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CLASS & LEVEL PLAYER NAME
Dwarf Guide (Milestone)
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HEROIC INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
PROFICIENCY BONUS . .
@ j Martial Weapons, Simple Weapons

=== TOOLS ===
Cartographer's Tools

=== LANGUAGES ===
Common, Dwarvish, Elvish

4 PROFICIENCIES & TRAINING

L SKILLS ),

=== 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 ===
Hunter's Mark « 2 / Long Rest

You always have Hunter's Mark prepared and can
cast it without expending a spell slot 2 times per Long
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.

74

ACTIONS
7 N
15 PASSIVE PERCEPTION Club +3 1d4+1 Bludgeoning  Simple, Light, Slow
15 S Scimitar +3 1d6+1 Slashing Martial, Finesse, Light, Nick
Shillelagh +5 1d8+3 Bludgeoning  D: 1m, V/S/M
9 PASSIVE INVESTIGATION Unarmed Strike +3 2 Bludgeoning
Darkvision 120 ft.
SENSES A WEAPON ATTACKS & CANTRIPS y




=== RANGER FEATURES ===

* Core Ranger Traits « PHB-2024 119

* Spellcasting * PHB-2024 119

* Favored Enemy « PHB-2024 119

You always have Hunter's Mark prepared and can cast
it without expending a spell slot 2 times per Long Rest.

| Hunter's Mark: 2 / Long Rest ¢ 1 Bonus Action

* Weapon Mastery « PHB-2024 120

=== 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.

* 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 1.

* 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
=== FEATS ===
* Guide Ability Score Improvements « PHB-2024 181
| Increase two scores (+2 / +1) ¢
* Magic Initiate (Druid) « PHB-2024 201
Two Cantrips. You learn two cantrips of your choice
from the Druid 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 Druid
spell list. You always have that spell prepared. You

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

ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

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

with a different spell of the same level from the chosen

spell list.

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

| Wisdom «
* Weapon Mastery « PHB-2024 120
| Club (Slow) «

Slow. If you hit a creature with a Club 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.

| Scimitar (Nick) ¢
Nick. When you make the extra attack of the Light
property, you can make it as part of the Attack action
instead of as a Bonus Action. This extra attack can
only be made once per turn.

| Slow (Club): 1 Action

| Nick (Scimitar): 1 Action
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: CLASS & LEVEL PLAYER NAME

Dirk Walker
Dwarf Guide (Milestone)
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EQUIPMENT

FEATURES & TRAITS
Studded Leather 1 13 Ib. Bedroll 1 7 Ib.
Club 1 21b. Tinderbox 1 11b.
Scimitar 1 31b. Waterskin 1 51b.
Shortsword 1 2 1b. Shortbow 1 2 |b.
Longbow 1 2 1b. Arrows 20 11b.
Backpack 1 5 lb. Arrows 20 1lb.
Quiver 1 11b.
Cartographer's Tools 1 6 Ib.
Bedroll 1 7 Ib.
WEIGHT CARRIED Tent L 20 Ib.
109 Ib. Sprig of Mistletoe 1 -
ENCUMBERED Traveler's Clothes 1 4 1b.
195 Ib. Oil 2 21b.
PUSH/DRAG/LIFT Rations 10 20 Ib.
390 Ib. Rope 1 51b.
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Male 268 Medium 5’ 210
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Dumathoin Hershey Tootsie roll Molasses
ALIGNMENT FAITH SKIN EYES HAIR
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Dirk has a faint, irregular dusting of pale
stone freckles along his forearms and the
bridge of his nose—not scars, but tiny
specks like limestone or quartz dust
embedded in his skin. They're almost
invisible in daylight, but catch torchlight
underaround. aivina him a auiet. mineral

CHARACTER APPEARANCE

=== Allies ===

Mirel Ashstep
Surface dwarf (bordering on “almost a human” by
traditional standards), smuggler and path-finder.

=== Organizations ===

The Veinwardens of Dumathoin

An underground priesthood devoted to guarding
sacred stone, sealed vaults, and truths meant to
stay buried.

ALLIES & ORGANIZATIONS
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/Ispeak softly underground and listen longer than most people\
think is comfortable.

1 joke lightly, but I never laugh underground. The mountain is
always listening.

PERSONALITY TRAITS
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freedom: Traditions should guide,
not bind. A future clan must earn its

place, not inherit it.
IDEALS
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My father chose me to live while
others died. | will justify that
choice—or be crushed by it.

BONDS
L~
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I am quicker to destroy than forgive
when someone exploits the fallen or
desecrates old places.

\\ FLAWS //

Dirk Walker was a young ranger-guide of his clan,
trained to read stone, map hidden ways, and
protect the deep roads. When the halls were
overrun, his father sealed him in a desperate
stasis ritual meant to preserve at least one
unbroken heir. Dirk slept while his clan fell and the
mountain grew silent.

Decades later, he awoke alone in the ruins of a
once-proud hold. The world had changed, but the
stone remembered. Guided by Dumathoin, Keeper
of Secrets Under the Mountain, Dirk now walks the
shattered halls as both scout and caretaker,
listening for what should remain buried—and what
must be reclaimed.

His magic manifests quietly through the land itself:
a staff hardened by stone (shillelagh), food coaxed
from barren places (goodberry), roots reclaiming
fallen works (entangle). He seeks not conquest,
but continuity—choosing carefully which traditions,
people, and truths deserve to rise again.

Dirk carries the weight of survival without
bitterness. The legacy he rebuilds will not be the
one that fell—but one strong enough to endure.

CHARACTER BACKSTORY

Sudden Over-Focus — He sometimes fixates on
small details for minutes at a time—Ilike counting
stones in a wall or tracing cracks in the
ground—before returning to the conversation as if
nothing happened.

(His subconscious was active during stasis- his mind
clings to minutia like life or death.)

ADDITIONAL NOTES /,
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=== CANTRIPS ===
Elementalism

Shillelagh

=== 1st LEVEL ===
Cure Wounds
Entangle
Goodberry

Hunter's Mark

(At will)
Magic Initiate (Druid)
Magic Initiate (Druid)

2 Slots OO

Ranger

Ranger

Magic Initiate (Druid)

Favored Enemy (Always Prepared)

1A
1BA

1A
1A
1A
1BA

30 ft./5 ft. Cube V,S

Self

Touch

V,S,\M

V.S

90 ft./20 ft. Square V,S

Self
90 ft.

SPELLS

V,S,\M
A\

Instantaneous PHB-2024 267

1 minute PHB-2024 316

Instantaneous ~ PHB-2024 259
Concentation, upto L minute  PHB-2024 268
24 hours PHB-2024 280

Concentration, up to 1 hour  PHB-2024 287

5 ft. Cube, V/S
D: 1m, V/ISIM

VIS

D: 1m, 20 ft. Square, V/S

1/LR, D: 24h, VISIM

Ext. D: (See Description)*, D: 1h, V
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SPELL ATTACK
BONUS




