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Human (Milestone)
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HEROIC INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS . .
@ j Martial Weapons, Simple Weapons
=== TOOLS ===
I — Carpenter's Tools
ABILITY SAVE DC |
— — === LANGUAGES ===
Common, Dwarvish, Elvish
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30 ft. (Walking)
A 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) » 2/ Long Rest

regain one expended use when you finish a Short
Rest.

You can enter Rage if you aren’t wearing Heavy
Armor. You can use Rage 2 times per Long Rest, and

74

SENSES

7 N
12 PASSIVE PERCEPTION Greataxe +5 1d12+3 Slashing Martial, Heavy, Two-Handed, Cleave
10 DASSIVE INSIGHT Handaxe +5 1d6+3 Slashing Simple, Light, Thrown, Vex, Range (20/60)
Unarmed Strike +5 4 Bludgeoning
9 PASSIVE INVESTIGATION

A WEAPON ATTACKS & CANTRIPS




e — —
Barbarian 1 material994
CLASS & LEVEL PLAYER NAME
Human Farmer (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
e — R ———
7 N

=== 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 2
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): 2/ Long Rest ¢ 1 Bonus Action

* Unarmored Defense « PHB-2024 51
While not wearing armor, your base AC equals 14 +
any Shield bonus.

* Weapon Mastery « PHB-2024 52

You are able to use the mastery properties of 2 kinds
of Simple or Martial Melee weapons of your choice.
Whenever you finish a Long Rest, you can change one
of those weapon choices.

=== HUMAN SPECIES TRAITS ===

* Creature Type » PHB-2024 194
You're a Humanoid.

* Size « PHB-2024 194
Your Size is Medium or Small, chosen when you select
this species.

* Speed « PHB-2024 194
Your Speed is 30 ft.

* Resourceful « PHB-2024 194
You gain Heroic Inspiration whenever you finish a

Long Rest.

* Skillful « PHB-2024 193
You gain proficiency in one skill of your choice.

* Versatile « PHB-2024 194
You gain an Origin feat of your choice.

=== FEATS ===

* Savage Attacker « PHB-2024 201

Once per turn when you hit a target with a weapon,
you can roll the weapon’s damage dice twice and use
either roll against the target.

* Weapon Mastery « PHB-2024 52

| Greataxe (Cleave) ¢
Cleave. Once per turn, if you hit a creature with a
melee attack using a Greataxe, you can make another
melee attack with it against a second creature within 5
ft. of the first that's within your reach. On a hit, the
second creature takes the Greataxe's damage, but
without your ability modifier (unless the modifier is
negative).

| 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.

| Cleave (Greataxe): 1 Action

| Vex (Handaxe): 1 Action
* Farmer Ability Score Improvements « PHB-2024 180

| Increase two scores (+2/ +1) ¢

* Tough « PHB-2024 202

When you take this feat, your HP maximum increases
by 2. Whenever you gain a character level thereafter,
your HP maximum increases an additional 2 HP.

FEATURES & TRAITS
Handaxe 1 2 1b. Bedroll 1 7 Ib.
Handaxe 1 21b. Tinderbox 1 11b.
Handaxe 1 21b. Torch 10 10 Ib.
Handaxe 1 2 1b. Waterskin 1 51b.
Sickle 1 2 1b.
Greataxe 1 7 Ib.
Backpack 1 51b.
Iron Pot 1 10 Ib.
Carpenter's Tools 1 6 Ib.
WEIGHT CARRIED Shovel L 51b.
100 Ib. Healer's Kit 1 31b.
ENCUMBERED Traveler's Clothes 1 4 1b.
255 |b. oil 2 21b.
PUSH/DRAG/LIFT Rations 10 20 Ib.
510 Ib. Rope 1 51b.
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