DUNGEONS & DRAGONS®

—

—

Barbarian Ivl 10 Outlander Kayla Orthman
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) javelins, a staff, a
7 hunting trap, a trophy
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EQUIPMENT

by 10 feet while you aren't wearing heavy armor.

Feral Instinct. By 7th level, your instincts are so honed that
you have advantage on initiative rolls. Additionally, if you are
surprised at the beginning of combat and aren't
incapacitated, you can act normally on your first turn, but
only if you enter your rage before doing anything else on
that turn.

Brutal Critical. Beginning at 9th level, you can roll one
additional weapon damage die when determining the extra
damage for a critical hit with a melee attack.
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

CHARACTER BACKSTORY

Rage: In battle, you fight with primal ferocity. On your turn, you can enter a rage as a

bonus action. While raging, you gain the following benefits if you aren't wearing heavy
armor:

-You have advantage on Strength checks and Strength saving throws.

-When you make a melee weapon attack using Strength, you gain a bonus to the
damage roll that increases as you gain levels as a barbarian, as shown in the Rage
Damage column of the Barbarian table.

-You have resistance to bludgeoning, piercing, and slashing damage.

-If you are able to cast spells, you can't cast them or concentrate on them while raging.

Your rage lasts for 1 minute. It ends early if you are knocked unconscious or if your turn
ends and you haven't attacked a hostile creature since your last turn or taken damage
since then. You can also end your rage on your turn as a bonus action. Once you have
raged the number of times shown for your barbarian level in the Rages column of the
Barbarian table, you must finish a long rest before you can rage again.

Primal path: Berserker
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	ClassLevel: Barbarian lvl 10
	Background: Outlander
	PlayerName: Kayla Orthman
	CharacterName: Grendel
	Race : Goliath
	Alignment: Chaotic evil
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	Speed: 30 ft
	PersonalityTraits : Violent, jealous, bloodthirsty
	STRmod: +4
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	DEX: 16
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	Ideals: I am hurting, so I seek to hurt others.
	DEXmod : +3
	HPTemp: 
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	Wpn Name: Greataxe
	Wpn1 AtkBonus: +8
	Wpn1 Damage: 1d12 slash
	INTmod: +2
	Wpn Name 2: Greatclub
	Wpn2 AtkBonus : +3
	Wpn2 Damage : 1d8 blud.
	Investigation : 
	WIS: 12
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: 
	Wpn3 Damage : 
	Perception : 
	WISmod: +1
	CHA: 14
	Nature: 
	Performance: 
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	Religion: 
	Stealth : 
	Check Box 23: Off
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	Check Box 35: Off
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	Persuasion: 
	SleightofHand: 
	CHamod: +2
	Survival: 
	AttacksSpellcasting: 
	Passive: 11
	CP: 
	ProficienciesLang: Simple weapons, martial weapons, light armor, medium armor, 



Languages: Common and Giant
	SP: 
	EP: 
	GP: 
	PP: 
	Equipment: Greataxe, greatclub, explorer's pack, four javelins, a staff, a hunting trap, a trophy from an animal you killed, a set of traveler's clothes
	Features and Traits: Stone's Endurance. You can focus yourself to occasionally shrug off injury. When you take damage, you can use your reaction to roll a d12. Add your Constitution modifier to the number rolled, and reduce the damage by that total. After you use this trait, you can't use it again until you finish a short or long rest.



Mountain Born. You have resistance to cold damage. You're also acclimated to high altitude, including elevations above 20,000 feet.



Danger Sense. At 2nd level, you gain an uncanny sense of when things nearby aren't as they should be, giving you an edge when you dodge away from danger. You have advantage on Dexterity saving throws against effects that you can see, such as traps and spells. To gain this benefit, you can't be blinded, deafened, or incapacitated.



Reckless Attack. Starting at 2nd level, you can throw aside all concern for defense to attack with fierce desperation. When you make your first attack on your turn, you can decide to attack recklessly. Doing so gives you advantage on melee weapon attack rolls using Strength during this turn, but attack rolls against you have advantage until your next turn.



Extra Attack. Beginning at 5th level, you can attack twice, instead of once, whenever you take the Attack action on your turn.



Fast Movement. Starting at 5th level, your speed increases by 10 feet while you aren't wearing heavy armor.



Feral Instinct. By 7th level, your instincts are so honed that you have advantage on initiative rolls. Additionally, if you are surprised at the beginning of combat and aren't incapacitated, you can act normally on your first turn, but only if you enter your rage before doing anything else on that turn.



Brutal Critical. Beginning at 9th level, you can roll one additional weapon damage die when determining the extra damage for a critical hit with a melee attack.
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	CharacterName 2: 
	Age: 
	Height: 
	Weight: 
	Eyes: 
	Skin: 
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	Faction Symbol Image: 
	Allies: 
	FactionName: 
	Backstory: 
	Feat+Traits: Rage: In battle, you fight with primal ferocity. On your turn, you can enter a rage as a bonus action. While raging, you gain the following benefits if you aren't wearing heavy armor:

-You have advantage on Strength checks and Strength saving throws.

-When you make a melee weapon attack using Strength, you gain a bonus to the damage roll that increases as you gain levels as a barbarian, as shown in the Rage Damage column of the Barbarian table.

-You have resistance to bludgeoning, piercing, and slashing damage.

-If you are able to cast spells, you can't cast them or concentrate on them while raging.



Your rage lasts for 1 minute. It ends early if you are knocked unconscious or if your turn ends and you haven't attacked a hostile creature since your last turn or taken damage since then. You can also end your rage on your turn as a bonus action. Once you have raged the number of times shown for your barbarian level in the Rages column of the Barbarian table, you must finish a long rest before you can rage again.
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