“So you grew up with...”

Backgrounds of mixed cultures.

This supplement introduces a collec-
tion of new backgrounds designed to ref-
lect the cultural identity and formative
experiences of characters raised among
different peoples. Rather than focusing
on occupation or social class, these back-
grounds explore the traditions, values,
and expectations of the people that sha-
ped your character. Whether your cha-
racter proudly carries the defining spirit
of their people, or is a child of two worlds
shaped by an unusual upbringing among
another culture, these options offer dee-
per storytelling potential and a richer
sense of identity—grounding your charac-
ter not just in their role, but in the world
they are bound to adventure in!

The Common Sights of Greyhawk

In the pages that follow, we explore the
cultural backgrounds of the common
peoples found across Oerth, the world of
Greyhawk. This realm brims with diver-
se folk, each bearing ancient legacies and
rich traditions—heritages that are bound
to shape all who are raised within them,
for better or for worse.

Dragonborn

Raised in a close-knit Dragonborn clan,
you were taught that every action re-
flects not just on yourself, but on your
entire clan. Honor was your guiding prin-
ciple, and self-mastery your lifelong goal.
Whether your clan’s lineage traces to a
noble metallic dragon or a fierce chro-
matic, this heritage colored the traditions
upheld and methods practiced.

The Dragonborn are renowned for their
martial tradition, a direct reflection of
their discipline and drive for self-im-
provement. You too were trained in the
arts of combat from childhood, and over
the course of a stern training regiment
learned that every strike and movement
must be executed with precision and
purpose. To teach to fight is considered a
great priviledge and the bond between a
master and pupil is sacred—guiding not
only combat prowess but also shaping
your sense of honor. To fail a master is to
fail your clan.
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Dragonborn Raised

Ability Scores: Strength, Intelligence,
Charisma

Feat: Tough
Skill Proficiencies: Athletics, History
Tool Proficiencies: Smith’s Tools

Weapon Proficiencies: One Martial Melee
Weapon of your choice

Equipment: Choose A or B: (A) A Martial
Melee Weapon (same as above), A me-
mento of your master, a whetstone or

other tool to maintain your weapon, Bed-
roll, Traveler’s Clothes, 8 GP; or (B) 50 GP
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Elven Raised (Wood)

Ability Scores: Dexterity, Wisdom,
Charisma

Feat: Magic Initiate (Cleric or Druid)
Skill Proficiencies: Nature, Stealth
Tool Proficiencies: Poisoner’s Kit

Weapon Proficiencies: Choose one: Shorts-
word, Rapier, or Longbow

Equipment: Choose A or B: (A) Shorts-
word or Shortbow (including 20 Arrows
and Quiver), Herbalism Kit, Hunting
Trap, Druidic Focus (created from shed
Fur, Horn, or Feathers of a creature re-

vered in your home), Bedroll, Traveler’s
Clothes, 12 GP; or (B) 50 GP

Dwarven Raised

Ability Scores: Strength, Constitution,
Wisdom

Feat: Crafter
Skill Proficiencies: Insight, History

Tool Proficiencies: One Artisan tool of
your choice that is not Tinker’s Tools

Weapon Proficiencies: Choose one: Battle
Axe or Warhammer

Equipment: Choose A or B: (A) Artisan
tool (same as above), a Light Hammer, a
Bullseye Lantern, A carved stone figu-

rine, your lucky jug, Bedroll, Traveler’s
Clothes, 12 GP; or (B) 50 GP

Elven Raised (High)

Ability Scores: Dexterity, Intelligence,
Wisdom

Feat: Magic Initiate (Druid or Wizard)
Skill Proficiencies: Arcana, Persuasion
Tool Proficiencies: Caligrapher’s Supplies

Weapon Proficiencies: Choose one: Long-
sword, Rapier, or Longbow

Equipment: Choose A or B: (A) Caligra-
pher’s Supplies, a bookmark engraved
with elven script, Book (elven culture),
Parchment (5 sheets), Traveler’s Clothes,
12 GP; or (B) 50 GP

Elven Raised (Drow)

Ability Scores: Dexterity, Intelligence,
Charisma

Feat: Magic Initiate (Cleric or Wizard)
Skill Proficiencies: Religion, Deception
Tool Proficiencies: Poisoner’s Kit

Weapon Proficiencies: Choose one: Scimi-
tar, Rapier, or Hand Crossbow

Equipment: Choose A or B: (A) Poisoner’s
Kit, 10 Flasks, Caltrops, brooch (either in
the shape of a spider or a symbol of your
house), Traveler’s Clothes, 9 GP; or (B) 50
GP




Gnome

By growing up among gnomes, you were
plunged into a world of creativity and
curiosity. Whether surrounded by the
ingenious Rock Gnomes with their me-
chanical marvels, the nature-loving Fo-
rest Gnomes with their deep connection
to nature, or the cautious Deep Gnomes
dwelling in the underdark, you learned
the value of wit, resourcefulness, and
merriment. Gnomes prize knowledge, and
soon learned the importance to explore,
experiment, and expand on convention,
and to always do so with a sense of excite-
ment and whimsy.

Gnome Raised (Forest)

Ability Scores: Dexterity, Intelligence,
Charisma

Feat: Magic Initiate (Druid or Wizard)

Skill Proficiencies: Animal Handling,
Investigation

Tool Proficiencies: Herbalism Kit

Weapon Proficiencies: Choose one: Shorts-
word or Warhammer

Equipment: Choose A or B: (A) Herba-
lism Kit, Wand or Yew Wand, 2 pouches,
A glass jar with fireflies (functionally a
Hooded Lantern), animal treats (functio-
nally 1 day worth of Feed), Bedroll, Tra-
veler’s Clothes, 26 GP; or (B) 50 GP

Goliath

Growing up among goliaths meant lear-
ning to thrive in a harsh, unforgiving en-
vironment where only the strong survive.
From a young age, you were taught the
value of strength, skill, and resilience, as
your people measure worth through per-
sonal achievement.

Goliath tribes functions within a strict
hierarchy, where survival and competi-
tion are constant. Honor is defined by ac-
complishments, and weakness is quickly
cast aside. Whether battling the elements
or testing your own limits, you learned
that only the strongest and most skilled
earn their rightful place in the world.

Gnome Raised (Rock)

Ability Scores: Constitution, Intelligence,
Charisma

Feat: Magic Initiate (Wizard)

Skill Proficiencies: Arcana, Investigation
Tool Proficiencies: Tinkering Kit

Weapon Proficiencies: Choose one: Pistol
(if the setting allows) or Warhammer

Equipment: Choose A or B: (A) Tinkering
Kit, a pair of brass goggles, a tiny wind-
up toy, Bedroll, Traveler’s Clothes, 11 GP;
or (B) 50 GP

Gnome Raised (Deep)

Ability Scores: Dexterity, Constitution,
Intelligence

Feat: Magic Initiate (Wizard)

Skill Proficiencies: Investigation,
Perception

Tool Proficiencies: Jeweler’s Tools

Weapon Proficiencies: Choose one: War-
hammer or War Pick

Equipment: Choose A or B: (A) Jeweler’s
Tools, a pickaxe, hammer and chisel,
necklace (the first gem you ever found
bound on a string), Bedroll, Traveler’s
Clothes, an assortment of gems worth 28
GP; or (B) 50 GP

Goliath Raised

Ability Scores: Strength, Constitution,
Wisdom

Feat: Tough
Skill Proficiencies: Athletics, Survival

Tool Proficiencies: Mason‘s Tools

Weapon Proficiencies: Choose one:
Greataxe or Maul

Equipment: Choose A or B: (A) Greata-

xe or Maul (same as above), 10 Javelins,
Mason’s Tools, your favourite rock (for
throwing), your other favourite rock (not
for throwing), Traveler’s Clothes, 13 GP;
or (B) 50 GP
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Halfling Raised

Ability Scores: Dexterity, Constitution,
Charisma

Feat: Lucky

Skill Proficiencies: Acrobatics, Sleight of
Hand

Tool Proficiencies: Cook’s Utensils and a
Gaming Set of your choice

Equipment: Choose A or B: (A) Sling and
20 sling bullets, Cook’s Utensils, Gaming
Set (as above), Backpack, a cooking pot
(functionally a Bucket), Book (to know
whether something is safe to eat or not)
10 days’ worth of Rations, Bedroll, Trave-
ler’s Clothes, 16 GP; or (B) 50 GP

Human Raised

Ability Scores: Any 3 of your choice
Feat: Skilled

Skill Proficiencies: Persuasion and one
Skill of your choice

Tool Proficiencies: One Artisan tool (ex-
cept Tinkering Kit) or one Gaming Set

Equipment: Choose A or B: (A) Artisan
Tool or Gaming set (as above), a Simple
Melee Weapon of your choice, a coin from
a distant land you want to visit one day,
Backpack, Tinderbox, Bedroll, Traveler’s
Clothes, 19 GP; or (B) 50 GP

Orc Raised

Ability Scores: Strength, Dexterity,
Wisdom

Feat: Savage Attacker
Skill Proficiencies: Athletics, Intimidation
Tool Proficiencies: Leatherworker’s Tools

Weapon Proficiencies: Choose one:
Greatsword, Greataxe, or Longbow

Equipment: Choose A or B: (A) A martial
weapon (as above, if you choose Long-
bow you also get a quiver and 20 arrows),
Leatherworker’s Tools, a small trophy of
your first kill (beast, humanoid, or mons-
trosity), Bedroll, Tent, Traveler’s Clothes,
3 GP and 5 SP; or (B) 50 GP




