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Barbarian Ivl 1
CLASS & LEVEL

Half-Orc

RACE

Nomad
BACKGROUND

C/N

ALIGNMENT

Jazmine
PLAYER NAME

EXPERIENCE POINTS

—

PASSIVE WISDOM (PERCEPTION)

Y

2 Hand axes (The
/ twins)

TOOLS: Bone Pan Flute,
Light and medium armor,
sheilds, simple and Martial
Weapons.

LANGUAGE: Common,
Dwarven and Orc

OTHER PROFICIENCIES & LANGUAGES

1 Explorer Pack

4 Javelin (Pointy
stick friends)

EQUIPMENT

RAGE

In battle, you fight with primal ferocity. On
your turn, you can enter a rage as a bonus
action.

-You have advantage on Strength checks and
Strength saving throws.

- When you make a melee weapon attack
using Strength, you gain a +2 bonus to the
damage roll. This bonus increases as you
level.

-You have resistance to bludgeoning,
piercing, and slashing damage.

DARVISION

You can see in dim light within 60 feet of you
as if it were bright light, and in darkness as if it
were dim light. You can’ t discern color in
darkness, only shades of gray
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