

	Character Name: 
	Class: FIGHTER
	Race: Mountain Dwarf
	Age: 
	Background: Soldier
	XP: 
	Hair: 
	Height: 
	Weight: 
	Eyes: 
	Str Bonus: +3
	Str Save: +5
	Dex Bonus: +1
	Dex Save: +1
	Con Bonus: +3
	Int Save: +0
	Wis Bonus: +2
	Wis Save: +2
	Cha Bonus: -1
	Cha Save: -1
	Int Bonus: +0
	Inspiration: 
	Passive Perception: 14
	Proficiency Bonus: +2
	Level: 2
	Portrait: 
	Con Save: +5
	Acrobatics Tick: Off
	Acrobatics Score: +1
	Animal Handling Tick: Off
	Animal Handling Score: +1
	Arcana Tick: Off
	Arcana Score: +0
	Athletics Tick: Yes
	Athletics Score: +5
	Deception Tick: Off
	Deception Score: -1
	History Tick: Off
	History Score: +0
	Insight Tick: Off
	Insight Score: +1
	Intimidation Tick: Yes
	Intimidation Score: +1
	Investigation Tick: Off
	Investigation Score: +0
	Medicine Tick: Off
	Medicine Score: +1
	Nature Tick: Off
	Nature Score: +0
	Religion Tick: Off
	Religion Score: -1
	Performance Tick: Off
	Performance Score: -1
	Sleight of Hand Tick: Off
	Sleight of Hand Score: +0
	Persuasion Tick: Off
	Persuasion Score: +1
	Stealth Tick: Off
	Stealth Score: +1
	Survival Tick: Yes
	Survival Score: +4
	Perception Tick: Yes
	Perception Score: +4
	Front_AC: 16
	Front_Shield Bonus: 
	Front_Initiative: +1
	Front_Speed: 25 ft.
	Front_Max HP: 22
	Front_Current HP: 
	Front_Temp HP: 
	Front_Used Hit Dice: 
	Front_Success 1: Off
	Front_Success 2: Off
	Front_Success 3: Off
	Front_Fail 1: Off
	Front_Fail 2: Off
	Front_Fail 3: Off
	Front_Weapon Name 1: Greataxe
	Front_Weapon Atk Bonus 1: 5
	Front_Weapon Damage 1: 1d12 +3 Slashing
	Front_Weapon Name 2: Handaxe (20/60ft)
	Front_Weapon Atk Bonus 2: 5
	Front_Weapon Damage 2: 1d6 +3 Slashing
	Front_Weapon Atk Bonus 3: 5
	Front_Weapon Damage 3: 4 Bludgeoning
	Front_Weapon Name 3: Unarmed Strike
	Ammunition: Handaxe x2
	Other Combat Stuff: INVENTORY: Backpack, Bedroll, Mess Kit, Rations (1 day), 50ft. Hempen Rope, Tinderbox, Torch, Waterskin, Reliquary, Playing Card Set, Smith's Tools

LANGUAGES: Common, Dwarvish

GP:         SP:         CP:         
	Stuff I Can Do 01: SECOND WIND | Once per short rest, you can use a bonus action to regain 1d10 +2 HP.ACTION SURGE | Once per short restYou can take on additional action on your turn. This can be used 1 times per short rest. GREAT WEAPON FIGHTING |You can reroll a 1 or 2 on damage dice with melee weapons wielded with two hands. DARKVISION | You can see in darkness (shades of gray) up to 60ft. 
	Stuff I Can Do 02: DWARVEN RESILIENCE |
You have advantage on saves against poison and resistance against poison damage. 

STONECUNNING |
Whenever you make an INT (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. 

HEAVY ARMOUR |
Disadvantage on stealth checks.
	Front_Total Hit Dice: 
	Front_Hit Die: 2d10


