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Acrobatics DEX

Animal Handling wis
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Intimidation CHA
Investigation INT
Medicine WIS
Nature INT
Perception wis
Performance CHA
Persuasion CHA
Religion INT

Sleight of Hand DEX
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30 ft. (Walking)
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Heavy Armor, Light Armor, Medium Armor,
Shields

CLASS & LEVEL PLAYER NAME
Goliath Uthgardt Tribe Member  (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
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y
ARMOR Max HP Current HP Temp HP
+1 20 59 -
INITIATIVE CLASS \ HIT POINTS
1 ( 2d10+3d10 \
Resistances - Cold, successes OO0
Bludgeoning, Piercing, Slashing raitures O=O=0
QA DEFENSES \ HIT DICE \ DEATH SAVES
HEROIC INSPIRATION j ‘ === ARMOR ===

=== WEAPONS ===
Martial Weapons, Simple Weapons

=== TOOLS ===
Alchemist's Supplies, Smith's Tools

=== LANGUAGES ===
Common, Dwarvish, Giant

4 PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

weapon are magical, dealing an additional 1d4
damage of the type determined by the chosen rite.
The rite’s effect lasts until you finish a short/long rest
and other creatures cannot gain the benefit of your
rite.

Hybrid Form - Predatory Strike (DEX)

+1  Stealth DEX === BONUS ACTIONS === When you use the Attack action to make an
U CHARISMA ) +6  Survival WIS Crimson Rite ) _ ) unarmed strike, you can make one additional unarmed
As a bonus action, you can activate any rite you strike as a bonus action.
6 know on a weapon you're holding. A weapon can only
- hold one active rite at a time. When activated, you Hybrid Form - Predatory Strike (STR)
take 1d4 necrotic damage which can't be reduced in When you use the Attack action to make an
any way. unarmed strike, you can make one additional unarmed
J— strike as a bonus action.
L ) While vour rite is active, attacks made with this
\ SKILLS / ACTIONS )
74 <\
16 PASSIVE PERCEPTION Greatsword +8 2d6+6 Slashing Martial, Heavy, Two-Handed, Graze
Handaxe +8 1d6+6 Slashing Simple, Light, Thrown, Vex, Range (20/60)
16 PASSIVE INSIGHT
Handaxe +8 1d6+6 Slashing Simple, Light, Thrown, Vex, Range (20/60)
10 PASSIVE INVESTIGATION . .
Unarmed Strike +8 7 Bludgeoning
Hybrid Form - Predatory Strike (STR)  +8 1d6+6
Hybrid Form - Predatory Strike (DEX)  +4 1d6+2
SENSES L N WEAPON ATTACKS & CANTRIPS y
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=== BLOOD HUNTER FEATURES ===
* Hit Points « CR
* Proficiencies « CR

* Hunter's Bane ¢« CR

You have advantage on Wisdom (Survival) checks to
track fey, fiends, or undead, and you have advantage
on Intelligence ability checks to recall information
about them.

| Hemocraft Modifier: Wisdom ¢ CR
Your Hemocraft DC is 14.

* Blood Maledict « CR

You can invoke a blood curse a number of times per
short rest based on your level. Before it affects the
target, you can choose to amplify the curse. An
amplified curse gains an additional effect noted in the
curse's description. Amplifying a curse causes you to
take 1d4 points of necrotic damage that cannot be
reduced in any way.

Creatures that don't have blood in their bodies are
immune to blood curses, unless the curse has been
amplified.

| 1/ Short Rest « No Action

* Blood Curses * CR
Your chosen Blood Curses for use with the Blood
Maledict feature.

| Blood Curse of the Fallen Puppet « CR
When a creature you can see within 30 ft. drops to 0
HP, you can use your reaction to have that creature
make one weapon attack against a target of your
choice within its range.

Amplify. You can first cause the cursed creature to

move up to half its speed, and grant a +3 bonus to its
attack roll.

| 1 Reaction

* Fighting Style « CR
You adopt a fighting style specialty.

| Great Weapon Fighting * CR
You can reroll a 1 or 2 on damage dice with melee
weapons wielded with two hands.

* Crimson Rite « CR

As a bonus action, you can activate any rite you know
on a weapon you're holding. A weapon can only hold
one active rite at a time. When activated, you take 1d4
necrotic damage which can't be reduced in any way.

While your rite is in effect, attacks made with this
weapon are magical and you deal an additional 1d4
damage of the type determined by the chosen rite. The
rite’s effect lasts until you finish a short/long rest and
other creatures cannot gain the benefit of your rite.

| Rite of the Frozen « CR
The extra damage dealt by your rite is cold damage.

| 1 Bonus Action
* Blood Hunter Order « CR
| Order of the Lycan
* Heightened Senses ¢« CR
You gain advantage on Wisdom (Perception) checks
that rely on hearing or smell.

| Hemocraft Modifier: Wisdom « CR

* Hybrid Transformation « CR

| Hybrid Form « CR

| Hybrid Transformation : 1 / Short Rest « 1 Bonus
Action

* Hybrid Transformation Features « CR
While you are transformed, you gain the following
features:

| Bloodlust « CR
If you start your turn with 29 HP or less, you must
succeed on a WIS saving throw (DC 8) or move
toward the nearest creature and use the Attack action
against it. If you're concentrating on a spell or an effect
prevents you from concentrating (such as a
barbarian's Rage), you automatically fail this saving
throw.

If you have Extra Attack, you choose whether to use it.
If more than one creature is equally near you, roll
randomly to choose your target. Once the attack is
resolved, you regain control.

| Special

| Feral Might « CR
You have advantage on Strength checks, Strength
saving throws, and gain a +1 bonus to melee damage
rolls.

| Predatory Strikes *« CR
You can apply your Crimson Rites to your unarmed
strikes, which is treated as one weapon. You can
choose to use either DEX or STR for the
attack/damage rolls, which deals 1d6 bludgeoning or
slashing damage (your choice). This increases to 1d8
damage at 11th level.

When you use the Attack action to make an unarmed
strike, you can make one additional unarmed strike as
a bonus action.

N

FEATURES & TRAITS
Shield 1 6 Ib. Tinderbox 1 11b.
Plate 1 65 Ib. Torch 7 7 Ib.
Longsword 1 31b. Waterskin 1 51b.
Handaxe 1 2 1b.
Handaxe 1 2 1b.
Greatsword 1 6 Ib.
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
Hunting Trap 1 25 Ib.
WEIGHT CARRIED Potion of Healing 3 1.51b.
210.5 Ib. Half Plate 1 40 Ib.
ENCUMBERED Bedroll 1 7 Ib.
0lb. Mess Kit 1 11b.
PUSH/DRAG/LIFT Rations (1 day) 10 20 Ib.
0lb. Rope, Hempen (50 feet) 1 10 Ib.

EQUIPMENT
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| Resilient Hide * CR
You have resistance to bludgeoning, piercing, and
slashing damage from nonmagical attacks not made
with silvered weapons. While you're not wearing heavy
armor, you gain a +1 bonus to your AC.

| Hybrid Form - Predatory Strike (STR): 1 Action

| Hybrid Form - Predatory Strike (DEX): 1 Action

| Hybrid Form - Predatory Strike (DEX): 1 Bonus
Action

| Hybrid Form - Predatory Strike (STR): 1 Bonus
Action

=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Defense « PHB
While you are wearing armor, you gain a +1 bonus to
AC.

* Second Wind ¢« PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 2 HP.

| 1/ Short Rest 1 Bonus Action
* Action Surge ¢« PHB 72
You can take one additional action on your turn. This
can be used 1 times per short rest.

| 1/ Short Rest « Special

=== GOLIATH SPECIES 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.

| 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 21
You are a Humanoid.

* Size « MotM 21
You are Medium.

* Speed « MotM 21
Your walking speed is 30 ft.

* Little Giant « MotM 21

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

* Mountain Born « MotM 21

You have resistance to cold damage and naturally
acclimate to high altitudes even if you've never been to
one. This includes elevations above 20,000 ft.

* Stone’s Endurance ¢ MotM 21

When you take damage, you can use your reaction to
reduce the damage taken by 1d12+5. You can use this
trait 3 times per long rest.

ADDITIONAL FEATURES & TRAITS

| 3/ Long Rest « 1 Reaction

=== FEATS ===

* Heavy Armor Master « PHB 167

Increase your STR score by 1. While you are wearing
heavy armor, bludgeoning, piercing, and slashing
damage that you take from nonmagical weapons is
reduced by 3.

ADDITIONAL EQUIPMENT
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