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❖ Mᴀɢʀᴀᴛʜ ᴛʜᴇ Mɪɴᴏᴛᴀᴜʀ ❖
CHARACTER NAME

8081030746

BACKGROUND

Minotaur

Chaotic evil

RACE

ALIGNMENT

PLAYER NAME

900
EXPERIENCE POINTS

INSPIRATION

14

STRENGTH

+5

+2

ARMOR
CLASS

PROFICIENCY BONUS

+0

30 feet

INITIATIVE

SPEED

To me, a tavern brawl is a nice way to
get to know a new city, and my language
is as foul as an otyugh nest.

20

PERSONALITY TRAITS
●

DEXTERITY

+0

38

Hit Point Maximum

+7 Strength

I'm a predator, and the other ships on
the sea are my prey.

+0 Dexterity
●

+6 Constitution
CURRENT HIT POINTS

−1 Intelligence
−1 Wisdom

10

A powerful person killed someone I love.
Some day soon, I'll have my revenge.

+1 Charisma
CONSTITUTION

SAVING THROWS

TEMPORARY HIT POINTS

+4
+0 Acrobatics (Dex)

18

Total

●

−1

HIT DICE

NAME

−1 History (Int)

●

+3 Intimidation (Cha)
−1 Investigation (Int)

WISDOM

−1 Medicine (Wis)

−1

−1 Nature (Int)
●

−1 Religion (Int)
+0 Sleight of Hand (Dex)

+0 Stealth (Dex)
●

+7

2d6+5 slashing

Minotaur horns

+7

1d10+5 piercing

Javelin*

+7

1d6+5 piercing

+1 Survival (Wis)
SKILLS

11

FLAWS

ATK BONUS DAMAGE/TYPE

Silvered greatsword

Gᴏʀɪɴɢ Rᴜsʜ: When you use the Dash action during your
turn, you can make a melee attack with your horns as a
bonus action.
Hᴀᴍᴍᴇʀɪɴɢ Hᴏʀɴs: When you use the Attack action during
your turn to make a melee attack, you can attempt to
shove a creature with your horns as a bonus action. You
cannot use this shove attempt to knock a creature prone.
Rᴇᴄᴋʟᴇss Aᴛᴛᴀᴄᴋ: When you make your first attack on your
turn, you can decide to attack recklessly. Doing so gives
you advantage on melee weapon attack rolls using Strength
during this turn, but attack rolls against you have
advantage until your next turn.

+1 Persuasion (Cha)

+1

My pride will probably lead to my
destruction.

DEATH SAVES

*You can throw a javelin 30 feet, or up to 120 feet with
disadvantage on the attack roll.

+1 Perception (Wis)
+1 Performance (Cha)

CHARISMA

BONDS

+7 Athletics (Str)

−1 Insight (Wis)

13

SUCCESSES
FAILURES

+1 Deception (Cha)

9

8

3d12

−1 Animal Handling (Wis)

−1 Arcana (Int)
INTELLIGENCE

IDEALS

Rᴀɢᴇ (3; Recharges after a Long Rest):
On your turn, you can enter a rage as a
bonus action. While raging, you gain the
following benefits if you aren't wearing
heavy armor:
• You have advantage on Strength
checks and Strength saving throws.
• When you make a melee weapon attack
using Strength, you gain a 2 point bonus to
the damage roll.
• You have resistance to bludgeoning,
piercing, and slashing damage.
Your rage lasts for 1 minute. It 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 on your turn as a bonus action.

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)

Pʀᴏғɪᴄɪᴇɴᴄɪᴇs: Light armor, medium armor,
shields, simple weapons, martial weapons,
navigator's tools, vehicles (water)

CP

9

SP

4

EP

Lᴀɴɢᴜᴀɢᴇs: Abyssal, Giant (Jotunuvar dialect),
Thorasta (Common [Skaevrym dialect])
GP

Silvered greatsword, dagger, 4 javelins,
belaying pin (club), unholy symbol of
Baphomet, steel mirror, whetstone, set of
common clothes, rowboat, pouch, faction
coin (wolf)

1
3

Bᴀᴄᴋᴘᴀᴄᴋ ᴡɪᴛʜ Wᴀᴛᴇʀsᴋɪɴ: treasure, tent,
bedroll, 50 feet of silk rope with grappling
hook, block and tackle, crowbar, fishing
tackle, mess kit, shovel, tinderbox, 10
torches, 9 days of rations (man-flesh)

Uɴᴀʀᴍᴏʀᴇᴅ Dᴇғᴇɴsᴇ: While you are not
wearing any armor, your Armor Class
equals 10 + your Dexterity modifier + your
Constitution modifier. You can use a shield
and still gain this benefit.
Dᴀɴɢᴇʀ Sᴇɴsᴇ: You have advantage on
Dexterity saving throws against effects that
you can see, such as traps and spells. To
gain this beneift, you can't be blinded,
deafened, or incapacitated.

PP

OTHER PROFICIENCIES & LANGUAGES

EQUIPMENT
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FEATURES & TRAITS
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❖ Mᴀɢʀᴀᴛʜ ᴛʜᴇ Mɪɴᴏᴛᴀᴜʀ ❖
CHARACTER NAME

AGE

350 lb.

HEIGHT

WEIGHT

Polished obsidian

Coal black

Earthen brown

EYES

SKIN

HAIR

"Join us and prosper. Oppose us and suffer."
— Zʜᴇɴᴛᴀʀɪᴍ's Mᴏᴛᴛᴏ

NAME

The Zhentarim is an unscrupulous shadow network that seeks to
expand its influence and power throughout Faerûn. The
organization is ambitious, opportunistic, and meritocratic. Rogues
and warlocks of neutral and/or evil alignments are commonly
drawn to the Zhentarim.

❖ Zʜᴇɴᴛᴀʀɪᴍ ❖

Gᴏᴀʟs
• Amass wealth
• Look for opportunities to seize power.
• Gain influence over important people and organizations.
• Dominate Faerûn
Bᴇʟɪᴇғs
• The Zhentarim is your family. You watch out for it, and it
watches out for you.
• You are the master of your own destiny. Never be less than
what you deserve to be.
• Everything—and everyone—has a price.
A member of the Zhentarim thinks of himself or herself as a
member of a large family, and relies on the Black Network for
resources and security. However, members are granted enough
autonomy to purse their own interests and gain some measure of
personal power or influence. The Black Network is a meritocracy.
It promises "the best of the best," although in truth, the
Zhentarim is more interested in spreading its own propaganda and
influence than investing in the improvement of its individual
members.

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Magrath the Minotaur emerged 8 Kythorn, 1463 ᴅʀ,
"The Year of the Reborn Hero," to terrorize the lands
of Faerûn. He is the son of the feared pirate captain,
Walharrow, and was named for the legendary pirateking of Suzail, a minotaur of such great ferocity that
he sought influence across all of Cormyr, even daring
to put a price on the head of King Duar Obarskyr…
before his inevitable death in 432 ᴅʀ. Raised on the
tales spoken of his legendary namesake, and inspired
by the raids conducted by his father across the
Moonsea, Magrath's life has been dedicated to
conquering the waters within and without Faerûn, to
raise his standard, and to forge a path of death and
destruction not seen since the Orcgate Wars, erasing
the word "peace" from the world's memory.
Pᴇʀsᴏɴᴀʟ Gᴏᴀʟ—Bʟᴏᴏᴅ Is Tʜɪᴄᴋᴇʀ Tʜᴀɴ Wᴀᴛᴇʀ: After
years of raids across the Moonsea, Walharrow,
Magrath's father, found himself imprisoned in
Grimshackle, only to be killed in 1489 ᴅʀ during an
attempted jailbreak. Inflamed by this outrage
Magrath has sought vengeance against the so-called
"heroes" who murdered his kin… but he knows he
can't do it alone. Swearing allegiance to the
Zhentarim, the "Black Network," Magrath intends on
using their connections to track down his sworn
adversaries; in return, the Zhentarim has requested
of him to investigate and counterract the rising
influence of the "Cult of the Dragon," less they amass
enough wealth and power to break free their dreaded
Dragon Queen, Tiamat, from her infernal prison and
tear Toril asunder… and you can't rule over a world if
there's no world to rule over.
Aʟɪɢɴᴍᴇɴᴛ—Cʜᴀᴏᴛɪᴄ Eᴠɪʟ: A worshipper of Baphomet,
the "Prince of Beasts," Magrath seeks to emulate his
demonic patron and instill an animalistic fear in the
hearts of others in the same way his namesake did a
millenium before. As with many of his kin, he grew up
amid pain and suffering, pushing his body and spirit
to their limits and learning to neither give nor take
any quarter from his foes; to tear the flesh from their
bones and sate his insatiable hunger with their very
being. More beast than man, survival of the fittest is
the one, true law of the minotaur, and where words
fail others, the blade and the horn proove a
minotaur's mettle, whether he seeks to conquer the
land or the sea or the skies above…

CHARACTER BACKSTORY

SYMBOL

Fʀᴇɴᴢʏ: You can go into a frenzy when you rage. If you do so, for the duration of your rage you can make a single
melee weapon attack as a bonus action on each of your turns after this one. When your rage ends, you suffer one
level of exhaustion.
Dᴀʀᴋᴠɪsɪᴏɴ: You see in dim light within a 60-foot radius of you as if it were bright light, and in darkness in that
radius as if it were dim light. You can't discern color in darkness, only shades of gray.
Hᴏʀɴs: You are never unarmed. You are proficient with your horns, which are a melee weapon that deals 1d10
piercing damage. Your horns grant you advantange on all checks made to shove a creature, but not to avoid being
shoved yourself.
Lᴀʙʏʀɪɴᴛʜɪɴᴇ Rᴇᴄᴀʟʟ: You can perfectly recall any path you have traveled.
Bᴀᴅ Rᴇᴘᴜᴛᴀᴛɪᴏɴ: No matter where you go, people are afraid of you due to your reputation. When you are in a
civilized settlement, you can get away with minor criminal offenses, such as refusing to pay for food at a tavern or
breaking down doors at a local shop, since most people will not report your activity to the authorities.

ADDITIONAL FEATURES & TRAITS

Tʀɪɴᴋᴇᴛs: A pair of knucklebone dice, each with a skull symbol on the side that would normally show six pips; a(n undersized)
silver spoon with an "M" engraved on the handle.
Aʀᴛ Oʙᴊᴇᴄᴛs:

Gᴇᴍs:
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