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=== BARBARIAN FEATURES ===

* Hit Points « PHB 47
* Proficiencies « PHB 47

* Rage * PHB 48
As a bonus action enter a rage for up to 1 minute (10
rounds).

You gain advantage on STR checks and saving throws
(not attacks), +2 melee damage with STR weapons,
resistance to bludgeoning, piercing, slashing damage.
You can't cast or concentrate on spells while raging.

Your rage ends early if you are knocked unconscious
or if your turn ends and you haven't attacked a hostile
creature since your last turn or taken damage since
then. You can also end your rage as a bonus action.

| 4 / Long Rest « 1 Bonus Action

* Unarmored Defense « PHB 48
While not wearing armor, your AC equals 10 + DEX
modifier + CON modifier + any shield bonus.

* Reckless Attack « PHB 48

When you make your first attack on your turn, you can
decide to attack recklessly, giving you advantage on
melee weapon attack rolls using STR during this turn,
but attack rolls against you have advantage until your
next turn.

* Danger Sense * PHB 48

You have advantage on DEX saving throws against
effects that you can see while not blinded, deafened,
or incapacitated.

* Primal Knowledge * TCoE 24
When you reach 3rd level and again at 10th level, you
gain proficiency in one skill of your choice from the list

of skills available to barbarians at 1st level.
* Primal Path « PHB 48
| Path of the Giant

* Giant's Power * GotG

You learn to speak, read, and write Giant or one other
language of your choice if you already know Giant.
Additionally, you learn a cantrip of your choice: either
<em>druidcraft</em> or <em>thaumaturgy</em>.
Wisdom is your spellcasting ability for this spell.

* Giant’s Havoc * GotG
While raging, you gain the following benefits:

<strong>Crushing Throw.</strong> When you make a
successful ranged attack with a thrown weapon using
Strength, you can add +2 to the attack’s damage roll.

<strong>Giant Stature.</strong> Your reach increases
by 5 ft., and if you are smaller than Large and there is
enough room for you to increase your size, you
become Large, along with anything you are wearing.

| Giant’s Havoc: Crushing Throw: Special
| Giant's Havoc: Giant Stature: Special
* Ability Score Improvement « PHB 49
* Extra Attack « PHB 49
You can attack twice, instead of once, whenever you
take the Attack action on your turn.
* Fast Movement « PHB 49
Your speed increases by 10 ft. while you aren't

wearing heavy armor.

* Elemental Cleaver « GotG
When you enter your rage, you can choose one

N
weapon that you are holding and infuse it with one of
the following damage types: acid, cold, fire, thunder, or
lightning. While you wield the infused weapon during
your rage, the weapon’s damage type changes to the
chosen type, it deals an extra 1d6 damage of the
chosen type when it hits, and it gains the thrown
property (range 20/60). If you throw the weapon, it
reappears in your hand the instant after it hits or
misses a target. The infused weapon’s benefits are
suppressed while a creature other than you wields it.

While raging and holding the infused weapon, you can
use a bonus action to change the infused weapon’s
current damage type to another one from the damage
type options above.

| Special

| Elemental Cleaver: Change Damage Type: 1
Bonus Action

* Instinctive Pounce « TCoE 24
As part of the bonus action you take to enter your
rage, you can move up to half your speed.

| Special

* Feral Instinct « PHB 49

You have advantage on initiative rolls. Also, if you are
surprised at the beginning of combat but not
incapacitated, you can act normally on your first turn if
you enter a rage before doing anything else.

=== BUGBEAR RACIAL TRAITS ===

* Ability Score Increases ¢ MotM 5

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

FEATURES & TRAITS
\\
Glaive 1 6 Ib. Tinderbox 1 11b.
Handaxe 1 21b. Torch 10 10 Ib.
Handaxe 1 21b. Waterskin 1 51b.
Javelin 4 8 Ib.
Spear 1 31lb.
Halberd with RAGE 1 6 Ib.
Halberd 1 6 Ib.
Backpack 1 5 lb.
Backpack 1 5 lb.
WEIGHT CARRIED Clothes, Traveler's 1 4 1b.
102 Ib. Pouch 1 11b.
ENCUMBERED Bedroll 1 7 Ib.
540 Ib. Mess Kit 1 11b.
PUSH/DRAG/LIFT Rations (1 day) 10 20 Ib.
1080 Ib. Rope, Hempen (50 feet) 1 10 Ib.

EQUIPMENT




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

* Languages ¢ MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type » MotM 8

You are a Humanoid. You are also considered a
goblinoid for any prerequisite or effect that requires
you to be a goblinoid.

* Size « MotM 8
Your size is Medium.

* Speed * MotM 8
Your walking speed is 30 ft.

* Darkvision « MotM 8

You can see in dim light within 60 ft. of you as if it were
bright light and in darkness as if it were dim light. You
discern colors in that darkness only as shades of gray.

* Fey Ancestry « MotM 8
You have advantage on saving throws you make to
avoid or end the charmed condition on yourself.

* Long-Limbed ¢ MotM 8
When you make a melee attack on your turn, your
reach for it is 5 ft. greater than normal.

* Powerful Build « MotM 8

You count as one size larger when determining your
carrying capacity and the weight you can push, drag,
or lift.

* Sneaky ¢« MotM 8
You are proficient in the Stealth skill. In addition,
without squeezing, you can move through and stop in

a space large enough for a Small creature.

* Surprise Attack « MotM 8

If you hit a creature that has not taken a turn yet in the
current combat with an attack roll, it takes an extra
<strong>2d6</strong> damage.

| Special

=== FEATS ===

* Polearm Master « PHB 168

When you take the Attack action with only a glaive,
halberd, quarterstaff, or spear, you can use a bonus
action to make a melee attack with the opposite end of
the weapon that uses the same ability modifier as the
primary attack and has a damage die of d4
(bludgeoning). While you are wielding a glaive,
halberd, pike, quarterstaff, or spear, other creatures
provoke an opportunity attack from you when they
enter your reach.

| Polearm Master - Bonus Attack: 1 Bonus Action
| Polearm Master - Opportunity Attack: 1 Reaction

* Soul of the Storm Giant « GotG 19
You've manifested the tempest magic emblematic of
storm giants, granting the following benefits:

<strong>Ability Score Increase.</strong> Increase
your Strength, Wisdom, or Charisma score by 1, to a
maximum of 20.

<strong>Maelstrom Aura.</strong> As a bonus action,
you surround yourself with an aura of magical wind
and lightning that extends 10 ft. from you in every
direction but not through total cover. The aura lasts
until the start of your next turn or until you are
incapacitated. While the aura is active, you have
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resistance to lightning and thunder damage, attack
rolls against you have disadvantage, and whenever
another creature starts its turn within the aura, you can
force the creature to make a Strength saving throw
(DC equals 11 + the modifier of the ability increased by
this feat). On a failed save, the creature’s speed is
halved until the start of its next turn. You can use this
bonus action 3 times per long rest.

| Strength ¢
The <strong>Maelstrom Aura</strong> save DC is 15.

| Soul of the Storm Giant: Maelstrom Aura: 3 / Long
Rest « 1 Bonus Action

* Strike of the Giants (Storm Strike) « GotG 19
Once per turn, when you hit a target with a melee
weapon attack or a ranged weapon attack using a
thrown weapon, you can imbue the attack with an
additional effect:

<strong>Storm Strike.</strong> The target takes an
extra 1d6 lightning damage. If the target is a creature,
it must succeed on a Constitution saving throw (DC
15), or it has disadvantage on attack rolls until the start
of your next turn.

You can use this feat 3 times per long rest.

| Strike of the Giants: Storm Strike: 3 / Long Rest ¢
Special

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
O Thaumaturgy Giant's Power -- 1A 30 ft. \Y 1 minute PHB282 D:1m,V
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