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	ClassLevel: Barbarian(1)
	Background: Noble
	PlayerName: Tale
	CharacterName: <Knuckles Cracking>
	Race : Kenku
	Alignment: chaotic good
	XP: 
	Inspiration: 
	STR: 14
	ProfBonus: +2
	AC: 15
	Initiative: +3
	Speed: 30ft
	PersonalityTraits : If you do me an injury, I will crush you, ruin your name, and salt your fields.
 
No one could doubt by looking at my regal bearing that I am a cut above the unwashed Masses.
	STRmod: +2
	HPMax: 14
	ST Strength: +2
	DEX: 16
	HPCurrent: 14
	Ideals: I must prove that I can handle myself without the coddling of my family.

	DEXmod : +3
	HPTemp: 
	Bonds: Nothing is more important to me than other members of my family.
	CON: 14
	HDTotal: 1d12
	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: By my words and actions, I often bring shame to my family.
	INT: 8
	ST Dexterity: 
	ST Constitution: +2
	ST Intelligence: 
	ST Wisdom: 
	ST Charisma: 
	Acrobatics: 
	Animal: 
	Athletics: 
	Deception : 
	History : 
	Insight: 
	Intimidation: 
	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: Maul
	Wpn1 AtkBonus: +4
	Wpn1 Damage: 2d6 blud.
	INTmod: -1
	Wpn Name 2: Javelin
	Wpn2 AtkBonus : +5
	Wpn2 Damage : 1d6 pier, t
	Investigation : 
	WIS: 11
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: 
	Wpn3 Damage : 
	Perception : 
	WISmod: 0
	CHA: 12
	Nature: 
	Performance: 
	Medicine: 
	Religion: 
	Stealth : 
	Check Box 23: Off
	Check Box 24: Off
	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: Yes
	Check Box 39: Off
	Check Box 40: Yes
	Persuasion: 
	SleightofHand: 
	CHamod: +1
	Survival: 
	AttacksSpellcasting: 
	Passive: 
	CP: 
	ProficienciesLang: Light & Medium Armor, shields, simple & martial weapons, 
 

	SP: 
	EP: 
	GP: 
	PP: 
	Equipment: 
	Features and Traits: Expert Forger
Mimicry
 
While raging, you gain the following benefits if you aren't wearing heavy armor:
• 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.
If you are able to cast Spells, you can't cast them or concentrate on them while raging.
2 Rages, +2 Rage damage
 
Position of Privilege



