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-1 Insight wis

+4  Intimidation CHA

-1 Investigation INT

+1  Medicine WIS

-1 Nature INT

Perception wis

+2  Performance CHA

+2  Persuasion CHA
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+5  Sleight of Hand DEX
+5  Stealth DEX

-1 Survival wis

Animal Handling wis
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CLASS & LEVEL PLAYER NAME
Human Sailor (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
—————— ———
/ \
ARMOR Max HP Current HP Temp HP |
+3 13 11 —
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
1d10 successes O=O=0O
FAILURES( H >=< )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION
j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS
j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Cartographer's Tools, Navigator's Tools,
— F— Vehicles (Water)
7 N === LANGUAGES ===
30 ft. (Walking) Common, Draconic, Goblin
A SPEED )
i PROFICIENCIES & TRAINING
/ N\
=== ACTIONS === === SPECIAL ===
Standard Actions Push

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== BONUS ACTIONS ===
Second Wind « 2 / Long Rest

You can draw upon a limited well of physical and
mental stamina and regain 1d10+1 HP.

You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short

Once per turn, when you hit a creature with an
Unarmed Strike, you can deal damage to the target
and also push it 5 ft. away from you.

74

SENSES

- Rest.
L SKILLS )/ \ ACTIONS
[ 7 N
11 PASSIVE PERCEPTION Pistol +5 1d10+3 Piercing  Martal, Ammuniton (Firearms), Range, Loading, Vex, Range (30/90)
9 DASSIVE INSIGHT Rapier +5 1d8+5 Piercing Martial, Finesse, Vex
Whip +5 1d4+5 Slashing Martial, Finesse, Reach, Slow
9 PASSIVE INVESTIGATION Unarmed Strike +3 2 Bludgeoning
Enhanced Unarmed Strike +3 1d4+1 Bludgeoning

'WEAPON ATTACKS & CANTRIPS
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=== FIGHTER FEATURES ===
* Core Fighter Traits « free-rules 91

* Fighting Style « free-rules 91

You gain a Fighting Style feat of your choice, and
whenever you gain a Fighter level, you can replace the
feat you chose with a different Fighting Style feat.

* Second Wind « free-rules 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+1 HP.

You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 2/Long Rest « 1 Bonus Action

* Weapon Mastery e free-rules 91

=== HUMAN SPECIES TRAITS ===

* Size « free-rules 194
Your Size is Medium or Small, chosen when you select
this species.

* Speed ¢ free-rules 194
Your Speed is 30 ft.

* Resourceful « free-rules 194
You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful « free-rules 193
You gain proficiency in one skill of your choice.

* Versatile « free-rules 194
You gain an Origin feat of your choice.

* Languages - free-rules 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

* Dueling « PHB-2024 209
You gain +2 bonus to damage with one-handed Melee
weapons when holding no other weapons.

* Skilled « free-rules 201
You gain proficiency in any combination of three skills
or tools of your choice.

Repeatable. You can take this feat more than once.
* Weapon Mastery « PHB-2024 91

| Pistol (Vex)
Vex. If you hit a creature with a Pistol and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Rapier (Vex) ¢
Vex. If you hit a creature with a Rapier and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Whip (Slow) ¢
Slow. If you hit a creature with a Whip and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

<\
| Vex (Rapier): 1 Action

| Vex (Pistol): 1 Action

| Slow (Whip):
* Sailor Ability Score Improvements « PHB-2024 183

| Increase two scores (+2/ +1) ¢
* Tavern Brawler « PHB-2024 202
Enhanced Unarmed Strike. When you hit with your
Unarmed Strike and deal damage, you can deal 1d4+1
Bludgeoning damage instead of the normal damage of
an Unarmed Strike.
Damage Rerolls. Whenever you roll a damage die for
your Unarmed Strike, you can reroll the die if it rolls a

1, and you must use the new roll.

Improvised Weaponry. You have proficiency with
improvised weapons.

Push. When you hit a creature with an Unarmed
Strike, you can deal damage to the target and also
push it 5 ft. away from you. You can use this benefit
only once per turn.

| Enhanced Unarmed Strike: 1 Action

| Push: Special

FEATURES & TRAITS

Rapier 1 21b.
Whip 1 3lb.
Pistol 1 31b.

Rations 10 20 1b.
Cartographer's Tools 1 61b.
Rope 1 51b.
Bedroll 1 7 1b.
Tinderbox 1 11b.
Waterskin 1 5 Ib.
WEIGHT CARRIED Navigator's Tools 1 21p.
65 Ib. Crowbar 1 5 Ib.
ENCUMBERED Traveler's Clothes 1 41b.
195 Ib. Firearm Bullets 10 21b.

PUSH/DRAG/LIFT

390 Ib.

EQUIPMENT
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Male a7 Medium 6'0" 190
GENDER AGE HEIGHT WEIGHT
Chaotic Good None Caucasian Green Black
ALIGNMENT FAITH EYES HAIR
— —
L \ L \
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=== Allies === /IIive by my own rules and revel in chaos. I'm fiercely N
independent, quick-witted, and always seeking the next
Madam Morgan, the resourceful innkeeper and thrill.
madam of the notorious tavern, The Siren's Call,
who hid Pete from his relentless pursuers.
=== Organizations === PERSONALITY TRAITS
L~ .
Former member of the Dread Pirates, left after a [ ~]
daring escape to save a captive from the cruel Freedom above all else. No one tells
Captain Blackthorn's tyranny. me what to do—adventure and
liberty are my guiding stars.
IDEALS
L~ —~
[ "]
My ship and crew are my family. I'l
protect them with my life. | owe my
survival to a sea witch's boon.
BONDS
L~ ]
[N "]
I'm reckless and prone to get myself
into trouble. My past misdeeds often
come back to haunt me.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS Y
\ /4 AV /4

Born in the coastal town of Saltmarsh, Scurvy
Pete grew up with the sea as his playground.
Orphaned at a young age, he joined the Dread
Pirates and quickly earned a reputation as a
cunning and daring pirate. His time with the crew
took a turn when he defied the cruel Captain
Blackthorn by freeing a captive during a daring
escapade. This act of rebellion severed his ties
with the Dread Pirates and made Blackthorn his
sworn enemy. Seeking refuge, Pete was hidden
by Madam Morgan, the clever innkeeper and
madam of The Siren's Call, a notorious pirates'
tavern. Despite his roguish nature, Pete's heart is
set on freedom and loyalty to his newfound allies,
as he navigates the treacherous waters of his past
and present adventures.

CHARACTER BACKSTORY

Pirate Superstitions: Scurvy Pete believes in various
maritime superstitions, like never starting a journey
on a Friday or always carrying a lucky charm.
Secret Stash: He has a hidden stash of rum and gold
coins buried in a secret location, only known to him
and a trusted few.

Unique Habits: Pete has a habit of humming sea
shanties or reciting old pirate poetry when he's deep
in thought.

Unusual Hobby: He's surprisingly skilled at carving
intricate figures out of driftwood, a talent he picked
up during long voyages.

ADDITIONAL NOTES /,
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