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Barbarian 1 Charwoman_Gene
Thandar BearC”eSS CLASS & LEVEL PLAYER NAME
Mountain Dwarf Outlander (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
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ﬂa +5_ Strength \ 7/
(_\ ARMOR Max HP Current HP Temp HP
STRENGTH \ O _+2_ Dexterity
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CLASS
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Resistances - Poison 1d12 SUCCESSES O=O=O
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SAVING THROWS Y
\N / INSPIRATION j —== ARMOR ===
F— Light Armor, Medium Armor, Shields
'J_\ 7 N
CONSTITUTION +2 : \ N === WEAPONS ===
‘ o _*2_ Acrobatics DEX Martial Weapons, Simple Weapons
. . PROFICIENCY BONUS
+1
O Animal Handling wis e TOOLS ===
O 1 Arcana INT 7 Flute, Mason's Tools
® +5 Athletics STR o - === LANGUAGES ===
Common, Dwarvish, Orc
O 1 Deception CHA ABILITY SAVE DC
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O _-1 History INT
O _+1  Insight wis (/ N
25 ft. (Walkin
O -1 Intimidation CHA ( 9)
O _-1  Investigation INT
O +1  Medicine wis \ SPEED /
O -1 Nature INT A PROFICIENCIES & LANGUAGES
I wispom ® _+3  Perception WIS ,
O -1 Performance CHA === ACTIONS === your rage as a bonus action.
+ 1 — Standard Actions
O 1 Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, Help, Hide,
— Ready, Search, Use an Object, Opportunity Attack
-1 Religion INT
@ o & === BONUS ACTIONS ===
O _*2_ Sleight of Hand DEX Rage » 2/ Long Rest
As a bonus action enter a rage for up to 1 minute (10 rounds).
® _+4 Stealth DEX
(_\' You gain advantage on STR checks and saving throws (not
CHARISMA ® _+3  Survival wis attacks), scalevalue#signed - No level scale data available
melee damage with STR weapons, resistance to bludgeoning,
- 1 O piercing, slashing damage. You can't cast or concentrate on
spells while raging.
o__.
Your rage ends early if you are knocked unconscious or if your
° O turn ends and you haven't attacked a hostile creature since
your last turn or taken damage since then. You can also end yot
L SKILLS ), \ ACTIONS
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13 PASSIVE WISDOM (PERCEPTION) Warhammer +5 1d8+3 Bludgeoning
11 PASSIVE WISDOM (INSIGHT)
9 PASSIVE INTELLIGENCE (INVESTIGATION)
Darkvision 60 ft.
SENSES A \ WEAPON ATTACKS & CANTRIPS




Barbarian 1 Charwoman_Gene
CLASS & LEVEL PLAYER NAME
Thandar Beardless
Mountain Dwarf Outlander (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
e — R ———
//
= BARBARIAN FEATURES === Dwarven Armor Training « PHB 20

You have proficiency with light and medium armor.
* Hit Points « PHB 47

* Rage * PHB 48
As a bonus action enter a rage for up to 1 minute (10 rounds).

You gain advantage on STR checks and saving throws (not
attacks), +2 melee damage with STR weapons, resistance to
bludgeoning, piercing, slashing damage. You can't cast or
concentrate on spells while raging.

Your rage ends early if you are knocked unconscious or if your
turn ends and you haven't attacked a hostile creature since your
last turn or taken damage since then. You can also end your
rage as a bonus action.

| 2/ Long Rest « 1 Bonus Action

* Unarmored Defense « PHB 48
While not wearing armor, your AC equals 10 + DEX modifier +
CON maodifier + any shield bonus.

=== MOUNTAIN DWARF RACIAL TRAITS ===
Darkvision « PHB 20
You can see in darkness (shades of gray) up to 60 ft.

Dwarven Resilience « PHB 20
You have advantage of saves against poison and resistance
against poison damage.

Dwarven Combat Training « PHB 20
You have proficiency with the battleaxe, handaxe, light hammer,
and warhammer.

Tool Proficiency « PHB 20
You gain proficiency with your choice of smith’s tools, brewer's
supplies, or mason'’s tools.

Stonecunning * PHB 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.

FEATURES & TRAITS
Shield 1 6 Ib.
Handaxe 1 2 1b.
Handaxe 1 21b.
Warhammer 1 2 1b.
Backpack 1 5 Ib.
Bedroll 1 7 1b.
Mess Kit 1 11b.
Rations (1 day) 10 20 Ib.
Rope, Hempen (50 feet) 1 10 Ib.
WEIGHT CARRIED Tent, Two-Person 1 20 1b.
92.62 Ib. Tinderbox 1 11b.
ENCUMBERED Torch 10 10 Ib.
80 Ib. Waterskin 1 5 b.
PUSH/DRAG/LIFT Flute 1 11b.
480 Ib.
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Male 100 Medium 4'8" 186
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Good Ruddy Brown Brown
ALIGNMENT FAITH SKIN EYES HAIR
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Thandar tries to speak as little as possible.
Thandar has an issue with hygiene, he kinda smells like
a dirty animal.
PERSONALITY TRAITS
L~ 1
[ "]
Honor and integrity are the most important possessions.
IDEALS
L~ 1
[ "]
Thandar has deep bonds to his clan and kingdom,
despite his exile.
BONDS
L~ 1
[N "]
Thandar acts rashly when his honor is questioned.
CHARACTER APPEARANCE )/ I\ ALLIES & ORGANIZATIONS J N FLAWS V.
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Exiled for speaking his mind to a clan leader, Thandar is a dwarven exile, sent from his ancestral
Thandar shaves his beard in his shame. Learning home for his crimes, he wanders the world looking
to make his way on the outside, Thandar has for a way to redeem himself.
learned much about the natural world.
A tall dwarf with a dark complexion, Thandar's
beardless visage won't win any beauty contests.
Shaggy haired and clothed in rough hides, Thandar
looks like the creature of the wilds that he is.
CHARACTER BACKSTORY ADDITIONAL NOTES
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