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Animal Handling wis
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Acrobatics DEX \
Arcana INT
Athletics STR
Deception CHA
History 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
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Barbarian 1 adancoya
CLASS & LEVEL PLAYER NAME
Minotaur Soldier (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
*2 15 15 -
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
1d12 successes O=O=0O
FAILURES( H >=< )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION
j === ARMOR ===
=N Light Armor, Medium Armor, Shields
N
PROFICIENCY BONUS === .\NEAPONS ::.:
Martial Weapons, Simple Weapons
y-
=== TOOLS ===
I — Bowls
ABILITY SAVE DC
— — === LANGUAGES ===
Common, Giant
/ N\
30 ft. (Walking)
A SPEED )

4 PROFICIENCIES & TRAINING

Standard Actions

Goring Rush

=== 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 ===

Hammering Horns
After you hit a creature with a melee attack as part
of the Attack action, vou can immediately use a bonus

action to attempt to push a target within 5 ft. of you
and no more than one size larger than you. It must

succeed on a STR saving throw (DC 13) or be pushed

up to 10 ft. away from you.

If you take the Dash action on your turn and move
at least 20 ft., you can immediately make one melee
attack with your horns as a bonus action.

ACTIONS

74

4 N
12 PASSIVE PERCEPTION Unarmed Strike +5 4 Bludgeoning
10 DASSIVE INSIGHT Horns +5 1d6+3 Piercing
Goring Rush +5 1d6+3 Piercing
9 PASSIVE INVESTIGATION
SENSES L <\ WEAPON ATTACKS & CANTRIPS /




CHARACTER NAME
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Barbarian 1 adancoya
CLASS & LEVEL PLAYER NAME
Minotaur Soldier (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — —
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=== BARBARIAN FEATURES ===

* Core Barbarian Traits « PHB-2024 51
* Rage * PHB-2024 51

* 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 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.

=== MINOTAUR SPECIES TRAITS ===

* 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 27
You are a Humanoid.

* Size « MotM 27
You are Medium.

* Speed * MotM 27
Your walking speed is 30 ft.

* Horns « MotM 27
You have horns that you can use to make unarmed
strikes. When you hit with them, you deal 1d6+3
piercing damage.

| 1 Action

* Goring Rush « MotM 27

If you take the Dash action on your turn and move at
least 20 ft., you can immediately make one melee
attack with your horns as a bonus action.

| 1 Bonus Action

* Hammering Horns « MotM 27

After you hit a creature with a melee attack as part of
the Attack action, you can immediately use a bonus
action to attempt to push a target within 5 ft. of you and
no more than one size larger than you. It must
succeed on a STR saving throw (DC 13) or be pushed
up to 10 ft. away from you.

| 1 Bonus Action

* Labyrinthine Recall « MotM 27

You always know which direction is north, and you
have advantage on any Wisdom (Survival) check you
make to navigate or track.

=== FEATS ===
* 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
* 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.
* Soldier Ability Score Improvements « PHB-2024 185

| Increase two scores (+2 / +1) ¢

N

FEATURES & TRAITS
Greataxe 1 7 Ib. Arrows 20 11b.
Handaxe 1 21b. Healer's Kit 1 31b.
Handaxe 1 21b. Quiver 1 11b.
Handaxe 1 21b. Traveler's Clothes 1 41b.
Handaxe 1 21b.
Backpack 1 51b.
Bedroll 1 7 Ib.
Oil 2 2 lb.
Rations 10 20 Ib.
WEIGHT CARRIED Rope 1 51b.
84 Ib. Tinderbox 1 11b.
ENCUMBERED Torch 10 10 Ib.
0lb. Waterskin 1 51b.
PUSH/DRAG/LIFT Spear 1 3 1b.
0 Ib. Shortbow 1 2 lb.
EQUIPMENT )
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masculino 40 Medium 2.30m 419
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Neutral negra rojos Negro corto h
ALIGNMENT FAITH SKIN EYES HAIR
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Siempre tiene una frase lista para romper la tension,
generalmente relacionada con combate o bebida.
Valora la fuerza, la determinacion y la autenticidad por encima
de todo.
Le gusta ganarse el respeto luchando, no hablando.
Disfruta de los placeres simples: una buena pelea, una buena
bebida y una buena historia.
PERSONALITY TRAITS
L~ 1
[ "]
Nadie debe morir sin haber vivido libre.
La vida sin cadenas es la Gnica que vale la pena.
Aunque es cadtico, cree en la gloria del combate justo y en respetar a un enemigo
i 3
‘é?:nl;iale no es solo violencia: es arte, es expresion, y debe celebrarse como tal.
IDEALS
L~ 1
[ "]
BONDS
L~ 1
[N "]
Tiende a actuar primero y pensar después, especialmente si hay
una provocacion.
Busca desafios incluso innecesarios solo para sentir el subidén
del peligro.
No acepta bien las 6rdenes o que le cuestionen, especialmente si
FLAWS
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS /) N\ Y
) { )\ {
/ \
Ucy naci6 entre las ruinas de una antigua
fortaleza al norte de Amn, donde su tribu, una
banda némada de minotauros guerreros,
sobrevivia saqueando caravanas y luchando
contra monstruos de las montafias de
Ombraescarcha. Su infancia fue dura, forjada en
sangre, hierro y entrenamiento brutal
Atraido por el clamor de la batalla, Ucy se alistd
como mercenario en el ejército de Suldolphor,
luchando en las campafias contra los piratas del
sur y las incursiones de bestias del inframundo.
Alli, su reputaciéon como lider de choque se forj6é
entre gritos, barro y sangre. Pero a medida que la
guerra se volvia politica y los mandos perdian
honor, Ucy empez6 a cansarse de obedecer
6rdenes sin gloria.
Con los afios, las guerras pasaron. Las batallas ya
no eran gloriosas, sino politicas. Las 6rdenes eran
frias, cobardes. Ucy empezé a perder el gusto por
la disciplina y la cadena de mando. En su lugar,
nacioé un nuevo anhelo: libertad y aventura. Dej6o
atras el uniforme, recogi6 su vieja hacha, y la
promesa de no dejar que sus dias gloriosos
guedaran atras.
Desde entonces, Ucy ha recorrido los caminos de
Faer(in, aceptando trabajos como
guardaespaldas, cazador de monstruos o
campedn de tabernas. En cada lugar donde pisa,
deja historias: de combates feroces, desafios
absurdos, y celebraciones borrachas que terminan
con mesas rotas y canciones épicas.
Para Ucy, cada batalla es una celebracion. Tiene
la costumbre de llevar consigo una botella de
fuerte licor de cebada enano, y beber de ella justo
después de cada combate, sin importar si es una
escaramuza contra kobolds o una pelea a muerte
contra un dragén. Este ritual, segun él, "honra a
los caidos y saborea la vida".
En algunas culturas lo consideran un salvaje. En
otras, un héroe excéntrico. Pero nadie puede
negar su valor, ni su fuerza descomunal. Muchos
aventureros lo buscan como aliado. Algunos solo
quieren beber con él.
CHARACTER BACKSTORY ADDITIONAL NOTES
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