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Weapons: Simple weapons, martial weapons.
Tool Proficiencies: Drum.
Languages: Common, Iskutai, Orcish.

Rage (2/long rest):

« You have advantage on Strength checks and
Strength saving throws.

» When you make a melee weapon attack
using Strength, you gain +2 damage.

« You have resistance to bludgeoning,
piercing, and slashing damage.

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.

INSPIRATION @

PERSONALITY TRAITS

I once rode 150 miles without stopping to warn
to my clan of an approaching orc horde. I'd do it
again if | had to.

| feel far more comfortable around animals than
people.
IDEALS
Glory. | must earn glory in battle, for
myself and the memory of my father.
BONDS
Those who fight beside me are those
worth dying for.
FLAWS

There’s no room for caution in a life
lived to the fullest.
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NAME

Jangi Arawostra

PORTRAIT

Your people most revere Diyash the
Sky-Father: protector and destroyer,
the Sun and the Great Horse. He
receives horses in sacrifice in
seasonal rites, the swiftest and
noblest of beasts for the swiftest and
noblest of gods. As a warrior,
though, you devote more thought to
Talavar, panther god of battle and
the bloody axe. Talavar demands
human sacrifices, in or out of battle.
But blood from a helpless victim is
not your way. That makes it
important for you to find battles
often.

FAITHS, FACTIONS & SYMBOLS

l

160 Ibs; muscular, sinewy )

HEIGHT
Amber

WEIGHT

Dark brown Black

EYES

SKIN HAIRJ

\
Background Feature: Wanderer. You have an excellent memory for maps and geography,
and you can always recall the general layout of terrain, settlements, and other features
around you. In addition, you can find food and fresh water for yourself and up to five other
people each day, provided that the land offers berries, small game, water, and so forth.

Reckless Attack: When you make your first attack on your turn, you can decide to gain
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.

Unarmored Defense: While you are not wearing any armor, your Armor Class equals 10 +
your Dex modifier + your Con modifier. You can use a shield and still gain this benefit.

ADDITIONAL FEATURES & TRAITS

ADDITIONAL EQUIPMENT & TREASURE

You come from the Arrow People, herders and raiders who conquered the vast steppes of
Iskutai long ago. Your mother was Mahburzin, one of the leading women of the Huvaspa
tribe. Her husband was Khufiruz, a famous war-leader. Your birth father could have been
any number of men, since the tribe's husbands held their wives in common, but Khufiruz
raised you. He named you Jangi ("Brave") and added the name Arawostra, "Possesses a
White Stallion," for the gift he gave when you left childhood behind.

You refused marriage and became a warrior. The tribe honored women who took such a
traditionally manly role. People saw power in crossing expectations. You grew ferocious and
stronger than most men wielding axe, lance, and bow. You joined raids on rival tribes and
on the orcs of the mountains and steppes. You hung many foes' scalps from your saddle.
You dreamed of being a chieftain yourself.

That dream did not last. Khufiruz began losing battles. He made enemies when he needed
allies. Worst of all, he caught a plague from the orcs. He would not die with the honor of old
age, ritually sacrificed and devoured by the tribe with gratitude to the gods. He was to be
buried ignominiously to protect the tribe from sickness, as the tribe bemoaned his ill luck.

You broke the tribe's laws. You helped Khufiruz mount his best horse and led him toward
the orcs. On a last raid, you helped him die on an orc's spear. Khufiruz thanked you.

The tribe said you had done a great wrong, taking a diseased man to battle. They drove you
out, never to return. You spat at their shadows and did not look back.

Now you range across the lands, drinking and fighting with new companions. If no one has
the good sense to give you honor, you can claim it for yourself, axe in hand.

HISTORY & NOTES

“Swords & Sorceries” is a trademark of Arc Dream Publishing
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	Features:   Armor: Light armor, medium armor, shields.
  Weapons: Simple weapons, martial weapons.
  Tool Proficiencies: Drum.
  Languages: Common, Iskutai, Orcish.

Rage (2/long rest): 
• You have advantage on Strength checks and Strength saving throws.
• When you make a melee weapon attack using Strength, you gain +2 damage.
• You have resistance to bludgeoning, piercing, and slashing damage.
  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.
	Traits1: I once rode 150 miles without stopping to warn to my clan of an approaching orc horde. I’d do it again if I had to.

I feel far more comfortable around animals than people.
	Ideals1: Glory. I must earn glory in battle, for myself and the memory of my father.
	Bonds1: Those who fight beside me are those worth dying for.
	Flaws1: There’s no room for caution in a life lived to the fullest.
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	Equipment:   Traveler’s clothes.
  Hat and coat lined with the fur of a snow leopard you hunted.
  Explorer’s pack.
  Quiver of 20 arrows.
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	Height: 5'9"
	Weight: 160 lbs; muscular, sinewy
	Eyes: Dark brown
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	Hair: Black
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	Factions: Your people most revere Diyash the Sky-Father: protector and destroyer, the Sun and the Great Horse. He receives horses in sacrifice in seasonal rites, the swiftest and noblest of beasts for the swiftest and noblest of gods. As a warrior, though, you devote more thought to Talavar, panther god of battle and the bloody axe. Talavar demands human sacrifices, in or out of battle. But blood from a helpless victim is not your way. That makes it important for you to find battles often.
	Additional Features: Background Feature: Wanderer. You have an excellent memory for maps and geography, and you can always recall the general layout of terrain, settlements, and other features around you. In addition, you can find food and fresh water for yourself and up to five other people each day, provided that the land offers berries, small game, water, and so forth.

Reckless Attack: When you make your first attack on your turn, you can decide to gain 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.

Unarmored Defense: While you are not wearing any armor, your Armor Class equals 10 + your Dex modifier + your Con modifier. You can use a shield and still gain this benefit.

	Additional Equipment: 
	History: You come from the Arrow People, herders and raiders who conquered the vast steppes of Iskutai long ago. Your mother was Mahburzin, one of the leading women of the Huvaspa tribe. Her husband was Khufiruz, a famous war-leader. Your birth father could have been any number of men, since the tribe's husbands held their wives in common, but Khufiruz raised you. He named you Jangi ("Brave") and added the name Arawostra, "Possesses a White Stallion," for the gift he gave when you left childhood behind. 
  You refused marriage and became a warrior. The tribe honored women who took such a traditionally manly role. People saw power in crossing expectations. You grew ferocious and stronger than most men wielding axe, lance, and bow. You joined raids on rival tribes and on the orcs of the mountains and steppes. You hung many foes' scalps from your saddle. You dreamed of being a chieftain yourself.
  That dream did not last. Khufiruz began losing battles. He made enemies when he needed allies. Worst of all, he caught a plague from the orcs. He would not die with the honor of old age, ritually sacrificed and devoured by the tribe with gratitude to the gods. He was to be buried ignominiously to protect the tribe from sickness, as the tribe bemoaned his ill luck.
  You broke the tribe's laws. You helped Khufiruz mount his best horse and led him toward the orcs. On a last raid, you helped him die on an orc's spear. Khufiruz thanked you. 
  The tribe said you had done a great wrong, taking a diseased man to battle. They drove you out, never to return. You spat at their shadows and did not look back.
  Now you range across the lands, drinking and fighting with new companions. If no one has the good sense to give you honor, you can claim it for yourself, axe in hand.
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