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Advantage to avoid or end the
Poisoned condition
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Resistances - Poison
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Intimidation CHA

Investigation INT

Medicine WIS

Nature INT

+2  Perception WIS

Performance CHA

Persuasion CHA

Religion INT

Sleight of Hand DEX
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® _+2_ Survival wis
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CLASS & LEVEL PLAYER NAME

Dwarf (Milestone)

SPECIES BACKGROUND EXPERIENCE POINTS
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=== ARMOR ===

Heavy Armor, Light Armor, Medium Armor,
Shields

=== WEAPONS ===
Martial Weapons, Simple Weapons

=== TOOLS ===
Dragonchess Set

=== LANGUAGES ===
Common, Dwarvish, Orc

PROFICIENCIES & TRAINING

L SKILLS ),

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

=== BONUS ACTIONS ===
Second Wind « 2 / Long Rest

You can draw upon a limited well of physical and

mental stamina and regain 1d10+1 HP.

You can use this limiteduse - No limited use data
available times per Long Rest, and can regain one
expended use when you finish a Short Rest.

Stonecunning (Tremorsense) « 2 / Long Rest

You gain Tremorsense with a range of 60 ft. for 10

minutes. You must be on or touching a natural or
worked stone surface to use this Tremorsense.

74

12 PASSIVE PERCEPTION
10 PASSIVE INSIGHT
9 PASSIVE INVESTIGATION

Darkvision 120 ft.

SENSES

Flail +5
Greataxe +5
Javelin +5
Shortbow +4
Spear +5
Unarmed Strike +5

'WEAPON ATTACKS & CANTRIPS

1d8+3 Bludgeoning
1d12+3 Slashing
1d6+3 Piercing
1d6+2 Piercing

1d6+3 Piercing

\\

Martial, Sap

Martial, Heavy, Two-Handed, Cleave
Simple, Thrown, Slow, Range (30/120)
Simple, Ammunition, Range, Two-Handed, Vex, Range (80/320)

Simple, Thrown, Versatile, Sap, Range (20/60)

4 Bludgeoning
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=== FIGHTER FEATURES ===
* Core Fighter Traits « free-rules 91

* Fighting Style « free-rules 91

You gain a Fighting Style feat of your choice, and
whenever you gain a Fighter level, you can replace the
feat you chose with a different Fighting Style feat.

* Second Wind « free-rules 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+1 HP.

You can use this 2 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 2/Long Rest « 1 Bonus Action

* Weapon Mastery e free-rules 91

=== DWARF SPECIES TRAITS ===

* Creature Type ¢ free-rules 188
You are a Humanoid.

* Size « free-rules 188
You are Medium.

* Speed ¢ free-rules 188
Your speed is 30 ft.

* Darkvision « free-rules 188
You have Darkvision with a range of 120 ft.

* Dwarven Resilience ¢ free-rules 188

You have Resistance to Poison damage. You also
have Advantage on saving throws you make to avoid
or end the Poisoned condition.

* Dwarven Toughness ¢ free-rules 188
Your HP maximum increases by 1.

* Stonecunning ¢ free-rules 188

As a Bonus Action, you gain Tremorsense with a
range of 60 ft. for 10 minutes. You must be on or
touching a natural or worked stone surface to use this
Tremorsense.

You can use this Bonus Action 2 times per Long Rest.

| Stonecunning (Tremorsense): 2 / Long Rest * 1
Bonus Action

* Languages ° free-rules 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

* Great Weapon Fighting ¢ free-rules 209

When you roll damage for an attack you make with a
Melee weapon that has the Two-Handed or Versatile
properties, you can treat any 1 or 2 on a damage die
asa3.

* Weapon Mastery « PHB-2024 91

| Greataxe (Cleave) ¢
Cleave. Once per turn, if you hit a creature with a
melee attack using a Greataxe, you can make another
melee attack with it against a second creature within 5
ft. of the first that's within your reach. On a hit, the
second creature takes the Greataxe’'s damage, but
without your ability modifier (unless the modifier is
negative).

| Javelin (Slow) «
Slow. If you hit a creature with a Javelin and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Shortbow (Vex) ¢
Vex. If you hit a creature with a Shortbow and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Cleave (Greataxe): 1 Action

| Vex (Shortbow): 1 Action

| Slow (Javelin): 1 Action
* Savage Attacker ¢ free-rules 201
Once per turn when you hit a target with a weapon,
you can roll the weapon’s damage dice twice and use
either roll against the target.
* Soldier Ability Score Improvements « PHB-2024 185

| Increase two scores (+2 / +1) ¢

H H CLASS & LEVEL PLAYER NAME
Thrissa Fireforge
Dwarf Soldier (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
P — —
7 N

EQUIPMENT

FEATURES & TRAITS
Chain Mail 1 55 Ib. Tinderbox 1 11b.
Javelin 8 16 Ib. Torch 10 10 Ib.
Spear 1 3lb. Waterskin 1 51b.
Shortbow 1 2 1b. Caltrops 20 2 |b.
Flail 1 2 1b. Crowbar 1 51b.
Greataxe 1 7 1b.
Backpack 1 51b.
Quiver 1 11b.
Dragonchess 1 --
WEIGHT CARRIED Arrows 20 11b.
149 |b. Healer's Kit 1 31b.
ENCUMBERED Traveler's Clothes 1 4 1b.
255 |b. Oil 2 21b.
PUSH/DRAG/LIFT Rations 10 20 Ib.
510 Ib. Rope 1 51b.
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS
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EFFICIENT - | see inefficiency not just as a problem in its own right, but as
something that pulls time and energy away from all my future goals, an
behavior wherever | go.

STRONG WILLED - Nor do | give up when the going gets tough — | strive to

challenge of each obstacle in my run to the finish line.

PERSONALITY TRAITS

elaborate sabotage consisting of irationality and laziness. I will root out such

achieve my goals, but really nothing is quite as satisfying to me as rising to the

L~
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A WORTHY CHALLENGE - | am a true powerhouse, and | cultivate an image of

stature comes not just from my own actions, but from the actions of the team that
props me up, and that it's important to recognize the contributions, talents and
needs, especially from an emotional perspective, of my support network.

IDEALS

being larger than life — and often enough | am. I need to remember though, that my
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Someone saved my life on the
battlefield. To this day, | will never
leave a friend behind.

BONDS
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COLD & RUTHLESS — My obsession with efficiency and unwavering
belief in the merits of rationalism, especially professionally, makes me
incredibly insensitive in pursuing my goals, dismissing personal
circumstances, sensitivities, and preferences as irrational and irrelevant.

\\ FLAWS

N
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In the heart of the mountains, where efficiency is
valued as highly as the precious metals hidden in
the rock, | emerged with an unyielding will and an
insatiable thirst for efficiency. In my eyes,
inefficiency is not just a problem; it's an affront to
the future goals that demand my time and energy.
The irrational and the lazy are obstacles |
dismantle wherever | tread.

My strength of will knows no bounds. When faced
with challenges, | don't merely endure; | thrive on
overcoming each obstacle in my relentless pursuit
of victory. The satisfaction of rising to the
challenge fuels my determination to achieve my
goals, and every setback is merely a prelude to a
triumphant comeback.

A true powerhouse on the battlefield, | project an
image of being larger than life. However, |
recognize that my stature is not solely my own; it
stems from the collective efforts of the team that
supports me. Understanding the contributions,
talents, and emotional needs of my allies is crucial
for maintaining the strength of our collective
resolve.

My commitment to never leave a friend behind
stems from a life-altering moment on the
battlefield. Someone saved my life, instilling in me
an unwavering loyalty to those who fight alongside
me. A piece of the enemy banner serves as a
constant reminder of this commitment.

Brewing beer is a cherished hobby, a welcome
respite from the rigors of battle. However, a
misstep once resulted in a mildly poisonous
ingredient finding its way into the brew. My innate
resistance to poison spared me from harm, but the
incident serves as a lesson in the importance of
thorough ingredient checks.

Having served as an officer in the military, | carry a

military rank that still holds sway among soldiers
loyal to our former organization. The authority and

CHARACTER BACKSTORY

Tempus

Alignment: Neutral

Alternate Names: The Foehammer, The Lord of
Battles

Category: None

Domains: War

Pantheon: FaerGnian

Symbol: Upright flaming sword

Tempus is a war god concerned with brave conduct
during war, using force of arms over talk for settling
disputes, and encouraging bloodshed. The god of
war is random in his favors, meaning that his chaotic
nature favors all sides equally. Lord Tempus might
be an army's ally one day, and its enemy the next.
He might seem to manifest before a battle,
appearing to one side or the other. If he is seen
riding a white mare (Veiros), then the army will
succeed. If he rides a black stallion (Deiros), then
defeat is certain. Most often he appears to be riding
with one foot in each mount's stirrup, signifying the
unpredictable nature of battle. In such visions,
Tempus is always a powerfully built warrior dressed
for battle in the style of those who envision him.

Tempus's favor might be randomly distributed, but
over the centuries his priests have made an effort to
spread and enforce a common code of warfare - to
make war a thing of rules, respect for reputations,
and professional behavior. This code, called
Tempus's Honor, has the purpose of making
conflicts brief, decisive, and as safe as possible for
those not directly involved. The rules in the code
include the following: arm anyone who has need of a
weapon; disparage no foe; acquit oneself with
bravery; train all for battle; and don't engage in
feuds. Those who poison wells, taint fields, kill
noncombatants, or engage in torture in the name of
war are all considered sinners.

Worshipers of Tempus are legion, and his name is
often on the lips of soldiers. His priests are
tacticians, often skilled in the art of war. Many of his

ordained don't serve in temples, but as battlefield
chaplains with armies and mercenary companies,

encouraging their fellow soldiers with both word and

blade. Priests of Tempus teach that war conducted
properly is fair in that it oppresses all sides equally,
and that in any given battle, a mortal might be slain
or might become a great leader among his or her
companions. Mortals shouldn't fear war but should
see it as a natural force, the storm that civilization
brings about by its very existence.

ADDITIONAL NOTES
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