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Advantage to avoid or end the
Poisoned condition
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O _+1_ Constitution
O -1 Intelligence
O _+3 Wisdom
O -1 Charisma
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L SAVING THROWS )’

Animal Handling wis

-1 Arcana INT

+3  Athletics STR
-1 Deception CHA

-1 History INT

+3  Insight wis

-1 Intimidation CHA

-1 Investigation INT

+3  Medicine WIS

-1 Nature INT

Perception wis

-1 Performance CHA

+1  Persuasion CHA

-1 Religion INT

+3  Sleight of Hand DEX
+3  Stealth DEX

+3  Survival wis
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30 ft. (Walking)

Q SPEED
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Crossbow, Hand, Scimitar,
Simple Weapons

=== TOOLS ===
Glassblower's Tools, Horn

=== LANGUAGES ===

Shortsword,

CLASS & LEVEL PLAYER NAME
Dwarf Genie Touched (Milestone)
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j === WEAPONS ===

Common, Draconic, Dwarvish

PROFICIENCIES & TRAINING

=== 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 ===

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.

Unarmed Strike

You can make an Unarmed Strike as a Bonus
Action, while unarmed or wieldina only Monk

weapons, provided you aren’t wearing armor or
wielding a Shield.

74

15 PASSIV
13 PASSIV
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E PERCEPTION

EINSIGHT

E INVESTIGATION

Darkvision 120 ft.

SENSES

Dagger
Light Hammer
Unarmed Strike

Unarmed Strike

+5

+5

+5

+5

1d6+3 Piercing

1d6+3 Bludgeoning

1d6+3 Bludgeoning

1d6+3 Bludgeoning

'WEAPON ATTACKS & CANTRIPS

Simple, Finesse, Light, Thrown, Nick, Range (20/60)

Simple, Light, Thrown, Nick, Range (20/60)
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CLASS & LEVEL PLAYER NAME
Dwarf Genie Touched (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
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=== MONK FEATURES ===

* Core Monk Traits « PHB-2024 101

* Martial Arts « PHB-2024 101

You gain the following benefits when unarmed or
wielding only Monk weapons, provided you aren’t
wearing armor or wielding a Shield.

« You can make an Unarmed Strike as a Bonus
Action.

« You can roll 1d6 in place of the normal damage
from your Unarmed Strikes or Monk weapons.

« You can use Dex. instead of Str. for the attack and
damage rolls of your Unarmed Strikes and Monk
Weapons. In addition, when you use the Grapple or
Shove option of your Unarmed Strike, you can use
Dex. instead of Str. to determine the save DC.

| Unarmed Strike: 1 Bonus Action
* Unarmored Defense « PHB-2024 101
While you aren’t wearing armor or wielding a Shield,
your base AC equals 16.
=== 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 1.

* 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.

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

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

* Languages * PHB-2024 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 ===

* Magic Initiate (Wizard) « PHB-2024 201

Two Cantrips. You learn two cantrips of your choice
from the Wizard spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Wizard
spell list. You always have that spell prepared. You
can cast it once without a spell slot, and you regain the
ability to cast it in that way when you finish a Long
Rest. You can also cast the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you

N
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Wisdom «
* Genie Touched Ability Score Increase « FRHoF 30

| Increase two scores (+2 / +1) ¢

FEATURES & TRAITS
\
Spear 1 3lb. Glassblower's Tools 1 51b.
Dagger 1 11lb. Light Hammer 1 2 1b.
Dagger 1 1lb. Glassblower's Tools 1 51b.
Dagger 1 1lb. Fine Clothes 1 6 Ib.
Dagger 1 1lb. Lamp 1 1lb.
Dagger 1 11b. Oil 3 31b.
Backpack 1 51b. Waterskin 1 51b.
Bedroll 1 7 Ib.
Oil 2 21b.
WEIGHT CARRIED Rations 10 20 Ib.
92 Ib. Rope 1 5 Ib.
ENCUMBERED Tinderbox 1 11b.
180 Ib. Torch 10 10 Ib.
PUSH/DRAG/LIFT Waterskin 1 51b.
360 Ib. Horn 1 2 1b.
EQUIPMENT ))
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=== CANTRIPS === (At Will)
Prestidigitation Magic Initiate (Wizard) -- 1A 10 ft. V,S 1 hour PHB-2024 307 D: 1h, V/S
Mage Hand Magic Initiate (Wizard) - 1A 30 ft. V.S 1 minute PHB-2024 293 D: 1m, V/S
=== 1st LEVEL ===
Absorb Elements Magic Initiate (Wizard) -- 1R Self S 1 round EE 150 1/LR, D: 1Rnd, S
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