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1d20 SKILLS
O +1 ACROBATICS: I'm good at tumbling, flipping, and rolling.
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RACE AGE BACKGROUND XP O #+1 ANIMAL HANDLING: Animals really like me
O +0 ARCANA: | know about magic, spells, and weird things
EVES HAIR HEIGHT WEIGHT @® 5 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 \\ I(CONST|TUT|ON\\ O #0 HISTORY: | know about things that happened a long time ago
QO #1 INSIGHT: | know how people feel and can tell when they’re lying
+ 3 + 5 + 1 + 1 + 3 + 5 @© +1 INTIMIDATION: I'm good at scaring people!
1 & & & O +0 INVESTIGATION: | can find clues and secrets
\. BONUS SAVE J I\ BONUS SAVE J I\ BONUS SAVE J O +1 MEDICINE: | can help people when they’re sick
) \ y \ y . O +0 NATURE: | know all about plants and animals
( INTELLIGENCE\ ( WISDOM \ ( CHARISMA \ ® +4 PERCEPTION: I'm good at finding and spotting things
@® -1 PERFORMANCE: I’'m good at putting on a show!

O -1 PERSUASION: I can get people to do what | want to do
O +0 RELIGION: | know about the gods and prayers

-1/-1]

. BONUS SAVE J . BONUS SAVE J . BONUS SAVE O +1 SLEIGHT OF HAND: I'm good at hiding things and taking things
N = STEALTH: I’ d at hidi d stayi iet
PROFICIENCY INSPIRATION 141) PASSIVE o= 1 Eeos ST S Ty e A
PERCEPTION ® 4 SURVIVAL: | can follow footprints and track animals
> J—
[ NAME ATK BONUS paMAace Y K STUFF | CAN DO 3
Greataxe 1d20 + 5 1412 +3 Slashing SECOND WIND | Once per short rest, DWARVEN RESILIENCE |
you can use a bonus action to regain You have advantage on saves
1d10 +2 HP. against poison and resistance
Handaxe (20/60ft)  1d20+ 5 1d6+3 Slashing gainst pol
against poison damage.
. _ ACTION SURGE | Once per short rest
Unarmed Strike ~ 1d20 + 5 4'Bludgeoning You can take on additional action on

STONECUNNING |

GP: SP: CP:

N

LANGUAGES: Common, Dwarvish

OO0 O0O0O0O0O0OO0OO0OO0O0 your turn. This can be used 1 times
Handaxe x2 500000606 OGO 7 per short rest. Whenever you make an INT
\VAMMUNITION A (History) check related to the
7 OTHER COMBAT STUFF N GREAT WEAPON FIGHTING | origin of stonework, you are

INVENTORY: Backpack, Bedroll, Mess Kit, Rations (1 day),
50ft. Hempen Rope, Tinderbox, Torch, Waterskin,
Reliquary, Playing Card Set, Smith's Tools

You can reroll a 1 or 2 on damage dice
with melee weapons wielded with two
hands.

considered proficient in the
History skill and add double your
proficiency bonus to the check.

DARKVISION |

You can see in darkness (shades of
( gray) up to 60ft.

A\

HEAVY ARMOUR |
Disadvantage on stealth checks.

.
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