

free-rules 271
free-rules 276
free-rules 334
free-rules 284
EE 150

EE 150

EE 155

EE 157
XGtE 165
free-rules 239
free-rules 309
free-rules 310
free-rules 280
free-rules 249
free-rules 290
free-rules 293
free-rules 318
free-rules 258
free-rules 259
free-rules 262
free-rules 262
PHB-2024 287
free-rules 268
free-rules 239

free-rules 318

VISIM

VIS

D: 1m, V/S
D: 1m, V/ISIM
D: 1m, VIS

D: 1m, 20 ft. Cube, V
D: 1h, 20 ft. Sphere, V/S
15 ft. Cube, V/S

\Y

D: 1Rnd, S

D: 10m, VISIM
VIS

5 ft. Sphere, SIM

D: 8h, SIM

D: 24h, VISIM

D: 10m, V/S/IM

5 ft. Sphere, VIS

D: 24h, VISIM

D: 1h, VIS

D: 1m, V/SIM

D: 1h, VISIM

D: 10m, VIS

30 ft. Cube, V/S/IM

VIS

D: 10m, 30 ft. Sphere, V/S/IM
D: 10m, 30 ft. Sphere, V/S
5 ft. Sphere, SIM

D: 1m, 20 ft. Square, V/S
1/LR, D: 24h, VISIM

D: 10m, V/S
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SPELL ATTACK
BONUS






