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INIT.
+1

Current
Hit Points

Luck

Death Saves

success

failure

Acrobatics (Dex)

Animal Handling (Wis)

Arcana (Int)

Athletics (Str)

Deception (Cha)

Histor� (Int)

Insight (Wis)

Intimidation (Cha)

Investigation (Int)

Medicine (Wis)

Nature (Int)

Perception (Wis)

Performance (Cha)

Persuasion (Cha)

Religion (Int)

Sleight of Hand (Dex)

Stealth (Dex)

Survival (Wis)

Skills

Zoka Anaisone Lv. 3 Outcast Slayer Human Barbarian
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She/Her

SPEED.

30 ft

Max Temp

35

Used
Hit Dice

Type Max

d12 3

Proficiency

+2
Bonus

Bonus action; when not wearing heavy armor:
Advantage on STR abilit� checks and saves.
+2 Damage on STR-based melee weapon attacks
Resistance to bludgeoning, piercing, and slashing damage.

Rage:

Unarmored Defense:
While you aren't wearing any armor, your AC equals
13 + your CON modifier.

Reckless Attack:
Advantage on melee weapon attack rolls using STR,
but all attacks against you have advantage until the
start of your next turn.

Frenzy:
While raging you can make a single melee weapon
attack as a bonus action on each of your turns.

Ruthless Bearing:
Add your proficiency bonus to your Intimidation
skill checks (already added on sheet)

Class Features

Initiative rolls below 10 count as a 10
Cannot be surprised
Hidden creatures do not have advantage when
 attacking you

Aware:

Critical Training:
You score a citical hit on a 19 or 20 when attacking
with a weapon
When you critically hit, double your abilit� modifier
for the damage calculation.

TalentsWeapon To Hit Damage Range

Invento�

Explorers Pack
Shield (+2 AC when equipped)
Dark cloak
Common Clothes

Wealth

10 GP
1 SP

Javelin (x4) +3 1d6 +3 30/120
Pinning Shot

Warhammer +5 +3 melee1d8/1d10
Bash, Disarm

Greatsword +5 2d6 +3 melee
Disarm, Hamstring

ExhaustionARMOR�CLASS

16
With Shield

18

Rage:


