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Hit Point Maximum
	 	 Strength

	 	 Dexterity

	 	 Constitution

	 	 Intelligence

	 	 Wisdom

	 	 Charisma

CP

EP

PP

GP

SP

PASSIVE WISDOM (PERCEPTION)

EQUIPMENTOTHER PROFICIENCIES & LANGUAGES

ATTACKS & SPELLCASTING

FEATURES & TRAITS

	 	 Acrobatics (Dex)

	 	 Animal Handling (Wis)

	 	 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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	CharacterName 2: 
	Age: 
	Height: 
	Weight: 
	Eyes: 
	Skin: 
	Hair: 
	Allies: 
	FactionName: 
	Backstory: 
	Feat+Traits: 
	Treasure: 
	CHARACTER IMAGE: 
	Faction Symbol Image: 
	ClassLevel: Barbarian 2
	Background: Gruul Anarch
	PlayerName: 
	CharacterName: 
	Race : Human
	Alignment: 
	XP: 
	Inspiration: 
	STR: 16
	ProfBonus: +2
	AC: 14
	Initiative: +2
	Speed: 30
	PersonalityTraits : 
	STRmod: +3
	HPMax: 23
	ST Strength: +5
	DEX: 14
	HPCurrent: 
	Ideals: 
	DEXmod : +2
	HPTemp: 
	Bonds: 
	CON: 15
	HDTotal: 2d12
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: +2
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 
	Flaws: 
	INT: 9
	ST Dexterity: +2
	ST Constitution: +4
	ST Intelligence: -1
	ST Wisdom: +0
	ST Charisma: +1
	Acrobatics: +2
	Animal: +2
	Athletics: +5
	Deception : +1
	History : -1
	Insight: +0
	Intimidation: +3
	Check Box 11: Yes
	Check Box 18: Off
	Check Box 19: Yes
	Check Box 20: Off
	Check Box 21: Off
	Check Box 22: Off
	Wpn Name: Greataxe
	Wpn1 AtkBonus: +5
	Wpn1 Damage: 1d12 + 3 slashing
	INTmod: -1
	Wpn Name 2: Spear
	Wpn2 AtkBonus : +5
	Wpn2 Damage : 1d6 or 1d8 + 3 piercing
	Investigation : -1
	WIS: 11
	Wpn Name 3: Javelin
	Wpn3 AtkBonus  : +5
	Arcana: -1
	Wpn3 Damage : 1d6 + 3 piercing
	Perception : +0
	WISmod: +0
	CHA: 13
	Nature: -1
	Performance: +1
	Medicine: +0
	Religion: -1
	Stealth : +2
	Check Box 23: Off
	Check Box 24: Yes
	Check Box 25: Off
	Check Box 26: Yes
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Off
	Check Box 30: Yes
	Check Box 31: Off
	Check Box 32: Off
	Check Box 33: Off
	Check Box 34: Off
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Off
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Yes
	Persuasion: +1
	SleightofHand: +2
	CHamod: +1
	Survival: +2
	AttacksSpellcasting: 
	Passive: 10
	CP: 
	ProficienciesLang: Common, Giant, Goblin

Herbalism kit
	SP: 
	EP: 
	GP: 110
	PP: 
	Equipment: Greataxe, a spear, four javelins, an explorer's pack, a Gruul insignia, a hunting trap, a herbalism kit, the skull of a boar, a beast-hide cloak, a set of traveler’s clothes, and a belt pouch
	Features and Traits: Rage (PH pg. 48)

Reckless Attack (PH pg. 48)

Danger Sense (PH pg. 48)

Rubblebelt Refuge (you are familiar with ruined or abandoned spaces in the city, can find shelter and rest there, and can provide food and water for yourself and up to five others)
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	Off


