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CLASS & LEVEL

Mark of Handling Human
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Hollywood Rolls
PLAYER NAME

Haunted One
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j === ARMOR ===
=N Light Armor, Medium Armor, Shields
N
PROFICIENCY BONUS === .\NEAPONS ::.:
Martial Weapons, Simple Weapons
y-
=== LANGUAGES ===
I — Common, Elvish, Gnomish, Undercommon
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30 ft. (Walking)
A SPEED )
) PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

=== BONUS ACTIONS ===
Rage * 3/ Long Rest

(10 rounds).

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

As a bonus action enter a rage for up to 1 minute

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.

=== REACTIONS ===
Form of the Beast: Tail (reaction)

If a creature you can see within 10 feet of you hits
you with an attack roll, you can use your reaction to
swipe your tail and roll a d8, applying a bonus to your
AC equal to the number rolled, potentially causing the
attack to miss you.

ACTIONS

74

10 PASSIVE WISDOM (PERCEPTION)
10 PASSIVE WISDOM (INSIGHT)
11 PASSIVE INTELLIGENCE (INVESTIGATION)

SENSES

\
7
Unarmed Strike +5
Form of the Beast: Bite +5
Form of the Beast: Claws +5
Form of the Beast: Tail +5

4 Bludgeoning
1d8+3 Piercing
1d6+3 Slashing

1d8+3 Piercing
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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).

(not attacks), +2 melee damage with STR weapons,

You can't cast or concentrate on spells while raging.

creature since your last turn or taken damage since
then. You can also end your rage as a bonus action.

| 3/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

decide to attack recklessly, giving you advantage on

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 Beast

You gain advantage on STR checks and saving throws
resistance to bludgeoning, piercing, slashing damage.

Your rage ends early if you are knocked unconscious
or if your turn ends and you haven't attacked a hostile

When you make your first attack on your turn, you can

melee weapon attack rolls using STR during this turn,
but attack rolls against you have advantage until your

* Form of the Beast « TCoE

When you enter your rage, you can transform,
revealing the bestial power within you. Until the rage
ends, you manifest a natural weapon. It counts as a
simple melee weapon for you, and you add your
Strength modifier to the attack and damage rolls when
you attack with it, as normal.

| Form of the Beast: Bite: 1 Action
| Form of the Beast: Claws: 1 Action
| Form of the Beast: Tail: 1 Action

| Form of the Beast: Tail (reaction): 1 Reaction

=== MARK OF HANDLING HUMAN RACIAL TRAITS

* Languages * BR 31
You can speak, read, and write Common and one
extra language.

* Wild Intuition « ERftLW 40

When you make a Animal Handling or Nature check,
you can roll one Intuition die and add the number
rolled to the check.

* Primal Connection « ERftLW

Once per short rest, you can cast Animal Friendship,
and Speak with Animals. WIS is your spellcasting
ability for this spell.

* The Bigger They Are « ERftLW 40

You can target a beast or monstrosity when you cast
animal friendship or speak with animals, provided the
creature’s Intelligence score is 3 or lower.

* Spells of the Mark « ERftLW 40

FEATURES & TRAITS

If you have the Spellcasting or the Pact Magic class
feature, the spells on the Mark of Handling Spells table
are added to the spell list of your spellcasting class.

N

WEIGHT CARRIED
0 lb.
ENCUMBERED

240 Ib.

PUSH/DRAG/LIFT

480 Ib.

EQUIPMENT
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SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
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=== 1st LEVEL ===
Animal Friendship Primal Connection WIS10 1A 30 ft. V,S,M 24 hours PHB 212 1/SR, D: 24h, VISIM
Speak with Animals Primal Connection - 1A Self V,S 10 minutes PHB 277 1/SR, D: 10m, V/S
SPELLS
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