Barbarian 4 (Berserker)

Outlander

Kerrhylon, Shamash

CLASS & LEVEL

BACKGROUND

PLAYER NAME

Dragonborn (black)

chaotic neutral

2700

CHARACTER NAME

RACE

ALIGNMENT

EXPERIENCE POINTS

INSPIRATION

STRENGTH

16

19
+2

ARMOR
CLASS

PROFICIENCY BONUS

+2

30

INITIATIVE

SPEED

I place no stock in wealthy or
well-mannered folk. Money and
manners won't save you from a hungry
owlbear.
PERSONALITY TRAITS

+3
●

DEXTERITY

14

●

+2

+5

Strength

+2

Dexterity

+6

Constitution

-2

Intelligence

-1

Wisdom

+0

Charisma

CONSTITUTION

Hit Point Maximum 46

CURRENT HIT POINTS

SAVING THROWS

●

INTELLIGENCE

●

7

TEMPORARY HIT POINTS

+2

Acrobatics (Dex)

+1

Animal Handling (Wis)

-2

Arcana (Int)

+5

Athletics (Str)

+0

Deception (Cha)

-2

History (Int)

-1

Insight (Wis)
Intimidation (Cha)

WISDOM

-2

Investigation (Int)

9

-1

Medicine (Wis)

-2

Nature (Int)

●

-1
CHARISMA

10
+0

●

Total

4

d12+4

-1

Perception (Wis)

+0

Performance (Cha)

+0

Persuasion (Cha)

-2

Religion (Int)

+2

Sleight of Hand (Dex)

+2

Stealth (Dex)

+1

Survival (Wis)

NAME

ATK BONUS DAMAGE/TYPE
1d12 slashing+3 (+2rage)

Handaxe

+5

1d6 slashing + 3 (+2)

Javelin

+5

1d6 piercing + 3 (+2)

Breathweapon
5 by 30ft. line of acid 2d6
damage, Dex-Save DC 14
half
Once per short/long rest.

ATTACKS & SPELLCASTING

CP

special: resistance to acid damage
resistance to piercing, slashing and
bludgeoning damage while raging
Armor: Light and medium armor,
shields,
Weapons: simple and marlial
weapons
Languages: draconic, common and
giant
Tools: drums

SP

EP

GP

PP

10

BONDS

Violence is my answer to
almost any challenge.

DEATH SAVES

+5

PASSIVE WISDOM (PERCEPTION)

OTHER PROFICIENCIES & LANGUAGES

FAILURES

Greataxe

SKILLS

9

SUCCESSES

HIT DICE

+2

-2

IDEALS

I am the last of my tribe, and it is up to
me to ensure their names enter legend.

18
+4

Might. The strongest are
meant to rule.

46

Greataxe, 2 handaxes
(thrown, range 20/60), 4
javelins (thrown, range
30/120), explorers pack (a
Backpack, a Bedroll, a
Mess kit, a Tinderbox, 10
torches, 10 days of Rations,
a Waterskin, 50 feet of
Hempen rope),
A staff, a hunting trap, a
trophy from an
animal you killed, a set of
traveler's clothes, and a belt
pouch

FLAWS

Class Barbarian (PHB p. 46)
Level 1
Bonusaction RAGE
- advantage on Strength checks and Strength saving throws
- when you make a melee weapon attack using Strength, +2 to damage
- resistance to bludgeoning, piercing, and slashing damage.
lasts for 1 minute. lt ends early if you are knocked unconscious or if your
turn ends and you haven't attacked a hostile creature since your last turn or
taken damage since then. you can also end your rage on your turn as a
bonus action
max. rage: 3 per long rest
UNARMORED DEFENSE
While you are not wearing any armor, your Armor Class equals 10
+Dex-Mod+Con-Mod. You can use a shield and still gain this benefit.
Level 2
RECKLESS ATTACK
When you make your first attack on your turn, you can decide to attack
recklessly. = Advantage on melee weapon attack rolls using Strength
during this turn, but attack rolls against you have advantage until your next
turn.
DANGER SENSE
Advantage on Dexterity saving throws against effects that you can see,
such as traps and spells. To gain this benefit, you can't be blinded,
deafened, or incapacitated.
Level 3
Primal Path: PATH OF THE BERSERKER (PHB p. 49)
Frenzy
Starting when you choose this path at 3rd level, you can go into a frenzy
when you rage. If you do so, for the duration of your rage you can make a
single melee weapon attack as a bonus action on each of your turns
after this one. When your rage ends, you suffer one level of exhaustion (as
described in appendix A).
Level 4
Feat: Dragon Hide (XGtE p.74)
You manifest scales and claws reminiscent of your draconic ancestors. You
gain the following benefits:
- Increase your Strength, Constitution, or Charisma score by 1, to a
maximum of 20.
- Your scales harden. While you aren’t wearing armor, you can calculate
your AC as 13 + your Dexterity modifier. You can use a shield and still gain
this benefit.
- You grow retractable claws from the tips of your fingers. Extending or
retracting the claws requires no action. The claws are natural weapons,
which you can use to make unarmed strikes. Ifyou hit with them, you
deal slashing damage equal to M4 + your Strength modifier, instead of the
normal bludgeoning damage for an unarmed strike.
Background: Outlander (PHB p. 136)
FEATURE: WANDERER
You have an excellent memory for maps and geography, and you can
always recall the general layout of terrain, settlements, and other features
around you. In addition, you can find food and fresh water for yourself and
up to five other people each day, provided that the land offers berries, small
game, water, and so forth.
Skill Proficiencies: Athletics, Survival
Tool Proficiencies: One type of musical instrument
Languages: One of your choice
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FEATURES & TRAITS

25

Kerrhylon, Shamash
CHARACTER NAME

AGE

7 ft. (2,10m)
HEIGHT

270 p.
WEIGHT

bright green

black scales

EYES

SKIN

HAIR

NAME

SYMBOL

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Shamash stammt aus einem
Stamm Drachengeborener, deren
Vorfahren farbige Drachen waren.
Bei ihm zu Hause geht es rau zu
und es ist derjenige der Anführer,
der alle Konkurrenten besiegen
kann. Irgendwie konnte sich
Shamash nie so richtig gegen
seine Altersgenossen
durchsetzen, was aber nicht
heißt, dass er nicht ambitioniert
ist. Er lernte den Rausch des
Kampfes zu nutzen, wie jeder
seines Stammes und doch reichte
es nie, um zu gewinnen. So
entschied er sich, außerhalb
seines Stammesgebietes nach
Stärke zu suchen und
irgendwann als mächtiger Krieger
heimzukehren. Die unwirtlichen
Berge verlangtem ihm viel ab,
doch zum ersten mal fühlte er
sich auch frei.

race: Dragonborn
Ability Score Increase.
Your Strength score increases by 2, and your Charisma score increases by 1.
Draconic Ancestry.
You have draconic ancestry. Choose one type of dragon from the Draconic Ancestry table. Your
breath weapon and damage resistance are determined by the dragon type, as shown in the table.
Breath Weapon.
You can use your action to exhale destructive energy. Your draconic ancestry determines
the size, shape, and damage type of the exhalation. When you use your breath w eapon, each
creature in the area of the exhalation must make a saving throw, the type of which is determined
by your draconic ancestry. The DC for this saving throw equals 8 + your Constitution modifier +
your proficiency bonus. A creature takes 2d6 damage on a failed save, and half as much damage
on a successful one. The damage increases to 3d6 at 6th level, 4d6 at 11th level, and 5d6 at 16th
level.
After you use your breath weapon, you can’t use it again until you complete a short or long rest.
Damage Resistance.
You have resistance to the damage type associated with your draconic ancestry.
Languages. You can speak, read, and write Common and Draconic.

ADDITIONAL FEATURES & TRAITS

Potion of greater healing (2x): heals 4d4+4 HP

Als ihn ein paar Zwerge um Hilfe
bitten und ihm einen guten Kampf
versprechen, ist er natürlich sofort
dabei, denn nur durch kämpfen
wird er stärker werden.
CHARACTER BACKSTORY
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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

