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j === ARMOR ===

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

=== TOOLS ===
Calligrapher's Supplies

=== LANGUAGES ===
Common, Draconic, Goblin

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

=== BONUS ACTIONS ===
Second Wind « 2 / Long Rest

You can draw upon a limited well of physical and
mental stamina and regain 1d10+3 HP.

You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

Stonecunning (Tremorsense) « 2 / Long Rest

You gain Tremorsense with a range of 60 ft. for 10
minutes. You must be on or touching a natural or
worked stone surface to use this Tremorsense.

War Bond: Summon Weapon

Once bonded, you can'’t be disarmed of that
weapon unless you have the Incapacitated condition,
and you can summon it to your hand as long as its on
the same plane of existence as you.

You can have up to 2 bonded weapons, but you can
only summon one at a time with a Bonus Action.

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

74

Darkvision 120 ft.

SENSES

\ ACTIONS
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13 PASSIVE PERCEPTION Battleaxe +4 1d8+2 Slashing Martial, Versatile, Topple
11 Quarterstaff +4 1d6+2 Bludgeoning  Simple, Versatile, Topple
PASSIVE INSIGHT

Sllng +3 1d4+1 Bludgeoning  Simple, Ammunition, Range, Slow, Range (30/120)
14 PASSIVE INVESTIGATION : .

Unarmed Strike +4 3 Bludgeoning
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=== FIGHTER FEATURES ===
* Core Fighter Traits « PHB-2024 91

* Fighting Style « PHB-2024 91

You gain a Fighting Style feat of your choice, and
whenever you gain a Fighter level, you can replace the
feat you chose with a different Fighting Style feat.

* Second Wind « PHB-2024 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+3 HP.

You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 2/Long Rest « 1 Bonus Action
* Weapon Mastery « PHB-2024 91
* Action Surge « PHB-2024 91
On your turn you can take one additional action,

except the Magic action.

You can use this feature 1 time(s) until you finish a
Short or Long Rest.

| 1/ Short Rest « Special

* Tactical Mind « PHB-2024 91

When you fail an ability check, you can expend a use
of Second Wind, and instead of regaining HP, you roll
1d10 and add the result to the ability check. If the
check still fails, this use of Second Wind isn’t
expended.

| Special

* Fighter Subclass « PHB-2024 92

| Eldritch Knight
* Spellcasting « PHB-2024 97

* War Bond « PHB-2024 97

You learn aritual that creates a magical bond between
yourself and a weapon. You perform the ritual over the
course of 1 hour, which can be done during a Short
Rest. The ritual fails if another Fighter is bonded to the
weapon or if the weapon is a magic item that someone
else has attuned to.

Once bonded, you can'’t be disarmed of that weapon
unless you have the Incapacitated condition. As a
Bonus Action, you can summon it to your hand as long
as its on the same plane of existence as you.

You can have up to 2 bonded weapons, but you can
only summon one at a time with a Bonus Action. If you
try to bond with a 3rd weapon, you must break the
bond with one of the other two.

| War Bond: Ritual Bonding: 1 Hour

| War Bond: Summon Weapon: 1 Bonus Action

=== DWARF SPECIES TRAITS ===

* Creature Type « PHB-2024 188
You are a Humanoid.

* Size « PHB-2024 188
You are Medium.

* Speed « PHB-2024 188
Your speed is 30 ft.

* Darkvision « PHB-2024 188
You have Darkvision with a range of 120 ft.

N
* Dwarven Resilience « PHB-2024 188

You have Resistance to Poison damage. You also
have Advantage on saving throws you make to avoid
or end the Poisoned condition.

* Dwarven Toughness « PHB-2024 188
Your HP maximum increases by 3.

* Stonecunning « PHB-2024 188

As a Bonus Action, you gain Tremorsense with a
range of 60 ft. for 10 minutes. You must be on or
touching a natural or worked stone surface to use this
Tremorsense.

You can use this Bonus Action 2 times per Long Rest.

| Stonecunning (Tremorsense): 2 / Long Rest * 1
Bonus Action

* Languages ¢ PHB-2024 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

* Defense « PHB-2024 209
You gain +1 to AC when wearing Light, Medium, or
Heavy armor.

* Weapon Mastery « PHB-2024 91

| Battleaxe (Topple) ¢
Topple. If you hit a creature with a Battleaxe, you can
force it to make a Con. saving throw (DC 8 + 2 + the
ability modifier used to make the attack). On a failed
save, the creature has the Prone condition.

FEATURES & TRAITS
\\
Potion of Healing 2 11b. Tinderbox 1 11b.
Alchemy Jug 1 12 Ib. Torch 10 10 Ib.
Chain Mail 1 55 Ib. Waterskin 1 51b.
Quarterstaff 1 4 1b. Caltrops 20 2 |b.
Sling 1 - Crowbar 1 51b.
Battleaxe 1 41b
Parchment 8 -
Backpack 1 51b.
Calligrapher's Supplies 1 5 lb.
WEIGHT CARRIED Robe L 41b.
146.5 Ib. Book 1 51b.
ENCUMBERED Sling Bullets 20 1.51b.
210 Ib. Oil 2 21b.
PUSH/DRAG/LIFT Rations 10 20 Ib.
420 Ib. Rope 1 5 1b.

EQUIPMENT




Macson Shoulderkin

CHARACTER NAME

e — —
Fighter 3 Bleakspider1234
CLASS & LEVEL PLAYER NAME
Dwarf Sage 1,800
SPECIES BACKGROUND EXPERIENCE POINTS
P — —

7
| Quarterstaff (Topple) «

Topple. If you hit a creature with a Quarterstaff, you

can force it to make a Con. saving throw (DC 8 + 2 +

the ability modifier used to make the attack). On a

failed save, the creature has the Prone condition.

| Sling (Slow) «
Slow. If you hit a creature with a Sling and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Topple (Quarterstaff): 1 Action

| Topple (Battleaxe): 1 Action

| Slow (Sling): 1 Action
* Magic Initiate (Wizard) « PHB-2024 201
Two Cantrips. You learn two cantrips of your choice
from the Wizard spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Wizard
spell list. You always have that spell prepared. You

ability to cast it in that way when you finish a Long
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat

spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Intelligence ¢

can cast it once without a spell slot, and you regain the

Rest. You can also cast the spell using any spell slots

with a different spell of the same level from the chosen

* Sage Ability Score Improvements « PHB-2024 183

| Increase two scores (+2 / +1) ¢

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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Male 125 Medium 4'11" 235
GENDER AGE HEIGHT WEIGHT
Chaotic Good A coppery colol Light blue raven colored
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=== Organizations === Macsen is a typical dwarf. He loves
Knights of the Unbroken Axe good food, drinks and the occasional
brawl. While not the greatest speaker
he tends to tell the unvarnished truth.
PERSONALITY TRAITS
L~ 1
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IDEALS
L~ 1
BONDS
L~ 1
[N ~~"]
Macson has a singleminded focus on
finding magical ways to defend the
dwarven people. That can blind him to
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
) { )\ {
/, \
Macson trained hard to become a Knight of the herbalism kit can create potions of healing.
Unbroken Axe. The elite warriors of dwarven kinds supplies:
communities. Though few in number every call for
help is answered. Legendary warriors have stood
against hordes of enemies. While the people
escaped the danger to the community. Macson woodcarvers tools can create wands,staffs
felt magic wasn't being used to best effect to supplies:
protect dwarven communities. Which ended in him
leaving his home. He adventures to find magic to
protect his people.
CHARACTER BACKSTORY ADDITIONAL NOTES
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=== CANTRIPS ===
Acid Splash
Toll the Dead

Mending
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Message

=== 1st LEVEL ===
Burning Hands
Grease

Find Familiar [R]
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Find Familiar

(At will)
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Magic Initiate (Wizard)

2 Slots OO
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60 ft./5 ft. Sphere V,S

60 ft. V,S
Touch V,S\M
120 ft. S,M

Self/15 ft. Cone V,S

60 ft./10 ft. Square  V/,S,M
10 ft. V,S\M
10 ft. V,S\M

SPELLS

Instantaneous
Instantaneous
Instantaneous

1 round

Instantaneous
1 minute
Instantaneous

Instantaneous

PHB-2024 239

PHB-2024 334

PHB-2024 297

PHB-2024 298

PHB-2024 248

PHB-2024 280

PHB-2024 272

PHB-2024 272
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VISIM

D: 1Rnd, S/IM

15 ft. Cone, VIS

D: 1m, 10 ft. Square, V/SIM
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