F— Jb — — 1d20 SKILLS
Dwa rf G ua rd O +1 ACROBATICS: I’'m good at tumbling, flipping, and rolling.
RACE AGE BACKGROUND XP O #+1 ANIMAL HANDLING: Animals really like me

O +0 ARCANA: | know about magic, spells, and weird things

CHARACTER NAME

EYES HAIR HEIGHT WEIGHT @® 45 ATHLETICS: I’'m good at running, jumping, and climbing

w = —= O -1 DECEPTION: I’'m good at lying and playing tricks on people
,( STRENGTH \\ ,( DEXTERITY \\ ’(CONST|TUT|ON\\ +0 HISTORY: | know about things that happened a long time ago
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41 INSIGHT: | know how people feel and can tell when they’re lying
+1 INTIMIDATION: I’'m good at scaring people!
40 INVESTIGATION: | can find clues and secrets
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+1 MEDICINE: | can help people when they’re sick
40 NATURE: | know all about plants and animals
ﬂ
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PERCEPTION: I’'m good at finding and spotting things

PERFORMANCE: I'm good at putting on a show!
-1 PERSUASION: |can get people to do what | want to do

O +0 RELIGION: | know about the gods and prayers
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WHAT T LOOK LIKE | . BONUS SAVE J | BONUS SAVE J W BONUS SAVE O +1 SLEIGHT OF HAND: I'm good at hiding things and taking things
N +1 STEALTH: I’'m good at hiding and staying quiet
F I G HTE R PROFICIENCY INSPIRATION 141) PASSIVE o= - S R
PERCEPTION ® 44 SURVIVAL: | can follow footprints and track animals
MY CLASS LEVEL =
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ARMOUR NITIATIVE SPEED SECOND WIND | DWARVEN RESILIENCE |
1 6 Greatsword 1d20+ § 2d6 +3 Slashing You have a limited well of physical and mental You have advantage on saves against
+ 3 30 ft . stamina that you can draw on. As a Bonus Action, you . . g . g i
. can use it to regain Hit Points equal to 1d10 plus 2 poison and resistance against poison
/ Javelins 1d20+ 5§ 1d6+3 Piercing damage.
¢ N HitPoi You can use this feature twice. You regain one
Mlatxrn?ﬂ; Tﬁ?’ﬁgarnaéy expended use when you finish a Short Rest, and you
j \ ( i o pen ; .
2 2 F I d |I 1d20 + 5 1d8 +3 Bludgeoning regain all expended uses when you finish a Long Rest. STONECUNNIN.G | Twice Per Long Rest
\ J As a Bonus Action, you gain Tremorsense
8 x Javelins O O O0OO0OO0OO0OO0OO0OO0OO0 ACTION SURGE | Once per short rest with a range of 60 feet for 10 minutes. You
OO0OO0OO0OO0OO0OO0OO0OO0OOo 7 You can take on additional action on your turn, save | must be on a stone surface or touching a
NAMMUNITION 4 for Magic actions. stone surface to use this Tremorsense. The
7 OTHER COMBAT STUFF N || rAcTicaLminD | stone can be natural or worked.
. When you fail an ability check, you can expend a use
INVENTORY: Backpack, Caltrops, Crowbar, 2 flasks of of your Second Wind to push yourself toward ALERT |
oil, Rations (1 day), Rope, Tinderbox, Torch, Waterskin success. Rather than regaining Hit Points, you roll Immediately after you roll Initiative, you
1d10 and add the number rolled to the ability check, e . N
=0 St i . potentially turning it into a success. If the check still can swap your Initiative with the Initiative
HIT DICE DEATH SAVES LANGUAGES: Common, Dwarvish fails, this use of Second Wind isn’t expended. of one willing ally in the same combat.
(" Used  Total SUCCESSES O{){)
GP: SP: CP: S:L?E::\Ssleogirt darkness (shades of gray) up to 120ft HEAVY ARMOUR |
@ raiures Q=00 < " | Disadvantage on stealth checks.
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	Class: FIGHTER
	Race: Dwarf
	Age: 
	Background: Guard
	XP: 
	Hair: 
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	Weight: 
	Eyes: 
	Str Bonus: +3
	Str Save: +5
	Dex Bonus: +1
	Dex Save: +1
	Con Bonus: +3
	Int Save: +0
	Wis Bonus: +2
	Wis Save: +2
	Cha Bonus: -1
	Cha Save: -1
	Int Bonus: +0
	Inspiration: 
	Passive Perception: 14
	Proficiency Bonus: +2
	Level: 2
	Portrait: 
	Con Save: +5
	Acrobatics Tick: Off
	Acrobatics Score: +1
	Animal Handling Tick: Off
	Animal Handling Score: +1
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	Arcana Score: +0
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	Insight Score: +1
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	Medicine Score: +1
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	Nature Score: +0
	Religion Tick: Off
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	Performance Score: -1
	Sleight of Hand Tick: Off
	Sleight of Hand Score: +0
	Persuasion Tick: Off
	Persuasion Score: +1
	Stealth Tick: Off
	Stealth Score: +1
	Survival Tick: Yes
	Survival Score: +4
	Perception Tick: Yes
	Perception Score: +4
	Front_AC: 16
	Front_Shield Bonus: 
	Front_Initiative: +3
	Front_Speed: 30 ft.
	Front_Max HP: 22
	Front_Current HP: 
	Front_Temp HP: 
	Front_Used Hit Dice: 
	Front_Success 1: Off
	Front_Success 2: Off
	Front_Success 3: Off
	Front_Fail 1: Off
	Front_Fail 2: Off
	Front_Fail 3: Off
	Front_Weapon Name 1: Greatsword
	Front_Weapon Atk Bonus 1: 5
	Front_Weapon Damage 1: 2d6 +3 Slashing
	Front_Weapon Name 2: Javelins
	Front_Weapon Atk Bonus 2: 5
	Front_Weapon Damage 2: 1d6 +3 Piercing
	Front_Weapon Atk Bonus 3: 5
	Front_Weapon Damage 3: 1d8 +3 Bludgeoning
	Front_Weapon Name 3: Flail
	Ammunition: 8 x Javelins
	Other Combat Stuff: INVENTORY: Backpack, Caltrops, Crowbar, 2 flasks of oil, Rations (1 day), Rope, Tinderbox, Torch, Waterskin

LANGUAGES: Common, Dwarvish

GP:         SP:         CP:         
	Stuff I Can Do 01: SECOND WIND |
You have a limited well of physical and mental stamina that you can draw on. As a Bonus Action, you can use it to regain Hit Points equal to 1d10 plus 2

You can use this feature twice. You regain one expended use when you finish a Short Rest, and you regain all expended uses when you finish a Long Rest. 

ACTION SURGE | Once per short rest
You can take on additional action on your turn, save for Magic actions.

TACTICAL MIND | 
When you fail an ability check, you can expend a use of your Second Wind to push yourself toward success. Rather than regaining Hit Points, you roll 1d10 and add the number rolled to the ability check, potentially turning it into a success. If the check still fails, this use of Second Wind isn’t expended.

DARKVISION | 
You can see in darkness (shades of gray) up to 120ft. 
	Stuff I Can Do 02: DWARVEN RESILIENCE |
You have advantage on saves against poison and resistance against poison damage. 

STONECUNNING | Twice per Long Rest
As a Bonus Action, you gain Tremorsense with a range of 60 feet for 10 minutes. You must be on a stone surface or touching a stone surface to use this Tremorsense. The stone can be natural or worked.

ALERT | 
Immediately after you roll Initiative, you can swap your Initiative with the Initiative of one willing ally in the same combat.

HEAVY ARMOUR |
Disadvantage on stealth checks.
	Front_Total Hit Dice: 
	Front_Hit Die: 2d10


