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CLASS & LEVEL PLAYER NAME
Mountain Dwarf Soldier (Milestone)
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j === ARMOR ===

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

— === TOOLS ===
ABILITY SAVE DC | Dice Set, Mason's Tools, Vehicles (Land)
- === LANGUAGES ===
/7 N Common, Dwarvish
25 ft. (Walking)
A SPEED )
) PROFICIENCIES & LANGUAGES
=== ACTIONS ===
Standard Actions Extra Attack

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 + 7 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.

You can attack twice whenever you take the Attack
action on your turn.
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ACTIONS
4 N
10 PASSIVE WISDOM (PERCEPTION) Crossbow, light +6 1d8+3 Piercing  simple. Ammuniion, Loading, Range, Two-Handed, Range (30/320)
10 PASSIVEISDOM (NSIGHT) Greataxe +8 1d12+5 Slashing Martial, Heavy, Two-Handed
Maul +8 2d6+5 Bludgeoning Martial, Heavy, Two-Handed
10 PASSIVE INTELLIGENCE (INVESTIGATION) Unarmed Strlke +8 6 BIUdgeOning

Darkvision 60 ft.

SENSES

'WEAPON ATTACKS & CANTRIPS
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=== FIGHTER FEATURES === * Remarkable Athlete « PHB
You can add +2 to any STR, DEX, or CON check you
* Hit Points « PHB 71 make that doesn’t already use your proficiency bonus
and when you make a running long jump, you add +5
* Proficiencies « PHB 71 ft. to the distance.
* Fighting Style « PHB 72
You adopt a fighting style specialty. === MOUNTAIN DWARF RACIAL TRAITS ===
| Great Weapon Fighting « PHB * Darkvision ¢« BR 20
You can reroll a 1 or 2 on damage dice with melee You can see in darkness (shades of gray) up to 60 ft.
weapons wielded with two hands.
* Dwarven Resilience « BR 20
* Second Wind ¢« PHB 72 You have advantage on saves against poison and
Once per short rest, you can use a bonus action to resistance against poison damage.
regain 1d10 + 7 HP.
* Dwarven Combat Training * BR 20
| 1/ Short Rest * 1 Bonus Action You have proficiency with the battleaxe, handaxe, light
hammer, and warhammer.
* Action Surge ¢ PHB 72
You can take one additional action on your turn. This * Tool Proficiency « BR 20
can be used 1 times per short rest. You gain proficiency with your choice of smith’s tools,
brewer’s supplies, or mason'’s tools.
| 1/ Short Rest « Special
* Stonecunning * BR 20
* Martial Archetype « PHB 72 Whenever you make an Intelligence (History) check
related to the origin of stonework, you are considered
| Champion proficient in the History skill and add double your
proficiency bonus to the check.
* Improved Critical « PHB
Your weapon attacks score a critical hit on a roll of 19 * Dwarven Armor Training * BR 20
or 20. You have proficiency with light and medium armor.
* Ability Score Improvement « PHB 72
* Extra Attack « PHB 72
You can attack twice whenever you take the Attack
action on your turn.
| Special
FEATURES & TRAITS J
Splint 1 60 Ib. Tinderbox 1 1lb.
Crossbow, light 1 5 lb. Torch 10 10 Ib.
Greataxe 1 7 Ib. Waterskin 1 51b.
Maul 1 10 Ib.
Crossbow Bolts 20 1.51b.
Backpack 1 5 lb.
Clothes, Common 1 31b.
Potion of Healing 8 4 1b.
Mason's Tools 1 8 Ib.
Dice Set 1 -
WEIGHT CARRIED
160 Ib Crowbar 1 51b.
ENCUMBERED Hammer 1 31b.
300 Ib. Piton 10 2.51b.
PUSH/DRAG/LIFT Rations (1 day) 10 20 Ib.
600 Ib. Rope, Hempen (50 feet) 1 10 Ib.
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ALLIES & ORGANIZATIONS

| can stare down a hell
hound without flinching.
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Nation. My city, nation, or people are all
that matter. (Any)
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Those who fight beside me are those
worth dying for.
BONDS
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I have little respect for anyone who is not a
proven warrior.
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