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you need to, you can secure free passage on a sailing
ship for yourself and your adventuring companions.

FAVORED ENEMY: Fiends. You have significant
experience studying, tracking, hunting, and even
talking to fiends. You have advantage on Wisdom
(Survival) checks to track fiends, as well as on
Intelligence checks to recall information about them.

NATURAL EXPLORER: Coast. (Detailed on the the
reverse.)

FIGHTING STYLE: Defense. While you are wearing
armor, you gain a +1 bonus to AC.

PROFICIENCIES:

« Languages: Common, Abyssal, Infernal

« Armor and Weapons: Light armor, medium armor,
shields, martial weapons, simple weapons

 Other Proficiencies: navigator’s tools, water
vehicles

INSPIRATION @

PERSONALITY TRAITS

| stretch the truth for the sake of a good
story.

I am drawn to strangeness and wonders.

IDEALS

People. I'm committed to my
crewmates, not to ideals.

BONDS
I was cheated out of my fair share of

the profits, and | want to get my due.
FLAWS

Once | start drinking, it's hard for me
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NATURAL EXPLORER: Coast. When you make an Intelligence or Wisdom check
related to coasts, your proficiency bonus is doubled if you are using a skill that
you're proficient in. While traveling for an hour or more in coastal terrain, you gain

the following benefits:

« Difficult terrain doesn't slow your group's travel.

« Your group can't become lost except by magical means.

« Even when you are engaged in another activity while traveling (such as foraging,
navigating, or tracking), you remain alert to danger.

« If you are traveling alone, you can move stealthily at a normal pace.

* When you forage, you find twice as much food as you normally would.

» While tracking other creatures, you also learn their exact number, their sizes, and
how long ago they passed through the area.

SPELL SLOTS: 2 (1st level)
SPELLS KNOWN: animal friendship, speak with animals

ADDITIONAL FEATURES & TRAITS
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PORTRAIT
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Like most Zyirrans, you make sacrifices to placate ]
whatever gods have the most sway on the day's

events. That usually means Tiamat (on the sea),
\ Surkat (on the rivers), and Theruun (in storms).

xR

TIAMAT: Zyirran dragon-goddess of the deep seas,
primordial Chaos, grasping greed, wealth, and
vengeance; mother of monsters; bound in the
underworld by Theruun the Thunderer. Chaotic
Evil.

B SURKAT: Zyirran god of rivers, shallow waters,
lakes, and the underworld; god of ambition and

conquest, patron of sailors, traders, and soldiers,
Father of Furies and king of devils; consort and

rival of Tiamat. Lawful Evil.
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THERUUN: Samarran invader god of storms,
thunder, rain, mountains, trees, strength, and
defeating monsters and evil spirits; lost an eye and a
hand binding Tiamat in the underworld. Neutral.
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FAITHS, FACTIONS & SYMBOLS

ADDITIONAL EQUIPMENT & TREASURE

You've spent your life on ships, docks, and coastlines. You were
born to a prostitute-priestess of Istarra of the Sickle Moon, the
Zyirran goddess of rain, magic, and fertility. Your father was,
presumably, one of the sailors who comprise most of the temple’s
visitors, so your mother named you Hannatamtu ("Favored by
Tiamat") in honor of the Zyirran dragon-goddess of the sea. In
the temple, you learned much about demons and devils, but you
were bound for the waters.

You have strong arms and weathered skin, and your own armor
and weapons. You are always a welcome crewmate. But meeting
Enu of the elves (the "Shining Ones"), and to a lesser extent Enu's
companions, has captured your imagination. That could lure you
away from the sea for a great while.
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	Features: BACKGROUND FEATURE: Ship’s Passage. When you need to, you can secure free passage on a sailing ship for yourself and your adventuring companions.

FAVORED ENEMY: Fiends. You have significant experience studying, tracking, hunting, and even talking to fiends. You have advantage on Wisdom (Survival) checks to track fiends, as well as on Intelligence checks to recall information about them.

NATURAL EXPLORER: Coast. (Detailed on the the reverse.)

FIGHTING STYLE: Defense. While you are wearing armor, you gain a +1 bonus to AC.

PROFICIENCIES:
  • Languages: Common, Abyssal, Infernal
  • Armor and Weapons: Light armor, medium armor, shields, martial weapons, simple weapons
  • Other Proficiencies: navigator’s tools, water vehicles
	Traits1: I stretch the truth for the sake of a good story.

I am drawn to strangeness and wonders.
	Ideals1: People. I’m committed to my crewmates, not to ideals.
	Bonds1: I was cheated out of my fair share of the profits, and I want to get my due.
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	Check Box 15: Off
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	Symbol: 
	Factions: Like most Zyirrans, you make sacrifices to placate whatever gods have the most sway on the day's events. That usually means Tiamat (on the sea), Surkat (on the rivers), and Theruun (in storms).

TIAMAT: Zyirran dragon-goddess of the deep seas, primordial Chaos, grasping greed, wealth, and vengeance; mother of monsters; bound in the underworld by Theruun the Thunderer. Chaotic Evil.

SURKAT: Zyirran god of rivers, shallow waters, lakes, and the underworld; god of ambition and conquest, patron of sailors, traders, and soldiers, Father of Furies and king of devils; consort and rival of Tiamat. Lawful Evil.

THERUUN: Samarran invader god of storms, thunder, rain, mountains, trees, strength, and defeating monsters and evil spirits; lost an eye and a hand binding Tiamat in the underworld. Neutral.
	Additional Features: NATURAL EXPLORER: Coast. When you make an Intelligence or Wisdom check related to coasts, your proficiency bonus is doubled if you are using a skill that you're proficient in. While traveling for an hour or more in coastal terrain, you gain the following benefits: 
  • Difficult terrain doesn't slow your group's travel. 
  • Your group can't become lost except by magical means. 
  • Even when you are engaged in another activity while traveling (such as foraging, navigating, or tracking), you remain alert to danger. 
  • If you are traveling alone, you can move stealthily at a normal pace. 
  • When you forage, you find twice as much food as you normally would. 
  • While tracking other creatures, you also learn their exact number, their sizes, and how long ago they passed through the area. 

SPELL SLOTS: 2 (1st level)
SPELLS KNOWN: animal friendship, speak with animals
	Additional Equipment: 
	History: You've spent your life on ships, docks, and coastlines. You were born to a prostitute-priestess of Istarra of the Sickle Moon, the Zyirran goddess of rain, magic, and fertility. Your father was, presumably, one of the sailors who comprise most of the temple's visitors, so your mother named you Hannatamtu ("Favored by Tiamat") in honor of the Zyirran dragon-goddess of the sea. In the temple, you learned much about demons and devils, but you were bound for the waters. 
  You have strong arms and weathered skin, and your own armor and weapons. You are always a welcome crewmate. But meeting Enu of the elves (the "Shining Ones"), and to a lesser extent Enu's companions, has captured your imagination. That could lure you away from the sea for a great while.
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