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Calopia Sen (Level 1)
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Advantage against being charmed,
and magic can't put you to sleep
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Barbarian 1
CLASS & LEVEL PLAYER NAME
Half-Elf Frenta
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INITIATIVE cLass { HIT POINTS /
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Immunities - Magical Sleep successes O=O=0O
raiLures O=O=0
\§ DEFENSES \ HIT DICE DEATH SAVES /
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INSPIRATION
=== ARMOR ===

Light Armor, Medium Armor, Shields
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CONSTITUTION ® 4 Acrobatics DEX \ N - WEAPONS ===
. ) PROFICIENCY BONUS N T
| o+ Anima Handling wis Martial Weapons, Simple Weapons
QO +0  Arcana INT s LANGUAGES
® _*5_ Athletics STR — — Common, Elvish, Myruunese, Hanataz,
O _+0  Deception CHA ABILITY SAVE DC | Sylvan
_g— _gu—
O _+0_ History INT o
O _+1  Insight wis (/ N
30 ft. (Walkin
® +2 Intimidation CHA ( 9)
O _*0_ Investigation INT
O +1  Medicine wis \ SPEED /
O +0 Nature INT ) PROFICIENCIES & LANGUAGES
® _+3  Perception WIS ,
O _+0  Performance CHA === ACTIONS === chose to make a melee attack and you hit) or push the
Standard Actions target up to 10 ft. away from you (if you chose to
) getup y Y Y/
O _*0_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, shove and you succeed).
O +0 Religion INT Help, Hide, Ready, Search, Use an Object,
g Opportunity Attack, Grapple, Shove, Improvise, Rage * 2/ Long Rest
O _*2_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object As a bonus action enter a rage for up to 1 minute
(10 rounds).
® _+4 Stealth DEX === BONUS ACTIONS ===
U CHARISMA ) ® 3 Surival wis Charger _ You gain advantage on STR checks and saving
When you use the Dash action, you can use a throws (not attacks), +2 melee damage with STR
+O O bonus action to make a melee weapon attack or shove  weapons, resistance to bludgeoning, piercing,
- a creature. slashing damage. You can't cast or concentrate on
o__ spells while raging.
o If you move at least 10 ft. in a straight line before
J— using this bonus action, you either gain a Your rage ends early if you are knocked unconscious
<strong>+5</strona> bonus to the damaae roll (if vou or if vour turn ends and vou haven't attacked a hostile
\ SKILLS J ACTIONS
4 N
13 PASSIVE WISDOM (PERCEPTION) Dagger +5 1d4+3 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Naginata +5 1d10+3 Slashing Martial, Heavy, Reach, Two-Handed
11 PASSIVE WISDOM (INSIGHT)
Shortbow +4 1d6+2 Piercing  simple, Ammunition, Range, Two-Handed, Range (80/320)
PASSIVE INTELLIGENCE (INVESTIGATION . . Lo . . .
10 ( ) Wakizashi +5 1d6+3 Piercing Martial, Finesse, Light
Darkvision 60 ft. Unarmed Strike +5 4 Bludgeoning
SENSES A WEAPON ATTACKS & CANTRIPS y
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: CLASS & LEVEL PLAYER NAME
Calopia Sen (Level 1)
Half-Elf Frenta
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=== BARBARIAN FEATURES ===
* Charger » PHB 165

* Hit Points « PHB 47 When you use the Dash action, you can use a bonus
action to make a melee weapon attack or shove a

* Proficiencies « PHB 47 creature.

* Rage * PHB 48 If you move at least 10 ft. in a straight line before using

As a bonus action enter a rage for up to 1 minute (10 this bonus action, you either gain a

rounds). <strong>+5</strong> bonus to the damage roll (if you

chose to make a melee attack and you hit) or push the
You gain advantage on STR checks and saving throws  target up to 10 ft. away from you (if you chose to shove

(not attacks), +2 melee damage with STR weapons, and you succeed).
resistance to bludgeoning, piercing, slashing damage.
You can't cast or concentrate on spells while raging. | 1 Bonus Action

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.

| 2/ Long Rest « 1 Bonus Action
* Unarmored Defense « PHB 48

While not wearing armor, your AC equals 10 + DEX
modifier + CON modifier + any shield bonus.

=== HALF-ELF RACIAL TRAITS ===

* Darkvision « BR 39
You can see in darkness (shades of gray) up to 60 ft.

* Fey Ancestry « BR 39
You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

* Skill Versatility « BR 39
You gain proficiency in two skills of your choice.

=== FEATS ===
FEATURES & TRAITS
\\
Naginata 1 6 Ib.
Dagger 1 11b.
Shortbow 1 21b.
Wakizashi 1 2 b.
Arrows 20 11b.
Backpack 1 5 lb.
Bedroll 1 7 Ib.
Mess Kit 1 11b.
Rations (1 day) 10 20 Ib.
WEIGHT CARRIED Rope, Hempen (50 feet) 1 10 Ib.
71 Ib. Tinderbox 1 11b.
ENCUMBERED Torch 10 10 Ib.
0 lb. Waterskin 1 51b.
PUSH/DRAG/LIFT
0 Ib.
Q EQUIPMENT )
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F 18 Medium 5'-3" 115
GENDER AGE SIZE HEIGHT WEIGHT
pale olive brown Black
ALIGNMENT FAITH SKIN EYES HAIR
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I look up to a leader of my troupe, constantly
referring to that person’s deeds and example.
When | encounter prejudice, | can’t help myself
and confront the situation.
PERSONALITY TRAITS
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Faith: | follow the words of Mother
Salvensa very carefully.
IDEALS
L~ —~
[ ~"1
| owe my life to the troupe for taking
me in as a young child when my
grandfather fled here with me from
BONDS
L~ —~
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| am suspicious of all Carnivalle goers and
expect the worst of them.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
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Background: Frenta
Feature: Regional Knowledge
Having grown up traveling with the troupe, you
have seen and experienced much of the
landscape and cultures of Western Verdestia. This
has granted you significant knowledge of the
geography of this continent. You gain advantage
on any history or religion checks made, that relate
to Western Verdestia.
CHARACTER BACKSTORY ADDITIONAL NOTES






