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j === ARMOR ===

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

L SKILLS ),

e— === TOOLS ===
ABILITY SAVE DC | Brewer's Supplies, Smith's Tools
o === LANGUAGES ===
/ N Common, Dwarvish, Giant, Undercommon
30 ft. (Walking)
Q SPEED Y
) PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions === BONUS 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

Superiority Dice * 4 / Short Rest

You learn maneuvers that are fueled by special
dice called Superiority Dice. Many maneuvers
enhance an attack in some way. You can use only one
maneuver per attack.

You have 4d8 Superiority Dice, which are expended
when used. You regain any expended Superiority Die
when vou finish a Short or Lona Rest.

Second Wind ¢ 2 / Long Rest
You can draw upon a limited well of physical and
mental stamina and regain 1d10+3 HP.

You can use this 2 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.

=== REACTIONS ===

74

Darkvision 120 ft.

SENSES

ACTIONS
4 N
13 PASSIVE PERCEPTION Greatsword +5 2d6+3 Slashing Martial, Heavy, Two-Handed, Graze
13 PASSIVE INSIGHT Javelin +5 1d6+3 Piercing Simple, Thrown, Slow, Range (30/120)
Unarmed Strike +5 4 Bludgeoning
10 PASSIVE INVESTIGATION

'WEAPON ATTACKS & CANTRIPS
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=== FIGHTER FEATURES ===
* Core Fighter Traits « PHB-2024 91

* Fighting Style « PHB-2024 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 « PHB-2024 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+3 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 « PHB-2024 91
* Action Surge « PHB-2024 91
On your turn you can take one additional action,

except the Magic action.

You can use this feature 1 time(s) until you finish a
Short or Long Rest.

| 1/ Short Rest « Special

* Tactical Mind « PHB-2024 91

When you fail an ability check, you can expend a use
of Second Wind, and instead of regaining HP, you roll
1d10 and add the result to the ability check. If the
check still fails, this use of Second Wind isn’t
expended.

| Special

* Fighter Subclass « PHB-2024 92

| Battle Master

* Combat Superiority « PHB-2024 93

You learn maneuvers that are fueled by special dice
called Superiority Dice. Many maneuvers enhance an
attack in some way. You can use only one maneuver
per attack.

You have 4d8 Superiority Dice, which are expended
when used. You regain any expended Superiority Die
when you finish a Short or Long Rest.

| Superiority Dice: 4 / Short Rest « 1 Action

* Student of War « PHB-2024 94

You gain proficiency with one type of Artisan’s Tools of
your choice, and in one skill of your choice from the
skills available to Fighters at level 1.

* Maneuver Options « PHB-2024 94

You know 3 maneuvers of your choice - many of which
enhance an attack in some way. You can only use one
maneuver per attack.

If a maneuver requires a saving throw, the DC equals
8 + Strength/Dexterity modifier (your choice) +
Proficiency Bonus.

| Precision Attack ¢
When you miss with an attack roll, you can expend
one Superiority Die and add the die to the attack roll.

| Maneuver: Precision Attack: 1 Action

| Riposte ¢
When a creature misses you with a melee attack roll,
you can take a Reaction to expend one Superiority die
to make a melee attack roll with a weapon or Unarmed
Strike against that creature. If you hit, add the
Superiority die to the attack's damage.

N

| Maneuver: Riposte: 1 Reaction

| Trip Attack «
When you hit a creature with an attack using a weapon
or Unarmed Strike, you can expend one Superiority
Die and add the die to the attack’s damage roll. If the
target is Large or smaller, it must succeed on a Str.
saving throw or have the Prone condition.

| Maneuver: Trip Attack (Str.): 1 Action

| Maneuver: Trip Attack (Dex.): 1 Action

=== DWARF SPECIES TRAITS ===

* Creature Type « PHB-2024 188
You are a Humanoid.

* Size « PHB-2024 188
You are Medium.

* Speed « PHB-2024 188
Your speed is 30 ft.

* Darkvision « PHB-2024 188
You have Darkvision with a range of 120 ft.

* Dwarven Resilience « PHB-2024 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 « PHB-2024 188
Your HP maximum increases by 3.

* Stonecunning « PHB-2024 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.

FEATURES & TRAITS

Chain Mail 1 55 Ib.

Javelin 8 16 Ib.
Flail 1 21b.
Greatsword 1 6 Ib.
Backpack 1 5 lb.
Oil 2 21b.

Rations 10 20 Ib.
Rope 1 5 Ib.
Tinderbox 1 11b.

WEIGHT CARRIED Torch 10 10 Ib.
134 Ib. Waterskin 1 51b.
ENCUMBERED Caltrops 20 21b.
255 |b. Crowbar 1 51b

PUSH/DRAG/LIFT

510 Ib.

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

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

* Ability Score Increases « PHB-2024

When determining your character’s ability scores,
increase one score by 2 and a different one by 1, or
increase three scores by 1.

| Increase two scores (+2/ +1) ¢
Increase one scores by 2 and a different score by 1.

=== FEATS ===

* Defense « PHB-2024 209
You gain +1 to AC when wearing Light, Medium, or
Heavy armor.

* 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).

| Greatsword (Graze) »
Graze. If your attack roll with a Greatsword misses a
creature, you can deal damage to it equal to the ability
modifier used to make the attack. This damage is the
same type dealt by the Greatsword, and can only be
increased by increasing the ability modifier.

| 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.

| Cleave (Greataxe): 1 Action

| Graze (Greatsword): 1 Action

| Slow (Javelin): 1 Action
* Lucky « PHB-2024 201
Luck Points. You have 2 Luck Points that you can
spend on the benefits below. You regain expended
Luck Points after a Long Rest.
Advantage. When you roll a d20 for a D20 Test, you
can spend 1 Luck Point to give yourself Advantage on
the roll.
Disadvantage. When a creature rolls a d20 for an
attack roll against you, you can spend 1 Luck Point to
impose Disadvantage on that roll.

| Luck Points: 2 / Long Rest « Special

ADDITIONAL FEATURES & TRAITS
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GENDER AGE SIZE

Medium

Neutral white
ALIGNMENT FAITH SKIN
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Grom no naci6 para la guerra, o eso crefa su clan,
los Vigornialeve, una estirpe de herreros famosos
por la delicadeza de sus grabados. Pero Grom
era... diferente. Donde otros daban toques
precisos, él asestaba martillazos que hacian
temblar los cimientos de la montafia. El dia que
parti6 la bigornia del taller familiar, un bloque de
acero que habia aguantado tres siglos, su padre
suspir6, le entreg6 un hacha y le dijo: "Hijo, eres
demasiado caro para la artesania. Prueba con el
ejército”.

Como parte de la Brigada de Exploradores, Grom
aprendié a moverse por los picos mas peligrosos.
Sin embargo en las tierras fronterizas donde vivia,
la montafia siempre gana. Una emboscada, un
error de célculo en la nieve, y rodé colina abajo
mientras sus compafieros morian a manos de
aquellas bestias. Al despertar, traté de seguir a los
emboscadores, pero el rastro habia sido cubierto
por la nieve. Sin heridas fisicas, pero con el honor
hecho afiicos, incapaz de mirar a las familias de
sus hermanos caidos, Grom no soporté la
verguenza y marchd al exilio.

Paso6 afios siendo un soldado de fortuna. Su vida
se resumia en aceptar contratos de caravanas y
gastarse el oro en tabernas antes de que el sol
volviera a salir. Se convirtié en un tipo rudo, de
pocas palabras y mucha sed, cuya Unica
compafiia era el peso de su acero.

Llegé a Phandalin buscando un contrato facil,
pero lo que encontré fue un espejo. Observando a
un grupo de aventureros, desastrosos, ruidosos,
pero unidos, sintié un pinchazo de nostalgia que
no pudo ahogar ni con toda la cerveza del pueblo.
Tras averiguar quienes eran, empujado por ese
sentimiento, Grom atravesoé la puerta de la sede y
firmé su inscripcion en la Liga de Aventureros sin
dudar un segundo. Buscaba oro, fama y gloria...
pero, sobre todo, buscaba una nueva brigada a la
que, esta vez, no pensaba fallar.

CHARACTER BACKSTORY
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