Elf, Stormshifter, Level 1

Speed: 7
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Master of Storms: You know cantrips from the Lightning and Wind schools.

Beastshift: Action: You can transform into a harmless beast (squirrel, pigeon,
etc.). While transformed, you can speak with animals. This form lasts until
you drop to 0 HP, cast a spell, or if you end the form for free. You have 2
Beastshift charges; they reset on a Safe Rest.

Tiny Beasts: Whenever you shapeshift into a Tiny beast, attacks against you
are made with disadvantage, but ANY damage ends that shapeshift form.

Lithe: Advantage on Initiative, +1 Speed. You know Elvish if your INT is not
negative.

One with Nature: Wild creatures are less frightened of you and more willing to
aid you. +1 Naturecraft.

Wild Rest: While Field Resting, roll your Hit Dice with advantage while in the
wild.

Beastshift: Transform into a harmless beast. While transformed, you can
speak with animals. Lasts until you drop to 0 HP, cast a spell, or end it for
free.

=== INVENTORY ===

O Cheap Hides - Armor: +3 - Max Dex: +10 - Main Armor - Properties:
Leather - (Equipped) - Poorly cured animal hides offering minimal protection.

O Staff - Damage: 1d8 + 1. Type: Bludgeoning - Properties: 2-handed -
(Equipped) - A long wooden staff, simple but effective in trained hands.

Strange Plant - An unusual potted plant with unknown properties.
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Beastshift: Action: You can transform into a harmless beast (squirrel, pigeon, etc.). While transformed, you can speak with animals. This form lasts until you drop to 0 HP, cast a spell, or if you end the form for free. You have 2 Beastshift charges; they reset on a Safe Rest.

Tiny Beasts: Whenever you shapeshift into a Tiny beast, attacks against you are made with disadvantage, but ANY damage ends that shapeshift form.

Lithe: Advantage on Initiative, +1 Speed. You know Elvish if your INT is not negative.
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Wild Rest: While Field Resting, roll your Hit Dice with advantage while in the wild.

Beastshift: Transform into a harmless beast. While transformed, you can speak with animals. Lasts until you drop to 0 HP, cast a spell, or end it for free.
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O Staff - Damage: 1d8 + 1.  Type: Bludgeoning - Properties: 2-handed - (Equipped) - A long wooden staff, simple but effective in trained hands.

Strange Plant - An unusual potted plant with unknown properties.


