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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)
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RACE

SIZE DESCRIPTION PLAYER

LEVEL & CLASS BACKGROUND

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

Stone’s Endurance. When you take damage, 
you can use your reaction to roll d12+3 
and reduce the damage by that total. 
After you use this trait, you can’t use it 
again until you finish a short or long 
rest. 

Powerful Build. You count as one size 
larger when determining your carrying 
capacity and the weight you can push, drag 
or lift.

Mountain Born. You’ve acclimated to high 
altitude, including elevations above 20,000 
ft. You’re also naturally adapted to cold 
climates, as described in chapter 5 of the 
DMG. 

Great Weapon Fighting. When you roll a 1 
or 2 on a damage die for a two-handed 
melee weapon attack, you can reroll the 
die, but must use the new roll. (The 
weapon must have the two-handed or 
versatile property.)

Second Wind. You have a limited well of 
stamina that you can draw upon to 
protect yourself from harm. On your 
turn, you can use a bonus action to regain 
1d10+3 hit points. You can use this feature 
once per short or long rest.

Action Surge. once per short or long 
rest, You can push yourself beyond your 
normal limits. On your turn, you can take 
an extra action. 

Improved Critical. Your weapon attacks 
score a critical hit on a roll of 19 or 20.

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.

staff
hunting trap
set of traveler’s clothes

chainmail 1

Greataxe
heavy crossbow
Bolts ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( )
        ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( )
hand axes (2)

Backpack
bedroll
mess kit
tinderbox
torches ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) 
rations ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) ( ) 
waterskin
50 ft. hempen rope

1 While wearing chainmail, your Dexterity 
(Stealth) checks are made with disadvantage.

1 You can fire a heavy crossbow 100 ft., or up to 
400 ft. with disadvantage on the attack roll. 

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

Proficiencies. All armour and shields, 
simple weapons, martial weapons, Wooden 
Flute.

Languages. Common, Giant, Elvish. 
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Goliath

Medium

3rd-level Fighter (Champion) Outlander
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1D10

Greataxe +5 1D12+3 SLASHING

Hand Axe 2 +5 1D6+3 SLASHING

Heavy Crossbow 1 +3 1D10+1 PIERCING

16 +1 30
FEET

I once ran 25 miles without stopping to warn my 
clan of an approaching orc horde. I’d do it again if I 
had to.

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

Honor. If I dishonour myself, I dishonour 
my whole clan. 

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

I am slow to trust members of other 
races, tribes and societies. 
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