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INSPIRATION === ARMOR ===

Light Armor, Medium Armor, Shields

=== WEAPONS ===

Martial Weapons, Simple Weapons

=== LANGUAGES ===

Common, Deep Speech, Dwarvish,

Undercommon

PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

=== BONUS ACTIONS ===
Rage * 3/ Long Rest

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), +2 melee damage with STR
weapons, resistance to bludgeoning, piercing,
slashina damaae. You can't cast or concentrate on

spells while raging.

Storm Aura: Sea

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.

You gain a 10 ft. aura effect when you start your

=== SPECIAL ===

rage and as a bonus action on each of your turns.
When activated, one creature of your choice in your
aura takes lightning damage (DEX DC 15, half
damage on success) based on your level: [3rd] 1d6,
[10th] 2d6, [15th] 3d6, and [20th] 4d6
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Unknown 5 ft.
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18 PASSIVE WISDOM (PERCEPTION) Unarmed Strike +8 6 Bludgeoning
10 PASSIVE WISDOM (INSIGHT)
17 PASSIVE INTELLIGENCE (INVESTIGATION)
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=== BARBARIAN FEATURES ===
* 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), +2 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.

| 3/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

| Path of the Storm Herald

* Storm Aura ¢ XGtE 10
You gain a 10 ft. aura effect when you start your rage
and as a bonus action on each of your turns.

| Sea « XGtE
When activated, one creature of your choice in your
aura takes lightning damage (DEX DC 15, half
damage on success) based on your level:
[3rd] 1d6, [10th] 2d6, [15th] 3d6, and [20th] 4d6

| Storm Aura: Sea: 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.

=== REBORN RACIAL TRAITS ===

* Ability Score Increases ¢ VRGtR 15

When determining your ability scores, you increase
one of those scores by 2 and increase a different score
by 1, or you increase three different scores by 1.

| Increase two scores (+2 / +1) ¢
Increase one of these scores by 2 and a different
score by 1.

* Languages * VRGIR 15

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type * VRGIR 21

N

You are a Humanoid.

* Size « VRGIR 21
You are Medium or Small. You choose the size when
you gain this lineage.

* Speed * VRGIR 21
Your walking speed is 30 feet.

* Ancestral Legacy * VRGtR 21

If you replace a race with this lineage, you can keep
the following elements of that race: any skill
proficiencies you gained from it and any climbing,
flying, or swimming speed you gained from it.

* Deathless Nature « VRGtR 21

You have advantage on saving throws against disease
and being poisoned, and you have resistance to
poison damage.

You have advantage on death saving throws.

You don't need to eat, drink, or breathe.

You don't need to sleep, and magic can’t put you to
sleep. You can finish a long rest in 4 hours if you
spend those hours in an inactive, motionless state,
during which you retain consciousness.

* Knowledge from a Past Life « VRGIR 21

When you make an ability check that uses a skill, you
can roll a <strong>d6</strong> immediately after
seeing the number on the <strong>d20</strong> and
add the number on the <strong>d6</strong> to the
check. You can use this feature 3 times, and you
regain all expended uses when you finish a long rest.

| 3/Long Rest ¢ Special

=== FEATS ===

* Observant « PHB 168
Increase your INT or WIS score by 1. If you can see a

FEATURES & TRAITS
\
Maul, +1 1 10 Ib. Crowbar 1 51b.
Handaxe 1 21b. Hammer 1 31b.
Handaxe 1 21b. Holy Water (flask) 1 11b.
Javelin 4 8 Ib. Manacles 1 6 Ib.
Greataxe 1 7 Ib. Mirror, Steel 1 0.5 1b.
Backpack 1 51b. Oil (flask) 1 11b.
Chest 1 25 Ib. Tinderbox 1 11b.
Clothes, Common 1 31b. Torch 3 31b.
Bedroll 1 7 lb. Stake (Wooden) 9 --
WEIGHT CARRIED Mess Kit 1 11b. Holy Symbol 1 --
136.5 Ib. Rations (1 day) 10 20 Ib.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
300 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Torch 10 10 Ib.
600 Ib. Waterskin 1 5 lb.
EQUIPMENT ))
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creature's mouth while it is speaking a language you
understand, you can interpret what it's saying by
reading its lips. You have a +5 bonus to your passive
Perception and passive Investigation scores.

ADDITIONAL FEATURES & TRAITS

\\

ADDITIONAL EQUIPMENT
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