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Barbarian, level 2:
+ Rage (Barbarian 1, PHB 48) [+2 melee damage, 2x per long rest]
Start/end as bonus action; add damage to melee weapons that use Str; lasts 1 min
Adv. on Strength checks/saves (not attacks); resistance to bludgeoning/piercing/slashing
Stops if | end turn without attacking or taking damage since last turn, or unconscious
+ Unarmored Defense (Barbarian 1, PHB 48)
Without armor, my AC is 10 + Dexterity modifier + Constitution modifier + shield
+ Danger Sense (Barbarian 2, PHB 48)
Adv. on Dexterity saves against seen effects (not blinded/deafened/incapacitated)
+ Reckless Attack (Barbarian 2, PHB 48)
Adv. on melee weapon attacks during my turn, but attacks vs. me adv. until next turn
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Wanderer

I have an excellent memory for maps and geography, and | can
always recall the general layout of terrain, settlements, and other
features around me. In addition, | can find food and fresh water for
myself and up to five other people each day, provided that the land
offers berries, small game, water, and so forth.

BACKGROUND FEATURE

Mountain Dwarf (+2 Strength, +2 Constitution)

Stonecunning:

Whenever | make an Intelligence (History) check related to the
origin of stonework, | am considered proficient in the History skill
and add double my proficiency bonus to the check, instead of my
normal proficiency bonus.
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