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=== BARBARIAN FEATURES ===
| 1 Bonus Action
* Hit Points « PHB 47
* Hammering Horns « GGtR
* Proficiencies « PHB 47 Immediately after you hit a creature with a melee
attack as part of the Attack action on your turn, you
* Rage * PHB 48 can use a bonus action to attempt to shove that target
As a bonus action enter a rage for up to 1 minute (10 with your horns. The target must be no more than one
rounds). size larger than you and within 5 feet of you. Unless it
succeeds on a Strength saving throw (DC 13), you
You gain advantage on STR checks and saving throws  push it up to 10 feet away from you.
(not attacks), +2 melee damage with STR weapons,
resistance to bludgeoning, piercing, slashing damage. | 1 Bonus Action
You can't cast or concentrate on spells while raging.
* Imposing Presence « GGtR
Your rage ends early if you are knocked unconscious You have proficiency in one of the following skills of
or if your turn ends and you haven't attacked a hostile your choice: Intimidation or Persuasion.
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.
=== MINOTAUR RACIAL TRAITS ===
* Horns « GGtR
Your horns are natural melee weapons, which you can
use to make unarmed strikes. If you hit with them, you
deal piercing damage equal to 1d6 +3, instead of the
bludgeoning damage normal for an unarmed strike.
| 1 Action
* Goring Rush « GGtR
Immediately after you use the Dash action on your turn
and move at least 20 feet, you can make one melee
attack with your horns as a bonus action.
FEATURES & TRAITS
Handaxe 1 2 1b. Tinderbox 1 11b.
Handaxe 1 21b. Torch 5 51b.
Greataxe 1 7 Ib. Waterskin 1 51b.
Javelin 4 8 Ib. Sack 2 11b.
Maul 1 10 Ib. Small Knife 1 -
Pike 1 18 Ib. Whetstone 1 11b.
Backpack 1 51b.
Bedroll 1 7 Ib.
Blanket 1 31b.
Clothes, Traveler's 1 4 1b.
WEIGHT CARRIED
112.02 b Mess Kit 1 1lb.
ENCUMBERED Pouch 1 11b.
240 Ib. Rations (1 day) 10 20 Ib.
PUSH/DRAG/LIFT Flask or Tankard 1 11lb.
480 Ib. Rope, Hempen (50 feet) 1 10 Ib.
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Male 28 Medium 6'8" 403
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral Balinor Yellow-Brown Red Reddish Brow
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

/I‘m haunted by memories of war. |
can't get the images of violence out
of my mind.

I'm full of inspiring and cautionary

PERSONALITY TRAITS
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Independence. When people follow
orders blindly, they embrace a kind
of tyranny. (Chaotic)

IDEALS
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I'll never forget the crushing defeat
my company suffered or the
enemies who dealt it.

BONDS
L~
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The monstrous enemy we faced in battle still
leaves me quivering with fear.

\\ FLAWS //

In a world torn by the ravages of endless conflicts,
Fasken Stronghorn's story began. Born amidst the
labyrinthine alleys of Minos, his heritage as a
Minotaur of the Stronghorn lineage marked him for
a life far from the ordinary. His youth was steeped
in tales of valor and epic struggles, tales that
ignited a burning desire within him to forge his
path in the tapestry of war.

As a young calf, Fasken's reddish-brown hair and
yellow-brown skin, the insignia of the Stronghorns,
set him apart. In the Minotaur society, where
strength and combat prowess were paramount,
Fasken stood out not just for his physical attributes
but for his unyielding spirit. He trained tirelessly,
honing his skills in the art of war, driven by a
deep-seated belief in his destiny.

The call to arms was inevitable. Fasken joined the
ranks of a standing army, a decision that propelled
him into a life where the clangor of swords and the
roar of battle became his symphony. In the heat of
combat, Fasken was a force to be reckoned with,
his towering figure and fierce red eyes striking fear
into the hearts of his enemies. But it was not his
physical prowess alone that made him a legend on
the battlefield; it was his strategic mind, his ability
to inspire his fellow soldiers, and his unwavering
courage.

With each battle, Fasken's reputation grew, but so
did the burdens he bore. The accolades and
promotions, while affirming his skills, also exposed
him to the war's grim realities. He saw the cost of
conflict, the price paid in blood and tears, and the
toll it took on the soul. His journey through the
military ranks was not just a testament to his
strength but a constant battle with the horrors he
witnessed.

His alignment to Chaotic Neutral and his faith in
Balinor shaped his perspective on war and
authority. Fasken began to question the rigid
structures and the blind obedience that the military

CHARACTER BACKSTORY

demanded. He saw how such systems could lead to
tyranny and injustice. The teachings of Balinor,
emphasizing respect for the natural order and the
wild aspects of life, resonated with him, fueling his
desire for a life where freedom and choice prevailed.

A turning point came with a devastating defeat that
his company faced. The loss was not just a strategic
setback; it was a blow to Fasken's soul. It instilled in
him a fear of the monstrous capabilities of his
enemies and the darkness within himself. This
experience left an indelible mark, propelling him to
seek a different path.

After his military career, Fasken found solace in the
wilderness. In the solitude of nature, he reconnected
with his primal nature and the teachings of Balinor.
He roamed vast forests and climbed towering peaks,
each journey a step towards healing and
self-discovery. He encountered a myriad of
creatures, some allies and others foes, and
uncovered secrets long buried in ancient ruins.
These adventures reignited a sense of wonder within
him, a realization that the world held mysteries far
beyond the scope of war.

Returning to civilization, Fasken shared his
experiences in taverns and inns, captivating listeners
with tales of his past glories and newfound
adventures. He found joy in these simple moments,
a stark contrast to the chaos of his previous life.
These interactions often led to impromptu alliances,
as he met fellow travelers and dreamers, each with
their own story to tell.

Embracing his newfound identity as an adventurer,
Fasken embarked on quests that took him to
uncharted territories. He explored forgotten
dungeons, battled fearsome monsters, and sought
treasures lost to time. With each adventure, his
legend grew, not just as a warrior but as a guardian
of freedom and a seeker of truth.

Fasken's heart held a vision of a world where

freedom reigned supreme, a world unmarred by the
chains of tyranny and oppression. This vision guided
him through the darkest dungeons and against the
most perilous foes. He became a beacon of hope, an
embodiment of the belief that one could carve their
destiny, free from the shadows of the past.

Once defined by the wars he fought, Fasken
Stronghorn had now become an adventurer defined
by his unquenchable thirst for exploration and
discovery. His journey through the labyrinth of life
was a testament to his enduring pursuit of freedom
and truth, a journey that continued to unfold with
each new horizon.
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