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ATTACKS & SPELLCASTING

Disadvantage on Stealth (Dexterity)
checks due to wearing chain mail.

FEATURES & TRAITS

Dwarvish

martial weapons

Tools: smith's tools, gaming set
Languages: Common,

Instrument: mandolin

Armor: all armor, shields
Weapons: simple weapons,

\ OTHER PROFICIENCIES & LANGUAGES /,

insignia of rank (standard bearer), trophy taken from a fallen

enemy (
with 10 gp
chain mail, wooden shield

), set of bone dice, common clothes, pouch

Explorer's pack: backpack, bedroll, mess kit, tinderbox, 10
torches, 10 days of rations, waterskin, 50 ft. of hempen rope

mandolin

EQUIPMENT & CHARACTER NOTES




	ClassLevel: Fighter 1
	Background: Soldier
	PlayerName: 
	CharacterName: Bharnum
	Race : Hill Dwarf
	Alignment: Lawful Neutral
	XP: 0
	Inspiration: +2
	STR: +2
	ProfBonus: 
	AC: 18
	Initiative: -1
	Speed: 25
	PersonalityTraits : I'm full of inspiring and cautionary tales from my military experience relevant to almost every combat situation.
	STRmod: 15
	HPMax: 14
	DEX: -1
	HPCurrent: 
	Ideals: Responsibility. I do what I must and obey just authority.
	DEXmod : 8
	HPTemp: 
	Bonds: Those who fight beside me are worth dying for.
	CON: +3
	HDTotal: 1
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 17
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: d10
	Flaws: I'd rather eat my armor than admit when I'm wrong.
	INT: +0
	Wpn Name: battleaxe (1H)
	Wpn1 AtkBonus: +4
	Wpn1 Damage: 1d8 + 2
	INTmod: 10
	Wpn Name 2: battleaxe (2H)
	Wpn2 AtkBonus : +4 
	Wpn2 Damage : 1d10 + 2
	WIS: +2
	Wpn Name 3: handaxe
	Wpn3 AtkBonus  : +4
	Wpn3 Damage : 1d6 + 2
	WISmod: 14
	CHA: +1
	CHamod: 12
	AttacksSpellcasting: If the battleaxe is wielded in both hands, the damage die is increased but your AC is reduced by 2 as you have to drop or stow your shield.

A handaxe is a light melee weapon can be used in melee or thrown (range 20/60, same numbers as above).
	Passive: 11
	ProficienciesLang: Tools: smith's tools, gaming set
Languages: Common, Dwarvish
Instrument: mandolin
Armor: all armor, shields
Weapons: simple weapons, martial weapons
	Equipment: insignia of rank (standard bearer), trophy taken from a fallen enemy (___________), set of bone dice, common clothes, pouch with 10 gp
chain mail, wooden shield
Explorer's pack: backpack, bedroll, mess kit, tinderbox, 10 torches, 10 days of rations, waterskin, 50 ft. of hempen rope
mandolin
	Features and Traits: Darkvision, Dwarven Resilience, Dwarven Toughness, Stonecunning

Fighting Style: Protection. When a creature you can see attacks a target other than you that is within 5 feet of you, you can use you reaction to impose disadvantage on the attack roll. You must be wielding a shield.

Second Wind. You have a limited well of stamina that you can draw on to protect yourself from harm. On your turn, you can use a bonus action to regain hit points equal to 1d10 + your fighter level. Once you use this feature, you must finish a short or long rest before you can use it again.

Disadvantage on Stealth (Dexterity) checks due to wearing chain mail.
	Athletics: +4
	SavingThrows: +4
	Check Box 18: Off
	SleightofHand: 
	Stealth: 
	ChBx Athletics: Yes
	ST Strength: Yes
	ChBx Sleight: Off
	ChBx Stealth: Off
	ST Dexterity: Off
	SavingThrows2: -1
	SavingThrows3: +5
	ST Constitution: Yes
	ChBx Acrobatics: Off
	Acrobatics: 
	ChBx Nature: Off
	ST Intelligence: Off
	ChBx Arcana: Off
	ChBx History: Off
	ChBx Investigation: Off
	SavingThrows4: +0
	Arcana: 
	History: 
	ChBx Religion: Off
	Investigation: 
	Nature: 
	Religion: 
	Survival: +4
	ChBx Survival: Yes
	Animal Handling: +4
	Medicine: 
	ST Wisdom: Off
	ChBx Animal: Yes
	ChBx Insight: Off
	ChBx Perception: Off
	Perception: 
	SavingThrows5: +2
	SavingThrows6: +1
	Deception: 
	Intimidation: +3
	Performance: 
	Persuasion: 
	ST Charisma: Off
	ChBx Deception: Off
	ChBx Intimidation: Yes
	ChBx Performance: Off
	ChBx Persuasion: Off


