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Dwarven Spirit
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Fighter 2 Soldier
CLASS & LEVEL BACKGROUND PLAYER NAME

Neutral Good

The magical iron does
another 1d6 points of fire
damage on a successful hit as
a burst of searing steam

A ATTACKS & SPELLCASTING )

PASSIVE WISDOM (PERCEPTION)

Magical steaming
iron. Iron shield.

the game.

) OTHER PROFICIENCIES & LANGUAGES L

Her undead state grants her the best all-round
defenses and resistances of any PC in the
game. She is almost indestructible. She has
some of the most solid battle tactics of any PC in

She gains a +4 to her Persuasion and Deception
checks against children and other creatures
willing to be 'mothered’ by her.

She would love to help out, but as a ghost, can
only offer sage advice and timely bedtime
reminders. She evokes the 'mum’ rule whenever
needed ("Because | said so!")

ewing kit
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19 Motherly, protective, and kind -
+ 1 2 5 Coppertip flies into a calculating battle
ARMOR rage when her 'kidos' are threatened
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For family!!
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"Get behind me kids!
Mumma's got this one...'
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Lady Coppertip is the invisible dead soul of a
Steamlron +6 1d6+6 capable dwarven warrior who passed away holding
her favorite magical clothing iron. In the physical
Th row axe +6 1d6+4 realm all most other creatures can see is a floating

iron and hear a disembodied voice. Yet whether
ready to press out the doilies, or smash some goblin
skulls, Lady Coppertip is more than ready!

Fighting style - Dueling

Second Wind - On her turn, she can use a Bonus
Action to regain Hit Points equal to 1d10 + 2. Once
she uses this feature, she must finish a short or
Long Rest before she can use it again.

Action Surge - She can take one additional action
on top of her regular action and a possible Bonus
Action. Once she uses this feature, she must finish
a short or Long Rest before she can use it again.

Damage Resistance - Acid, Fire, Lightning,
Thunder; Bludgeoning, Piercing, and Slashing From
Nonmagical Attacks

Damage Immunities - Cold, Necrotic, Poison
Condition Immunities - Charmed, Exhaustion,
Frightened, Grappled, Paralyzed, Petrified,
Poisoned, Prone, Restrained

Ghost qualities

Does not eat, sleep or breath.

Invisible - foes suffer a 50% miss chance on all
attacks that target her directly, unless they can see
invisible or otherwise detect her.

Ethereal Sight. She can see 60 ft. into the Ethereal
Plane when on a Material Plane, and vice versa.
Incorporeal Movement. She can move through other
creatures and objects as if they were difficult terrain.
She takes 5 (1d10) force damage if she ends her
turn inside an object. She cannot let go of her iron,
however, and is thus slightly limited.

She refuses / is unable to use Withering Touch,
Horrifying visage, and Possession. For mysterious
reasons her movement rates are limited to those
she had in life.

Senses - Darkvision 60 Ft.,

FEATURES & TRAITS
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