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Yondie Farfoot

2nd level Halfling Druid

Experience Points: 1,000



Strength

  7
- 2

Dexterity

14
+2

Constitution

  9
- 1

Intelligence

11
+0

Wisdom

13
+1

Charisma

16
+3



Hit Points

12

Armour Class
17

· Armour

+4

· Touch

+3

Base Attack Bonus
+1

Initiative

+2

Movement Rate
20’

Fortitude Save
+3

Reflex Save

+3

Will Power Save
+5



Small: Being small, halflings receive a +1 size bonus to armour class, a +1 size bonus to hit and a +4 size bonus on hide checks, although lifting and carrying limits are only ¾ and halflings must use smaller weapons.

Skill Bonus: Halflings receive a +2 bonus to the following skills climb, jump and move silently, due to them being agile, surefooted and athletic. They also have extremely good hearing and receive a +2 bonus to listen checks.

Lucky Buggers: Notoriously lucky, halflings receive a +1 bonus to all saving throws this stacks with any other benefit gained.

Fearless: Despite being small, halflings are exceedingly brave, receiving a +2 bonus to all saving throws against fear and fear-like effects.

Natural Shot: Halflings are a natural shot with thrown weapons and slings, receiving a +1 bonus to hit with these weapons.



Concentration




CON
1
+0

Craft, Woodwork




INT
2
+2

Handle Animal




CHA
5
+8

Heal






WIS
1
+2 (+4)

Hide






DEX
0
+6

Knowledge, Geography



INT
2
+2

Knowledge, Nature




INT
3
+5

Listen






WIS
0
+3

Profession, Herbalist



WIS
1
+2

Ride






DEX
3
+7 (+9)

Survival





WIS
2
+5



Languages: Druidic, Faerunian Common, Halfling



Natural Feats: Druidic Weapons (club, dagger, dart, quarterstaff, scimitar, sickle, short spear, sling and spear), Natural Weapons, Light Armour, Medium Armour, Shields.

1st Level: Mounted Combat.

3rd Level: 

6th Level: 

9th Level: 

12th Level: 

15th Level: 

18th Level: 



Spontaneous Casting – Turn any spell into a summon nature spell.

Alignment Opposition – Cannot cast spells of the opposite alignment

Animal Companion - See PHB for details.

Nature Sense - +2 to knowledge nature and survival.

Wild Empathy- Roll 1d20+level and cha modifier see diplomacy for details. 

Page 72 (+2 handle animal).

Woodland Stride – 2nd level, not slowed by undergrowth. Only natural.

Trackless Step – 3rd level, pass without trace constantly active

Resist Nature’s Lure – 4th level, +4 saves versus spell-like abilities of Fey.

Wild Shape – See PHB for details.

Venom Immunity – 9th level, become immune to all poisons

A Thousand Faces – 13th level, alter self at will.

Timeless Body – 15th, no more aging effects. Can’t be magically aged.


Short Spear
Adj. - 1
Damage 1d4 -2
20 x2

20’
1.5lbs

Sickle

Adj. - 1
Damage 1d4 -2
20 x2

---
1lb

Sling

Adj. +4
Damage 1d3 -2
20 x2

50’
0lb



Leather Armour
Armour: +2
Max Dexterity: +6
Check: +0
7.5lbs

Darkwood Shield
Armour: +2
Max Dexterity: ----
Check: +0
2.5lbs

All-Weather Clothing






1.0lb



	Equipment
	Weight
	Details

	Leather Barding (medium)
	15 lbs
	AC +2

	Exotic Military Saddle
	20 lbs
	Ride checks +2

	
	
	

	Bedroll
	2.5lbs
	

	Winter Blanket
	1.5lbs
	

	Flask, Water (2)
	0 lbs
	

	Flint and Steel
	0 lbs
	

	Torches (3)
	1.5 lbs
	Light 20’/40’

	Woodcutting Knives
	1.0 lb
	

	Oil, 1 pint
	1.0 lb 
	

	Healers Kit
	1.0 lb
	+2 heal checks

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	
	
	

	Carried Weight
	13.5 lb
	

	Mount Weight
	43.5 lb
	With Rider: 84

	Total Weight:
	13.5 lb
	Light Encumbrance




Sade - Riding War Dog (medium animal)

Hit Dice: 2d8+4 (19 hp)

Initiative: +2

Armour Class: 18 (+2 Dex, +2 Armour, +4 Natural)

Speed: 40’

Base Attack Bonus: +1

Grapple: +3

Attack/Damage: Bite/1d6+3

Special: Low-light vision, scent, trip

Saves: Fortitude +5, Reflex +5, Will +1

Abilities: Str 15, Dex 15, Con 15, Int 2, Wis 12, Cha 6

Skills: Jump +8, listen +5, spot +5, swim +3, survival +1 (+5)

Feats: Alertness, Track


Light Load – 100 lbs Medium Load – 101 – 200 lbs Heavy Load 201 – 300 lbs



Spells
1st:
2nd:
3rd:
4th:
5th:
6th:
7th:
8th:
9th:

1st Level:

2nd Level:

3rd Level:

4th Level:

5th Level:

6th Level:

7th Level:

8th Level:

9th Level:



Misc Shite.

Wand of Shocking Grasp – Touch Attack – 1d8+1 damage

Potions of Cure Light Wounds – 1d8+1 HP

Height: 2’ 11” – Weight: 27 lbs – Hair Dark: Brown – Eyes: Blue
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