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CLASS & LEVEL PLAYER NAME
Goliath Athlete (Milestone)
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Resistances - Cold successes OO0
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\§ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION j ‘ ——— ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
@ PROFICIENCY BONUS j Martial Weapons, Simple Weapons
=== TOOLS ===
— — Cook’s Utensils, Vehicles (Land)
ABILITY SAVE DC |
P P === LANGUAGES ===
Common, Giant, Undercommon
/ A\
30 ft. (Walking)
Q SPEED )
) 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

=== REACTIONS ===
Stone’s Endurance * 1 / Short Rest

As a reaction, reduce damage dealt to you by 1d12
+3 once per short rest.

=== SPECIAL ===
Chef: Special Food ¢ 6 / Short Rest

As part of a short rest, you can cook special food
for 6 creatures. At the end of the short rest, any

creature who eats the food and spends one or more
Hit Dice to regain hit points regains an extra
<strong>1d8</strong> hit points.

Dreadful Strikes

When you hit a creature with a weapon, you can
deal an extra 1d4 psychic damage to the target, which
can take this extra damage only once per turn.

Favored Foe * 2 / Long Rest

When you hit a creature with an attack roll, you can
mark the target as your favored enemy for 1 minute or
until you lose your concentration (as if you were
concentrating on a spell).
The first time on each of your turns that you hit the
favored enemy and deal damaae to it. includina when

\ ACTIONS
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11 PASSIVE WISDOM (PERCEPTION)
11 PASSIVE WISDOM (INSIGHT)
9 PASSIVE INTELLIGENCE (INVESTIGATION)
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=== RANGER FEATURES ===
* Hit Points « PHB 90

* Favored Foe ¢ TCoE 56

When you hit a creature with an attack roll, you can
mark the target as your favored enemy for 1 minute or
until you lose your concentration (as if you were
concentrating on a spell).

The first time on each of your turns that you hit the
favored enemy and deal damage to it, including when
you mark it, you can increase that damage by 1d4.

| 2/ Long Rest « Special
* Proficiencies « PHB 90

* Natural Explorer « PHB 91

You have a favored terrain type. Your proficiency
bonus is doubled for proficient skills when you make
an INT or WIS check related to it. While traveling for
an hour or more in your chosen terrain, difficult terrain
doesn’t slow your group’s travel, your group can't
become lost except by magical means, you remain
alert to danger even when you are engaged in another
activity, you can move stealthily at a normal pace
(while alone), you find twice as much food while
foraging, and while tracking creatures, you learn the
exact number, sizes, and how long ago they passed
through the area.

| Forest « PHB
You are particularly familiar with one type of natural
environment and are adept at traveling and surviving in
such regions.

* Fighting Style « PHB 91
You adopt a particular style of fighting as your
specialty.

| Defense « PHB

While you are wearing armor, you gain a +1 bonus to
AC.

* Spellcasting « PHB 91
You can cast known ranger spells using WIS as your
spellcasting modifier (Spell DC 11, Spell Attack +3).

* Ranger Archetype « PHB 92
| Fey Wanderer

* Primeval Awareness * PHB 92

As an action, you can expend one ranger spell slot (1
minute per level of spell slot) to sense whether any
aberrations, celestials, dragons, elementals, fey,
fiends, or undead are present within 1 mile of you (or
within up to 6 miles if you are in your favored terrain).
This feature doesn't reveal the creatures’ location or
number.

| 1 Action

* Dreadful Strikes » TCoE 58

When you hit a creature with a weapon, you can deal
an extra 1d4 psychic damage to the target, which can
take this extra damage only once per turn.

| Special

* Fey Wanderer Magic « TCoE 58

You learn an additional spell when you reach certain
levels in this class, as shown in the Fey Wanderer
Spells table.

* Otherworldly Glamour « TCoE 59
Whenever you make a CHA check, you gain a +1
bonus to the check..

* Ability Score Improvement « PHB 92

=== GOLIATH RACIAL TRAITS ===

* 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 ===

* Chef » TCoE 79

You gain a bonus to either Constitution or Wisdom,
proficiency with cook’s utensils, and can prepare food
that allows creatures to regain additional hit points
when taking a short rest as well as gain temporary hit
points after a long rest.

| Chef: Special Food: 6 / Short Rest  Special

| Chef: Cook Treats: 2 / Long Rest » 1 Hour

N

FEATURES & TRAITS
Leather 1 10 Ib.
Dagger 1 11b.
Javelin 1 21b.
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
Pouch 1 11b.
Bedroll 1 7 Ib.
Mess Kit 1 11b.
Rations (1 day) 10 20 Ib.
WEIGHT CARRIED Rope, Hempen (50 feet) 1 10 Ib.
77 |b. Tinderbox 1 11b.
ENCUMBERED Torch 10 10 Ib.
510 Ib. Waterskin 1 51b

PUSH/DRAG/LIFT

1020 Ib.

EQUIPMENT
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SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
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=== 1st LEVEL === 3 Slots 000
P Charm Person Fey Wanderer Magic (Always Prepared) WIS 11 1A 30 ft. V,S 1 hour PHB 221 D: 1h, VIS
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