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Hollywood Rolls

CLASS & LEVEL PLAYER NAME
Firbolg Outlander (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
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INSPIRATION ‘
=== ARMOR ===
g Light Armor, Medium Armor, Shields
N
PROFICIENCY BONUS j === WEAPONS ===
Martial Weapons, Simple Weapons
L
s s === TOOLS ===
ABILITY SAVE DC | Horn
S==x F—
=== LANGUAGES ===
/ N Common, Ogre, Orc
30 ft. (Walking)
A SPEED )
i PROFICIENCIES & LANGUAGES
\\
=== ACTIONS === (10 rounds).
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 ===
Hidden Step « 3/ Long Rest

As a bonus action, you can magically turn invisible
3 times per long rest. This lasts until the start of your
next turn or until you attack, make a damage roll, or
force someone to make a saving throw.

Rage + 2/ Long Rest

You gain advantage on STR checks and saving
throws (not attacks), +2 melee damage with STR
weapons, resistance to bludgeoning, piercing,
slashing damage. You can't cast or concentrate on
spells while raging.

Your rage ends early if you are knocked unconscious
or if your turn ends and you haven't attacked a hostile
creature since your last turn or taken damage since
then. You can also end your rage as a bonus action.

Second Wind ¢+ 1/ Short Rest
Once per short rest, you can use a bonus action to

74

SENSES

SKILLS ACTIONS
I 7 <
15 PASSIVE WISDOM (PERCEPTION) Greatclub +7 18+4 Bludgeoning  Simple, Two-Handed
Unarmed Strike +7 1d4+4 Bludgeoning
1 2 PASSIVE WISDOM (INSIGHT)
Fighting Style: Unarmed Fighting +7 1d8+4 Bludgeoning
9 PASSIVE INTELLIGENCE (INVESTIGATION) Fighting Style: Unarmed Fighting (armed) +7 1d6+4 Bludgeoning
Tavern Brawler Strike +7 1d4+4 Bludgeoning

'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.

| Unarmed Fighting + TCoE 42
Your unarmed strikes can deal bludgeoning damage
equal to <strong>1d6</strong>+4 on a hit. If you
aren’t wielding any weapons or a shield when you
make the attack roll, the <strong>d6</strong>
becomes a <strong>d8</strong>.
At the start of each of your turns, you can deal
<strong>1d4</strong> bludgeoning damage to one
creature grappled by you.

| Fighting Style: Unarmed Fighting: 1 Action

| Fighting Style: Unarmed Fighting (grapple):
Special

| Fighting Style: Unarmed Fighting (armed): 1
Action

* Second Wind « PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 4 HP.

11/ 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 1/ Short Rest * Special

* Martial Archetype « PHB 72

| Cavalier

* Bonus Proficiency + XGtE 30
You gain proficiency in an additional skill of your
choice.

* Born to the Saddle + XGtE 30

You have advantage on saving throws made to avoid
falling off your mount. If you fall off your mount and
descend no more than 10 ft., you can land on your
feet if you’re not incapacitated. Mounting or
dismounting a creature only costs you 5 ft. of
movement.

* Unwavering Mark * XGtE 30

When you hit with a melee weapon attack, you can
mark the creature until the end of your next turn (or if
you are incapacitated or you die, or if someone else
marks the creature).

While it is within 5 ft. of you, a marked creature has
disadvantage on any attack roll that doesn't target
you. If the marked creature deals damage to anyone
else, you can make a special melee attack against it
on your next turn as a bonus action with advantage
and +2 extra damage. You can make this attack 4
times per long rest.

| 4 / Long Rest * Special
* Ability Score Improvement « PHB 72
=== BARBARIAN FEATURES ===
* Hit Points « PHB 47
* Proficiencies + PHB 47
* Rage * PHB 48

As a bonus action enter a rage for up to 1 minute (10
rounds).

AN
You gain advantage on STR checks and saving
throws (not attacks), +2 melee damage with STR
weapons, resistance to bludgeoning, piercing,
slashing damage. You can't cast or concentrate on
spells while raging.

Your rage ends early if you are knocked unconscious
or if your turn ends and you haven't attacked a hostile
creature since your last turn or taken damage since
then. You can also end your rage as a bonus action.

|1 2 /Long Rest * 1 Bonus Action

* Unarmored Defense « PHB 48
While not wearing armor, your AC equals 10 + DEX
modifier + CON modifier + any shield bonus.

=== FIRBOLG RACIAL TRAITS ===

* Ability Score Increases * MotM 5

When determining your character’s ability scores,
increase one score by 2 and increase a different score
by 1, or increase three different scores by 1.

| Increase two scores (+2 / +1) *
Increase one of these scores by 2 and a different
score by 1.

* Languages * MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree
is appropriate for the character.

* Creature Type * MotM 15
You are a Humanoid.

* Size * MotM 15
You are Medium.

* Speed + MotM 15

FEATURES & TRAITS
Greatclub 1 10 Ib.
Javelin 4 8lb.
Quarterstaff 1 4 Ib.
Maul 1 10 Ib.
Backpack 1 5 Ib.
Clothes, Traveler's 1 4 1b.
Hunting Trap 1 25 Ib.
Pouch 1 11b.
Bedroll 1 7 Ib.
WEIGHT CARRIED Mess Kit 1 1ib.
121 |b. Rations (1 day) 10 20 Ib.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
540 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Torch 10 101b.
1080 Ib. Waterskin 1 5 Ib.

EQUIPMENT
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* Firbolg Magic * MotM 15

Once per long rest, you can cast <em>detect magic</
em> and <em>disguise self</em>. When you use this
version of <em>disguise self</em>, you can seem up
to 3 ft. shorter or taller. You can also cast these spells
using any spell slots you have. Your spellcasting
modifier is either Intelligence, Wisdom, or Charisma
(choose when you select this race).

| Wisdom -
Your spellcasting modifier is Wisdom.

* Hidden Step * MotM 15

As a bonus action, you can magically turn invisible 3
times per long rest. This lasts until the start of your
next turn or until you attack, make a damage roll, or
force someone to make a saving throw.

|1 3/ Long Rest + 1 Bonus Action

* Powerful Build + MotM 15

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

* Speech of Beast and Leaf « MotM 15

You can communicate in a limited manner with
Beasts, Plants, and vegetation. They can understand
your words but you cannot understand them in return.
You have advantage on all CHA checks to influence
them.

| Special

=== FEATS ===

* Tavern Brawler « PHB 170

Increase your STR or CON score by 1. You are
proficient with improvised weapons. Your unarmed
strike uses a d4 for damage. When you hit a creature

with an unarmed strike or an improvised weapon on
your turn, you can use a bonus action to attempt to
grapple the target.

| Tavern Brawler Strike: 1 Action

| Tavern Brawler Grapple: 1 Bonus Action

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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SPELL SAVE DC SPELL ATTACK
BONUS

li ‘\
=== 1st LEVEL ===
O Detect Magic <C> Firbolg Magic - 1A semonspree \/ G (reenaln e PHB 1/LR, D: 10m, 30 ft. Sphere, V/S
P Detect Magic <C> Firbog Magic (Aways Prepared) - 1A semonspe G {oRetEenw PHB D: 10m, 30 ft. Sphere, V/S
O Disguise Self Firbolg Magic -- 1A Self V,S 1 hour PHB 1/LR, D: 1h, V/S
P Disguise Self Firbolg Magic (Always Prepared) - 1A Self V,S 1 hour PHB D:1h, V/IS
SPELLS
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