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Barbarian 1 roOtlitee
CLASS & LEVEL PLAYER NAME
Half-Orc Haunted One (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
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ARMOR Max HP Current HP Temp HP |
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INITIATIVE CLASS \ HIT POINTS J
/4 / / \
1d12 successes O=O=0O
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INSPIRATION
j === ARMOR ===
=N Light Armor, Medium Armor, Shields
N
PROFICIENCY BONUS === WEAPONS ::.:
Martial Weapons, Simple Weapons
y-
=== LANGUAGES ===
I — Common, Draconic, Orc, Undercommon
ABILITY SAVE DC |
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/ N\
30 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

=== BONUS ACTIONS ===
Rage * 2/ 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.

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.

74

Darkvision 60 ft.

SENSES

\ ACTIONS
4 N
11 PASSIVE WISDOM (PERCEPTION) Unarmed Strike +5 4 Bludgeoning
11 PASSIVE WISDOM (INSIGHT)
12 PASSIVE INTELLIGENCE (INVESTIGATION)
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Barbarian 1 roOtlitee
. CLASS & LEVEL PLAYER NAME
Violet
Half-Orc Haunted One (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
—_— —
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=== BARBARIAN FEATURES === * Savage Attacks ¢ BR 41
When you score a critical hit, roll one of the weapon’s
* Hit Points « PHB 47 dice one additional time and add it to the extra
damage.
* 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.
=== HALF-ORC RACIAL TRAITS ===
* 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.
| 1/ Long Rest « Special
FEATURES & TRAITS
Javelin 4 8 Ib. Holy Water (flask) 1 11b.
Mace 1 4 1b. Manacles 1 6 Ib.
Greataxe 1 7 Ib. Mirror, Steel 1 0.51b.
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 --
Mess Kit 1 11b. Holy Symbol 1 --
Rations (1 day) 10 20 Ib.
Rope, Hempen (50 feet) 1 10 Ib.
WEIGHT CARRIED
126.5 Ib Tinderbox 1 11b.
ENCUMBERED Torch 10 10 Ib.
0 lb. Waterskin 1 51b.
PUSH/DRAG/LIFT Crowbar 1 5 Ib.
0 lb. Hammer 1 31b.
\ EQUIPMENT
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Female 29 Medium 5'8 120
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good deep brown & ¢ gold ivory
ALIGNMENT FAITH SKIN EYES HAIR
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| can stare down a hell hound
without flinching.
| expect danger around every
corner.

PERSONALITY TRAITS

L~ .

[ "]
Independence. When people follow
orders blindly, they embrace a kind of
tyranny. (Chaotic)

IDEALS

L~ —~

[ "]
Those who fight beside me are those
worth dying for.

A terrible guilt consumes me. | hope
BONDS
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I'd rather eat my armor than admit when
I’'m wrong.
| assume the worst in people.

CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
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There was a time when Violet was willing to forge
new friendships with others, despite how people
saw her kind. But trust can be fickle, especially
when coin is involved. Violet & her close family
always sought out mercenary work as a team to
take care of each other. But when Violet
introduced a new acquaintance to join in the
family’s next job, it had horrible consequences. An
ambush orchestrated by a dragon, left Violet
mortally wounded & her entire family slaughtered.
Years later & with with no other safer options,
Violet struggles with still having to pursuing a
career, at least in part, responsible for a big
source of her trauma but hopes to find an
opportunity lucrative enough to finally put down
her sword & heal.
CHARACTER BACKSTORY ADDITIONAL NOTES
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