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H CLASS & LEVEL PLAYER NAME
Hundor Glinfur
Mountain Dwarf (Milestone)
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=== SORCERER FEATURES === proficiency bonus to the check.
* Core Sorcerer Traits « free-rules 139 * Ability Score Increase « BR 20

Your Strength score increases by 2.
* Spellcasting ¢ free-rules 139
* Dwarven Armor Training * BR 20
* Innate Sorcery ¢ free-rules 140 You have proficiency with light and medium armor.
Twice per Long Rest, you can take a Bonus Action to
unleash the simmering magic within you for 1 minute.

Activate this effect by clicking on this feature and
selecting Activate Innate Sorcery. Deselect it to stop
this effect.

| 2/Long Rest « 1 Bonus 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.

* 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

FEATURES & TRAITS
Chain Shirt 1 20 Ib.
Light Hammer 1 2 lb.
Ink (1 ounce bottle) 1 -
Ink Pen 1 -
Bucket 1 2 1b.
Clothes, Traveler's 1 4 1b.
Pick, Miner's 1 10 Ib.
Spellbook 1 3lb.
Tinderbox 1 11b.
WEIGHT CARRIED Waterskin 1 51b.
85 Ib. Mason's Tools 1 8 1Ib.
ENCUMBERED Rope 1 5lb.
255 |b. Shovel 1 51b.
PUSH/DRAG/LIFT Tent 1 201b.
510 Ib.
\ EQUIPMENT




Male 65
GENDER AGE
Chaotic Good

ALIGNMENT FAITH

Medium
SIZE

Olive
SKIN

5.2
HEIGHT
Brown
EYES
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225
WEIGHT

Brown-mullet

HAIR
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CHARACTER APPEARANCE

=== Allies ===
Clerics and elders of his mountain dwarf clan
=== Organizations ===

Mountain dwarf clan

ALLIES & ORGANIZATIONS
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/Good natured, hardworking, curious,
wiser than he appears
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IDEALS

Break out of the image and path
created by others
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BONDS

Mountain clan, his goal to prove to others he'’s
somebody other than what they think
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FLAWS

More trusting than he should be,
fails to realize his true strength(s),
slow but not stupid

&
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Hundor Glinfur Is a work horse in the sliver ore
mines of Dalgron, mainly because his above
average strength and size compared to the other
mountain dwarves in his clan. He is also seen a
“lucky charm” in the mines as any type a near
disaster occurs he is nearby and no one ends up
getting hurt. Things always seem to go right for
Hundor, especially in the face of danger; falling
rocks tumble just to side when about to fall on him,
Stem spouts stop just short of hitting his face as if
hitting an invisible wall. One clan member swears
they saw him float above a sink hole for a second
before getting to sturdy ground, but was told by
others he had mistaken It for a well-timed leap.

He is the life of the party at the tavern after a day
of work, and typically doesn’t remember the past
nights events the follow morning. Often others give
him drink after he should quite, but find his
drunken antics comical. He knows he acts as a
fool but does like the fact he’s welcomed with the
others.

He has often been seen standing up for dwarvin
clerics and clerks when others give them a hard
time. He shows an interest in their readings and
texts but is embarrassed by what his others
miners may say if they see him taking time to
read/study. His slow reading and ability to process
information adds to this. He has been known to
get into fights when his intelligence is questioned
or is called a name for his intellect.

On a slow day he is asked to assist in hauling
mineral deposits to the nearby human village’s
market. They arrives on what turns out to be the
quint-centennial festival. As he and his clan
merchants walk past the stands and festivities, he
becomes distracted watching a wizard preforming
for a small group. He is enthralled by the ghostly
apparitions and objects materializing out of thin air
which the wizard can create with only the waving
of a wand.

After the minerals are sold and the sun is setting,
the clan makes their way to the nearby tavern to
spend some of their sale proceeds, Hundor

CHARACTER BACKSTORY

slow but not dumb, self-conscious about what others

think, is wiser than he appears, may become

violent

if intelligence is mocked, most of the spells he
currently knows (Lvl 1) used in the form party tricks

or self indulgence.

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
QO Fire Bolt Sorcerer +3 1A 120 ft. V,S Instantaneous  free-rules 274 /S
O Dancing Lights Sorcerer -- 1A 120 ft. V,S,M  concenuation, upto 1 minute ~ free-rules 259 D: 1m, V/S/M
O Mage Hand Sorcerer - 1A 30 ft. V,S 1 minute free-rules 293 D: 1m, V/S
QO Shocking Grasp Sorcerer +3 1A Touch V.S Instantaneous  free-rules 316 V/S
SPELLS

> 4
L
Y




