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Madmardigyn

CHARACTER NAME

Strength
Dexterity
Constitution
Intelligence
Wisdom

Charisma
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Acrobatics DEX

Animal Handling wis

Arcana INT
Athletics STR
Deception CHA
History INT
Insight wis
Intimidation CHA
Investigation INT
Medicine WIS
Nature INT
Perception wis
Performance CHA
Persuasion CHA
Religion INT
Sleight of Hand DEX
Stealth DEX

Survival wis

SKILLS
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Fighter 1 shimshon123
CLASS & LEVEL PLAYER NAME
Goliath Pirate (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
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ARMOR Max HP Current HP Temp HP |
+3 17 12 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
. 1d10
Resistances - Cold successes O-O-0
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
— e— === TOOLS ===
ABILITY SAVE DC | Navigator's Tools, Vehicles (Water)
- === L ANGUAGES ===
7 N Common, Giant
30 ft. (Walking)
A SPEED )
PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

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 ¢ 1/ Short Rest

Once per short rest, you can use a bonus action to
regain 1d10 + 1 HP.

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

As a reaction, reduce damage dealt to you by 1d12
+2 once per short rest.

ACTIONS

74

SENSES

12 PASSIVE PERCEPTION
10 PASSIVE INSIGHT
8 PASSIVE INVESTIGATION

//

Crossbhow, Heavy +5
Greatsword +7
Halberd +7
Unarmed Strike +7

1d10+3 Piercing
2d6+5 Slashing

1d10+5 Slashing

6 Bludgeoning

'WEAPON ATTACKS & CANTRIPS

Martial, Ammunition, Heavy, Loading, Range, Two-Handed, Push, Range (100/400)

Martial, Heavy, Two-Handed, Graze

Martial, Heavy, Reach, Two-Handed, Cleave
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H CLASS & LEVEL PLAYER NAME
Madmardigyn
Goliath Pirate (Milestone)
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=== FIGHTER FEATURES === You don't suffer the penalties for being in high

altitudes, and have resistance to cold damage.
* Hit Points « PHB 71

* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Defense « PHB
While you are wearing armor, you gain a +1 bonus to
AC.

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

| 1/ Short Rest « 1 Bonus Action

=== GOLIATH SPECIES TRAITS ===

* Ability Score Increase * EE
Your Strength score increases by 2, and your
Constitution score increases by 1.

* Natural Athlete « EE
You have proficiency in the Athletics skill.

* Stone’s Endurance * EE
As a reaction, reduce damage dealt to you by 1d12 +2
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

FEATURES & TRAITS
Cloak of Billowing 1 - Waterskin 1 51b.
Talking Doll 1 -- Bedroll 1 7 Ib.
Chain Mail 1 55 Ib. Mess Kit 1 11b.
Greatsword 1 6 Ib. Rations (1 day) 10 20 Ib.
Halberd 1 6 Ib. Rope, Hempen (50 feet) 1 10 Ib.
Crossbow, Heavy 1 18 Ib. Tinderbox 1 1lb.
Backpack 1 5 lb. Torch 10 10 Ib.
Clothes, Common 1 31b. Waterskin 1 51b.
Rope, Silk (50 feet) 1 5 lb.
WEIGHT CARRIED Bedroll L 71b.
206 Ib. Mess Kit 1 11b.
ENCUMBERED Rations (1 day) 10 20 Ib.
600 Ib. Rope, Hempen (50 feet) 1 10 Ib.
PUSH/DRAG/LIFT Tinderbox 1 11lb.
1200 Ib. Torch 10 10 Ib.
\ EQUIPMENT




GENDER AGE

ALIGNMENT FAITH
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HEIGHT WEIGHT
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS
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Madmardigyn (aka, Mad) has earned a reputation,
a bounty hunter, a pirate, and a smuggler of ill
repute. He has spent his days, developing his
combat skills. A bounty hunter now by trade he
can be an enforcer for the jobs the local authorities
don't want to handle, finding those who have upset
enough of those with coin to hire him. He also has
a smuggling operations and has experience
getting things into and out of places. He is known
to be rough but has never failed on a contract.
Most don't mess with the ill-tempered man, as his
skills in combat are only second to his temper.
Mad has never met a sword he did not like, or an
axe he could not wield. He often engages in single
combat against other foes for sport or money,
finding worthy foes, and always trying to improve
his skills. A huge tankard of ale sits half-full at his
table, as dribbles of beer spill down his black
beard. As usual, he often does not pay for the food
and drink in the tavern he chooses to visit. But,
like a friendly bouncer, most innkeepers don't mind
as he often will throw out those in the place that
"disturb" him, and they certainly would not want to
arouse his ire. He is just a salty man with a bad
attitude. One tomb is no different from the next,
traps, dead things, treasure. All the same to him.

CHARACTER BACKSTORY

ADDITIONAL NOTES
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