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Runerock Hammerbreaker
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Paladin 1 Gudmo
CLASS & LEVEL PLAYER NAME
Mountain Dwarf Soldier (Milestone)
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HEROIC INSPIRATION
j === ARMOR ===

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

=== TOOLS ===
Dice Set, Smith's Tools, Vehicles (Land)

=== LANGUAGES ===
Common, Dwarvish

4 PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

Divine Sense * 3/ Long Rest

As an action, you can detect good and evil. Until
the end of your next turn, you can sense anything
affected by the hallow spell or know the location of any
celestial, fiend, undead within 60 ft. that is not behind
total cover. You can use this feature 3 times per long
rest.

Lav on Hands Pool « 5/ Lona Rest

You have a pool of healing power that can restore
5 HP per long rest. As an action, you can touch a
creature to restore any number of HP remaining in the
pool, or 5 HP to either cure a disease or neutralize a
poison affecting the creature.

74

Darkvision 60 ft.

SENSES

SKILLS ACTIONS
\\
11 PASSIVE PERCEPTION Dagger +5 1d4+3 Piercing  Simple, Finesse, Light, Thrown, Nick, Range (20/60)
11 DASSIVE INSIGHT Handaxe +5 1d6+3 Slashing Simple, Light, Thrown, Vex, Range (20/60)
Longsword +5 1d8+3 Slashing Martial, Versatile, Sap
9 PASSIVE INVESTICATION Unarmed Strike +5 4 Bludgeoning

'WEAPON ATTACKS & CANTRIPS
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Runerock Hammerbreaker
Mountain Dwarf Soldier (Milestone)
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=== PALADIN FEATURES ===
* Tool Proficiency « BR 20
* Hit Points « PHB 84 You gain proficiency with your choice of smith’s tools,
brewer’s supplies, or mason'’s tools.
* Proficiencies « PHB 84
* Stonecunning * BR 20
* Divine Sense « PHB 84 Whenever you make an Intelligence (History) check
As an action, you can detect good and evil. Until the related to the origin of stonework, you are considered
end of your next turn, you can sense anything affected proficient in the History skill and add double your
by the hallow spell or know the location of any proficiency bonus to the check.
celestial, fiend, undead within 60 ft. that is not behind
total cover. You can use this feature 3 times per long * Ability Score Increase « BR 20
rest. Your Strength score increases by 2.
| 3/Long Rest « 1 Action * Dwarven Armor Training * BR 20
You have proficiency with light and medium armor.
* Lay on Hands * PHB 84
You have a pool of healing power that can restore 5
HP per long rest. As an action, you can touch a
creature to restore any number of HP remaining in the
pool, or 5 HP to either cure a disease or neutralize a
poison affecting the creature.
| Lay on Hands Pool: 5/ Long Rest * 1 Action
=== MOUNTAIN DWARF SPECIES TRAITS ===
* Ability Score Increase * BR 20
Your Constitution score increases by 2.
* 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.
FEATURES & TRAITS
\\
Shield 1 6 Ib. Torch 10 10 Ib.
Chain Mail 1 55 Ib. Waterskin 1 51b.
A severed golbin shaman hand 1 2 lb. Knucklebone Skull Dice Set 1 --
Dagger 1 1lb. A severed golbin shaman hand 1 2 b.
Longsword 1 31b.
Handaxe 1 21b.
Backpack 1 5 lb.
Clothes, Common 1 31b.
Pouch 1 11b.
Emblem 1 -
WEIGHT CARRIED
134.04 |b Bedroll 1 7 Ib.
ENCUMBERED Mess Kit 1 1lb.
255 Ib. Rations (1 day) 10 20 Ib.
PUSH/DRAG/LIFT Rope, Hempen (50 feet) 1 10 Ib.
510 Ib. Tinderbox 1 11b.
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Male 67 Medium 52" 195
GENDER AGE HEIGHT WEIGHT
Lawful Neutral Moradin Bronze Hazel Red
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=== Organizations ===
ganizat | can stare down a hell hound
As a Paladin of Moradin, your ideals, duties, and without flinching and have a crude
mo_rals reflect t_he core Fenets of Mor_adm s faith, sense of humor.
which emphasize creation, community, honor, and
resilience. Moradin, the All-Father and the Soul
Forger, is the chief deity of the dwarves, PERSONALITY TRAITS
embodying their values and traditions. 200 S
[ "]
Greater Good. Our lot is to lay down our lives in
defense of others. (Good)
IDEALS
L~ 1
[ "]
I would still lay down my life for the
people | served with.
BONDS
L~ 1
[N "]
I'd rather eat my armor than
admit when I'm wrong.
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Runerock was born in Kharak-Dar and joined the
military at an early age. After a bloody and
desperate battle against a horde of orcs Runerock
had an epiphany on the field, leading his unit to a
glorious charge that turned the tide of the battle.
After he returned home he was honorably
discharged and join the order og Moradin as a
Paladin.

More details in a accompanying doc.
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