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CLASS & LEVEL PLAYER NAME
Mountain Dwarf Gladiator (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — ——
y
ARMOR Max HP Current HP Temp HP
+1 17 224 --
INITIATIVE CLASS \ HIT POINTS
/7 f /
. . 16d10 + 4d10
Resistances - Poison successes OO0
FAILURES( )=< >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES
INSPIRATION j )\ ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— e— === TOOLS ===
ABILITY SAVE DC | Disguise Kit, Smith's Tools, Tinker's Tools
- === LANGUAGES ===
7 N Common, Dwarvish, Goblin
25 ft. (Walking)
A SPEED )

4 PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

Superiority Dice * 6 / Short Rest

You learn maneuvers that are fueled by superiority
dice. Maneuvers enhance an attack in some way. You
have 6d10 superiority dice per short rest.

=== BONUS ACTIONS ===
Maneuvers: Commander’s Strike

When you take the Attack action on your turn, you
can forgo one of your attacks and use a bonus action

to direct an ally that can see and hear you to strike
using its reaction, adding the superiority die to the
damage roll.

Maneuvers: Quick Toss

As a bonus action, you can expend one superiority
die and make a ranged attack with a weapon that has
the thrown property. You can draw the weapon as part
of making this attack. If you hit, add the superiority die
to the weapon’s damage roll.

Second Wind ¢ 1/ Short Rest
Once per short rest, you can use a bonus action to
regain 1d10 + 16 HP.

=== REACTIONS ===

74

SKILLS \ ACTIONS
[ 7 N
18 PASSIVE WISDOM (PERCEPTION) Battleaxe +11 1d8+5 Slashing Martial, Versatile
12 PASSIVE WISOOM (INSIGHT) Handaxe +11 1d6+5 Slashing Simple, Light, Thrown, Range (20/60)
Handaxe +11 1d6+5 Slashing Simple, Light, Thrown, Range (20/60)
10 PASSIVE INTELLIGENCE (INVESTIGATION) Unarmed Stl’lke +11 6 Bludgeoning
Darkvision 60 ft.
SENSES 3 <\ WEAPON ATTACKS & CANTRIPS "/
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=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Thrown Weapon Fighting « TCoE 42
You can draw a weapon that has the thrown property
as part of the attack you make with the weapon.
In addition, when you hit with a ranged attack using a
thrown weapon, you gain a +2 bonus to the damage
roll.

| Fighting Style: Thrown Weapon Fighting: Special

* Second Wind ¢« PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 16 HP.

| 1/ Short Rest » 1 Bonus Action
* Action Surge « PHB 72
You can take one additional action on your turn. This
can be used 1 times per short rest.

| 1/ Short Rest « Special
* Martial Archetype ¢« PHB 72

| Battle Master
* Combat Superiority « PHB 73
You learn maneuvers that are fueled by superiority
dice. Maneuvers enhance an attack in some way. You

have 6d10 superiority dice per short rest.

| Superiority Dice: 6 / Short Rest « 1 Action

* Student of War « PHB 73
You gain proficiency with one type of artisan’s tools.

* Maneuvers « PHB 74

| Bait and Switch « TCoE 42
When you're within 5 ft. of a creature on your turn, you
can expend one superiority die and switch places with
that creature, provided you spend at least 5 ft. of
movement and the creature is willing and isn’t
incapacitated. This movement doesn’t provoke
opportunity attacks.
Roll the superiority die. Until the start of your next turn,
you or the other creature (your choice) gains a bonus
to AC equal to the number rolled.

| Maneuvers: Bait and Switch: Special

| Commander’s Strike « PHB
When you take the Attack action on your turn, you can
forgo one of your attacks and use a bonus action to
direct an ally that can see and hear you to strike using
its reaction, adding the superiority die to the damage
roll.

| Maneuvers: Commander’s Strike: 1 Bonus Action
| Goading Attack « PHB

When you hit with a weapon attack, you can expend
one superiority die to add the total to the damage roll

and the target must make a WIS saving throw (DC 19).

On failure, the target has disadvantage on all attack
rolls against targets other than you until the end of
your next turn.

| Maneuvers: Goading Attack: Special

| Maneuvering Attack « PHB
When you hit with a weapon attack, you can expend
one superiority die to add the total to the damage roll
and to allow a creature that can see or hear you to use

its reaction to move up to half its speed without
provoking opportunity attacks from the target of your
attack.

| Maneuvers: Maneuvering Attack: Special

| Precision Attack « PHB
When you make a weapon attack roll, you can expend
one superiority die to add it to the roll before or after
the roll but before any effects are applied.

| Maneuvers: Precision Attack: Special

| Quick Toss « TCoE 42
As a bonus action, you can expend one superiority die
and make a ranged attack with a weapon that has the
thrown property. You can draw the weapon as part of
making this attack. If you hit, add the superiority die to
the weapon’s damage roll.

| Maneuvers: Quick Toss: 1 Bonus Action

| Riposte « PHB
When a creature misses you with a melee attack, you
can use your reaction and expend one superiority die
to make a melee weapon attack against it (add the
superiority die to the attack’s damage roll on hit).

| Maneuvers: Riposte: 1 Reaction
* Ability Score Improvement « PHB 72
* Extra Attack « PHB 72
You can attack three times whenever you take the
Attack action on your turn.
| Special
* Know Your Enemy « PHB 73

If you spend at least 1 minute observing or interacting
with another creature outside combat, you can learn

N

FEATURES & TRAITS
Chain Mail 1 55 Ib.
Handaxe 1 2 Ib.
Handaxe 1 2 Ib.
Battleaxe 1 41b.
Backpack 1 5 Ib.
Bedroll 1 7 1b.
Mess Kit 1 11b.
Tinderbox 1 11b.
Torch 10 10 Ib.
WEIGHT CARRIED Rations (1 day) 10 20 1b.
125.2 Ib. Waterskin 1 5 Ib.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
300 Ib. Clothes, Common 1 31p

PUSH/DRAG/LIFT

600 Ib.

EQUIPMENT
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information about its capabilities compared to your
own: Strength score, Dexterity score, Constitution
score, Armor Class, current HP, total class levels (if
any), fighter class levels (if any)

| 1 Minute

* Indomitable « PHB 72

You can reroll a saving throw that you fail - you must
use the new roll. You can use this 2 times per long
rest.

| 2/ Long Rest « Special

* Improved Combat Superiority « PHB 74
Your superiority dice turn into d10s.

* Relentless « PHB 74
When you roll initiative and have no superiority dice
remaining, you regain one superiority die.

| Special
=== RANGER FEATURES ===
* Hit Points « PHB 90
* Proficiencies « PHB 90

* Favored Enemy « PHB 91

You have advantage on Survival checks to track your
favored enemies, as well as on INT checks to recall
information about them. You also learn one language
of your choice that is spoken by your favored enemies,
if they speak one at all.

| Fiends « PHB
Fiends are creatures of wickedness that are native to
the Lower Planes. A few are the servants of deities,
but many more labor under the leadership of
archdevils and demon princes.

* Natural Explorer « PHB 91

You have a favored terrain type. Your proficiency
bonus is doubled for proficient skills when you make
an INT or WIS check related to it. While traveling for
an hour or more in your chosen terrain, difficult terrain
doesn't slow your group’s travel, your group can't
become lost except by magical means, you remain
alert to danger even when you are engaged in another
activity, you can move stealthily at a normal pace
(while alone), you find twice as much food while
foraging, and while tracking creatures, you learn the
exact number, sizes, and how long ago they passed
through the area.

| Mountain « PHB
You are particularly familiar with one type of natural
environment and are adept at traveling and surviving in
such regions.

* Fighting Style « PHB 91
You adopt a particular style of fighting as your
specialty.

| Two-Weapon Fighting « PHB
When you engage in two-weapon fighting, you can add
your ability modifier to the damage of the second
attack.

* Spellcasting « PHB 91
You can cast known ranger spells using WIS as your
spellcasting modifier (Spell DC 16, Spell Attack +8).
* Ranger Archetype « PHB 92

| Hunter
* Primeval Awareness * PHB 92
As an action, you can expend one ranger spell slot (1

minute per level of spell slot) to sense whether any
aberrations, celestials, dragons, elementals, fey,

ADDITIONAL FEATURES & TRAITS

fiends, or undead are present within 1 mile of you (or
within up to 6 miles if you are in your favored terrain).
This feature doesn'’t reveal the creatures’ location or

number.

| 1 Action

* Hunter's Prey « PHB 93
You gain an additional attack feature.

| Colossus Slayer « PHB
Once per turn, when you hit a creature with a weapon
attack, the creature takes an extra 1d8 damage if it's
below its HP maximum.

| Special

* Ability Score Improvement « PHB 92

=== MOUNTAIN DWARF RACIAL TRAITS ===

* Darkvision « BR 20
You can see in darkness (shades of gray) up to 60 ft.

* Dwarven Resilience « BR 20
You have advantage on saves against poison and
resistance against poison damage.

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

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

* Stonecunning * BR 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
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proficiency bonus to the check.

* Dwarven Armor Training ¢ BR 20
You have proficiency with light and medium armor.

=== FEATS ===

* Dual Wielder « PHB 165

You add a +1 bonus to AC while you are wielding a
separate melee weapon in each hand, can use
two-weapon fighting even when the one-handed melee
weapons you are wielding aren't light, and can draw or
stow two one-handed weapons when you would
normally be able to draw or stow only one.
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=== 1st LEVEL === 3 Slots OO0
O Hunter's Mark <C> Ranger - 1BA 90 ft. \Y Concenuation, upto1hour - PHB 251 Ext. D: (See Description)*, D: 1h, V
QO Zephyr Strike <C> Ranger -- 1BA  Self Concentration, wp o 1 minwte - XGtE 171 D: 1m, V
SPELLS
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