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Armor Proficiencies. Light Armor, Medium Armor, Shields

Weapon Proficiencies. Simple Weapons, Martial Weapons

Tool Proficiencies. Thieves’ tools

Languages. Common, Orc

Darkvision. 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.

Relentless Endurance. When you are reduced to 0 hit
points but not killed outright, you can drop to 1 hit point
instead. You can’t use this feature again until you finish a
long rest.

Savage Attacks. When you score a critical hit with a melee
weapon attack, you can roll one of the weapon’s damage
dice one additional time and add it to the extra damage of
the critical hit.

Rage (Bonus Action—2/Day). Advantage on Strength
checks and Strength Saving Throws. A +2 to damage rolls
with strength melee weapon attacks. You have resistance
to bludgeoning, piercing, and slashing damage.

Unarmored Defense. While you aren’t wearing armor, your
AC equals 14. You can use a shield and still gain this benefit.

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.

Danger Sense. You have advantage on Dexterity saving
throws against effects 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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You can always find a job, but somehow you can never find a place to
sleep. People know you’re good for the work, but the fact that you are
indicates that you’re probably not the sort of person they want to
have around. People view adventurers in a mixed light with conflicting
values. On the one hand, most adventurers are nothing more than
murderous, grave-robbing vagrants. On the other hand, who else will
rob that grave and murder those local bullies for you? Most common
folk consider adventurers to be dangerous, unpredictable, and
probably insane... But in a world filled with slavers, mad cults, dragons,
walking dead, pit fiends, and extradimensional horrors, just about
everyone could find a use for a psychotic sell-sword. Adventurers who
survive and reach higher renown may find they have a small following
of supporters or fans, but even they may cringe at the idea of that
adventurer spending an evening in their home. Most adventurers by
profession are members of an adventurers guild through which they
can readily attain professional work and contacts in the field.
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Includes a backpack, a bedroll, a mess kit, a tinderbox, 10
torches, 10 days of rations, and a waterskin. The pack also
has 50 feet of hempen rope strapped to the side of it.

When you use your action to set it, this trap forms a saw-
toothed steel ring that snaps shut when a creature steps on
a pressure plate in the center. The trap is affixed by a heavy
chain to an immobile object, such as a tree or a spike
driven into the ground. A creature that steps on the plate
must succeed on a DC 13 Dexterity saving throw or take
1d4 piercing damage and stop moving. Thereafter, until the
creature breaks free of the trap, its movement is limited by
the length of the chain (typically 3 feet long). A creature
can use its action to make a DC 13 Strength check, freeing
itself or another creature within its reach on a success.
Each failed check deals 1 piercing damage to the trapped
creature.



Many creatures in the worlds of D&D, especially those that
dwell underground, have darkvision. Within a specified
range, a creature with darkvision can see in darkness as if
the darkness were dim light, so areas of darkness are only
lightly obscured as far as that creature is concerned.
However, the creature can’t discern color in darkness, only
shades of gray.

When you are reduced to 0 hit points but not killed
outright, you can drop to 1 hit point instead. You can’t use
this feature again until you finish a long rest.

When you score a critical hit with a melee weapon attack,
you can roll one of the weapon’s damage dice one
additional time and add it to the extra damage of the
critical hit.

In battle, you fight with primal ferocity. On your turn, you
can enter a rage as a bonus action. While raging, you gain
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 roll that
increases as you gain levels as a barbarian, as shown in the
Rage Damage column of the Barbarian table.
    •  You have resistance to bludgeoning, piercing, and
slashing damage.

If you are able to cast spells, you can’t cast them 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 since your last turn or taken
damage since then. You can also end your rage on your
turn as a bonus action.
    Once you have raged the number of times shown for
your barbarian level in the Rages column of the Barbarian
table, you must finish a long rest before you can rage again.

While you are not wearing any armor, your Armor Class
equals 10 + your Dexterity modifier + your Constitution
modifier. You can use a shield and still gain this benefit.

Starting at 2nd level, you can throw aside all concern for
defense to attack with fierce desperation. 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.

At 2nd level, you gain an uncanny sense of when things
nearby aren’t as they should be, giving you an edge when
you dodge away from danger.
    You have advantage on Dexterity saving throws against
effects 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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