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=== ARMOR ===

Heavy Armor, Light Armor, Medium Armor,
Shields

=== WEAPONS ===

Martial Weapons, Simple Weapons

=== TOOLS ===

Brewer's Supplies, Dragonchess Set, Smith's
Tools, Vehicles (Land)

=== LANGUAGES ===
Common, Dwarvish, Giant

4 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 ===
Frost Rune « 1/ Short Rest

You can invoke the rune as a bonus action to
increase your sturdiness. For 10 minutes, you gain a
+2 bonus to all ability checks and saving throws that
use STR or CON. Once you invoke this rune, you
can’t do so again until you finish a short or long rest.

Giant's Miaght « 3/ Lona Rest

As a bonus action, you magically gain the following
benefits, which last for 1 minute:
- If you are smaller than Large, you become Large,
along with anything you are wearing. If you lack the
room to become Large, your size doesn’t change.
- You have advantage on Strength checks and
Strength saving throws.
- Once on each of your turns, one of your attacks with
a weapon or an unarmed strike can deal an extra 1d6
damage to a target on a hit.

Second Wind ¢ 1/ Short Rest
Once per short rest, you can use a bonus action to
regain 1d10 + 5 HP.

=== REACTIONS ===
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ACTIONS
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10 PASSIVE PERCEPTION Crossbow, Light +4 1d8+1 Piercing  simple. Ammuniton, Loading, Range, Two-Handed, Slow, Range (80/320)
10 DASSIVE INSIGHT Dagger +7 1d4+4 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Longsword +7 1d8+4 Slashing Martial, Versatile, Sap
9 PASSIVE INVESTICATION Unarmed Strike +7 5 Bludgeoning

Darkvision 60 ft.
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=== FIGHTER FEATURES ===

* Hit Points « PHB 71
* Proficiencies « PHB 71

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

| Protection « PHB
While wielding a shield and a creature you can see
attacks a target other than you within 5 ft., you can use
your reaction to impose disadvantage on the attack
roll.

| Fighting Style: Protection: 1 Reaction

* Second Wind ¢« PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 5 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

| Rune Knight
* Bonus Proficiencies » TCoE 44
You gain proficiency with smith’s tools, and you learn
to speak, read, and write Giant.
* Rune Carver » TCoE 44
You can use magic runes to enhance your gear. You

learn 2 runes of your choice, from among the runes
described below, and each time you gain a level in this

class, you can replace one rune you know with a
different one from this feature.

| Cloud Rune « TCoE
While wearing or carrying an object inscribed with this
rune, you have advantage on DEX (Sleight of Hand)
checks and CHA (Deception) checks.
Once per short rest, when you or a creature you can
see within 30 ft. of you is hit by an attack roll, you can
use your reaction to choose a different creature, other
than the attacker, within 30 ft of you to become the
target of the attack instead, using the same roll.

| 1/ Short Rest » 1 Reaction

| Frost Rune « TCoE
While wearing or carrying an object inscribed with this
rune, you have advantage on WIS (Animal Handling)
checks and CHA (Intimidation) checks.
You can invoke the rune as a bonus action to increase
your sturdiness. For 10 minutes, you gain a +2 bonus
to all ability checks and saving throws that use STR or
CON. Once you invoke this rune, you can’'t do so again
until you finish a short or long rest.

| 1/ Short Rest « 1 Bonus Action

* Giant’s Might « TCoE 45

As a bonus action, you magically gain the following
benefits, which last for 1 minute:

- If you are smaller than Large, you become Large,
along with anything you are wearing. If you lack the
room to become Large, your size doesn’t change.

- You have advantage on Strength checks and
Strength saving throws.

- Once on each of your turns, one of your attacks with
a weapon or an unarmed strike can deal an extra 1d6
damage to a target on a hit.

You can use this feature 3 times, and you regain all
expended uses of it when you finish a long rest.

<\
| 3/ Long Rest ¢ 1 Bonus Action

* Ability Score Improvement « PHB 72

* Extra Attack « PHB 72
You can attack twice whenever you take the Attack
action on your turn.

| Special

=== MOUNTAIN DWARF SPECIES TRAITS ===

* Ability Score Increase * BR 20
Your Constitution score increases by 2.

* 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
proficiency bonus to the check.

* Ability Score Increase « BR 20
Your Strength score increases by 2.

* Dwarven Armor Training * BR 20

FEATURES & TRAITS
Shield 1 6 Ib. Waterskin 1 51b.
Splint 1 60 Ib.
Dagger 1 11b.
Longsword 1 31b.
Crossbow, Light 1 5 lb.
Crossbow Bolts 20 1.51b.
Backpack 1 5 lb.
Clothes, Common 1 31b.
Dice Set 1 -
WEIGHT CARRIED Bedroll L 71b.
138.5 Ib. Mess Kit 1 11b.
ENCUMBERED Rations (1 day) 10 20 Ib.
270 Ib. Rope, Hempen (50 feet) 1 10 Ib.
PUSH/DRAG/LIFT Tinderbox 1 11lb.
540 |b. Torch 10 10 Ib.

EQUIPMENT




Rurik Coppervein

CHARACTER NAME

—

—
Fighter 5 Bob_Mayer
CLASS & LEVEL PLAYER NAME
Mountain Dwarf Soldier (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — —

//

You have proficiency with light and medium armor.

=== FEATS ===

* Heavy Armor Master » PHB 167

Increase your STR score by 1. While you are wearing
heavy armor, bludgeoning, piercing, and slashing
damage that you take from nonmagical weapons is
reduced by 3.

ADDITIONAL FEATURES & TRAITS
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ADDITIONAL EQUIPMENT




GENDER AGE

ALIGNMENT FAITH

Medium
SIZE HEIGHT

SKIN EYES

WEIGHT

HAIR

E——

A

CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

//

PERSONALITY TRAITS

{)

IDEALS

{2

{1}

()

BONDS

()

{)

N

FLAWS

&

-
~

-

"

Rurik Coppervein once marched beneath the
proud banners of Kryal, a stalwart dwarven soldier
whose discipline and grit earned them quiet
respect among his peers. They was never one for
glory or courtly praise—Rurik believed in the work
itself: holding the line, protecting those behind
them, and seeing every contract through to the
end. Years in the army hardened them, not just in
body, but in spirit, shaping them into a fighter who
valued reliability above all else.

Unlike many who leave service for retirement or a
promotion to a more stable position within the
castles walls, Rurik’s departure was their own
decision. After decades of duty, they found
themselves growing restless within the rigid
structure of military life. The orders were always
clear, the enemy always defined—but the world
beyond Kryal's borders was not so simple. Craving
a life where their skills could be tested on their
own terms, Rurik laid down their formal rank with
honor and stepped away from the army, seeking a
different kind of purpose.

Now, Rurik works as both caravan guard and
bounty hunter, selling their blade to those who
need protection or justice delivered with a firm
hand. They approach every job with the same
mindset they carried in the army: finish the task,
protect your charge, and don’t make promises you
can't keep. Whether escorting merchants through
dangerous passes or tracking down those who've
fled the law, Rurik’s reputation has grown steadily
among those who value dependability over
bravado.

Though they no longer wear Kryal's colors, the
lessons of their service remain etched into them.
They are steady where others falter, practical
where others hesitate, and unyielding when the
moment demands it. For Rurik Coppervein, this
new life isn't an escape from the past—it's simply
another campaign, one where the orders are their
own, and the road ahead is as wide as they
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