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Berserker Barbarian - Level 5 Folk Hero
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Barbarian: Rage. | 3 uses per long rest
Maul +7 2d6+4 Bludgeoning On your turn, you can enter a rage as a bonus action. It lasts
for 1 minute, or until you don't attack on your turn. While
raging you gain:
Handaxe* (20/60) +7 1d6+4 Slashing - Advantage on Strength checks and Strength saving throws.

*You can throw a Handaxe 20
feet, or up to 60 feet

with disadvantage on the
attack roll.

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)

- Maul
- 2x Handaxes

Languages: Common, Orc

Armour: Light, Medium,
Shields

Weapons: Simple, Martial

Tools: Drums

OTHER PROFICIENCIES & LANGUAGES L

- Backpack

- Bedroll, Mess Kit,
Water Skin

- Tinderbox, 10x
Torches

77— ) - 20ft Hempen Rope
(@ - 10x Rations

- +2 damage bonus to all melee weapon attacks.
- Resistance to bludgeoning, piercing and slashing damage.

Barbarian: Reckless Attack.

You throw aside all concern for defense to attack with fierce
desperation. When you make your first attack on your turn,
you can decide to attack recklessly. Doing so gives you
advantage on melee weapon attack rolls using Strength
during this turn, but attack rolls against you have advantage
until your next turn.

Barbarian: Danger Sense.

You gain an uncanny sense of when things aren't as they
should be, giving you an edge when you dodge away from
danger. You have 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.

Barbarian: Extra Attack
You can attack twice, instead of once, whenever you take the
Attack action on your turn.

Berserker: Frenzy

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.

Half-Orc: Darkvision.

You see in dim light within a 60-foot radius of you as if it were
bright light, and in darkness in that radius as if it were dim
light. You can't discern color in darkness, only shades of gray.

Half-Orc: Relentless Endurance.

When you are reduced to 0 hit points but not killed outright,
you can drop to 1 hit point instead. You can't use this feature
again until you finish a long rest.

Half-Orc: Savage Attacks.
When you score a critical hit with a melee weapon attack, you
can roll one of the weapon'’s damage dice one additional time.
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	Features and Traits: Barbarian: Rage. | 3 uses per long rest
On your turn, you can enter a rage as a bonus action. It lasts for 1 minute, or until you don’t attack on your turn. While raging you gain:
- Advantage on Strength checks and Strength saving throws.
- +2 damage bonus to all melee weapon attacks.
- Resistance to bludgeoning, piercing and slashing damage.

Barbarian: Reckless Attack.
You throw aside all concern for defense to attack with fierce desperation. When you make your first attack on your turn, you can decide to attack recklessly. Doing so gives you advantage on melee weapon attack rolls using Strength during this turn, but attack rolls against you have advantage until your next turn.

Barbarian: Danger Sense.
You gain an uncanny sense of when things aren't as they should be, giving you an edge when you dodge away from danger. You have 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.

Barbarian: Extra Attack
You can attack twice, instead of once, whenever you take the Attack action on your turn.

Berserker: Frenzy
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.

Half-Orc: Darkvision.
You see in dim light within a 60-foot radius of you as if it were bright light, and in darkness in that radius as if it were dim light. You can’t discern color in darkness, only shades of gray.

Half-Orc: Relentless Endurance.
When you are reduced to 0 hit points but not killed outright, you can drop to 1 hit point instead. You can’t use this feature again until you finish a long rest.

Half-Orc: Savage Attacks.
When you score a critical hit with a melee weapon attack, you can roll one of the weapon’s damage dice one additional time.
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