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+1  Dexterity

STRENGTH ‘

_+4  Constitution
+3_ Intelligence

-1 Wisdom
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+0  Charisma
DEXTERITY
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Advantage against the breath
weapons of creatures that have the
dragon type
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CONSTITUTION ﬂ) +1
O _-1  Animal Handling wis
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Arcana INT

O +4 Athletics STR
O _+0  Deception CHA
® _+6_ History INT
O -1 Insight wis
® +3 Intimidation CHA
O _*3  Investigation INT
O -1 Medicine wis
O _+3  Nature INT
® _+2  Perception WIS
QO _+0  Performance CHA
® _+3  Persuasion CHA
O _+3  Religion INT
O _*1  Sleight of Hand DEX
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CHARISMA O _-1  Survival wis
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Acrobatics DEX \

L SKILLS ),
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Fighter 7 AJ_Impy
CLASS & LEVEL PLAYER NAME
Dragonborn Noble (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+1 16 53 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
. . 7d10
Resistances - Fire successes O-O-0
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION j ‘ ——— ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Playing Card Set

=== LANGUAGES ===

F—
/7

30 ft. (Walking)

Q SPEED

/4

Common, Draconic, Dwarvish

4 PROFICIENCIES & LANGUAGES

=== ACTIONS ===

Standard Actions

Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

Breath Weapon (Gold) * 1 / Short Rest

Fire Damage [6th] 3d6, [11th] 4d6, [16th] 5d6

=== BONUS ACTIONS ===
Great Weapon Master Attack

Attack, Cast a Spell, Dash, Disengage, Dodge,

As an action once per short rest, exhale in a 15 ft.
cone (DEX DC 12, half damage on success) for 2d6

On your turn, when you score a critical hit with a
melee weapon or reduce a creature to 0 HP with one,

you can make one melee weapon attack as a bonus
action.

Second Wind ¢ 1/ Short Rest
Once per short rest, you can use a bonus action to
regain 1d10 + 7 HP.

=== SPECIAL ===
Action Surge * 1/ Short Rest

You can take one additional action on your turn.
This can be used 1 times per short rest.

Extra Attack
You can attack twice whenever you take the Attack
action on your turn.

74

\ ACTIONS
4 N
12 PASSIVE WISDOM (PERCEPTION) Maul +7 2d6+4 Bludgeoning Martial, Heavy, Two-Handed
9 PASSIVEISDOM (NSIGHT) Staff of Defense +7 1d6+4 Bludgeoning  10/10 Charges, Simple, Versatile
Fire Bolt +6 2d10 Fire VIS
13 PASSIVE INTELLIGENCE (INVESTIGATION) Unarmed Stl’lke +7 5 Bludgeoning
SENSES

A WEAPON ATTACKS & CANTRIPS "/
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CLASS & LEVEL PLAYER NAME
Dragonborn Noble (Milestone)
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P — —

7

=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

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

| Great Weapon Fighting « PHB
You can reroll a 1 or 2 on damage dice with melee
weapons wielded with two hands.

* Second Wind ¢« PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 7 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
| Eldritch Knight

* Spellcasting * PHB 75
You can cast known wizard spells using INT as your
spellcasting modifier (Spell DC 14, Spell Attack +6).

* Weapon Bond ¢ PHB 75

You can perform a 1 hour ritual to create a magical
bond between yourself and one weapon. Once
completed, you can't be disarmed of the weapon
unless you are incapacitated, and you can summon it
as a bonus action to your hand (if it's on the same
plane of existence). You can have up to two bonded
weapons.

| Special
* Ability Score Improvement « PHB 72

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

| Special

* War Magic « PHB 75
When you use your action to cast a cantrip, you can
make one weapon attack as a bonus action.

| Special

=== DRAGONBORN RACIAL TRAITS ===

* Draconic Ancestry « BR 34
You gain a breath weapon and damage resistance
with your chosen dragon type.

| Gold Dragon * BR 34
Fire

* Breath Weapon « BR 34

Once per short rest as an action, exhale destructive
energy based on your Draconic Ancestry. Each
creature in the area must make a DC 12 saving throw
(type determined by your ancestry), taking 2d6 ([6th]
3d6, [11th] 4d6, [16th] 5d6) on a failed save, and half
damage on a successful one.

| Gold Dragon « BR 34
As an action once per short rest, exhale in a 15 ft.
cone (DEX DC 12, half damage on success) for 2d6
Fire Damage [6th] 3d6, [11th] 4d6, [16th] 5d6

| Breath Weapon (Gold): 1/ Short Rest » 1 Action

N

* Damage Resistance ¢ BR 34
You have resistance to the damage type associated
with your draconic ancestry.

| Gold Dragon « BR 34
Fire Damage

=== FEATS ===

* Great Weapon Master « PHB 167

On your turn, when you score a critical hit with a melee
weapon or reduce a creature to 0 HP with one, you
can make one melee weapon attack as a bonus
action. Before you make a melee attack with a heavy
weapon that you are proficient with, you can choose to
take a -5 penalty to the attack roll to add +10 to the
attack's damage.

| Great Weapon Master Attack: 1 Bonus Action

FEATURES & TRAITS
\
Chain Mail 1 55 Ib. Arrows 20 11b.
Maul 1 10 Ib. Arrows 20 11b.
Longbow 1 21b. Arrows 20 11b.
Backpack 1 5 lb. Arrows 20 1lb.
Crowbar 1 51b. Arrows 20 1lb.
Hammer 1 31b. Arrows 20 11b.
Piton 10 251b. Arrows 20 11b.
Torch 10 10 Ib. Arrows 20 11b.
Tinderbox 1 11b. Arrows 20 11b.
WEIGHT CARRIED Rations (1 day) 10 20 Ib. Staff of Defense 1 --
165 Ib. Waterskin 1 51b. Dragonguard 1 20 Ib.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
270 Ib. Clothes, Fine 1 6 1b.
PUSH/DRAG/LIFT Signet Ring 1 -
540 |b. Arrows 20 1lb.
EQUIPMENT ))




Male 22
GENDER AGE
Lawful Evil

ALIGNMENT FAITH

—

Medium Tft 268

SIZE
Gol
SKIN

HEIGHT WEIGHT

d scales Black None

EYES HAIR
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CHARACTER APPEARANCE

=== Organizations ===

Affiliated to the Lords Alliance

ALLIES & ORGANIZATIONS

—

/[

"There is always room for self improvement. | have no time
for weak-minded fools who are satisfied with ‘enough™.

\\

"Cold hard gold, cold hard truth, cold hard steel | live by.
Empty promises, empty platitudes and empty threats disgust
me."

PERSONALITY TRAITS

L~ 1
[ ~"1
" Family and Home above all
else.”

IDEALS
L~

N
~]

[
"For Norixius Keep, for my father, my
family, my clan and my inheritance, |

am willing to fight and die if need be."

BONDS
L~

o
[N ~~"]
"Am | getting paid for this? Does it
involve my kin or home? Is it in
repayment of a debt | have accrued? If

-

~

-

"

\\ FLAWS //

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




Fighter

SPELL SAVE DC

SPELL ATTACK
BONUS
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=== CANTRIPS === (At Will)
QO Fire Bolt Fighter +6 1A 120 ft. V,S Instantaneous  PHB 242 VIS
O Light Fighter DEX 14 1A Touch/20 ft. Sphere  V/,M 1 hour PHB 255 D: 1h, 20 ft. Sphere, VIM
=== 1st LEVEL === 4 Slots OO00
O Expeditious Retreat <C> Fighter - 1BA  Self V,S Concentration, up o 10 minues  PHB 238 D: 10m, VIS
O Thunderwave Fighter CON 14 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, VIS
O Burning Hands Fighter DEX 14 1A Self/15 ft. Cone V,S Instantaneous  PHB 220 15 ft. Cone, V/S
QO Protection from Evil and Good <C> Fighter -- 1A Touch V,S,M  concenvation,po 1ominwes - PHB 270 D: 10m, V/S/IM
===2nd LEVEL === 2 Slots OO
O Scorching Ray Fighter +6 1A 120 ft. V.S Instantaneous  PHB 273 V/S
SPELLS
3\ P2
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