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H CLASS & LEVEL PLAYER NAME
Belgian Dubbel
Mountain Dwarf Criminal / Spy (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
—— —
y N
ﬂa +5_ Strength \ 7/ \
ARMOR Max HP Current HP Temp HP |
[ STRENGTH \ O _+1_ Dexterity
+3 @® _+5 Constitution +1 12 13 -
O -1 Intelligence
O +0 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +1 Charisma / y, 410 , \
— Resistances - Poison successes OO0
DEXTERITY O O O
. FAILURES
Advantage Against
+ 1 Poison \ DEFENSES \ HIT DICE \ DEATH SAVES )
@ K SAVING THROW'S ) Y
INSPIRATION
N 7 j === ARMOR ===
y \ =N Heavy Armor, Light Armor, Medium Armor,
[CONSTITUTION], (® +3 Acrobatics DEX \ N Shields
‘ O _*0_ Animal Handling wis PROFICIENCY BONUS j === WEAPONS ===
O 1 Arcana INT ~ Martial Weapons, Simple Weapons
® +5 Athletics STR = —r === TOOLS ===
® _+3  Deception CHA ABILITY SAVE DC | Brewer's Supplies, Dice Set, Thieves' Tools
_g— _gu—
O L History INT === LANGUAGES ===
O 0 Insight wis 7% N Common, Dwarvish
25 ft. (Walkin
O +1 Intimidation CHA ( 9)
O _-1  Investigation INT
O +0 Medicine wis \ SPEED /
O 1 Nature INT ) PROFICIENCIES & LANGUAGES
' wispom Y O +o Perception wis , N\
QO _+1  Performance CHA === ACTIONS ===
+ O _ Standard Actions
O _*1_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,
L Help, Hide, Ready, Search, Use an Object,
-1 ) .
Q o Religion INT Opportunity Attack, Grapple, Shove, Improvise,
7 \ O _*1  Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
® _+3 Stealth DEX === BONUS ACTIONS ===
U CHARISMA ) O 0 Survival wis Second Wind « 1/ Short Rest )
Once per short rest, you can use a bonus action to
+ 1 (@) regain 1d10 + 1 HP.
o__
'©% e
L SKILLS )/ \ ACTIONS )
7 N
10 PASSIVE WISDOM (PERCEPTION) Warhammer +5 1d8+3 Bludgeoning Martial, Versatile
Unarmed Strike +5 4 Bludgeoning
10 PASSIVE WISDOM (INSIGHT)
9 PASSIVE INTELLIGENCE (INVESTIGATION)

Darkvision 60 ft.
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=== FIGHTER FEATURES ===

* Hit Points « PHB 71
* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Great Weapon Fighting « PHB
You can reroll a 1 or 2 on damage dice with melee
weapons wielded with two hands.

* Second Wind ¢« PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 1 HP.

| 1/ Short Rest « 1 Bonus Action

=== MOUNTAIN DWARF RACIAL TRAITS ===

* 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

proficiency bonus to the check.

* Dwarven Armor Training * BR 20
You have proficiency with light and medium armor.

=== FEATS ===

* Grappler « BR 167

You have advantage on attack rolls against a creature
you are grappling. You can use your action to try to pin
a creature grappled by you by making another grapple
check. If you succeed, you and the creature are both
restrained until the grapple ends.

| Grappling Pin: 1 Action

N

FEATURES & TRAITS
Leather 1 10 Ib.
Crossbow, light 1 5 lb.
Warhammer 1 21b.
Longbow 1 2 1b.
Arrows 20 11b.
Crossbow Bolts 20 1.51b.
Backpack 1 5 b.
Clothes, Common 1 31b.
Crowbar 1 51b.
WEIGHT CARRIED Bedroll 1 7 lb.
87.5 Ib. Rations (1 day) 10 20 1.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
255 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Torch 10 10 Ib.
510 Ib. Waterskin 1 5 Ib.
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Male

GENDER
Chaotic Good
ALIGNMENT

50
AGE

Medium
SIZE

Tome and my f Tannned

FAITH

SKIN

4 feet
HEIGHT
Blue
EYES
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WEIGHT
Brown

HAIR
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

-

~

-

"

—

//I

odds.

have the most to hide.

PERSONALITY TRAITS

don’t pay attention to the risks in a situation. Never tell me the

I am incredibly slow to trust. Those who seem the fairest often
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Freedom. Chains are meant to be
broken, as are those who would forge
them. (Chaotic)

IDEALS
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Something important was taken from me, and |
aim to steal it back.

I'm trying to pay off an old debt | owe to a
generous benefactor.

BONDS
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When | see something valuable, | can’t
think about anything but how to steal it.
An innocent person is in prison for a
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CHARACTER BACKSTORY

ADDITIONAL NOTES
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