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Fighter 4 warr.lamb
CLASS & LEVEL PLAYER NAME
Tortle Fisher (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
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INSPIRATION
j === ARMOR ===

=== WEAPONS ===
Martial Weapons, Simple Weapons

- === LANGUAGES ===
ABILITY SAVE DC | Common, Dwarvish, Orc
N N
// \\
30 ft. (Walking)
Q SPEED )
) PROFICIENCIES & LANGUAGES
/
=== ACTIONS === === SPECIAL ===

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 ===
Second Wind « 1 / Short Rest

regain 1d10 + 4 HP.

Shell Defense: Emerge
You can use a bonus action to emerge from your

Once per short rest, you can use a bonus action to

shell, ending all effects gained by withdrawing into it.

Action Surge * 1 / Short Rest
You can take one additional action on your turn.
This can be used 1 times per short rest.

74

\ ACTIONS
4 N
13 PASSIVE WISDOM (PERCEPTION) Handaxe +6 1d6+4 Slashing Simple, Light, Thrown, Range (20/60)
Unarmed Strike +6 5 Bludgeoning
11 PASSIVE WISDOM (INSIGHT)
Claws +6 1d6+4 Slashing
13 PASSIVE INTELLIGENCE (INVESTIGATION)
SENSES A WEAPON ATTACKS & CANTRIPS /
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Fighter 4 warr.lamb
CLASS & LEVEL PLAYER NAME
Tortle Fisher (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
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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 + 4 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.

* Ability Score Improvement « PHB 72

=== TORTLE 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 34
You are a Humanoid.

* Size « MotM 34
You are Medium or Small. You choose the size when
you select this race.

* Speed ¢« MotM 34
Your walking speed is 30 ft.

* Claws » MotM 34

You have claws that you can use to make unarmed
strikes. When you hit with them, you deal
<strong>1d6</strong>+4 slashing damage.

| 1 Action

* Hold Breath « MotM 34
You can hold your breath for up to 1 hour.

* Natural Armor « MotM 34

Your shell provides you a base AC of 17 (your DEX
modifier doesn't affect this number). You can’t wear
light, medium, or heavy armor, but can continue using
and applying a shield’s bonus as normal.

* Nature’s Intuition « MotM 34

You become proficient in one of the following skills of
your choice: Animal Handling, Medicine, Nature,
Perception, Stealth, or Survival.

N

* Shell Defense « MotM 34

You can withdraw into your shell as an action and until
you emerge, you gain a <strong>+4</strong> bonus to
AC and you have advantage on STR and CON saving
throws.

While in your shell, you are prone, your speed is 0 and
can't increase, you have disadvantage on DEX saving
throws, and you can't take reactions. The only action
you can take is to use a bonus action to emerge.

| Shell Defense: Withdraw: 1 Action

| Shell Defense: Emerge: 1 Bonus Action

FEATURES & TRAITS
\\
Amulet of Health 1 - Mess Kit 1 11b.
Shield 1 6 Ib. Rations (1 day) 16 32 Ib.
Handaxe 1 21b. Rope, Hempen (50 feet) 1 10 Ib.
Handaxe 1 21b. Tinderbox 1 11b.
Maul 1 10 Ib. Torch 20 20 Ib.
Longbow 1 21b. Waterskin 1 51b.
Net 1 31b.
Arrows 20 11b.
Backpack 1 5 lb.
WEIGHT CARRIED Clothes, Traveler's 1 4 1b.
140.13999999999999 Ib. Fishing Tackle 1 41b.
ENCUMBERED Healer's Kit 1 31b.
270 Ib. Tent, Two-Person 1 20 Ib. Amulet of Health 1 -
PUSH/DRAG/LIFT Shortsword 1 2 lb.
540 Ib. Bedroll 1 7 1b.
EQUIPMENT ))
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Male 42 Medium 511" 650
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Selune, goddes Pale green yellow Bald
ALIGNMENT FAITH SKIN EYES HAIR
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

// N
I need long stretches of quiet to

clear my head.

My friends are my crew; we sink

or float together.

PERSONALITY TRAITS
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Camaraderie. Good people make even the
longest voyage bearable. (Good)

IDEALS
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| must repay my village’s
debt.

BONDS
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| become depressed and anxious if I'm away
from the sea too long.

\\ FLAWS //

"

CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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