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Animal Handling wis

Acrobatics DEX

O _+0  Arcana INT

® +7 Athletics STR
O -1  Deception CHA
O _+0_ History INT

O -1 Insight wis

® +5 Intimidation CHA
O _*0_ Investigation INT
O -1 Medicine wis
® +3  Nature INT

+2_ Perception WIS

Performance CHA

-1 Persuasion CHA

O _+0  Religion INT

QO _*2_ Sleight of Hand DEX
® _+5 Stealth DEX

O _-1  Survival wis
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Barbarian 5

CLASS & LEVEL PLAYER NAME
Dwarf Merchant
SPECIES BACKGROUND EXPERIENCE POINTS
P — ——
/7 \
ARMOR Max HP Current HP Temp HP |
+2 18 60 -
INITIATIVE CLASS \ HIT POINTS )
/4 /, / \
. . 5d12
Resistances - Poison successes OO0
FAILURES( )=< >=( >
\ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j ‘ === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
@ PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== TOOLS ===
— — Navigator's Tools
ABILITY SAVE DC |
P P === LANGUAGES ===
Common, Common Sign Language,
7 N Dwarvish
40 ft. (Walking)
\§ SPEED )
) PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

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 ===
Rage (Enter) » 3/ Long Rest

You can enter Rage if you aren’t wearing Heavy
Armor. You can use Rage 3 times per Long Rest, and
regain one expended use when you finish a Short
Rest.

Stonecunning (Tremorsense) * 3 / Long Rest
You gain Tremorsense with a ranae of 60 ft. for 10

minutes. You must be on or touching a natural or
worked stone surface to use this Tremorsense.

=== SPECIAL ===
Luck Points « 3/ Long Rest

You have 3 Luck Points that you can spend on the
benefits below. You regain expended Luck Points after
aLong Rest.

Advantage. When you roll a d20 for a D20 Test, you
can spend 1 Luck Point to give yourself Advantage on
the roll.

Disadvantage. When a creature rolls a d20 for an
attack roll against you, you can spend 1 Luck Point to
impose Disadvantaae on that roll.

74

Darkvision 120 ft.

SENSES 3 'WEAPON ATTACKS & CANTRIPS

S N ACTIONS
(" N
9 PASSIVE PERCEPTION Handaxe +7 1d6+4 Slashing Simple, Light, Thrown, Vex, Range (20/60)
9 PASSIVE INSIGHT War Pick +7 1d8+4 Piercing Martial, Sap, Versatile
Unarmed Strike +7 5 Bludgeoning
10 PASSIVE INVESTIGATION
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=== BARBARIAN FEATURES ===

* Core Barbarian Traits « PHB-2024 51

* Rage » PHB-2024 51

You can take a Bonus action to enter Rage if you
aren’t wearing Heavy Armor. You can use Rage 3
times per Long Rest, and regain one expended use
when you finish a Short Rest.

Activate Rage by clicking on this feature and selecting
the drop down called Activate Rage. Deselect it to stop
Raging.

| Rage (Enter): 3/ Long Rest ¢ 1 Bonus Action

* Unarmored Defense « PHB-2024 51
While not wearing armor, your base AC equals 15 +
any Shield bonus.

* Weapon Mastery « PHB-2024 52

You are able to use the mastery properties of 3 kinds
of Simple or Martial Melee weapons of your choice.
Whenever you finish a Long Rest, you can change one
of those weapon choices.

* Danger Sense * PHB-2024 52
You have Advantage on Dex. saving throws unless
you have the Incapacitated condition.

* Reckless Attack « PHB-2024 52

When you make your first attack roll on your turn, you
can decide to attack recklessly, giving you Advantage
on attack rolls using Str. until the start of your next
turn, but attacks against you have Advantage during
that time.

* Barbarian Subclass « PHB-2024 52

| Path of the World Tree

* Primal Knowledge  PHB-2024 52
You gain proficiency in another Barbarian skill of your
choice.

While Raging, whenever you make an ability check
using one of the following skills, you can make it as a
Str. check even if it normally uses a different ability:
Acrobatics, Intimidation, Perception, Stealth, or
Survival.

* Vitality of the Tree « PHB-2024 56
Your Rage taps into the life force of the World Tree
and grants the following benefits:

* When you activate your Rage, you gain 5
Temporary HP.
« At the start of each of your turns while your Rage

is active, you can choose another creature within 10 ft.

of you to gain +2d6 Temporary HP. If any of these
Temporary HP remain when your Rage ends, they
vanish.

* 4: Weapon Mastery « PHB-2024 52

* Ability Score Improvement « PHB-2024 53

* Extra Attack « PHB-2024 53

You can attack twice instead of once whenever you
take the Attack action on your turn.

* Fast Movement « PHB-2024 53

Your speed increases by 10 ft. while you aren’t
wearing Heavy armor.

=== DWARF SPECIES TRAITS ===

* Creature Type « PHB-2024 188
You are a Humanoid.

* Size « PHB-2024 188

N

You are Medium.

* Speed « PHB-2024 188
Your speed is 30 ft.

* Darkvision « PHB-2024 188
You have Darkvision with a range of 120 ft.

* Dwarven Resilience « PHB-2024 188

You have Resistance to Poison damage. You also
have Advantage on saving throws you make to avoid
or end the Poisoned condition.

* Dwarven Toughness « PHB-2024 188
Your HP maximum increases by 5.

* Stonecunning « PHB-2024 188

As a Bonus Action, you gain Tremorsense with a
range of 60 ft. for 10 minutes. You must be on or
touching a natural or worked stone surface to use this
Tremorsense.

You can use this Bonus Action 3 times per Long Rest.
| Stonecunning (Tremorsense): 3/ Long Rest ¢ 1

Bonus Action

=== FEATS ===

* Skill Expert « PHB-2024 207

Ability Score Increase. Increase one ability score of

your choice by 1.

Skill Proficiency. You gain proficiency in one skill of
your choice.

Expertise. Choose one skill in which you have
proficiency but lack Expertise. You gain Expertise with
that skill.

WEIGHT CARRIED
40 Ib.
ENCUMBERED

270 Ib.

PUSH/DRAG/LIFT

540 Ib.

FEATURES & TRAITS
Shield 1 6 Ib.
Breastplate 1 20 Ib.
Handaxe 1 21b.
Maul 1 10 Ib.
War Pick 1 2 1b.

EQUIPMENT




* Weapon Mastery « PHB-2024 52
* Merchant Ability Score Improvements « PHB-2024

| Maul (Topple) 182
Topple. If you hit a creature with a Maul, you can force
it to make a Con. saving throw (DC 8 + 3 + the ability | Increase two scores (+2 / +1) «

modifier used to make the attack). On a failed save,
the creature has the Prone condition.

| War Pick (Sap) ¢
Sap. If you hit a creature with a War Pick, that creature
has Disadvantage on its next attack roll before the
start of your next turn.

| Topple (Maul): 1 Action
| Sap (War Pick): 1 Action
* 4: Weapon Mastery « PHB-2024

| Handaxe (Vex) ¢
Vex. If you hit a creature with a Handaxe and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Vex (Handaxe): 1 Action

* Lucky « PHB-2024 201

Luck Points. You have 3 Luck Points that you can
spend on the benefits below. You regain expended
Luck Points after a Long Rest.

Advantage. When you roll a d20 for a D20 Test, you
can spend 1 Luck Point to give yourself Advantage on
the roll.

Disadvantage. When a creature rolls a d20 for an
attack roll against you, you can spend 1 Luck Point to
impose Disadvantage on that roll.

| Luck Points: 3/ Long Rest * Special
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CHARACTER APPEARANCE
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Male 28 Medium 410" 130
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Brown Honey Coarse black
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