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Barbarian 10 Riley
CLASS & LEVEL PLAYER NAME
Half-Orc Soldier
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=== ARMOR ===
g Light Armor, Medium Armor, Shields
N
PROFICIENCY BONUS j === WEAPONS ===
Martial Weapons, Simple Weapons
L
s s === TOOLS ===
ABILITY SAVE DC | Dice Set, Vehicles (Land)
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=== LANGUAGES ===
/ N Common, Orc
40 ft. (Walking)
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=== ACTIONS === You gain advantage on STR checks and saving
Standard Actions throws (not attacks), +3 melee damage with STR

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== BONUS ACTIONS ===
Frenzy Attack

While in a frenzy, you can make a single melee
weapon attack as a bonus action on each of your
turns after this one.

Rage * 4/ Long Rest
As a bonus action enter a rage for up to 1 minute

weapons, resistance to bludgeoning, piercing,
slashing damage. You can't cast or concentrate on
spells while raging.

Your rage 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 as a bonus action.

=== SPECIAL ===
Relentless Endurance ¢ 1 / Long Rest

When you are reduced to 0 HP but not killed, you
can drop to 1 HP instead once per long rest.
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15 PASSIVE PERCEPTION Greataxe +9 1d12+5 Slashing  Martial, Heavy, Two-Handed, Cleave
11 Handaxe +9 1d6+5 Simple, Light, Thrown, Vex, Range (20/60)
PASSIVE INSIGHT
Handaxe +9 1d6+5 Simple, Light, Thrown, Vex, Range (20/60)
8 PASSIVE INVESTIGATION Javelin +9 1d6+5 Piercing ~ Simple, Thrown, Slow, Range (30/120)
Darkvision 60 ft. Unarmed Strike +9 6 Bludgeoning
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* Hit Points « PHB 47
* Proficiencies « PHB 47

* Rage * PHB 48
As a bonus action enter a rage for up to 1 minute (10
rounds).

You gain advantage on STR checks and saving
throws (not attacks), +3 melee damage with STR
weapons, resistance to bludgeoning, piercing,
slashing damage. You can't cast or concentrate on
spells while raging.

Your rage 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 as a bonus action.

| 4 /Long Rest + 1 Bonus Action

* Unarmored Defense « PHB 48
While not wearing armor, your AC equals 10 + DEX
modifier + CON modifier + any shield bonus.

* Reckless Attack « PHB 48

When you make your first attack on your turn, you can
decide to attack recklessly, giving you advantage on
melee weapon attack rolls using STR during this turn,
but attack rolls against you have advantage until your
next turn.

* Danger Sense + PHB 48

You have advantage on DEX saving throws against
effects that you can see while not blinded, deafened,
or incapacitated.

* Primal Path - PHB 48

While raging, you can choose to frenzy. You can make
a single melee weapon attack as a bonus action on
each of your turns after this one. When your rage
ends, you suffer one level of exhaustion.

| Frenzy Attack: 1 Bonus Action
* Ability Score Improvement « PHB 49

* Extra Attack « PHB 49
You can attack twice, instead of once, whenever you
take the Attack action on your turn.

* Fast Movement « PHB 49
Your speed increases by 10 ft. while you aren't
wearing heavy armor.

* Mindless Rage + PHB
You can’t be charmed or frightened while raging.

* Feral Instinct - PHB 49

You have advantage on initiative rolls. Also, if you are
surprised at the beginning of combat but not
incapacitated, you can act normally on your first turn if
you enter a rage before doing anything else.

* Brutal Critical « PHB 49

You can roll one additional weapon damage die when
determining the extra damage for a critical hit with a
melee attack.

* Intimidating Presence « PHB

You can frighten a creature that you can see within 30
ft. If it can see and hear you, it must succeed on a
WIS saving throw (DC 12 or be frightened until the
end of your next turn. You can use your action to
extend the duration of this effect each turn, unless it
moves out of line of sight or more than 60 ft. away
from you.
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=== BARBARIAN FEATURES === * Frenzy « PHB | 1 Action

=== HALF-ORC SPECIES TRAITS ===

* Ability Score Increase * BR 41
Your Strength score increases by 2, and your
Constitution score increases by 1.

* Darkvision * BR 41
You can see in darkness (shades of gray) up to 60 ft.

* Menacing * BR 41
You gain proficiency in the Intimidation skill.

* Relentless Endurance « BR 41
When you are reduced to 0 HP but not killed, you can
drop to 1 HP instead once per long rest.

11/ Long Rest * Special
* Savage Attacks * BR 41
When you score a critical hit, roll one of the weapon’s
dice one additional time and add it to the extra
damage.
=== FEATS ===

* Durable *

FEATURES & TRAITS
Handaxe 1 21b.
Handaxe 1 21b.
Javelin 4 8 lb.
Greataxe 1 7 Ib.
Backpack 1 5 Ib.
Clothes, Common 1 3 Ib.
Dice Set 1 -
Bedroll 1 7 Ib.
Mess Kit 1 11b.
WEIGHT CARRIED Rations (1 day) 10 20 Ib.
81 Ib. Rope, Hempen (50 feet) 1 10 Ib.
ENCUMBERED Tinderbox 1 11b.
300 Ib. Torch 10 10 Ib.
PUSH/DRAG/LIFT Waterskin 1 51b.
600 Ib.
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