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=== BARBARIAN FEATURES ===
* Core Barbarian Traits ¢ free-rules 51
* Rage ¢ free-rules 51

* Unarmored Defense e free-rules 51
While not wearing armor, your base AC equals 15 +
any Shield bonus.

* Weapon Mastery ¢ free-rules 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 * free-rules 52
You have Advantage on Dex. saving throws unless
you have the Incapacitated condition.

* Reckless Attack ¢ free-rules 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 ¢ free-rules 52
| Path of Wild Magic (TCoE)

* Primal Knowledge ¢ free-rules 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.

* Magic Awareness * TCoE

As an action, you can open your awareness to the
presence of concentrated magic. Until the end of your
next turn, you know the location of any spell or magic
item within 60 ft. of you that isn’t behind total cover.
When you sense a spell, you learn which school of
magic it belongs to.

| 2/Long Rest ¢ 1 Action

* Wild Surge » TCoE

When you enter your rage, roll on the Wild Magic table
to determine the magical effect produced.

If the effect requires a saving throw, the DC equals 13.

| Special
* 4: \Weapon Mastery ¢ free-rules 52

* Ability Score Improvement « free-rules 53

=== BUGBEAR SPECIES TRAITS ===

* Ability Score Increases ¢ MotM 5

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or 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 * MotM 5

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 ¢ MotM 8
You are a Humanoid. You are also considered a
goblinoid for any prerequisite or effect that requires

you to be a goblinoid.

* Size « MotM 8
Your size is Medium.

* Speed « MotM 8
Your walking speed is 30 ft.

* Darkvision « MotM 8

You can see in dim light within 60 ft. of you as if it were
bright light and in darkness as if it were dim light. You
discern colors in that darkness only as shades of gray.

* Fey Ancestry « MotM 8
You have advantage on saving throws you make to
avoid or end the charmed condition on yourself.

* Long-Limbed * MotM 8
When you make a melee attack on your turn, your
reach for it is 5 ft. greater than normal.

* Powerful Build « MotM 8

You count as one size larger when determining your
carrying capacity and the weight you can push, drag,
or lift.

* Sneaky * MotM 8

You are proficient in the Stealth skill. In addition,
without squeezing, you can move through and stop in
a space large enough for a Small creature.

* Surprise Attack « MotM 8

If you hit a creature that has not taken a turn yet in the
current combat with an attack roll, it takes an extra 2d6
damage.

| Special

=== FEATS ===

N

FEATURES & TRAITS
Mithral Half Plate 1 40 Ib.
Maul 1 10 Ib.
Clothes, Traveler's 1 4 1b.
Backpack 1 5 lb.
Horn 1 2 1b.
Oil 2 2 1b.
Rations 10 20 Ib.
Rope 1 5 Ib.
Bedroll 1 7 Ib.
WEIGHT CARRIED Tinderbox 1 11b.
111 Ib. Torch 10 10 Ib.
ENCUMBERED Waterskin 1 51b.
510 Ib. Figurine of Wondrous Power (Jingles) 1 -

PUSH/DRAG/LIFT

1020 Ib.

EQUIPMENT
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* Tough » PHB-2024 202

When you take this feat, your HP maximum increases
by 8. Whenever you gain a character level thereafter,
your HP maximum increases an additional 2 HP.

* Weapon Mastery « PHB-2024 52

| Club (Slow) «
Slow. If you hit a creature with a Club and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Warhammer (Push)
Push. If you hit a creature with Warhammer, you can
push the creature up to 10 ft. straight away from you if
it's Large or smaller.

| Slow (Club): 1 Action

| Push (Warhammer): 1 Action
* 4: Weapon Mastery « PHB-2024

| Maul (Topple) ¢
Topple. If you hit a creature with a Maul, you can force
it to make a Con. saving throw (DC 8 + 2 + the ability
modifier used to make the attack). On a failed save,

the creature has the Prone condition.

| Topple (Maul): 1 Action

ADDITIONAL FEATURES & TRAITS
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ADDITIONAL EQUIPMENT
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=== Allies === // \\
I have my own ideas about what is and is not food, and I find
the eating habits of those around me fascinating, confusing, or
revolting.
| express affection or contempt in ways that are unfamiliar to
=== Organizations === others.
PERSONALITY TRAITS
Ninguna 200 S
[ "]
Adventure. I'm far from home, and
everything is strange and
wonderful! (Chaotic)
IDEALS
L~ 1
[ "]
I'm fascinated by the beauty and wonder
of this new land.
BONDS
L~ 1
[N "]
I have a weakness for the new
intoxicants and other pleasures of
this land.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS Y
)\ { 1 {
/ \
Soma Mong fué en antafio,un miembro de una
tribu nébmada de Osgos genéticamente mas
grandes y menos intelectuales que los Osgos
actuales,que se situaban en las llanuras cercanas
a las agujas de Hielo,al este de Faeriin,cerca de
la actual fortaleza de Citadel Adbar.
Su tribu vivia de cazar Goblins
CHARACTER BACKSTORY ADDITIONAL NOTES
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