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CHARACTER NAME
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SAVING THROWS

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

PASSIVE WISDOM

(PERCEPTION)

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

Polearm Master. You gain the following 
benefits: 

• When you attack with your glaive (or 
other polearm) you can use your bonus 
action to make an additional melee 
attack (see note 2 in the Attacks 
section of your sheet.)

• When wielding a glaive (or other 
polearm), other creatures provoke an 
opportunity attack from you when they 
come within 10 ft. 

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. 

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

Reckless Attack. When you make your first 
attack on your turn, you can opt to gain 
advantage on Strength-based melee 
weapon attack rolls, but attack rolls 
against you also 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. 

Spirit Seeker. You gain the ability to cast 
(as rituals only) the Beast Sense and 
Speak with Animals spells. 

Totem Spirit (Wolf). When you’re raging, 
your allies have advantage on melee 
attack rolls against any adversary within 
5 ft. of you.

Wanderer. You have an excellent memory 
for geography and you can recall the 
layout of terain, settlements, and other 
features around you. Plus, you can find 
food and fresh water for you and up to 
five others each day.

Outlander Gear:
• Staff
• Hunting trap
• Trophy from an animal kill
• traveler’s clothes
• 10 gold pieces

Barbarian Gear:
• Glaive
• Handaxes (2)
• Javelins (4)

Explorer’s Pack:
• bedroll
• mess kit
• tinderbox
• 10 torches
• 10 days rations
• waterskin
• 50 ft. hempen rope

1 With your glaive, you can attack creatures 
up to 10 ft. away from you. 

2 You can use your bonus action to make an 
extra attack with the opposite end of your 
glaive, dealing 1d4+3 bludgeoning damage on 
a hit.

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

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

Proficiencies. Light and medium armour, 
shields; simple and martial weapons; wood 
flute

Languages. Common, Elvish, Orcish
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Glaive 1,2 +5 1D10+3 SLASHING

Javelin 4 +5 1D6+3 PIERCING

Handaxe 3 +5 1D5+3 SLASHING
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As a totem warrior, the spirit of the wolf 
courses through you when you rage 
against your enemies, and you can see 
through the eyes of beasts. 
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Spirit Seeker Spells
You cast these spells as rituals. 

Beast Sense
2nd-level divination (ritual)
Casting Time: 10 minutes
Range: Touch
Components: S
Duration: Concentration, up to 1 hour

You touch a willing beast. For the 
duration of the spell, you can use your 
action to see through the beast’s eyes 
and hear what it hears, and continue to 
do so until you use your action to 
return to your normal senses. While 
perceiving through the beast’s senses, 
you gain the befits of any special sense 
possesed by that creature, though you 
are blinded and deafened to your own 
surroundings. 

Speak with Animals
1st-level divination (ritual)
Casting Time: 10 minutes
Range: Self
Components: V, S
Duration: 10 minutes

You gain the ability to comprehend and 
verbally communicate with beasts for 
the duration. the knowledge and 
awareness of many beasts is limited by 
their intelligence, but at minimum, 
beasts can give you information about 
nearby locations and monsters, including 
whatever they can perceive or have 
perceiveed within the past day. You might 
also be able to persuade a beast to 
perform a small favor for you, at the 
DM’s discretion. 


