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Barbarian - 4th Mako Knifejaw Goblin
CLASS & LEVEL LINEAGE
CHARACTER NAME
Kraken Seafarer
SUBCLASS HERITAGE
2,700 Smuggler
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(] BACKSTORY [
{ Homeland J
» "Reformed" pirate, has lots of contacts across various seaports from her
criminal enterprise/smuggling days
* “Entrepreneur”
» Comes from a line of seafaring goblins that worship a CHAOTIC sea
god, (sea is cruel and creatures even crueler)—the kraken the herald of
their sea god
] -
B ALLIES & ORGANIZATIONS 9
--Valiant Six--
Avena Elodie (ah-VEE-nah el-oh-DEE)
Brannon Blackrose (BRAN-un BLAK-rohz)
CHARACTER APPEARANCE Hugo Sweetwater (HEW-goh SWEET-wah-tuhr)
. Lucian Albright (LOO-see-an AWL-bryt)
-l Mako Knifejaw = | mako Knifejaw (MAY-koh NIFE-jaw)
L Silent Sky (SY-luhnt skye)
( 25 H 38" H 80
AGE HEIGHT WEIGHT
L Yellow Gold H Sage Green H Auburn ! |
EYES SKIN HAIR /
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	Name: Mako Knifejaw
	Class & Level: Barbarian - 4th
	Subclass: Kraken
	XP: 2,700
	Lineage: Goblin
	Heritage: Seafarer
	Background: Smuggler
	Player: 
	DexSave: Off
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	Speed1: 30ft.
	Speed2: 30ft swim 
	Speed3: 
	Initiative: +1
	Proficiency: +2
	PassiveINS: 12
	PassiveINV: 9
	PassivePER: 14
	Luck1: Off
	Luck2: Off
	Luck3: Off
	Luck4: Off
	Luck5: Off
	MaxHP: 41
	CurrentHP: 
	TempHP: 
	HDType: d12
	HDUsed: 
	HDMax: 4
	ATKName1: Longsword
	ATKName4: Spectral Tentacle
	ATKName5: 
	ATKName2: Handaxe
	ATKName3: Javelin
	Bonus1: +6
	Bonus2: +6
	Bonus3: +6
	Bonus4: +6
	Bonus5: 
	DMG2: 1d6+4* slash.
	DMG3: 1d6+4* pierce.
	DMG4: 1d4+4 force
	DMG5: *+2 if raging
	DMG1: 1d10+4* slash.
	RAN/PRO1: Versatile (d8 if 1-Hand)
	RAN/PRO2: Light, Thrown (20/60 ft.)
	RAN/PRO5: 
	WeaponOptions1: Disarm, Hamstring
	WeaponOptions2: Hamstring
	WeaponOptions3: Pinning Shot
	WeaponOptions4: Grapple on hit, escape DC14
	WeaponOptions5: 
	Check Box12: Off
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	IntProf: Yes
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	NatProf: Off
	SoHProf: Yes
	SurProf: Off
	ACRO: +1
	ANHA: +2
	ARC: -1
	ATH: +4
	DEC: +0
	HIS: -1
	INS: +2
	INT: +2
	INV: -1
	MED: +2
	NAT: -1
	PER: +4
	PERF: +0
	PERS: +0
	REL: -1
	SOH: +3
	STE: +3
	SUR: +2
	ACSH: -
	ACNS: 15
	Armor1: Unarmored Defense
	Armor2: 
	Armor3: 
	BAC1: 15
	BAC2: 
	BAC3: 
	ACProp1: AC equals 13 + CON mod
	ACProp2: 
	ACProp3: 
	Conditions: 
	EX1: Off
	EX2: Off
	EX3: Off
	EX4: Off
	EX5: Off
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	,Lang: 
	,Tal: --ARMOR/WEAPONS--
-Light & medium armor 
-Shields
-All weapons

--TOOLS & VEHICLES-- 
-Herbalist tools
-Navigator tools
-Vehicles (Land)
-Vehicles (Water)

--LANGUAGES-- 
Common, Goblin, Thieves' Cant, Undercommon

--TALENT: Slippery--
-When you move in difficult terrain, it doesn't cost extra movement for the first 10 ft.
-You have advantage on checks made to avoid and end the grappled condition


	Treasure & Equipment: Longsword
Handaxes x2
Javelins x4

Navigators tools
Magnifying glass
Merchant's scale
Common clothes
Fine clothes
Dark hooded cloak
Lantern
Empty pouches

Explorer's Pack: backpack, bedroll, mess kit, tinderbox, 10 torches, 10 days of rations, waterskin, 50 ft. of rope
	Platinum: 
	Gold: 10
	Silver: 
	Copper: 
	Features: ---LINEAGE/HERITAGE---
• Disengage or Hide as bonus action
• If you damage creature w/ weapon attk while ally is within 5 ft of target, deal +2 damage
• 1/long rest, +2 to ability check if not proficient
• Adv. on DEX checks made aboard floating vessels

---CLASS---
• RAGE (3/long rest): Bonus action to rage for 1min, gain following:
-ADV on STR ability checks & saves
-Bonus +2 damage when you deal damage w/ a  STR-based melee weapon attack
-Resistant to bludgeoning, piercing, & slash.damage
• DANGER SENSE: Advantage on DEX saves if not blinded, deafened, or incapacitated
• RECKLESS ATTACK: When you make attk on your turn, you can attack recklessly--gain adv on all STR melee weapon attk rolls on your turn, but attk rolls to hit you have adv. until your next turn
• DEEP VISION: Can breathe water as if it were air & your darkvision is 90 ft while submerged
•KRAKEN'S GRASP: While raging, sprout 2 spectral tentacles w/ 10ft reach. 
-As bonus action, make 2 melee weapon attacks. On hit, tentacle deals 1d4+4 force damage. If target is Large or smaller creature, it's grappled (escape DC 14). A tentacle grappling target can only make attks against that target.
-Tentacles can grasp/lift items up to 36 lb & can perform simple tasks that dont require precision
	Homeland: 
	Backstory: • "Reformed" pirate, has lots of contacts across various seaports from her criminal enterprise/smuggling days
• “Entrepreneur”
• Comes from a line of seafaring goblins that worship a CHAOTIC sea god, (sea is cruel and creatures even crueler)—the kraken the herald of their sea god

	CharacterName2: Mako Knifejaw
	Appearance: 
	Allies & Orgs: --Valiant Six--
Avena Elodie (ah-VEE-nah el-oh-DEE)
Brannon Blackrose (BRAN-un BLAK-rohz)
Hugo Sweetwater (HEW-goh SWEET-wah-tuhr)
Lucian Albright (LOO-see-an AWL-bryt)
Mako Knifejaw (MAY-koh NIFE-jaw)
Silent Sky (SY-luhnt skye)
	Age: 25
	Height: 3'8"
	Weight: 80
	Eyes: Yellow Gold
	Skin: Sage Green
	Hair: Auburn
	Motivation: 
	Additional Features & Traits: 
	Additional Treasure: 
	RAN/PRO3: Thrown (20/120 ft.)
	RAN/PRO4: Rage Only, Reach 10 ft.
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