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AI-generated content may be incorrect.]A hurt to nature is a hurt to me. I will extract exact retribution.
 I will not help anyone whose actions were done through stupidity, idiotcy or foolishness. Their demise is nature’s way of improvement.
Rollo Moonrock Neutral Male stout Halfling follower of the Green   
Character Level 3
Last Updated: April 26 2026

Class/Level: Druid Circle of the Moon/3 

Appearance   a 3’ 4” tall, slender, 33 lbs. 25-year-old with rich cinnamon skin complexion, wavy brown hair with lower right side turned green, busy green eyebrows and dark blue-grey eyes, he is much quicker and robust than he appears.

Home Region- Hidden Oakmeadow Village		Speed- 25 ft	

Initiative: +2/14		 Proficiency=+2

Hit Points- 8 +CON =+8 +3 =11 hp+5+3=19 +5+3=27

HD-3d8	DEATH SAVES 	SUCCESS  	1		2		3

					FAILURES	1		2		3


Languages	 Common, Druidic, Elf, Halfling, Sylvan, Undercommon


Abilities 			Saving Throws TOTAL = 	MOD	+PROF.

STR	10(+0) 			+0	 	+0	+0
DEX	14(+2) 			+2	 	+2	+0
CON	16(+3) 			+3	 	+3	+0
INT	12(+1) 			+3	 	+1	+2
WIS	15(+2) 			+4	 	+2	+2
CHA	8(-1) 			-1	 	-1	+0




Armor Class	

Total		Armor		Shield		Dex		Magic		Misc
		+12		+2		+2	+	+0		+0
	+16

Protective Item
			Type		AC	Max Dex		WT	Notes
-------------	----	-----	----	-------	-------	-----	---	------
Hide 				medium	+12		+2		12’
armor

Shield			wood		+2	none		6’





Weapon	TO HIT	DAMAGE	CRIT		RANGE		TYPE	

Dagger	+4	1d4+2		2d4+2	-	20/60		simple finesse, light, P
Scimitar	+4	1d6+2		2d6+2		nil		martial finesse, light, S

Club		+4	1d4		2d4		nil		simple light, B

Sling		+4	1d4+2		2d4+2		30/120		simple, B

Club/ Staff with Shillelagh Spell ( should Rollo ever take the spell)

CLUB*		Wis + proficiency=+5		1d4+3		2d4+3		nil		light, B

KITS- Healer’ s Kit-stabilize some creature who is ay 0 hp with making a medicine check- 10 uses
	Herbalism Kit- proficient- add proficiency bonus to any ability checks to identify or apply herbs. Can create antitoxins and potions of healing. Check = 1d20 + Wis + proficiency 
								= 1d2 +2 +2 =1d20 +4

Have enough herbs collected for 2 healing potions 

Have spider poison sac- collect proper herbs to make 1 antitoxin













SKILLS: Total		Ability	Mod	Proficiency

+2	acrobatics	DEX +2

+2	animal handling	 WIS +2	

+1	arcana		INT +1	

+0	athletics		STR +0

-1	deception	CHA -1

+1	history		INT +1

+4	insight		WIS +2		+2     also moonrock give advantage to roll 1/day

-1	intimidate	CHA -1

+1	investigate	INT +1

+2	medicine		WIS +2

+3	nature		INT +1		+2

+4	perception	WIS +2	     +2  Passive perception 10 + Wis + Prof.=10 +2 +2= 14

-1	performance	CHA -1

-1	persuasion	CHA -1

+3	religion		INT +1		+2

+2	sleight of hand	 DEX +2

+2	stealth		DEX +2

+4	survival		WIS +2		+2














GEAR	
WT	Item

3	herbalist kit (5gp)
3	healer’s kit (5gp)
5	wood shield (5gp)
2	dagger x2 (4gp)
2	club (1sp)
3	scimitar (25gp)
0	sling (1sp)
12	hide armor (10gp)
0	raven feather spell focus
	EXPLORER<S PACK (10gp) consisting of:
7	bedroll (1gp)
5	backpack (2gp)
5	waterskin full 4 pints (2sp)
0	mess kit (2sp)
10	hemp rope 50’ (1gp)
10	torches x10 (10cp)
1	tinderbox (5sp
[bookmark: _Hlk211169927]	Rations 10 +7 =17
Money		pp = 0		gp =357	ep =8		sp = 0		cp – 0

ABILITIES AND FEATS
Racial Stout Halfling-	+2 Dex		+1 Con
Languages- Common, Halfling
Lucky. When you roll a 1 on an attack roll, ability check, or saving throw, you can reroll the die. You must use the new result, even if it is a 1 

· Brave. You have advantage on saving throws against being frightened.
· 
· Nimble. You can move through the space of any creature that is of a size larger than yours.
· 
· Stout Resilience. You have advantage on saving throws against poison, and you have resistance to poison damage.
Background-Acolyte- Skill Proficiencies: Insight, Religion
Tool Proficiencies: None
Languages: Two of your choice= Elf, Undercommon
Equipment: A spell focus (black raven feather), , , a set of common clothes, and a pouch containing a gemstone that all see as a piece of coal except Rollo, 15gp-

Class-Circle of the Moon Druid
Proficiencies	Druidic language
Armor:- Non-metallic Light armor, medium armor, shields 
Weapons-: Clubs, daggers, darts, javelins, maces, quarterstaffs, scimitars, sickles, slings, spears
Tools:	 Herbalism kit
Saving Throws	: Intelligence, Wisdom
Skills: , Nature, Perception

Level 3- Spellcasting
· Known Cantrips 2-  SPELLS SLOTS- 1st/4 2nd/2
· 
· Known Readied Spells= WIS MOD + Druid Level = 2 + 3 =	 5 
· 
· DC= 8 + WIS MOD + PROF = 8 + 2 + 2 =	8 + 4 = 12
· 
· RANGE SPELL ATTACK = 1d20 + WIS MOD + PROF = 1d20 +2 + 2 = 	1d20 + 4
· 
· B= bonus action,	C = concentration spell		L= improves with level
· 
· CANTRIPS-Guidance (C), Produce Flame (L)
· 
· LEVEL 1, Healing Word (B, L), Entangle (C), Faerie Fire (C), Longstrider (L)
LEVEL 2, Barkskin (C ), Darkvision










Level 2- Wild shape-Moon Circle-
You can use this feature twice. You regain expended uses when you finish a short or long rest.
use Wild Shape on your turn as a bonus action, rather than as an action.
 stay in a beast shape for a number of hours equal to half your druid level (rounded down)
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.
transform into a beast with a challenge rating as high as half your druid level. You ignore the Max. CR column of the Beast Shapes table but must abide by the other speed limitations there.
1) 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.
2) 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.
· 3) 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.
· 4) 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.
· 
· 5) 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.
· 
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