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/7 \
ARMOR Max HP Current HP Temp HP |
+1 18 105 -
INITIATIVE CLASS \ HIT POINTS /
( ( 10d12 1 \
Resistances - Bludgeoning, successes OO0
Piercing, Slashing raitures O=0O=0
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
3
HEROIC INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== TOOLS ===
— — Brewer's Supplies
ABILITY SAVE DC |
P P === LANGUAGES ===
Common, Elvish, Giant
/7 N\
40 ft. (Walking), 40 ft. (Climbing)
\§ 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 ===
Extend Rage

As a Bonus Action, you can extend your Rage until
the end of your next turn. You can maintain Rage for
up to 10 minutes.

Rage (Enter) « 4/ Long Rest
You can enter Rage if you aren’t wearing Heavy
Armor. You can use Raae 4 times per Lona Rest, and

regain one expended use when you finish a Short
Rest.

Rage (Instinctive Pounce)
As part of the Bonus Action you take to enter your
Rage, you can move up to half your Speed.

Shift » 4 / Long Rest

As a bonus action, you can shift and assume a
more bestial form and gain 8 temporary hit points.
Your transformation lasts for 1 minute, until you die, or
until you revert using a bonus action. You can shift 4
times per long rest.

=== REACTIONS ===
Form of the Beast: Tail (reaction)

74

SKILLS \ ACTIONS
[ 7 N
14 PASSIVE PERCEPTION Handaxe +8 1d6+7 Slashing Simple, Light, Thrown, Vex, Range (20/60)
14 DASSIVE INSIGHT Maul +8 2d6+7 Bludgeoning Martial, Heavy, Two-Handed, Topple
Unarmed Strike +10 10 Bludgeoning
9 PASSIVE INVESTIGATION Form of the Beast: Bite +9 1d8+8 Piercing
Darkvision 60 ft. Form of the Beast: Claws +9 1d6+8 Slashing
Form of the Beast: Tail +9 1d8+8 Piercing
SENSES L WEAPON ATTACKS & CANTRIPS




e — —
Barbarian 10 puffito
" " CLASS & LEVEL PLAYER NAME
Roark "lronclaw" Wulfgang
Shifter Custom Background (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
P — —

//
=== BARBARIAN FEATURES ===

N
When you enter your rage, you can transform,
revealing the bestial power within you. Until the rage
ends, you manifest a natural weapon. It counts as a
simple melee weapon for you, and you add your
Strength modifier to the attack and damage rolls when
you attack with it, as normal.

* Unarmored Defense ¢ free-rules 51
While not wearing armor, your base AC equals 14 +
any Shield bonus.

* Core Barbarian Traits ¢ free-rules 51

* Rage ¢ free-rules 51

You can take a Bonus action to enter Rage if you
aren’t wearing Heavy Armor. You can use Rage 4
times per Long Rest, and regain one expended use
when you finish a Short Rest.

* Weapon Mastery « free-rules 52

You are able to use the mastery properties of 4 kinds
of Simple or Martial Melee weapons of your choice.
Whenever you finish a Long Rest, you can change one
of those weapon choices.

| Form of the Beast: Bite: 1 Action

| Form of the Beast: Claws: 1 Action
Activate Rage by clicking on this feature and selecting

the drop down called Activate Rage. Deselect it to stop

Raging.

| Activate Rage « free-rules

While active, your Rage follows these rules:

« You have Resistance to Bludgeoning, Piercing,

and Slashing Damage.

« When you make an attack using Strength and deal

damage, you gain a +3 bonus to damage.

« You have Advantage on Strength checks and

saving throws.

« You can’'t maintain Concentration or cast spells.

Rage lasts until the end of your next turn, ending early
if you don Heavy armor or have the Incapacitated
condition. If your Rage is still active, you can extend
your Rage by doing one of the following:

« Make an attack roll against an enemy.
« Force an enemy to make a saving throw.
« Take a Bonus Action to extend your Rage.

Each time the Rage is extended, it lasts until the end
of your next turn. You can maintain a Rage for up to 10
minutes.

| Extend Rage: 1 Bonus Action

| Rage (Enter): 4 / Long Rest « 1 Bonus Action

* 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 the Beast (TCoE)
* Primal Knowledge e 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.

| Rage: Primal Knowledge

| Special

* Form of the Beast « TCoE

| Form of the Beast: Tail: 1 Action

| Form of the Beast: Tail (reaction): 1 Reaction
* 4: Weapon Mastery « free-rules 52
* Ability Score Improvement « free-rules 53

* Extra Attack  free-rules 53
You can attack twice instead of once whenever you
take the Attack action on your turn.

* Fast Movement « free-rules 53
Your speed increases by 10 ft. while you aren’t
wearing Heavy armor.

* Bestial Soul » TCoE

The natural weapons of your Form of the Beast count
as magical for the purpose of overcoming resistance
and immunity to nonmagical attacks and damage.
You can also adapt to your surroundings, choosing a
benefit when you finish a short or long rest.

| Jumping ¢
When you jump, you can make a Strength (Athletics)
check and extend your jump by a number of feet equal
to the check’s total. You can make this special check
only once per turn.

| Bestial Soul: Jumping: Special

FEATURES & TRAITS
Potion of Heroism 1 - Backpack 1 51b.
Elixir of Health 2 - Handaxe 1 2 |b.
Potion of Mind Control (Beast) 1 -- Handaxe 1 2 b.
Potion of Healing 1 -- Handaxe 1 2 b.
Potion of Healing 1 -- Handaxe 1 2 b.
Orb of Time 1 - Navigator's Tools 1 2 |b.
Potion of Mind Reading 1 - Rope 1 51b.
Ring of Jumping 1 -- Traveler's Clothes 1 4 1b.
Scroll: Haste 1 - Chest 1 25 Ib.
WEIGHT CARRIED Scroll: Revivify 1 -- Maul 1 10 Ib.
196 Ib. Wraps of Unarmed Power, +1 1 - Crossbow Bolts, +1 4 --
ENCUMBERED Insignia of Claws 1 -
285 Ib. Shield 1 6 Ib. Ring of Jumping 1 -
PUSH/DRAG/LIFT Half Plate 1 40 Ib.
570 Ib. Dagger 1 1lb.
\ EQUIPMENT
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* Feral Instinct « free-rules 53
You have Advantage on Initiative rolls.

* Instinctive Pounce « free-rules 53
As part of the Bonus Action you take to enter your
Rage, you can move up to half your Speed.

| Rage (Instinctive Pounce): 1 Bonus Action
* 8: Ability Score Improvement « free-rules 53

* Brutal Strike « free-rules 53

If you use Reckless attack, you can forgo Advantage
on one Strength-based attack of your choice on your
turn. The chosen attack roll must not have
Disadvantage. If the chosen attack roll hits, the target
takes an extra 1d10 damage of the same type dealt by
the weapon or Unarmed Strike, you can cause 1 Brutal
Strike effect(s) of your choice.

| Brutal Strike: Forceful Blow: 1 Action
| Brutal Strike: Hamstring Blow: 1 Action
| 1 Action

*10: Weapon Mastery « free-rules 52

* Infectious Fury « TCoE

When you hit a creature with your natural weapons
while you are raging, the target must succeed on a
Wisdom saving throw (DC:15) or suffer one of the
following effects (your choice):

- The target must use its reaction to make a melee
attack against another creature of your choice that you
can see.

- Target takes 2d12 psychic damage.

| 4 / Long Rest « Special

=== SHIFTER 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 32
You are a Humanoid.

* Size « MotM 32
You are Medium.

* Speed ¢ MotM 32
Your walking speed is 30 ft.

* Bestial Instincts « MotM 32

You have proficiency in one of the following skills of
your choice: Acrobatics, Athletics, Intimidation, or
Survival.

* Darkvision « MotM 32

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, only
discerning colors in that darkness as shades of gray.

* Shifting « MotM 32

As a bonus action, you can shift and assume a more
bestial form and gain 8 temporary hit points. Your
transformation lasts for 1 minute, until you die, or until
you revert using a bonus action. You can shift 4 times

ADDITIONAL FEATURES & TRAITS

N
per long rest and also gain benefits based on your
chosen form:

| Wildhunt «
While shifted, you have advantage on Wisdom checks,
and no creature within 30 ft. of you can make an attack
against you with advantage unless you're
incapacitated.

| Shift: 4 / Long Rest 1 Bonus Action

=== FEATS ===

* Grappler « PHB-2024 204
Ability Score Increase. Increase your Str. or Dex. by 1.

Punch and Grab. On your turn, when you hit a creature
with an Unarmed Strike you can use both the Damage
and the Grapple option. You can use this benefit only
once per turn.

Attack Advantage. You have Advantage on attack rolls
against a creature Grappled by you.

Fast Wrestler. You don't have to spend extra
movement to move a creature Grappled by you if the
creature is your size or smaller.

* Athlete « PHB-2024 202
Ability Score Increase. Str. or Dex. increased by 1.

Climb Speed. You gain a Climb Speed equal to your
Speed.

Hop Up. When you have the Prone condition, you can
right yourself with only 5 feet of movement.

Jumping. You can make a running Long or High Jump
after moving only 5 feet.

Oil

Rations

Rope

Bedroll

Tinderbox

Torch

Waterskin

Gloves of Swimming and Climbing
Goggles of Night

Spell Scroll (1st Level)
Mithral Half Plate

Ring of X-ray Vision

Scroll: Contact Other Plane
Tentacle Rod

Wand of Winter

2 2 1b. Wand of Winter
10 20 Ib.
1 51b.
1 7 1b.
1 11b.
10 10 Ib.
1 51b.
1 -

1 -

1 -

1 40 Ib.
1 -

1 -

1 -

1 -

ADDITIONAL EQUIPMENT




Roark "lronclaw" Wulfgang

CHARACTER NAME

e — —
Barbarian 10 puffito
CLASS & LEVEL PLAYER NAME
Shifter Custom Background (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — —

7
* Weapon Mastery « PHB-2024 52

| 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.

| Javelin (Slow) «
Slow. If you hit a creature with a Javelin 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.

| Vex (Handaxe): 1 Action

| Slow (Javelin): 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 + 4 + the ability
modifier used to make the attack). On a failed save,
the creature has the Prone condition.

| Topple (Maul): 1 Action
*10: Weapon Mastery « PHB-2024

| 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.

| Push (Warhammer): 1 Action
* Tavern Brawler « PHB-2024 202

Enhanced Unarmed Strike. When you hit with your
Unarmed Strike and deal damage, you can deal 1d4+4

Bludgeoning damage instead of the normal damage of
an Unarmed Strike.

Damage Rerolls. Whenever you roll a damage die for
your Unarmed Strike, you can reroll the die if it rolls a
1, and you must use the new roll.

Improvised Weaponry. You have proficiency with
improvised weapons.

Push. When you hit a creature with an Unarmed
Strike, you can deal damage to the target and also
push it 5 ft. away from you. You can use this benefit
only once per turn.

| Enhanced Unarmed Strike: 1 Action

| Push: Special

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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Jump Ring of Jumping - 1BA Touch V,S,M 1 minute free-rules 200 D: 1m, V/S/M
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