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CLASS & LEVEL PLAYER NAME
Mountain Dwarf Soldier
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Resistances - Poison
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Rage * 2/ Long Rest

(10 rounds).

\§ DEFENSES ﬂ \ HIT DICE \ DEATH SAVES )
\
INSPIRATION
j === ARMOR ===
=N Light Armor, Medium Armor, Shields
N
PROFICIENCY BONUS === .WEAPONS ==
Martial Weapons, Simple Weapons
y-
=== TOOLS ===
I — Playing Card Set, Smith's Tools, Vehicles
ABILITY SAVE DC (Land)
S==x N
=== LANGUAGES ===
7 N Common, Dwarvish
25 ft. (Walking)
\§ SPEED Y
y PROFICIENCIES & LANGUAGES
/ N\
=== ACTIONS === spells while raging.
Standard Actions
Attack, Cast a Spell, Dash, Disengage, Dodge, Your rage ends early if you are knocked unconscious
Help, Hide, Ready, Search, Use an Object, or if your turn ends and you haven't attacked a hostile
Opportunity Attack, Grapple, Shove, Improvise, creature since your last turn or taken damage since
Two-Weapon Fighting, Interact with an Object then. You can also end your rage as a bonus action.
=== BONUS ACTIONS ===

As a bonus action enter a rage for up to 1 minute

You gain advantage on STR checks and saving
throws (not attacks), +2 melee damage with STR
weapons, resistance to bludgeoning, piercing,
slashina damaage. You can't cast or concentrate on

SENSES

\ ACTIONS
4 N
12 PASSIVE WISDOM (PERCEPTION) Battleaxe +5 1d8+3 Slashing Martial, Versatile
10 PASSIVE WISOOM (INSIGHT) Handaxe +5 1d6+3 Slashing Simple, Light, Thrown, Range (20/60)
Handaxe +5 1d6+3 Slashing Simple, Light, Thrown, Range (20/60)
10 PASSIVE INTELLIGENCE (INVESTIGATION) Javelin +5 1d6+3 Piercing Simple, Thrown, Range (30/120)
Darkvision 60 ft. Morningstar +5 1d8+3 Piercing Martial
Warhammer +5 1d8+3 Bludgeoning Martial, Versatile
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Barbarian 2
H H CLASS & LEVEL PLAYER NAME
Orikour Whiteforge
Mountain Dwarf Soldier
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
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=== BARBARIAN FEATURES === * Darkvision « BR 20
You can see in darkness (shades of gray) up to 60 ft.
* Hit Points « PHB 47
* Dwarven Resilience « BR 20
* Proficiencies « PHB 47 You have advantage on saves against poison and
resistance against poison damage.
* Rage * PHB 48
As a bonus action enter a rage for up to 1 minute (10 * Dwarven Combat Training * BR 20
rounds). You have proficiency with the battleaxe, handaxe, light
hammer, and warhammer.
You gain advantage on STR checks and saving throws
(not attacks), +2 melee damage with STR weapons, * Tool Proficiency « BR 20
resistance to bludgeoning, piercing, slashing damage. You gain proficiency with your choice of smith’s tools,
You can't cast or concentrate on spells while raging. brewer’s supplies, or mason’s tools.
Your rage ends early if you are knocked unconscious * Stonecunning * BR 20
or if your turn ends and you haven't attacked a hostile Whenever you make an Intelligence (History) check
creature since your last turn or taken damage since related to the origin of stonework, you are considered
then. You can also end your rage as a bonus action. proficient in the History skill and add double your
proficiency bonus to the check.
| 2/ Long Rest « 1 Bonus Action
* Dwarven Armor Training * BR 20
* Unarmored Defense « PHB 48 You have proficiency with light and medium armor.
While not wearing armor, your AC equals 10 + DEX
modifier + CON modifier + any shield bonus.
* Reckless Attack « PHB 48
When you make your first attack on your turn, you can
decide to attack recklessly, giving you advantage on
melee weapon attack rolls using STR during this turn,
but attack rolls against you have advantage until your
next turn.
* Danger Sense * PHB 48
You have advantage on DEX saving throws against
effects that you can see while not blinded, deafened,
or incapacitated.
=== MOUNTAIN DWARF RACIAL TRAITS ===
FEATURES & TRAITS
\\
Shield 1 6 Ib. Torch 10 10 Ib.
Handaxe 1 21b. Waterskin 1 51b.
Handaxe 1 21b. Playing Card Set 1 -
Javelin 4 8 Ib.
Battleaxe 1 4 1b.
Morningstar 1 4 1b.
Warhammer 1 21b.
Backpack 1 51b.
Bedroll 1 7 Ib.
Clothes, Traveler's 1 4 1b.
WEIGHT CARRIED
921 1b Mess Kit 1 1lb.
ENCUMBERED Pouch 1 11b.
240 Ib. Rations (1 day) 10 20 Ib.
PUSH/DRAG/LIFT Rope, Hempen (50 feet) 1 10 Ib.
480 Ib. Tinderbox 1 1lb.




CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS
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Male 115 Medium 4' 4" 146
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Good Moradin Tan Ice Blue White
ALIGNMENT FAITH SKIN EYES HAIR
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I enjoy being strong and like
breaking things.

| face problems head-on. A simple,
direct solution is the best path to

PERSONALITY TRAITS
L~ —~J
[ "]
Nation. My city, nation, or people are all
that matter. (Any)
IDEALS
L~ 1
[ "]
| would still lay down my life for the
people | served with.
BONDS
L~ 1
[N "]

My hatred of my enemies is blind
and unreasoning.

\\ FLAWS //

In the rugged expanse of the Iron Mountains,
among the rhythmic beats of hammers and the
warm glow of forges, was born Orikour
Whiteforge, scion of a line of esteemed
blacksmiths. His early years were steeped in the
lore of heroes and the song of steel, shaping the
very core of his being. His distinctive white hair
and icy blue eyes, akin to the soul of the forge, set
him apart from his kin. Raised in a humble
dwelling, the doctrines of Moradin, deity of craft
and creation, were deeply rooted in his upbringing.

With maturity, Orikour's bond with the forge
intertwined with a burgeoning zeal for the martial
arts. Trained in the revered path of the Battlerager,
he embraced the valor and unyielding bravery
characteristic of these storied warriors. His natural
athleticism and formidable demeanor marked him
as a warrior of note, while leisurely pursuits like
playing cards honed his strategic acumen and
camaraderie.

Orikour's military odyssey commenced in his
homeland's militia, safeguarding his people amidst
the rugged mountains. His innate leadership and
tactical insight swiftly propelled him up the ranks.
Whether serving in noble armies or mercenary
bands, his unflinching allegiance to his city and
people never wavered.

In each military faction, Orikour's rank was a
badge of honor and duty. His leadership was
esteemed in every camp and fortress, his authority
recognized and respected. His prowess in
organizing resources and rallying troops
underscored his eminent position.

Guided by direct, uncomplicated principles,
Orikour held an unwavering commitment to his
nation and faith. He valued straightforward
solutions and direct confrontations. The bonds
formed with his comrades were sacrosanct, with
his life willingly offered in their defense.

CHARACTER BACKSTORY

Yet, his resolute ideals harbored imperfections. An
intense enmity towards foes often clouded his
judgment, leading to unnecessary conflicts and
struggles.

In the role of a Battlerager, Orikour was the epitome
of the indomitable dwarven warrior spirit. His
legendary prowess in battle was a sight to behold,
channeling his inner fury into overwhelming power.
His presence on the battlefield was like a living
embodiment of the roaring mountain forges.

Even amidst the chaos of war, he never severed ties
with his blacksmithing heritage, often returning to the
forge to create arms and armor, merging his warrior
spirit with the craftsman's precision.

As peace settled over the lands and Orikour's
military feats became legends whispered in the halls
of the Iron Mountains, a new calling stirred within
him. Inspired by tales of adventurers and the lure of
the unknown, he decided to venture beyond his
familiar realms. It was the beginning of a new
chapter, not as a soldier, but as an adventurer.

This newfound path led him across diverse
landscapes, confronting challenges that tested his
might and wisdom. In his travels, he encountered
fellow adventurers — mages wielding arcane secrets,
cunning rogues, and other diverse companions who
enriched his journey with their unique skills and
perspectives.

Orikour's adventuring exploits quickly built his
reputation as a formidable explorer. He ventured into
ancient ruins, battling guardians of lore and
unearthing powerful artifacts. In the dark depths of
mystical dungeons, he navigated intricate puzzles
and evaded deadly snares.

One of his early achievements as an adventurer was
the discovery of a hidden path in the Whispering
Caverns, unveiling secrets long lost to the world and
earning him recognition and respect from various

quarters.

Orikour Whiteforge now stands at the threshold of a
vast world brimming with mysteries and
opportunities. His legacy, once defined by war and
the forge, is evolving into a saga of exploration and
discovery. While his white hair and ice-blue eyes still
reflect a warrior's spirit, they now also glint with the
curiosity and excitement of an adventurer.

Embarking on this new journey, Orikour's heart beats
with the unyielding spirit of the Battlerager and the
boundless enthusiasm of an adventurer. His story is
no longer just about defending and crafting; it's about
exploring the unknown, facing new challenges, and
writing a new chapter in the annals of legend and
lore. Orikour Whiteforge, once a guardian of his
homeland, now seeks to become a herald of
adventure, his tale just beginning to unfold.

ADDITIONAL NOTES






