


Welcome to the Emerald Enclave. We need you. Nature is our mother.

Our mother is great and powerful. She is beautiful beyond belief. She
needs you. Civilization is our father. Our father is industrious and

inspired. His might knows no limits. And yet he needs you too.

Nature. Civilization. One is the furidamental root of the tree of life, and
one is the highest, most beautiful branch. Both need room to grow, and
neither wishes the other ill. Yet, despite being two parts of the same
wondrous tree, nature and civilization so often crowd, starve, and

strangle one anGther. This cannot be allowed.

When nature grows too far and too fast, overwhelming the lives that
spring from it, the Emerald Enclave is there to slash and trim. When
civilization grows so broad and heavy as to crack the very trunk

that supports it, we must step in and carefully thin the foliage until

equilibrium is restored.

Our tree of life faces external threats as well. Monstrous parasites from
beyond the grave and twisted abominations from beyond our world—

these have no place in our garden, and must be removed.

Ours is the garden of life and death, and we tend its mightiest tree.
Sometimes that means protecting life, and sometimes that means
dealing death. We have chosen you because we believe you to be
capable of both, and wise enough to know when to nurture and when
to shear. Precious few have both the skill and the wisdom to make that
distinction, but those who do are invaluable. Welcome to our garden.
Tend it well.
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ADVENTURE LOGSHEET

Record each session of play below. Express downtime totals in daily increments. Record certified and
non-certified permanent magic items (all magic items except for potions, scrolls, and some wondrous items).

CHARACTER NAME CLASSES AND LEVELS FACTION

PLAYER NAME DCI # SHEET #

Adventure Name Session # Date DM Name and DCI #

Starting XP Starting Gold Starting Downtime Starting Renown Starting # of Magic Items
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Adventure Notes/Downtime Activity
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EMERALD ENCLAVE MEMBERSHIP

You are a member of the Emerald Enclave, a widespread group of wilderness survivalists who preserve the
natural order while rooting out unnatural threats. Your organization’s goals include:

» Restore and preserve the natural order

» Destroy all that is unnatural

» Keep the elemental forces of the world in check

» Keep civilization and the wilderness from destroying each other

You begin as a Springwarden, the first rank of five in the Emerald Enclave. As a Springwarden, you

can earn renown points in your faction and participate in some faction events. Each rank beyond this

one provides you with additional benefits. You progress in ranks by earning renown points through
participation in D&D Adventurers League™ adventures. Record your current rank on your character
sheet. The benefits of each rank are detailed in the D&D Adventurers League Player’s Guide, available on
DungeonsandDragons.com. ;
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WE PRESERVE
THE NATURAL ORDER.



FACTION RANKS - REQUIREMENTS - BENEFITS

RANK RANK

ONE FOUR

SPRINGWARDEN SUMMERSTRIDER AUTUMREAVER WINTERSTALKER

No requirement 3 renown points 10 renown points, 25 renown points,
(available at i complete one secret complete three
character creation) mission, 5th level secret missions,
11th level

Participate and earn Apprentice to Access to a Become a mentor
renown points mentor and access to faction-specific
secret missions downtime activity

RANK

FIVE

MASTER OF THE
WIiLD

50 renown points,
complete ten secret
missions, 17th level

Become a
faction leader

For more information on faction benefits, see the D&D Adventurers League™ Player’s Guide.
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