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RACIAL TRAITS

Accustomed to life underground, you have superior vision in dark and dim
conditions. You can see in dim light within 60 feet of you as if it were bright
light, and in darkness as if it were dim light. You can’t discern color in darkness,
only shades of gray.

You have advantage on saving throws against poison, and you have resistance
against poison damage.

Whenever you make an Intelligence (History) check related to the origin of
stonework, you are considered proficient in the History skill and add double
your proficiency bonus to the check, instead of your normal proficiency bonus.
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7 NAME AMAGE/TYPE N\
Greataxe 1d12 + 4 slashing
Warhammer +7  1d8+ 4 bludgeoning
Warhammer (two-handed) +7 1d10 + 4 bludgeoning
Handaxe +7 1d6 + 4 slashing, range 20/60
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/( RAGE 1
You can enter a rage as a bonus action. While raging, you gai ’

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 bonus to the damage equal to your Rage Damage.

* You have resistance to bludgeoning, piercing, and slashing
damage.

You can't cast spells or concentrate on them while raging. Your
rage lasts for 1 minute. It ends early if you are knocked
unconscious or if your turn ends and you haven’t attacked a
hostile creature or taken damage since your last turn. You can also
end your rage on your turn as a bonus action.

o~

M LEVEL
UNARMOURED DEFENCE

Your Armour Class equals 10 + your Dexterity modifier + your

Constitution modifier when you are not wearing armour. You can

still use a shield.

RECKLESS ATTACK

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.
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DANGER SENSE

You have advantage on Dexterity saving throws against effect:

that you can see, such as traps and spells. To gain this benefit, you

can’t be blinded, deafened, or incapacitated.
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Berserker

PRIMAL PATH

PRIMAL PATH FEATURE

Frenzy: Starting when you choose this path at 3rd level, yo
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.
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EXTRA ATTACK 5

You can attack twice, instead of once, whenever you take the
Attack action on your turn.
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FAST MOVEMENT

Your speed increases by 10 feet while you aren’t wearing
heavy armor.

PRIMAL PATH FEATURE

Mindless Rage: Beginning at 6th level, you can’t be
charmed or frightened while raging. If you are
charmed or frightened when you enter your rage,
the effect is suspended for the duration of the rage.
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FERAL INSTINCTS
You have advantage on initiative rolls. If you are surprised but
aren’t incapacitated you can act normally on your turn, but only i
you enter a rage before doing anything else.
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BRUTAL CRITICAL
You roll one additional weapon damage die when determining
the extra damage for a critical hit with a melee attack. You roll
two additional dice at 13th level and three at 17th level.
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RELENTLESS RAGE

If you drop to 0 hit points while you're raging and don’t die
outright, you can make a DC 10 Constitution saving throw. If you
succeed, you drop to 1 hit point instead.

Each time you use this feature after the first, the DC increases
by 5. When you finish a short or long rest, the DC resets to 10.
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M LEVEL
PERSISTENT RAGE

Your rage is so fierce that it ends early only if you fall uncon-
scious or if you choose to end it.
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h INDOMITABLE MIGHT 70

If your total for a Strength check is less than your Strength
score, you can use that score in place of the total.
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Your Strength and Constitution scores increase by 4. Your

maximum for those scores is now 24.
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Well-tanned
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186 Military tattoos

WEIGHT DISTINGUISHING MARKS
Auburn Claw marks on scalp
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When | set my mind to something, | follow
through no matter what gets in my way.
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Freedom. Tyrants must not be allowed to oppress the
people. (Chaotic)

BACKGROUND

Trighilda is veteran berserker
who once served a large citadel
before taking up adventuring,
hoping to earn enough to begin
her own mercenary company.

She is in Whitecap on her way

| oy
[~ BONDS ] home for the holidays.
| protect those who cannot protect
themselves.
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I have a weakness for the vices of the city,
especially hard drink.
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the law or anyone else searching BOOTs  Boots of Striding and Springing O rope strapped to the side of it.
for you, though they will not risk
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MAGIC ITEMS N
... Boots of Striding and Springing
Your walking speed becomes 30 feet and your speed isn't reduced if you are

encumbered or wearing heavy armor. You can jump three times the normal distance,
though you can't jump farther than your remaining movement would allow.

... Potion of Healing o

Use an action to regain 2d4 + 2 hit points.
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