STH,ERITION COMPATIBLE:

CHARACTER NAME

STRENGTH

+1

DEXTERITY

+0 0

0

(CONSTITUTION

+0 K

0

INTELLIGENCE +3

+1

0

WISDOM +3

+3 @ +5

0

CHARISMA

+3

0

@) PASSIVE WISDOM (PERCEPTION)

Proficiencies. Light armor, medium
armor, shields, simple weapons,
battleaxes, warhammers, cook's
utensils, dice

Languages. Common, Dwarvish,
Draconic

OTHER PROFICIENCIES AND LANGUAGES

&P bullets, shield, holy symbol,
backpack, bedroll, mess kit,

@’ tinderbox, 10 torches, 10 days

of rations, waterskin, 50 feet
of hempen rope, cook's
@ utensils, letter of introduction,

@a traveler's clothes, belt pouch

*While wearing this armor,
@’ you have disadvantage on
Dexterity (Stealth) checks.

EQUIPMENT

9 o, - Cleric 1 | Guild Artisan | |
o CHARACTERSSH EET 8 CIASS AND LEVEL BACKGROUND _ PLAYER NAME
ae, e 5 ) Hill Dwarf Neutral Good
' = RACE ALIGNMENT EXPERIENCE POINTS
INSPIRATION .
C) I like to talk at great length
1 8 + O 25 ft. about my profession.
+2 ) PROFICIENCY BONUS
ARMOR CLASS INITIATIVE SPEED PERSONALITY TRAITS
+1  STRENGTH HIT POINT MAXIMUM 9 Aspiration. One day, I'll have enough
+0  DEXTERITY to settle down, but that's a long, hard
CONSTITUTION way off...
1 INTELLIGENCE CURRENT HIT POINTS IDEALS
+5 WISDOM
+5  CHARISMA My business is in shambles
SAVING THROWS because of these accursed woods.
ACROBATICS (DEX) TEMPORARY HIT POINTS BONDS
+3 ANIMAL HANDLING (WIS)
lds ~ . e .
+1 ARCANA (INT) forat SUCCESSES I'm never satisfied with what
+1  ATHLETICS (STR) FAILURES I have -1 always want more.
DECEPTION (CHA)
HIT DICE DEATH SAVES FLAWS
@ +3  HISTORY (INT)
. NAME ATK BONUS DAMAGE .
@ +5 nsiHT WIS Handaxe* 3 1d6 + 1 slashi Warding Flare. When you are
andaxe + + 1 slashin L1
+3  INTIMIDATION (CHA) & attacked by a creature within 30 feet
+1  INVESTIGATION (INT) Sling** +2 1d4 bludgeoning of you that you can see, you can use
] your reaction to impose disadvantage
MEDICINE (WIS) ,
on the roll. An attacker that can't be
+1  NATURE (INT) . L. s
*You can throw your handaxe 20 feet, or up blinded is immune to this feature.
PERCEPTION (WIS) i i
- to 60 feet with disadvantage on the attack roll. You can use this feature 3 times, and
+3  PERFORMANCE (CHA) **You can shoot your sling 30 feet, or up to regain all expended uses when you
@ +5 PERSUASION (CHA) 120 feet with disadvantage on the attack roll. finish a long rest.
+1  RELIGION (INT) - . . .
Spellcasting. You are a 1st-level spellcaster. Darkvision. You can see in dim light
*0 SLEIGHT OF HAND (DEX) Your spellcasting ability is Wisdom (spell within 60 feet of you as if it were
STEALTH (DEX) save DC 13, +5 to hit with spell attacks). bright light, and in darkness as if it
+3  SURVIVAL (WIS) were dim light. You can’t discern
SKILLS ATTACKS AND SPELLCASTING color in darkness, only shades of gray.
Handaxe, chainmail*, sling, 20 Dwarven Resilience. You have

advantage on saving throws against
poison and resistance to poison
damage.

Guild Membership. For a monthly
payment of 5 gp, You have the
benefits of being part of a traders’
guild, including lodging and food,
funeral expenses, use of a guild hall,
legal defense, and access to allied
politicians.

FEATURES AND TRAITS
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light
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thaumaturgy

SLOTS TOTAL SLOTS EXPENDED

@

SPELL NAME

burning hands
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cure wounds
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faerie fire

healing word

protection from evil and good

shield of faith
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	Race: Hill Dwarf
	Character Name: 
	Strength Score: +1
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	Current HP: 
	Hit Point Max: 9
	Hit Dice Total: 1d8
	Arcana: +1
	Constitution Saving Throw: +0
	Investigation: +1
	Religion: +1
	History: +3
	Perception: +5
	Survival: +3
	Weapon 3 Damage: 
	Weapon 3 Attack Bonus: 
	Weapon 1 Name: Handaxe*
	Acrobatics: +0
	Strength Saving Throw: +1
	Insight: +5
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	Athletics: +1
	Intelligence Saving Throw: +1
	Medicine: +3
	Sleight of Hand: +0
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	Weapon 1 Attack Bonus: +3
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	Persuasion: +5
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	Charisma Saving Throw: +5
	Nature: +1
	Stealth: +0*
	Weapon 2 Damage: 1d4 bludgeoning
	Weapon 2 Attack Bonus: +2
	Temporary HP: 
	Attacks and Spellcasting: *You can throw your handaxe 20 feet, or up to 60 feet with disadvantage on the attack roll.
**You can shoot your sling 30 feet, or up to 120 feet with disadvantage on the attack roll.

Spellcasting. You are a 1st-level spellcaster. Your spellcasting ability is Wisdom (spell save DC 13, +5 to hit with spell attacks). 
	Other Proficiencies and Languages: Proficiencies. Light armor, medium armor, shields, simple weapons, battleaxes, warhammers, cook's utensils, dice

Languages. Common, Dwarvish, Draconic
	Hit Dice: 
	Initiative: +0
	Speed: 25 ft.
	Personality Traits: I like to talk at great length about my profession.
	Ideals: Aspiration. One day, I'll have enough to settle down, but that's a long, hard way off...
	Bonds: My business is in shambles because of these accursed woods. 
	Flaws: I'm never satisfied with what I have - I always want more. 
	Features and Traits: Warding Flare. When you are attacked by a creature within 30 feet of you that you can see, you can use your reaction to impose disadvantage on the roll. An attacker that can't be blinded is immune to this feature. 
You can use this feature 3 times, and regain all expended uses when you finish a long rest.

Darkvision. You can see in dim light within 60 feet of you as if it were bright light, and in darkness as if it were dim light. You can’t discern color in darkness, only shades of gray.

Dwarven Resilience. You have advantage on saving throws against poison and resistance to poison damage.

Guild Membership. For a monthly payment of 5 gp, You have the benefits of being part of a traders’ guild, including lodging and food, funeral expenses, use of a guild hall, legal defense, and access to allied politicians.
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	Copper: 
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	Electrum: 
	Gold: 95
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	Equipment: Handaxe, chainmail*, sling, 20 bullets, shield, holy symbol, backpack, bedroll, mess kit, tinderbox, 10 torches, 10 days of rations, waterskin, 50 feet of hempen rope, cook's utensils, letter of introduction, traveler's clothes, belt pouch

*While wearing this armor, you have disadvantage on Dexterity (Stealth) checks.
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