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Melee Hit Bonus

Missile Hit Bonus

Armor Class Saving Throw 

Melee To-Hit Bonus:
Melee Damage Bonus:
Open Doors:
Missile To-Hit Bonus:
Armor Class Bonus:
Hit Point Bonus:
Additional Languages:
Bonus 1st level Magic-User Spell: 
Bonus 1st level Cleric Spell:  
Maximum Hirelings:
Loyalty:
Reaction Bonus/Penalty:
Saving Throw: 
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Spells Race & Class Features 

Equipment & Magic Items 

Misc. & Notes 
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	Text1: Dwarf
	Text4: 16
	Text5: 6
	Text6: 9
	Text7: 14
	Text8: 18
	Text9: 8
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	Text17: 36
	Text20: 14
	Text23: 9
	Text26: Fighting GiantsGiants, ogres, and similar giant-type creatures such as trolls are not good at fighting dwarves, and only inflict half the normal damage against them.Keen Detection Dwarves are good at spotting traps, slanting passages, and construction while underground (1-4 on a d6 when searching, 1-2 on a d6 if just passing by).Darkvision up to 60 feet
	Text27: Saving ThrowDwarves do not use magic and are somewhat immune to its effects; they receive a +4 bonus on saving throws vs. magic (whether or not the alternate “Saving Throw Matrix” is used).LanguagesFor campaigns that give each race its own dialect, Dwarves should be able to speak with gnomes, goblins, orcs, and kobolds.Combat Machine: Against foes of one hit dice (HD) or fewer, Fighters get one attack per level each combat round. 
	Text28: Backpack Flint & Steel6 torchesHammer w/12 iron Spikes Hemp rope 50'                                                              water skin10 trail rationsSack (15 lb. capacity)   shovel  Jar of Sweet Tobacco and Clay Pipe worth 500 gp                               
	Text29: 
	Text30: 32,000
	Text31: 64,000
	Text32: Fighter 6
	Text33: 9
	Text34: 120 gp
	Text35: Dain
	Text51: Helmet                                                             BHB +4Chainmail  (AC - 4)                                 Spear 1d6 or 2d6 if charging  (+2 to hit but -2 to AC)Magic Battle Axe +2 (1d6+3 damage)Dagger 1d6-1Short Bow 1d6-1Quiver w/20 arrows5 silver arrows 
	Text11: +1
	Text12: +1
	Text13: 0
	Text14: 1
	Text15: 0
	Text16: +1
	Text21: 0
	Text22: na
	Text24: na
	Text53: 3
	Text54: -1
	Text55: 
	Text56: +4 vs Magic
	Text57: +5
	Text58: +4


