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H CLASS & LEVEL PLAYER NAME
Haldrig The Dwarf From Hell
Durzagon Deep Earth Miner (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
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Y N
© _+4 Strength \ 7, \
D e ARMOR Max HP Current HP Temp HP |
STRENGTH \ ® _+5 Dexterity
15 O _+2_ Constitution +3 14 24 -
O -2 Intelligence
O _+1_ Wisdom INITIATIVE A \ HIT POINTS J
O _+0 Charisma / y, P , S
—— Resistances - Poison, Fire successes OO0
DEXTERITY
Advantage To avoid or end Poisoned FAILURES O=O=O
conditions.
1 7 Advantage To avoid or end the QA DEFENSES \ HIT DICE \ DEATH SAVES /
Charmed or Stunned conditions.
@ K SAVING THROWS ) Y
HEROIC INSPIRATION
N 7 j === WEAPONS ===
y \ =N Battleaxe, Flail, Shortsword, Simple
[CONSTITUTION] ﬂ) +3 Acrobatics DEX \ N Weapons, Warhammer
14 1o 1 Animal Handling wis PROFICIENCY BONUS j === TOOLS ===
O 2 Arcana INT ~ Calligrapher's Supplies, Ca_lrtographer's
Tools, Mason's Tools, Navigator's Tools
O +2  Athletics STR = N—
O _*0_ Deception CHA ABILITY SAVE DC | === LANGUAGES ===
® o H P— o Common, Dwarvish, Elvish, Infernal,
J\ H istory INT
INTELLIGENCE . Undercommon
® _+3 Insight wis (/ \
40 ft. (Walkin
7 O +0 Intimidation CHA ( 9)
O _-2_ Investigation INT
’@ O _+1_ Medicine wis \ SPEED /
O 2 Nature INT ) PROFICIENCIES & TRAINING
I wispom ® _+3  Perception WIS , \
QO _+0  Performance CHA === ACTIONS ===
12 ) Standard Actions The damage dealt by this ability increases at 5th level
O _*0_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, (2d4 Force, 2d4 Fire), 11th level (3d4 Force, 3d4 Fire),
O 2 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, and at 17th level (4d4 Force, 4d4 Fire).
g Grapple, Shove, Improvise, Two-Weapon Fighting,
O _*3  Sleight of Hand DEX Interact with an Object, Study, Influence Flurry of Blows
After you take the Attack action on your turn, you
— O _#3  Stealth DEX === BONUS ACTIONS === can spend 1 ki point to make two unarmed strikes as a
CHARISMA ® 3 Surival wis Fiend Hammer _ bonus action.
Drawing upon your Infernal heritage, you use a
1 l O bonus action to imbue your weapon attacks with Kensei's Shot
- fiendish strength. For one minute, all your weapon You can use a bonus action on your turn to make
O attacks deal an additional 1d4 Force damage and 1d4  ranged attacks with a kensei weapon deal an extra
o Fire damage. If the weapon used is non-magical, it 1d4 damage of the weapon’s type until the end of the
[ counts as magical for the duration of this effect. You current turn.
can use this ability once per lona rest.
\ SKILLS J ACTIONS )
r // \\
13 PASSIVE PERCEPTION Chakram +5 1d6+3 Piercing Martial, Finesse, Light, Vex
Meteor Hammer +5 1d8+3 Bludgeoning  +1d8 Bludgeoning, Martial, Sap, Finesse, Reach, Two-Handed
13 PASSIVE INSIGHT
Unarmed Strike +5 1d4+3 Bludgeoning
PASSIVE INVESTIGATION : f
8 Unarmed Strike +5 1d4+3 Bludgeoning
Flurry of Blows +5 1d4+3 Bludgeoning
Deflect Missiles Attack +5 1d4+3
SENSES A WEAPON ATTACKS & CANTRIPS y




—

Haldrig The Dwarf From Hell

CHARACTER NAME

—

Monk 3 someayleidnerd
CLASS & LEVEL PLAYER NAME
Durzagon Deep Earth Miner (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — —

7

=== MONK FEATURES ===
* Hit Points « PHB 77
* Proficiencies « PHB 77

* Unarmored Defense « PHB 78
While not wearing armor and not using a shield, your
AC equals 10 + DEX modifier + WIS modifier.

* Martial Arts « PHB 78

While you are unarmed or wielding only monk
weapons and you aren’t wearing armor or wielding a
shield, you can use DEX instead of STR for the attack
and damage rolls, you can roll your Martial Arts
damage die in place of the normal damage, and when
you use the Attack action on your turn, you can make
one unarmed strike as a bonus action.

| Unarmed Strike: 1 Bonus Action

*Ki+PHB 78
You can spend Ki Points to fuel ki features. You have
3 points per short rest and your Ki save DC is 11.

Flurry of Blows - After you take the Attack action on
your turn, you can spend 1 ki point to make two
unarmed strikes as a bonus action.

Patient Defense - You can spend 1 ki point to take the
Dodge action as a bonus action on your turn.

Step of the Wind - You can spend 1 ki point to take the
Disengage or Dash action as a bonus action on your
turn, and your jump distance is doubled for the turn.

| Ki Points: 3/ Short Rest « Special
| Flurry of Blows: 1 Bonus Action

| Patient Defense: 1 Bonus Action

| Step of the Wind: 1 Bonus Action

* Unarmored Movement « PHB 78
Your speed increases by 10 feet while you are not
wearing armor or wielding a shield.

* Monastic Tradition « PHB 78
| Way of the Kensei

* Deflect Missiles « PHB 78

You can use your reaction to deflect or catch the
missile when you are hit by a ranged weapon attack.
When you do so, the damage you take from the attack
is reduced by 1d10 +6. If you reduce damage to 0 and
have a free hand, you can spend 1 ki point to make a
ranged attack (as with a monk weapon) with range
20/60.

| 1 Reaction
| Deflect Missiles Attack: 1 Reaction

* Path of the Kensei « XGtE 34

Kensei Weapons - You choose kensei weapons, gain
proficiency with them if you don't already have it, and
they are treated as monk weapons.

Agile Parry - If you make an unarmed strike as part of
the Attack action on your turn and are holding a kensei
weapon, you gain a +2 bonus to AC until the start of
your next turn, while the weapon is in your hand and
you aren't incapacitated.

Kensei's Shot - You can use a bonus action on your
turn to make ranged attacks with a kensei weapon
deal an extra 1d4 damage of the weapon'’s type until
the end of the current turn.

Way of the Brush - You gain proficiency with

N

calligrapher’s supplies or painter's supplies.
| Agile Parry: 1 Action

| Kensei's Shot: 1 Bonus Action

=== DURZAGON SPECIES TRAITS ===

* Ability Score Increase ¢
Your Constitution score increases by 2, and your
Charisma score increases by 1.

* Age ¢
Durzagons mature at the same rate as their Dwarvish
kin, and can live for at least 350 years.

* Size »

Durzagons stand between 4 and 5 feet tall on average,
and tend to weigh about 150 pounds. Your size is
Medium.

* Speed
Your base walking speed is 30 feet, and is not reduced
by wearing heavy armor.

* Darkvision «

You can see in dim light within 120 feet of you as if it
were bright light and in darkness as if it were dim light.
You discern colors in that darkness only as shades of
gray.

* Duergar Magic ¢

Starting at 3rd level, you can cast the enlarge/reduce
spell on yourself with this trait, without requiring a
material component. Starting at 5th level, you can also
cast the invisibility spell on yourself with this trait,
without requiring a material component. Once you cast
either of these spells with this trait, you can’t cast that
spell with it again until you finish a long rest. You can
also cast these spells using spell slots you have of the

FEATURES & TRAITS
Chakram 1 2 b.
Meteor Hammer 1 4 1b.
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
Pick, Miner's 1 10 Ib.
Cartographer's Tools 1 6 Ib.
Navigator's Tools 1 2 lb.
Crowbar 1 51b.
Hammer 1 31b.
WEIGHT CARRIED Piton 10 2.5 Ib.
89.7 Ib. Rations (1 day) 10 20 1.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
225 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Torch 10 10 Ib.
450 Ib. Waterskin 1 51b.

EQUIPMENT
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appropriate level. Charisma is your spellcasting ability
for these spells.

* Fiend Hammer ¢

Drawing upon your Infernal heritage, you use a bonus
action to imbue your weapon attacks with fiendish
strength. For one minute, all your weapon attacks deal
an additional 1d4 Force damage and 1d4 Fire
damage. If the weapon used is non-magical, it counts
as magical for the duration of this effect. You can use
this ability once per long rest.

The damage dealt by this ability increases at 5th level
(2d4 Force, 2d4 Fire), 11th level (3d4 Force, 3d4 Fire),
and at 17th level (4d4 Force, 4d4 Fire).

| 1 Bonus Action

* Dwarven Resilience ¢

You have advantage on saving throws you make to
avoid or end the poisoned condition on yourself. You
also have resistance to poison damage.

* Psionic Fortitude

You have advantage on saving throws you make to
avoid or end the charmed or stunned condition on
yourself.

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

* Infernal Legacy ¢
You have resistance to Fire damage.

* Languages *
You can speak, read, and write Common,
Undercommon, Dwarvish and Infernal.

ADDITIONAL FEATURES & TRAITS

Q ADDITIONAL EQUIPMENT
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Male 16 Medium 4'8 150
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Duren'ghen Goc Pale and Oran¢ Red Short Brown F
ALIGNMENT FAITH SKIN EYES HAIR
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ALLIES & ORGANIZATIONS

"

/|Wi|| party with everyone. Whether
with dwarves, or drow, or deep
gnomes, | will find a way to have a
good time.

PERSONALITY TRAITS
|~

oy
[ ~"1
Greater Good. It is each person’s
responsibility to make the most
happiness for the whole clan, tribe, or

IDEALS
N —~J

[ ~"1
| suffer awful visions of a coming
disaster and will do anything to prevent
it.

BONDS
L~ —~
[N "]
| guard my secrets so that others will not
take advantage of me.

\\ FLAWS //

CHARACTER BACKSTORY

ADDITIONAL NOTES
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===2nd LEVEL ===
O Enlarge/Reduce Duergar Magic CON 10 1A Self/30 ft. V,S,M  concentation, pto 1 minue - PHB 237 1/LR, D: 1m, V/ISIM
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