Uukrull McClouth
CHARACTER NAME

Barbarian 5th

Wildling

Andy

CLASS & LEVEL

BACKGROUND

PLAYER NAME

Mt Dwarf

CG

RACE

ALIGNMENT

EXPERIENCE POINTS

INSPIRATION

15

STRENGTH

20

3

35

ARMOR
CLASS

PROFICIENCY BONUS

INITIATIVE

SPEED

Money and manners won’t save
you from a hungry bear.
I led the hunting party to find the
beast that destroyed our homeland.

5

PERSONALITY TRAITS
●

DEXTERITY

14

Hit Point Maximum 61

Strength

Glory. I must earn glory in
battle, for myself and my clan

Dexterity
●

Constitution
CURRENT HIT POINTS

Intelligence

2

Wisdom
Charisma

CONSTITUTION

AC 15: 17 Studded: (19 +shield)

SAVING THROWS

TEMPORARY HIT POINTS

16

Total

Acrobatics (Dex)

3

SUCCESSES

Animal Handling (Wis)

FAILURES

Arcana (Int)
INTELLIGENCE

●

12

HIT DICE

NAME

History (Int)
Insight (Wis)
Intimidation (Cha)
Investigation (Int)

WISDOM

14

●

Medicine (Wis)
Nature (Int)

●

2

B, Vs

Hand Axe

1d6

S, lt

Spear

1d6 p

FLAWS

Wanderer
can always recall the general layout of
terrain, settlements, and other features
around you. + find food and fresh water
for yourself and up to 5 ppl / day,
Rages: 3

2 attack /rd

Perception (Wis)

You have advantage on Strength checks
and Strength saving throws.
• Damage: +2
• Bear; resistance to all damage
(- psychic damage)

Religion (Int)
Sleight of Hand (Dex)
●

Violence is my answer to
almost any challenge

ATK BONUS DAMAGE/TYPE

WarHammer 1d8

Persuasion (Cha)

7

BONDS

DEATH SAVES

Performance (Cha)

CHARISMA

I will bring terrible wrath down on the
reptile who
destroyed my homeland

Athletics (Str)
Deception (Cha)

1

-2

IDEALS

Stealth (Dex)
Survival (Wis)
SKILLS

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)

GP

Armor: Light armor,
medium armor,
shields
Weapons: Simple,
martial,battleaxe,
handaxe, throwing
hammer, warhammer.

PP

can attack twice

CP

SP

speak, read, and write: Common&
Dwarvish & Goblin

EP

Tool Proficiency: smith’s tools, Leather
Tools
Stonecunning. Whenever you make an
Int (History) check related to the origin of
stonework, you are considered proficient
in the History skill and add double your
proficiency bonus to the check, instead
of your norm al proficiency bonus.
OTHER PROFICIENCIES & LANGUAGES

advantage on 1st melee weapon attack
rolls using Strength during this turn, but
attack rolls against you have advantage
until your next turn.
Advantage on Dexterity saving throws
against effects that you can see.
rituals:
beast sense
speak with animals

EQUIPMENT
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FEATURES & TRAITS

76

5'

174

AGE

HEIGHT

WEIGHT

EYES

SKIN

HAIR

Red Brown
CHARACTER NAME

From the Seashale Mountains in
"the Shalesteps" I can trace me
lineage to Kraghammer.

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

13 years ago, I led the hunting
party that went after the beast
that wiped out half my clan and
scarred the earth that we once
called home. Hunting a Wyrm
isnt easy. I lost many brethren
along the journey, by the hand
of foe or fortune..

Darkvision: 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.
Dwarven Resilience. You have advantage on saving
throws against poison, and you have resistance against
poison damage.

Chasing something with wings
means time is of the essence.
Sea travel is much faster than
land, but brought it's own share
of dangers. Our ship was
attacked by pirates, the
shipwreck scattered me crew.
I was alone when I woke ashore.
I was able to find my way inland,
found my way back on me feet,
started searching for my
brothers.. but instead of good
folk, I found this vile band of
HobGoblins, or moreso, they
found me. This be only
temporary setback tho.. mark my
words.. Imma kill me a Dragon.

CHARACTER BACKSTORY

ADDITIONAL FEATURES & TRAITS

Totem Spirit Headdress built from the Skull of a bear, adorned
with fur and feathers.
I have Bright Green eyes, hairy af, and unnaturally large canines.
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SPELLCASTING
ABILITY

SPELLCASTING
CLASS

0

SPELL
LEVEL

CANTRIPS

SLOTS TOTAL

3

ED

PR

6

SLOTS EXPENDED

1
EPAR

SPELL SAVE DC

7
SPELL NAME

SPELLS KNOWN

4

8

2

5
9
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SPELL ATTACK
BONUS

