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CLASS & LEVEL PLAYER NAME
Variant Human Sailor (Milestone)
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INSPIRATION
j === ARMOR ===
=N Light Armor, Medium Armor, Shields
N
PROFICIENCY BONUS === .\NEAPONS ::.:
Martial Weapons, Simple Weapons
y-
=== TOOLS ===
I — Navigator's Tools, Vehicles (Water)
ABILITY SAVE DC |
r— — === LANGUAGES ===
Common, Giant
/ N\
30 ft. (Walking)
A SPEED )
) PROFICIENCIES & LANGUAGES

L SKILLS ),

=== ACTIONS ===
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 ===
Great Weapon Master Attack

On your turn, when you score a critical hit with a
melee weapon or reduce a creature to 0 HP with one,
you can make one melee weapon attack as a bonus
action.

Rage ¢ 2/ Long Rest
As a bonus action enter a rage for up to 1 minute

(20 rounds).

You gain advantage on STR checks and saving
throws (not attacks), +2 melee damage with STR
weapons, resistance to bludgeoning, piercing,
slashing damage. You can't cast or concentrate on
spells while raging.

Your rage ends early if you are knocked unconscious
or if your turn ends and you haven't attacked a hostile
creature since your last turn or taken damage since
then. You can also end your rage as a bonus action.

74

ACTIONS
4 N
13 PASSIVE WISDOM (PERCEPTION) Greataxe +5 1d12+3 Slashing Martial, Heavy, Two-Handed
11 PASSIVE WISOOM (INSIGHT) Handaxe +5 1d6+3 Slashing Simple, Light, Thrown, Range (20/60)
Handaxe +5 1d6+3 Slashing Simple, Light, Thrown, Range (20/60)
9 PASSIVE INTELLIGENCE (INVESTIGATION) Javelin +5 1d6+3 Piercing Simple, Thrown, Range (30/120)
Unarmed Strike +5 4 Bludgeoning
SENSES A WEAPON ATTACKS & CANTRIPS /
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=== BARBARIAN FEATURES === You gain one feat of your choice.
* Hit Points « PHB 47
=== FEATS ===
* Proficiencies « PHB 47
* Great Weapon Master « PHB 167
* Rage * PHB 48 On your turn, when you score a critical hit with a melee
As a bonus action enter a rage for up to 1 minute (10 weapon or reduce a creature to 0 HP with one, you
rounds). can make one melee weapon attack as a bonus
action. Before you make a melee attack with a heavy
You gain advantage on STR checks and saving throws ~ weapon that you are proficient with, you can choose to
(not attacks), +2 melee damage with STR weapons, take a -5 penalty to the attack roll to add +10 to the
resistance to bludgeoning, piercing, slashing damage. attack's damage.
You can't cast or concentrate on spells while raging.
| Great Weapon Master Attack: 1 Bonus Action
Your rage ends early if you are knocked unconscious
or if your turn ends and you haven't attacked a hostile
creature since your last turn or taken damage since
then. You can also end your rage as a bonus action.
| 2/ Long Rest « 1 Bonus Action
* Unarmored Defense « PHB 48
While not wearing armor, your AC equals 10 + DEX
modifier + CON modifier + any shield bonus.
=== VARIANT HUMAN RACIAL TRAITS ===
* Languages ¢ BR 31
You can speak, read, and write Common and one
extra language.
* Ability Score Increase * BR 31
Two different ability scores of your choice increase by
1.
* Skills « BR 31
You gain proficiency in one skill of your choice.
* Feat* BR 31
FEATURES & TRAITS
Orb of Direction 1 - Tinderbox 1 11b.
Trinket 1 - Torch 10 10 Ib.
Handaxe 1 21b. Waterskin 1 51b.
Handaxe 1 21b. Trinket 1 -
Javelin 4 8 lb.
Greataxe 1 7 1b.
Backpack 1 5 lb.
Clothes, Common 1 31b.
Healer's Kit 1 31b.
Pouch 1 11b.
WEIGHT CARRIED
90 Ib Rope, Silk (50 feet) 1 51b.
ENCUMBERED Bedroll 1 7 Ib.
240 Ib. Mess Kit 1 1lb.
PUSH/DRAG/LIFT Rations (1 day) 10 20 Ib.
480 Ib. Rope, Hempen (50 feet) 1 10 Ib.
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Male 32 Medium 6'5" 230
GENDER AGE HEIGHT WEIGHT
Chaotic Good Umberlee - Goc White Blue Silver
ALIGNMENT FAITH EYES HAIR
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/|MAGINATIVE — Being so aware of others’ emotions, | use creativity and \
insight to craft bold ideas that speak to people’s hearts. While it's hard to
explain this quality on a resume, this vivid imagination and exploratory spirit
helps me in unexpected ways.

CURIOUS - Ideas are well and good, but | need to see and explore for
myself whether my ideas ring true. Work revolving around the sciences may
seem a poor match for my traits, but a boldly artistic and humanistic vision is
often exactly what research needs to move forward, if | am given the freedom |

PERSONALITY TRAITS
L~ 1
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IDEALS
L~ 1
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In a harbor town, | have a
paramour whose eyes nearly stole
me from the sea.
BONDS
L~ 1
[N "]

UNPREDICTABLE - | dislike
long-term commitments and plans. The
tendency to actively avoid planning for

L \ L \
y,
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS
T 7 T T

\\ FLAWS //

In the icy realms of the northern seas, where wild
waves clashed with frosty winds, | sailed the
tumultuous waters as a Viking sailor. My chaotic
and vivid imagination set me apart from my fellow
sailors, making me a legend among the crew for
my unpredictable and creative nature.

My massive battle ax, a weapon as fierce as the
storms | weathered, spoke volumes about my
great weapon fighting prowess. As a wild magic
barbarian, my rage was an unpredictable force,
manifesting in bursts of magical energy that
matched the chaotic seas | called home. A frost
giant tooth, my lucky charm, dangled from a
leather thong around my neck, a memento from a
perilous encounter that had tested my mettle.

Harbor towns held a special place in my heart, and
it was in one such port that | found a paramour
whose eyes nearly stole me from the sea. My
paramour's presence added warmth to my frosty
adventures, and our love created a haven in the
midst of the wild and unpredictable life of a Viking
sailor. It also started a clan civil war when it turned
out my paramour was the spouse of the rival clan
chief. To ease the tensions, | quickly bid farewell
to the love of my life and returned to a life on the
high icey seas.

My imaginative and curious spirit guided me
through a life of exploration and discovery. My
bold ideas and artistic vision were often
unconventional but had a profound impact on my
crew and the stories told in the harbors | visited.
However, my aversion to long-term commitments
and plans created occasional strain in my romantic
relationships, as my paramour yearned for a more
settled life ashore.

Living in harmony with the ever-changing tides, |
struggled to balance my free-spirited nature with
the need for personal time. The chaos of everyday
life sometimes left me feeling adrift, reacting to
external circumstances rather than charting my
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