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SKILLS

  Acrobatics (Dex)

  Animal Handling ( Wis)

  Arcana ( Int)

  Athletics (Str)

  Deception (Cha)

  History ( Int)

  Insight ( Wis)

  Intimidation (Cha)

  Investigation ( Int)

  Medicine ( Wis)

  Nature ( Int)

  Perception ( Wis)

  Performance (Cha)

  Persuasion (Cha)

  Religion ( Int)

  Sleight of Hand (Dex)

  Stealth (Dex)

  Survival ( Wis)

  Strength

 Dexterity

  Constitution

  Intelligence

 Wisdom

 Charisma
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SIZE DESCRIPTION PLAYER

LEVEL & CLASS BACKGROUND

Pre-generated character sheet prepared by joe.nittoly.ca

Darkvision. you have superior vision in dark and 
dim conditions. You can see in dim light within 
60 feet of you as if it were bright light, and in 
darkness as if it were dim light. you can’t discern 
colour in darkness, only shades of gray.

Relentless Endurance. Thanks to your orc 
ancestry, when you are reduced to 0 hit points 
(but not killed) you can instead drop to 1 hit 
point. You can do this once per long rest. 

Savage Attacks. When you score a critical hit 
with a melee weapon, you can roll one of the 
weapon’s damage dice one additional time and 
add it to the extra damage of the critical hit.

Unarmoured Defense. As a barbarian, you have 
a natural ability to avoid blows. When not 
wearing armour, your AC is 14.

Danger Sense. You have advantage on 
Dexterity saving throws against effects that 
you can see, such as traps and spells. 

Rage. As a bonus action on your turn, you can 
enter a barbaric rage lasting 1 minute, which 
grants you the following benefits: 

• You make Strength checks and  Strength 
saving throws with advantage

• You add +2 to the damage you inflict with 
Strength-based melee weapons

• You have resistance to bludgeoning, piercing 
and slashing damage

You can rage 3 times per long rest. 

Frenzy. You can go into a frenzy when you 
rage, allowing you to make a single melee 
weapon attack as a bonus action on each of 
your turns starting after the turn you begin 
raging. When your rage ends, you suffer one 
level of exhaustion.

Wanderer. You have an excellent memory for 
maps and geography and you can always recall 
the general layout of terain, 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.

Greataxe
handaxes (2)
javelins ( ) ( ) ( ) ( ) 
Backpack
bedroll
mess kit
tinderbox
torches ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) 
rations ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) 
waterskin
50 ft. rope
Staff
hunting trap
hunting trophy: 
set of traveler’s clothes
belt pouch

1 You need both hands to wield your greataxe.

2 You can throw a handaxe 20 ft., or up to 60 ft. 
with disadvantage on the attack roll.

3 You can throw a javelin 30 ft., or up to 120 ft. 
with disadvantage on the attack roll.

Proficiencies. Light armour, medium armour, 
shields, simple weapons, martial weapons, 
war horn.

Languages. Common, Orc.
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Medium

3rd-level Barbarian (Berserker) Outlander
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GREATAXE 1 +5 1D12+3 SLASHING

JAVELIN 3 +5 1D6+3 PIERCING

HANDAXE 2 +5 1D6+3 SLASHING

14 +1 30
FEET

I have a lesson for every situation, drawn 
from observing nature.

I place no stock in wealthy or well-man-
nered folk. Money and manners won’t save 
you from a hungry owlbear.

Glory. I must earn glory in battle, for 
myself and my clan.

My family, clan or tribe is the most 
important thing in my life, even when they 
are far from me.

Violence is my answer to almost any 
challenge.
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