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: CLASS & LEVEL PLAYER NAME
Kam VeinGasher
Orc Gladiator (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
— ——
Y N
ﬂa +5_ Strength \ 7/ \
ARMOR Max HP Current HP Temp HP |
[ STRENGTH \ O _+2_ Dexterity
® _+4 Constitution +2 16 2 8 -
O -1 Intelligence
O +1 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +0 Charisma / . , \
3d10 successes O=O=0O
DEXTERITY raiLures O=O=0
+ 2 \ DEFENSES \ HIT DICE \ DEATH SAVES )
K SAVING THROW'S ) Y
INSPIRATION
N 7 j === ARMOR ===
y \ =N Heavy Armor, Light Armor, Medium Armor,
[CONSTITUTION] ® +4 Acrobatics DEX \ ™~ Shields
‘ O _*1_ Animal Handling wis PROFICIENCY BONUS j === WEAPONS ===
O 1 Arcana INT ~ Martial Weapons, Simple Weapons
® +5 Athletics STR = —r === TOOLS ===
O _+0  Deception CHA ABILITY SAVE DC | Disguise Kit, Drum
_g— _gu—
J—\ O _-1 History INT o — J—
INTELLIGENCE LANGUAGES
® _+3 Insight wis ( N Common, Orc
30 ft. (Walkin
- 1 ® +2 Intimidation CHA ( 9)
O _-1  Investigation INT
O +1  Medicine wis \ SPEED /
O 1 Nature INT ) PROFICIENCIES & LANGUAGES
' wispom Y ® +3 Perception wis , N\
® _+2 Performance CHA === ACTIONS ===
+ 1 _ Standard Actions === SPECIAL ===
O _*0_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, Action Surge ¢ 1/ Short Rest
L Help, Hide, Ready, Search, Use an Object, You can take one additional action on your turn.
O -1 Religion INT
g Opportunity Attack, Grapple, Shove, Improvise, This can be used 1 times per short rest.
O _*2_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
QO _+2  Stealth DEX === BONUS ACTIONS ===
CHARISMA O _+1  Survival wis Aggressive .
As a bonus action, you can move up to your speed
+O o) toward an enemy of your choice that you can see or
- hear.
o__
econd Wind ¢ ort Rest
o S d Wind « 1/ Short R
JE— Once per short rest, you can use a bonus action to
regain 1d10 + 3 HP.
\N SKILLS J ACTIONS )
7 N
13 PASSIVE WISDOM (PERCEPTION) Greatsword +5 2d6+3 Slashing Martial, Heavy, Two-Handed
13 Unarmed Strike +5 4 Bludgeoning
PASSIVE WISDOM (INSIGHT)
9 PASSIVE INTELLIGENCE (INVESTIGATION)

Darkvision 60 ft.
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'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 + 3 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

| Champion
* Improved Critical « PHB
Your weapon attacks score a critical hit on a roll of 19
or 20.
=== ORC RACIAL TRAITS ===

* Darkvision « VGtM
You can see in darkness (shades of gray) up to 60 ft.

* Aggressive * VGtM
As a bonus action, you can move up to your speed

toward an enemy of your choice that you can see or
hear.

| 1 Bonus Action

* Primal Intuition « VGtM

You have proficiency in two of the following skills of
your choice: Animal Handling, Insight, Intimidation,
Medicine, Nature, Perception, and Survival.

* Powerful Build « VGtM

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

N

PUSH/DRAG/LIFT

960 Ib.

FEATURES & TRAITS
Chain Mail 1 55 Ib.
Handaxe 1 2 lb.
Handaxe 1 2 lb.
Sling 1 -
Greatsword 1 6 Ib.
Net 1 3lb.
Backpack 1 5 lb.
Bedroll 1 7 lb.
Mess Kit 1 1lb.
Rations (1 day) 10 20 Ib.
WEIGHT CARRIED
127.3 b Rope, Hempen (50 feet) 1 10 Ib.
ENCUMBERED Tinderbox 1 1lb.
480 Ib. Torch 10 10 Ib.
Waterskin 1 5 lb.
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Kam was born as the eldest set of twins on an
island that was unkind to non-humans, especially
hard to orcs as they were seen as brutes and
prone to violence. She and her younger twin
brother grew up experiencing this type of
discrimination on the daily. It eventually came to
the point where they started believing it. “If you
can’t beat them, join them.”

They both became famous on the island for their
violence and brutality. Not as warriors per day, but
as gladiators, entertainers for the sick and twisted
who crave blood and mayhem. In her mind, who
was really the “orc” here? But her brother Horta,
fully embraced the role, becoming more and more
obsessed with maiming than actually living.€

Recently, Horta has joined an organization that
preaches freedom and a new start for everyone.
He’s been trying to get Kam to join as well but to
her, it sounds like a scammy cult and She outright
told him so. However, this has only emboldened
him, trying to convince Kam that because of her
talent, the organization could flourish and take
over the island.€

Kam, even though the idea was insane and the
group perhaps even more so, she couldn’t get it
out of her head. After all, who on this island hasn’t
abused her and her family for so long? In the end,
and without warning, she took the first ship off the
island in an attempt to escape the choice Horta
had forced onto her.€

Where does Kam go from here? Does she accept
the offer and join the cultist like resistance on the
island? Or does she reject it and go and live a new
life in a new land?€

CHARACTER BACKSTORY

ADDITIONAL NOTES
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