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CLASS & LEVEL PLAYER NAME
Hill Dwarf
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INSPIRATION
j === ARMOR ===

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

=== TOOQOLS ===
Smith's Tools, Vehicles (Water)

=== LANGUAGES ===
Common, Dwarvish

PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

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 + 3 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.
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SKILLS \ ACTIONS
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14 PASSIVE WISDOM (PERCEPTION) Rapier +4 1d8+4
Musket +4 1d10+2
12 PASSIVE WISDOM (INSIGHT)
Pistol +4 1d6+2
10 PASSIVE INTELLIGENCE (INVESTIGATION)
Darkvision 60 ft.
SENSES LN WEAPON ATTACKS & CANTRIPS y




=== FIGHTER FEATURES ===
* Fighting Style « PHB 72
You adopt a fighting style specialty.
| Dueling « PHB
When you are wielding a melee weapon in one hand
and no other weapons, you gain a +2 bonus to damage
rolls with that weapon.
* Second Wind ¢« PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 3 HP.
| 1/ Short Rest « 1 Bonus Action
* Action Surge « PHB 72
You can take one additional action on your turn. This
can be used 1 times per short rest.
| 1/ Short Rest « Special
* Martial Archetype « PHB 72
| Champion
* Improved Critical « PHB

Your weapon attacks score a critical hit on a roll of 19
or 20.

=== HILL DWARF RACIAL TRAITS ===

* Darkvision « BR 20
You can see in darkness (shades of gray) up to 60 ft.

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 Toughness * BR 20

Your hit point maximum increases by 1, and it
increases by 1 every time you gain a level.
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Chain Shirt
Rapier

Backpack
Musket

Flintlock Pistol x2
Powder and shot
50ft Rope
Tinderbox

Waterskin

Playing Cards

WEIGHT CARRIED

Shield

ENCUMBERED

PUSH/DRAG/LIFT

360 Ib.
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