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Barbarian 6 Krevon_Aldori
CLASS & LEVEL PLAYER NAME
Wereraven Mercenary Veteran (Milestone)
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—————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
*2 15 59 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
6d12 successes O=O=0O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
INSPIRATION
j === ARMOR ===
=N Light Armor, Medium Armor, Shields
N
PROFICIENCY BONUS === .\NEAPONS ::.:
Martial Weapons, Simple Weapons
y-
=== TOOLS ===
I — Dice Set, Vehicles (Land)
ABILITY SAVE DC |
— — === LANGUAGES ===
Common, Orc
/ N\
40 ft. (Walking)
A SPEED )
) 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

Transformation * 2 / Long Rest

=== BONUS ACTIONS ===
Great Weapon Master Attack

On your turn, when you score a critical hit with a
melee weapon or reduce a creature to 0 HP with one,
you can make one melee weapon attack as a bonus
action.

Rage * 4 / Long Rest
As a bonus action enter a rage for up to 1 minute
(20 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.

ACTIONS

74

14 PASSIVE WISDOM (PERCEPTION)
11 PASSIVE WISDOM (INSIGHT)
9 PASSIVE INTELLIGENCE (INVESTIGATION)

SENSES

//

Greatsword of Life Stealing +6
Javelin +6
Unarmed Strike +6

2d6+3 Slashing

1d6+3 Piercing Simple, Thrown, Range (30/120)

4 Bludgeoning

'WEAPON ATTACKS & CANTRIPS

+10 Necrotic, Martial, Heavy, Two-Handed
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=== BARBARIAN FEATURES === * Bloodlust

* 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.

| 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

| Path of the Ancestral Guardian

* Ancestral Protectors * XGtE 10

While raging, the first creature you hit with an attack on
your turn has disadvantage on any attack that isn't
against you, and when the target hits a creature other
than you, that creature has resistance to the damage
dealt by the attack.

* 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.

* Spirit Shield « XGtE 10

If you are raging and another creature you can see
within 30 feet of you takes damage, you can use your
reaction to reduce that damage by 2d6

| 1 Reaction

=== WERERAVEN RACIAL TRAITS ===
* Ability Score Increase ¢

* Speed ¢

Your base walking speed is 30 feet. However, in your
hybrid or beast form, your speed is increased to 40
feet.

* Languages ¢
You can speak, read, and write Common and one
extra language.

* Skills «

At the start of the night of a full moon, you must make
a DC15 Wisdom saving throw or you will transform into
a frenzied version of your hybrid form.

* Darkvision ¢

You can see in dim light within 60 feet of you as if it
were bright light, and in darkness as if it were dim light.
You can't discern color in darkness, only shades of
gray.

* Feat ¢

* Silver Weakness ¢
You are vulnerable to silvered weapons in all forms.

* Transformation

You can take an action to change into your hybrid or
beast form. You can use this feature twice. You regain
expended uses when you finish a long rest. You can
revert to your humanoid form by using a bonus action
on your turn. You automatically revert if you fall
unconscious, drop to 0 hit points, or die.

| 2/ Long Rest « 1 Action

=== FEATS ===

* Weapon Master « PHB 170
Increase your STR or DEX score by 1. You gain
proficiency with four weapons of your choice.

* Great Weapon Master « PHB 167

On your turn, when you score a critical hit with a melee
weapon or reduce a creature to 0 HP with one, you
can make one melee weapon attack as a bonus
action. Before you make a melee attack with a heavy
weapon that you are proficient with, you can choose to
take a -5 penalty to the attack roll to add +10 to the
attack's damage.

FEATURES & TRAITS
\\
Cloak of Protection 1 - Torch 10 10 Ib.
Gauntlets of Ogre Power 1 -- Waterskin 1 51b.
Greatsword of Life Stealing 1 6 Ib.
Hide, +1 1 12 Ib.
Potion of Healing (Superior) 1 0.5 Ib.
Potion of Healing (Superior) 1 0.5 Ib.
Potion of Healing (Superior) 1 0.5 Ib.
Javelin 4 8 Ib.
Backpack 1 5 lb.
WEIGHT CARRIED Dice Set L -
86.7 Ib. Bedroll 1 7 Ib.
ENCUMBERED Mess Kit 1 11b.
240 Ib. Rations (1 day) 10 20 Ib.
PUSH/DRAG/LIFT Rope, Hempen (50 feet) 1 10 Ib.
480 Ib. Tinderbox 1 1lb.

EQUIPMENT
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| Great Weapon Master Attack: 1 Bonus Action

ADDITIONAL FEATURES & TRAITS
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ADDITIONAL EQUIPMENT




A

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS
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Male 22 Medium 6'-1 220
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Raven Queen Pale and Scarrt Black Bald
ALIGNMENT FAITH SKIN EYES HAIR
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| face problems head-on. A
simple, direct solution is the best
path to success.
PERSONALITY TRAITS
L~ 1
[ ~"1

Greater Good. Our lot is to lay down our lives in
defense of others. (Good)

IDEALS
L~

N
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[
I'll never forget the crushing defeat
my company suffered or the
enemies who dealt it.

BONDS
L~

= -
My hatred of my enemies is blind
and unreasoning.

\\ FLAWS //

CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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