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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), +3 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 Path « PHB 48

| Path of the Totem Warrior

* Spirit Seeker « PHB
You can cast beast sense and speak with animals as
rituals.

* Totem Spirit « PHB
You have adopted a totem spirit.

| Bear « PHB
While raging, you have resistance to all damage
except psychic damage.

* 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.

* Aspect of the Beast « PHB
You gain a magical benefit based on the totem animal
of your choice.

| Eagle « PHB
You can see up to 1 mile away with no difficulty, and
dim light doesn’t impose disadvantage on your
Perception checks.

* 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.

* Brutal Critical « PHB 49

You can roll one additional weapon damage die when
determining the extra damage for a critical hit with a
melee attack.

* Spirit Walker « PHB
You can cast the commune with nature spell as a
ritual.

=== WOOD ELF SPECIES TRAITS ===

* Ability Score Increase * BR 23
Your Dexterity score increases by 2.

* Darkvision ¢ BR 23
You can see in darkness (shades of gray) up to 60 ft.

* Keen Senses ¢ BR 23
You have proficiency in the Perception skill.

* Fey Ancestry * BR 23
You have advantage on saves against being charmed,
and magic can't put you to sleep.

* Trance « BR 23

You don't need to sleep, but meditate semiconsciously
for 4 hours a day. While meditating, you can dream
after a fashion; such dreams are actually mental
exercises that have become reflexive through years of
practice. After resting in this way, you gain the same
benefit that a human does from 8 hours of sleep.

* Ability Score Increase * BR 24
Your Wisdom score increases by 1.

* EIf Weapon Training * BR 24
You have proficiency with the longsword, shortsword,
shortbow, and longbow.

* Fleet of Foot » BR 24
Your base walking speed increases to 35 feet.

* Mask of the Wild « BR 24
You can attempt to hide even when you are only lightly

FEATURES & TRAITS
Greatclub 1 10 Ib.
Javelin 4 81b.
Quarterstaff 1 4 1b.
Battleaxe 1 41b.
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
Hunting Trap 1 25 Ib.
Pouch 1 1lb.
Bedroll 1 7 1b.
WEIGHT CARRIED Mess Kit 1 1lb.
115 Ib. Rations (1 day) 10 20 Ib.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
270 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Torch 10 10 Ib.
540 Ib. Waterskin 1 51b.
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=== 1st LEVEL ===
Speak with Animals Spirit Seeker -- 10m  Self V,S 10 minutes PHB 277 D: 10m, V/S
===2nd LEVEL ===
Beast Sense Spirit Seeker - 10m  Touch S Concentration, upto Lhour  PHB 217 D: 1h, S
=== 5th LEVEL ===
Commune with Nature Spirit Walker -- 11m  Self V.S Instantaneous  PHB 224  V/S
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