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=== BARBARIAN FEATURES ===

* Core Barbarian Traits ¢ free-rules 51
* Rage ¢ free-rules 51

* Unarmored Defense e free-rules 51
While not wearing armor, your base AC equals 14 +
any Shield bonus.

* Weapon Mastery ¢ free-rules 52

You are able to use the mastery properties of 2 kinds
of Simple or Martial Melee weapons of your choice.
Whenever you finish a Long Rest, you can change one
of those weapon choices.

=== HUMAN SPECIES TRAITS ===

* Size « free-rules 194
Your Size is Medium or Small, chosen when you select
this species.

* Speed ¢ free-rules 194
Your Speed is 30 ft.

* Resourceful « free-rules 194
You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful « free-rules 193
You gain proficiency in one skill of your choice.

* Versatile « free-rules 194
You gain an Origin feat of your choice.

* Languages * free-rules 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,

read it, and write it.

* Ability Score Increases « free-rules

When determining your character’s ability scores,
increase one score by 2 and a different one by 1, or
increase three scores by 1.

| Increase two scores (+2 / +1) ¢
Increase one scores by 2 and a different score by 1.

=== FEATS ===

* Skilled « free-rules 201
You gain proficiency in any combination of three skills
or tools of your choice.

Repeatable. You can take this feat more than once.
* Weapon Mastery « PHB-2024 52

| Greatsword (Graze) ¢
Graze. If your attack roll with a Greatsword misses a
creature, you can deal damage to it equal to the ability
modifier used to make the attack. This damage is the
same type dealt by the Greatsword, and can only be
increased by increasing the ability modifier.

| Spear (Sap) *
Sap. If you hit a creature with a Spear, that creature
has Disadvantage on its next attack roll before the
start of your next turn.

| Sap (Spear): 1 Action
| Graze (Greatsword): 1 Action
* Savage Attacker ¢ free-rules 201
Once per turn when you hit a target with a weapon,

you can roll the weapon’s damage dice twice and use
either roll against the target.
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WEIGHT CARRIED
38 Ib.
ENCUMBERED

240 Ib.

PUSH/DRAG/LIFT

480 Ib.

FEATURES & TRAITS
Leather 1 10 Ib.
Greataxe 1 7 1b.
Clothes, Common 1 31b.
Backpack 1 5 lb.
Bedroll 1 7 Ib.
Tinderbox 1 11b.
Waterskin 1 51b

EQUIPMENT
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Male 24 Medium 5'4 180
GENDER AGE SIZE HEIGHT WEIGHT
Neutral N/A White Brown Scruffy Black |
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An extremely average man
with a stocky build

CHARACTER APPEARANCE

=== Allies ===
None
=== Organizations ===

None
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Cowardly, Meek, Awkward,
Goofy, and self loathing
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The only thing that drives him is his need to
lighten his pain and numb his mind.
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He cares deeply about his mom and
dad however he feels as if he can
never come home and face the shame
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A Drunk, A self loathing person with
no confidence, and a man who just
wants to make his pain go away

ALLIES & ORGANIZATIONS

\\ FLAWS //

Charlie is an utterly pathetic man who was raised
on a farm by his two parents. One day after getting
fed up with his parents and tired of having to do
his parents bidding, he joined the army just to
escape working another day at his dad's farm. He
was a constant punching bag for everyone around
him there and the drill sergeant would often pick
on him and embarrass him due to his lackluster
stamina and strength that caused him to look like
a sloppy awkward mess through any training.
Charlie grows depressed as a result and begins to
miss his parents and understand why they were
hard on him. He pushes through day after day until
one day the castle is attacked and the sergeant
arms the cadets and they all rush to defend the
base against a powerful army. The battle is
intense but unfortunately the enemy makes it
through the walls and begins cutting down
Charlie’s fellow cadets. He watched on in horror
and instead of staying and fighting... Charlie runs
away and the last thing he hears his drill sergeant
say is “l always knew you were a coward...” as he
dives off the castle into the ocean and swims back
to shore before deserting and leaving everyone
else to die. Charlie begins drinking his pain away
and constantly drinks himself to the point of
blacking out. During one instance however, he
comes to he finds himself surrounded by
unconscious people in the bar. He just assumes
that everyone just got a bit too drunk and moves
on. However he gets confused when the bar
owner draws his bow on him the second he steps
back into the establishment the next day. “Y-you
bastard! You're the jerk that beat everyone up in
my bar the other day!” Charlie confused replies
with, “uhm are you sure you mean me? | mean... |
don’t remember anything after | blacked out and
fell off my chair...” “Yes I'm sure! You're scaring
my customers you better leave now! You're not
welcome here!” “Well what even happ-“ Charlie is
interrupted as the door is slammed on his face. He
goes to different bars but each time he blacks out
drunk he finds himself surrounded by a trail of
destruction. One day he finds himself surrounded

CHARACTER BACKSTORY

Special Ability (Drunken Vitality) : When Charlie gets
blackout drunk all his stats double and his
personality shifts into a cool and calm collected hero
however after 5 encounters the effects wear off and
Charlie falls over and wakes up a few moments later
and returns to his normal state.

Side Ability (Coward): Has a 50% increased chance
to escape when choosing to flee

ADDITIONAL NOTES /,
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