D&D
1B ENOINID)

Nalrra Agu-Ulathala

CHARACTER NAME

o=
o

+0  Dexterity

STRENGTH ‘

+6_ Constitution
-1 Intelligence

+2  Wisdom

O O0OO0O©o

-1 Charisma

DEXTERITY

Advantage against
being poisoned

+0

N\
Strength \

L SAVING THROWS )’

J—— o’
CONSTITUTION (@ +3
O _*2_ Animal Handling wis

-1 Arcana INT

+8  Athletics STR

-1 Deception CHA

-1 History INT

INTELLIGENCE

+2_ Insight wis

+2  Intimidation CHA

-1 Investigation INT

+2_ Medicine WIS

-1 Nature INT

@)
®
@]
@)
@)
®
(@)
O
O
[ wisbom ] ® 5
@]
o
(@)
(@)
@]
®
(@)
(@)
O

Perception wis

Performance CHA

+2
(14)
-1

-1
-1 Persuasion CHA
-1

Religion INT

+0  Sleight of Hand DEX
+0  Stealth DEX

+5  Survival wis

N
Acrobatics DEX \

L SKILLS ),

\ / ./

r—

N
@ PROFICIENCY BONUS

y-

S

ABILITY SAVE DC |

)

F—
/7

/4

30 ft. (Walking)

Q SPEED J

e — —
Fighter 8 monsterbeard
CLASS & LEVEL PLAYER NAME
Goliath Athlete (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — ——
/7 \
ARMOR Max HP Current HP Temp HP |
+0 16 76 -
INITIATIVE CLASS \ HIT POINTS )
/4 / / \
. . 8d10
Resistances - Cold, Poison successes OO0
raiLures O=O=0
\ DEFENSES \ HIT DICE \ DEATH SAVES J
|
INSPIRATION
=== ARMOR ===

Heavy Armor, Light Armor, Medium Armor,
Shields

=== WEAPONS ===
Martial Weapons, Simple Weapons

=== TOOLS ===
Smith's Tools, Vehicles (Land)

=== LANGUAGES ===
Common, Giant, Orc

4 PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

=== BONUS ACTIONS ===
Giant's Might « 3/ Long Rest

benefits, which last for 1 minute:

- If you are smaller than Large, you become Large,
along with anything you are wearing. If you lack the
room to become Large, your size doesn’t change.

- You have advantage on Strength checks and
Strenath savina throws.

As a bonus action, you magically gain the following

- Once on each of your turns, one of your attacks with
a weapon or an unarmed strike can deal an extra 1d6
damage to a target on a hit.

Great Weapon Master Attack

On your turn, when you score a critical hit with a
melee weapon or reduce a creature to 0 HP with one,
you can make one melee weapon attack as a bonus
action.

Hill Rune « 1/ Short Rest

You can invoke the rune as a bonus action, gaining
resistance to bludgeoning, piercing, and slashing
damage for 1 minute.

Second Wind ¢ 1/ Short Rest

74

SENSES

\ ACTIONS
4 N
15 PASSIVE WISDOM (PERCEPTION) Greataxe +8 1d12+5 Slashing Martial, Heavy, Two-Handed
Handaxe +8 1d6+5 Slashing Simple, Light, Thrown, Range (20/60)
12 PASSIVE WISDOM (INSIGHT)
Handaxe +8 1d6+5 Slashing Simple, Light, Thrown, Range (20/60)
9 PASSIVE INTELLIGENCE (INVESTIGATION) Warhammer +8 1d8+5 Bludgeoning Martiall Versatile
Darkvision 120 ft. Unarmed Strike +8 6 Bludgeoning

A WEAPON ATTACKS & CANTRIPS
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=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Great Weapon Fighting « PHB
You can reroll a 1 or 2 on damage dice with melee
weapons wielded with two hands.

* Second Wind ¢« PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 8 HP.

| 1/ Short Rest « 1 Bonus Action

* Action Surge ¢ PHB 72
You can take one additional action on your turn. This
can be used 1 times per short rest.

| 1/ Short Rest « Special
* Martial Archetype « PHB 72
| Rune Knight

* Bonus Proficiencies » TCoE 44
You gain proficiency with smith’s tools, and you learn
to speak, read, and write Giant.

* Rune Carver » TCoE 44

You can use magic runes to enhance your gear. You
learn 3 runes of your choice, from among the runes
described below, and each time you gain a level in this
class, you can replace one rune you know with a
different one from this feature.

| Fire Rune « TCoE

While wearing or carrying an object inscribed with this
rune, your proficiency bonus is doubled for any ability
check you make that uses your proficiency with a tool.
In addition, when you hit a creature with an attack
using a weapon, you can invoke the rune to summon
fiery shackles: the target takes an extra
<strong>2d6</strong> fire damage, and it must
succeed on a STR saving throw (DC:14) or be
restrained for 1 minute. While restrained by the
shackles, the target takes <strong>2d6</strong> fire
damage at the start of each of its turns. The target can
repeat the saving throw at the end of each of its turns,
banishing the shackles on a success. Once you invoke
this rune, you can’t do so again until you finish a short
or long rest.

| 1/ Short Rest « Special

| Hill Rune « TCoE
You have advantage on saving throws against being
poisoned, and you have resistance against poison
damage.
You can invoke the rune as a bonus action, gaining
resistance to bludgeoning, piercing, and slashing
damage for 1 minute. Once you invoke this rune, you
can't do so again until you finish a short or long rest.

| 1/ Short Rest « 1 Bonus Action

| Stone Rune « TCoE
You have advantage on WIS (Insight) checks, and you
have darkvision of 120 ft.
When a creature you can see ends its turn within 30 ft.
of you, you can use your reaction to force the creature
to make a WIS saving throw (DC:14). Unless the save
succeeds, the creature is charmed by you for 1 minute.
While charmed in this way, the creature has a speed of
0 and is incapacitated, descending into a dreamy
stupor. The creature repeats the saving throw at the
end of each of its turns, ending the effect on a
success. Once you invoke this rune, you can’t do so

again until you finish a short or long rest.
| 1/ Short Rest » 1 Reaction

* Giant's Might « TCoE 45

As a bonus action, you magically gain the following
benefits, which last for 1 minute:

- If you are smaller than Large, you become Large,
along with anything you are wearing. If you lack the
room to become Large, your size doesn’t change.

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

- Once on each of your turns, one of your attacks with
a weapon or an unarmed strike can deal an extra 1d6
damage to a target on a hit.

You can use this feature 3 times, and you regain all
expended uses of it when you finish a long rest.

| 3/Long Rest ¢ 1 Bonus Action
* Ability Score Improvement « PHB 72

* Extra Attack « PHB 72
You can attack twice whenever you take the Attack
action on your turn.

| Special

* Runic Shield « TCoE 45

When another creature you can see within 60 ft. of you
is hit by an attack roll, you can use your reaction to
force the attacker to reroll the d20 and use the new
roll.

You can use this feature 3 times, and you regain all
expended uses when you finish a long rest.

| 3/ Long Rest « 1 Reaction

=== GOLIATH RACIAL TRAITS ===

N

FEATURES & TRAITS

Chain Mail 1 55 |b.

Handaxe 1 2 1b.

Handaxe 1 2 1b.

Greataxe 1 7 1b.

Warhammer 1 2 1b.

Backpack 1 5 lb.

Clothes, Traveler's 1 4 1b.

Pouch 1 1lb.

Bedroll 1 7 1b.

WEIGHT CARRIED Mess Kit 1 1lb.
132 Ib. Rations (1 day) 10 20 Ib.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.

600 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Torch 10 10 Ib.

1200 Ib. Waterskin 1 5 Ib.

EQUIPMENT
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* Natural Athlete « EE
You have proficiency in the Athletics skill.

* Stone’s Endurance * EE
As a reaction, reduce damage dealt to you by 1d12 +3
once per short rest.

| 1/ Short Rest « 1 Reaction

* Powerful Build « EE

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

* Mountain Born « EE
You don't suffer the penalties for being in high
altitudes, and have resistance to cold damage.

=== FEATS ===

* Great Weapon Master « PHB 167

On your turn, when you score a critical hit with a melee
weapon or reduce a creature to 0 HP with one, you
can make one melee weapon attack as a bonus
action. Before you make a melee attack with a heavy
weapon that you are proficient with, you can choose to
take a -5 penalty to the attack roll to add +10 to the
attack's damage.

| Great Weapon Master Attack: 1 Bonus Action

ADDITIONAL FEATURES & TRAITS
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ADDITIONAL EQUIPMENT
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