Druid 1

Sage

CLASS & LEVEL

Ophistine Duskwalker
CHARACTER NAME

Rosemarie

BACKGROUND

Half-Elf

Chaotic Good

RACE

ALIGNMENT

PLAYER NAME

EXPERIENCE POINTS

INSPIRATION

STRENGTH

+0

14
+2

ARMOR
CLASS

PROFICIENCY BONUS

+1

30ft

INITIATIVE

SPEED

I am convinced that people
are always trying to steal my
secrets.
PERSONALITY TRAITS

10
+0

Strength

+1

Dexterity

+2

Constitution

●

+2

Intelligence

●

+6

Wisdom

+2

Charisma

DEXTERITY

+1
12
CONSTITUTION

Hit Point Maximum 10

The path to power and self-improvement
is through knowledge.
CURRENT HIT POINTS

It is my duty to protect others.

SAVING THROWS

TEMPORARY HIT POINTS

+2
●

+3

Acrobatics (Dex)

●

+6

Animal Handling (Wis)

●

+2

Arcana (Int)

+0

Athletics (Str)

+2

Deception (Cha)

+2

History (Int)

+4

Insight (Wis)

+2

Intimidation (Cha)

WISDOM

+0

Investigation (Int)

+4

+4

Medicine (Wis)

+0

Nature (Int)

+4

Perception (Wis)

+2

Performance (Cha)

+2

Persuasion (Cha)

+0

Religion (Int)

+3

Sleight of Hand (Dex)

+1

Stealth (Dex)

+6

Survival (Wis)

14
INTELLIGENCE

+0

●

10

18
CHARISMA

+2
14

●

●

Total

1d8

HIT DICE

NAME

I speak without really thinking through
my words, invariably insulting others.
FLAWS

ATK BONUS DAMAGE/TYPE

+0

1d6 slash

Flame

+6

1d8 fire

Produce Flame: 30 ft. range

Darkvision: You can see in
dim light within 60 feet of you
as if it were bright light, and in
darkness as if it were dim
light. You can't discern color
in darkness, only shades of
gray.
Fey Ancestry: You have
advantage on saving throws
against being charmed, and
magic can't put you to sleep.

ATTACKS & SPELLCASTING

Spellcasting: Prepare 5
level-one spells per day.

Leather Armor
Wooden Shield
Scimitar

CP

Language: Common, Elvish,
Goblin, Dwarvish, Sylvan,
Druidic
Proficiencies: Light armor,
medium armor, shields, clubs,
daggers, darts, javelins, maces,
quarterstaffs, scimitars, sickles,
slings, spears, herbalism kit

BONDS

DEATH SAVES

Scimitar

PASSIVE WISDOM (PERCEPTION)

OTHER PROFICIENCIES & LANGUAGES

SUCCESSES
FAILURES

SKILLS

14

IDEALS

SP

EP

GP

10

PP

EQUIPMENT
TM & © 2014 Wizards of the Coast LLC. Permission is granted to photocopy this document for personal use.

FEATURES & TRAITS

Ophistine Duskwalker
CHARACTER NAME

35

5'9"

115lb

AGE

HEIGHT

WEIGHT

Golden

Green-tinged

Chestnut

EYES

SKIN

HAIR

Former ties to the House of
Knowledge in Neverwinter

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

From her earliest memories, Ophistine was a student at the
House of Knowledge, a prestigious temple in Neverwinter
dedicated to Oghma, the god of inspiration and invention.
Having never met her elven mother and human father,
Ophistine was raised by scholars who inhabited the temple as
well as her half-sister Eliza Duskwalker, an elven ranger and
adventurer of substantial influence in Neverwinter. Ophistine
was a precocious child, and by the age of five, had
demonstrated an incredible linguistic aptitude, becoming
fluent in Common, Elvish, Dwarvish—and inexplicably to her
caretakers—Goblin. Recognizing Ophistine’s innate capacity
for shaping language, the Chief Priest and Elder Reader of
the House of Knowledge argued over the next step in
Ophistine’s training, the shaping of magic. The Chief Priest
claimed Ophistine’s talents would be best suited as a Cleric
of Oghma, a missionary and teacher serving along the
battered and too-often lawless Sword Coast. The Elder
Reader contended it was unfair to devote a child to a life of
service. Ophistine should have the choice to study as a
Wizard, an honor normally reserved for men, giving her the
potential to become an influential leader in Neverwinter, like
her half-sister Eliza before her.
The week leading up to the temple council’s decision was
tense, with minor earthquakes shaking the city and the lack of
personal choice shaking Ophistine’s trust in authority. The
night before the decision was to be made, Eliza burst into
Ophistine’s quarters, refusing to say anything except that they
had been betrayed and needed to flee the city immediately.
Eliza discreetly escorted the young half-elf out of the city
gates, and the sisters hid in an abandoned cottage to the
south of Neverwinter Wood. After their provisions began to
dwindle, Eliza told Ophistine to stay hidden while she
returned to Neverwinter to gather food and supplies.
Ophistine was never to see Eliza again. Mount Hotenow
erupted, destroying the city of Neverwinter and claiming the
lives of thousands, with Eliza presumably among the
deceased.
When it was clear Eliza would not return, Ophistine ran to the
woods looking for any meager means of sustenance.
Scratched by brambles and scorched by an unforgiving sun,
Ophistine collapsed to the ground in exhaustion. Lying in the
dirt, Ophistine discovered a mysterious object—or perhaps it
discovered her—a white piece of wood, worn smooth and
carved with runes. Clasping the totem in her palm, Ophistine
felt her strength and hope return. Years later, Ophistine’s fate
is decided by no one but herself. She learned magic the
same way she learns every language, by her own wisdom
and dedication. Now a powerful druid, Ophistine uses her
powers to protect others and continually improves through the
pursuit of knowledge.

CHARACTER BACKSTORY

Researcher: When you attempt to learn or recall a piece of lore, if
you do not know that information, you often know where and from
whom you can obtain it. Usually, this information comes from a
library, scriptorium, university, or a sage or other learned person
or creature. Your DM might rule that the knowledge you seek is
secreted away in an almost inaccessible place, or that it simply
cannot be found.

ADDITIONAL FEATURES & TRAITS

Druidic Focus: Necklace, A worn, smooth, white piece of wood with
carved runes
Explorer's Pack: backpack, bedroll, mess kit, tinderbox, torches (10),
rations (10 days), waterskin, rope (50ft)
A glass orb filled with moving smoke
Bottle of Black Ink, Quill
Small knife
Letter from a dead colleague posing an unanswered question
Pouch for Coins

TREASURE
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Ophistine - Druid
SPELLCASTING
CLASS

0

CANTRIPS

3

Wisdom

14

+6

SPELLCASTING
ABILITY

SPELL SAVE DC

SPELL ATTACK
BONUS

6

Druidcraft

Produce Flame

SPELL
LEVEL

SLOTS TOTAL

1

2

ED

EPAR

PR

SLOTS EXPENDED

7
SPELL NAME

Animal Friendship

Charm Person

4

Cure Wounds

SPELLS KNOWN

Detect Magic
Entangle

Faerie Fire
Fog Cloud
Goodberry

Healing Word

Jump

8

Speak with Animals

Thunderwave

2

5
9

other level 1 spells

Create or Destroy Water

Detect Poison and Disease
Longstrider
Purify Food and Drink
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