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(1 can't bring myself to trust most
adults.
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( Greed. | will do whatever it takes
to get what | want, regardless of

the harm it might cause. (Evil)
IDEALS

(A trusted friend is the most
important thing in the multiverse
to me.
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(I'm a kleptomaniac who covets
shiny, sparkling treasure.
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Tool Proficiencies: Flute; Herbalism Kit

Weapon Proficiencies: Club; Dagger; Dart;

Javelin; Mace; Quarterstaff; Scimitar; Sickle;

Sling; Spear

Armor Proficiencies: Light; Medium; Shields

Language Proficiencies: Birdfolk; Druidic;
Goblin; Vulpin
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ATTACKS & SPELLCASTING

Backpack

Bedroll

Traveler's Clothes

Drum

Explorer's Pack

Leather

Mess kit

Pouch

Rations (1 day) x10

Rope, hempen

Shield

Tinderbox

Torch x10

Waterskin

Wooden staff

Toy unicorn made of wood, painted
bright colors

Piano key carved from a satyr's horn
Glossy mushroo with a red, bell-shaped
cap that jingles when shook
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FEATURES & TRAITS

Darkvision: 60 ft.

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).

Bewitching Guile. You can cast charm person as a 1st level spell with this trait, and regain the ability to do
so when you finish a long rest. When you reach 3rd level, you can cast ambush prey as a 2nd level spell
with this trait, and regain the ability to do so when you finish a long rest. When you reach 5th level, you can
cast fear with this trait, and regain the ability to do so when you finish a long rest. Intelligence is your
spellcasting ability for these spells.

Circle Forms. The rites of your circle grant you the ability to transform into more dangerous animal forms.
Starting at 2nd level, you can use your Wild Shape to transform into a beast with a challenge rating as high
as 1 (you ignore the Max CR column of the Beast Shapes table, but must abide by the other limitations
there).

Combat Wild Shape. When you choose this circle at 2nd level, 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.

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

Evasive. You add your Intelligence modifier as a bonus on all Dexterity saving throws.

Feywild Connection. Your mannerisms and knowledge of fey customs are recognized by natives of the
Feywild, who see you as one of their own. Because of this, friendly Fey creatures are inclined to come to
your aid if you are lost or need help in the Feywild.

Feywild Visitor. Unicorn Whenever you're sound asleep or in a deep trance during a long rest, a spirit of
the Feywild might pay you a visit, if the DM wishes it. Determine the spirit's form by rolling on the Feywild
Visitor table. No harm ever comes to you as a result of such visits, which can last for minutes or hours, and
you remember each visit when you wake up. Conversations that occur with a visitor can contain any
number of things, from messages and insights to nonsense and red herrings, at the DM's discretion. Such
conversations are always conducted in a language you can understand, even if the Feywild visitor can't
speak that language normally.
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	age: Mid-20s
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	height: 6
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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).



Bewitching Guile. You can cast charm person as a 1st level spell with this trait, and regain the ability to do so when you finish a long rest. When you reach 3rd level, you can cast ambush prey as a 2nd level spell with this trait, and regain the ability to do so when you finish a long rest. When you reach 5th level, you can cast fear with this trait, and regain the ability to do so when you finish a long rest. Intelligence is your spellcasting ability for these spells.



Circle Forms. The rites of your circle grant you the ability to transform into more dangerous animal forms. Starting at 2nd level, you can use your Wild Shape to transform into a beast with a challenge rating as high as 1 (you ignore the Max CR column of the Beast Shapes table, but must abide by the other limitations there).



Combat Wild Shape. When you choose this circle at 2nd level, 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.



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



Evasive. You add your Intelligence modifier as a bonus on all Dexterity saving throws.



Feywild Connection. Your mannerisms and knowledge of fey customs are recognized by natives of the Feywild, who see you as one of their own. Because of this, friendly Fey creatures are inclined to come to your aid if you are lost or need help in the Feywild.



Feywild Visitor. Unicorn Whenever you're sound asleep or in a deep trance during a long rest, a spirit of the Feywild might pay you a visit, if the DM wishes it. Determine the spirit's form by rolling on the Feywild Visitor table. No harm ever comes to you as a result of such visits, which can last for minutes or hours, and you remember each visit when you wake up. Conversations that occur with a visitor can contain any number of things, from messages and insights to nonsense and red herrings, at the DM's discretion. Such conversations are always conducted in a language you can understand, even if the Feywild visitor can't speak that language normally.
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Weapon Proficiencies: Club; Dagger; Dart; Javelin; Mace; Quarterstaff; Scimitar; Sickle; Sling; Spear

Armor Proficiencies: Light; Medium; Shields

Language Proficiencies: Birdfolk; Druidic; Goblin; Vulpin
	personality-traits: I can't bring myself to trust most adults.


	ideals: Greed. I will do whatever it takes to get what I want, regardless of the harm it might cause. (Evil)
	bonds: A trusted friend is the most important thing in the multiverse to me.
	flaws: I'm a kleptomaniac who covets shiny, sparkling treasure.
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Glossy mushroo with a red, bell-shaped cap that jingles when shook
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