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Devanis Drunkaxe
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CLASS & LEVEL PLAYER NAME
Hill Dwarf Noble (Milestone)
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INSPIRATION j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===

=== TOOLS ===
Brewer's Supplies, Dice Set

=== LANGUAGES ===
Common, Dwarvish, Gnomish

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 ===
Second Wind ¢ 1/ Short Rest

Once per short rest, you can use a bonus action to
regain 1d10 + 2 HP.

=== SPECIAL ===
Action Surge ¢ 1 / Short Rest

You can take one additional action on your turn.
This can be used 1 times per short rest.

74

Darkvision 60 ft.
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Fighter 2 Djrowee
: CLASS & LEVEL PLAYER NAME
Devanis Drunkaxe
Hill Dwarf Noble (Milestone)
CHARACTER NAME 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 + 2 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

=== HILL DWARF RACIAL TRAITS ===

* Darkvision « BR 20
You can see in darkness (shades of gray) up to 60 ft.

* Dwarven Resilience ¢« BR 20
You have advantage on saves against poison and
resistance against poison damage.

* Dwarven Combat Training * BR 20
You have proficiency with the battleaxe, handaxe, light
hammer, and warhammer.

* Tool Proficiency * BR 20
You gain proficiency with your choice of smith’s tools,

brewer’s supplies, or mason’s tools.

* Stonecunning * BR 20

Whenever you make an Intelligence (History) check
related to the origin of stonework, you are considered
proficient in the History skill and add double your
proficiency bonus to the check.

* Dwarven Toughness * BR 20
Your hit point maximum increases by 1, and it
increases by 1 every time you gain a level.

FEATURES & TRAITS
Shield 1 6 Ib. Torch 10 10 Ib.
Leather 1 10 Ib. Waterskin 1 51b.
Handaxe 1 21b.
Handaxe 1 2 1b.
Warhammer 1 2 1b.
Longbow 1 2 lb.
Arrows 20 11b.
Backpack 1 5 lb.
Clothes, Fine 1 6 Ib.
WEIGHT CARRIED Signet Ring L -
90 Ib. Bedroll 1 7 Ib.
ENCUMBERED Mess Kit 1 11b.
210 Ib. Rations (1 day) 10 20 Ib.
PUSH/DRAG/LIFT Rope, Hempen (50 feet) 1 10 Ib.
420 Ib. Tinderbox 1 1lb.

EQUIPMENT
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Male 56 Medium 4'3 187
GENDER AGE SIZE HEIGHT WEIGHT
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=== Allies === . :
1es Despite my noble birth, | do not
"| am only depended on by Me, Myself, and I." place myself above others. We all
e Oraanizations —ee have the same blood.
=== Drganizations === No matter where your place on the
Drunkaxe Beer, Brawls, and Bangers. PERSONALITY TRAITS
L~ 1
Devanis's own small bar. Not really well known. [ ~]
Respect. Respect is due to me
because of my position, but all people
regardless of station deserve to be
IDEALS
L~ 1
[ "]
The man that trained me to be a barkeep
holds my highest respects.
BONDS
L~ 1
[N "]
By my words and actions, | often bring
shame to my family.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS /) N\ FLAWS .
\ /4 3\ /4

"Yeah Sure, When ya first look at me you see a
tidied up dwarf in a suit with his Black sleeves
gone showing the white sleeves beneath.
However, If you get to know me you will realize
that | am also a good listener and Brewer if | do
say so myself. But, you will also realize that
despite my clean outside, | love to see sparks fly
in mech fights."

Devanis was born to the Noble family of Drunkaxe.

Yet, God said to him; “Nah, your life can suck." as
soon after being born he was thrown out onto the
streets and left. Soon after being thrown out he
was met with kind hands of a tiefling man who had
shown him the way of the Barkeep. Yet,
something inside Devanis always picked at him.
Drawing him to the Mechanical fights of Aveanor.

Now 56 and owing a small bar outside of town
himself we see Devanis shining his trusty
war-hammer (Cliché right?) The war-hammers
symbol, A Overflowing mug of Ale, glistening.
Right as Devanis is finished we see our man Perk
up to a knock on his door. After checking it out a
note comes to his attention

After reading it He exclaims out loud: "I'll be
Dammed! What should | Pack!?"

CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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