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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.

| 2/Long Rest « 1 Bonus Action

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

=== 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 ¢ VRGtR 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 ¢ VRGtR 21
You are a Humanoid.

* Size « VRGtR 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 « VRGtR 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 2 times, and you
regain all expended uses when you finish a long rest.

| 2/ Long Rest « Special
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EQUIPMENT

FEATURES & TRAITS
Hide 1 12 Ib.
Javelin 4 8 b.
Quarterstaff 1 4 1b.
Crossbow, light 1 5 b.
Maul 1 10 Ib.
Backpack 1 5 Ib.
Clothes, Traveler's 1 4 1b.
Hunting Trap 1 25 Ib.
Bedroll 1 7 Ib.
WEIGHT CARRIED Mess Kit 1 1lb.
127.2 Ib. Rations (1 day) 10 20 1.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
270 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Torch 10 10 Ib.
540 Ib. Waterskin 1 51b.
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In spite of her corpse like pallor it's
obvious Victoria was once beautiful,
though her communication skills are
only slightly better than a flesh golem.

CHARACTER APPEARANCE

=== Allies ===

She's made friends with some adventurers and
townsfolk since she "woke up".

ALLIES & ORGANIZATIONS
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I am horribly, horribly awkward in social
situations.

I bluntly say what other people are hinting
at or hiding.
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if it doesn’t benefit anyone.
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Truth. | care about the truth above all else, even
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I've been searching my whole life for the
answer to a certain question.
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| am easily distracted by the
promise of information.

\\ FLAWS
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Victoria's 1st memory was waking up on a slab, in
a lab, during a thunderstorm, with a wild haired
man shouting "SHE'S ALIVE!"

He said he was her husband, but she couldn't
remember so she rebuffed his advances.€€

She heard him muttering to himself as he spent
nearly a month testing her to make sure she was
okay "from the surgery" that left her covered in
scars (as if her Limbs and head had been severed
and reattached) and lost her memory.€He seemed
pleased that her strength was greater than you'd
expect from a slender woman, but confused that
an electric shock hurt her.€Several times he heard
him muttering (when he thought she couldn't hear)
"It shouldn't do that.€It shouldn't be that way" and
once when he was pouring over his books, he
whispered "That's where | went wrong. Flesh
Golems are immutable.€Trying to keep her
attractive messed up the process".

€Mere weeks later a group of adventurers stormed
the castle.€When they met her, they asked
themselves if they should kill her because she's
undead, but then they started fighting her
"husband" and his servants and she ran in the
confusion.€

A year later, she's learned how to fight, but finds

herself flying into a rage sometimes.€And she's
still searching for her past.

CHARACTER BACKSTORY

ADDITIONAL NOTES
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