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=== BARBARIAN FEATURES ===
* Core Barbarian Traits « PHB-2024 51
* Rage * PHB-2024 51

* Unarmored Defense « PHB-2024 51
While not wearing armor, your base AC equals 13 +
any Shield bonus.

* Weapon Mastery « PHB-2024 52

You are able to use the mastery properties of 2 kinds
of Simple or Martial Melee weapons of your choice.
Whenever you finish a Long Rest, you can change one
of those weapon choices.

=== DRAGONBORN SPECIES TRAITS ===

* Creature Type » PHB-2024 187
You are a Humanoid.

* Size « PHB-2024 187
Your size is Medium.

* Speed « PHB-2024 187
Your speed is 30 ft.

* Draconic Ancestry « PHB-2024 187
You gain a breath weapon and damage resistance
with your chosen dragon type.

| Black Dragon ¢
You have a Black Dragon ancestor.

* Breath Weapon « PHB-2024 187

When you take the Attack action on your turn, you can
replace one of your attacks with an exhalation of
magical energy. You can use your Breath Weapon 2
times per Long Rest.

| Breath Weapon (Acid) ¢
When you take the Attack action on your turn, you can
replace one attack with a breath weapon that is a 15-ft.
Cone or a 30-ft. Line that's 5 ft. wide (choose the
shape each time). Each creature must make a DC 12
Dex. saving throw taking 1d10 Acid damage on a
failed save or half as much damage on a success.

| 2/Long Rest ¢ 1 Action

* Damage Resistance « PHB-2024 187
You have Resistance to the damage type determined
by your Draconic Ancestry trait.

| Draconic Resistance (Acid) *
You have resistance to Acid damage.

* Darkvision « PHB-2024 187
You have Darkvision with a range of 60 ft.

* Draconic Flight « PHB-2024 187

Once per Long Rest as a Bonus Action, you gain
temporary flight for 10 minutes or until you retract the
wings (no action required) or have the Incapacitated
condition. During that time, you have a Fly Speed
equal to your Speed.

* Languages * PHB-2024 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===
* Artisan Ability Score Improvements « PHB-2024 178

| Increase two scores (+2/ +1) ¢

* Weapon Mastery « PHB-2024 52

| Greataxe (Cleave) ¢
Cleave. Once per turn, if you hit a creature with a
melee attack using a Greataxe, you can make another
melee attack with it against a second creature within 5
ft. of the first that’s within your reach. On a hit, the
second creature takes the Greataxe’s damage, but
without your ability modifier (unless the modifier is
negative).

| Warhammer (Push) ¢
Push. If you hit a creature with Warhammer, you can
push the creature up to 10 ft. straight away from you if
it's Large or smaller.

| Cleave (Greataxe): 1 Action
| Push (Warhammer): 1 Action

* Crafter « PHB-2024 200
Tool Proficiency. You gain proficiency with three
different Artisan's Tools.

Discount. When buying an nonmagical item, you
receive a 20 percent discount.

Fast Crafting. When you finish a Long Rest, you can
craft one piece of gear from the Fast Crafting table, if
you have the associated tools and are proficient with
those tools. The item lasts until you finish another
Long Rest, at which point the item falls apart.

WEIGHT CARRIED
32 Ib.
ENCUMBERED

225 Ib.

PUSH/DRAG/LIFT

450 Ib.

FEATURES & TRAITS
Handaxe 1 2 1b.
Handaxe 1 21b.
Handaxe 1 21b.
Greataxe 1 7 Ib.
Smith's Tools 1 8 Ib.
Backpack 1 5 lb.
Pouch 1 11b.
Pouch 1 11b.
Traveler's Clothes 1 4 1b.
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=== Allies === // \\
At present, Skan has no lifelong allies. His solitary
lifestyles has left him with few meaningful
relationships.
=== Organizations === PERSONALITY TRAITS
L~ 1
None. Skan has never pledged himself to any [ ~]
. . 1. Purpose - Every action should have meaning and every skill should serve a
guild, kingdom or mercenary company. purpose.
2. Peace - A quiet life built through honest work is worth more than empty frame.
3. Self-Reliance - A person's worth is measured by their actions, not their words.
IDEALS
L~ 1
[ "]
Skan places immense value on loyalty
and mutual trust. Once someone earns
his respect, he remains steadfast in
BONDS
L~ 1
[N "]
Years of solitude have left Skan emotionally reserved. He struggles to express
affection, comfort others or articulate his own feelings, often appearing distant
or indifferent despite genuinely caring. His tendency to internalize his
emotions can create misunderstandings with those around him.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS Y
A\ (f A\ T

Born among a secluded Dragonborn settlement,
Skan was never drawn to fame or conquest.
Instead, he found purpose beside the forge, where
countless years were spent shaping iron into tools,
armor, and weapons that helped others build their
lives. The discipline required by his craft gradually
strengthened both his body and mind, and the
hammer he once used for creation eventually
became a weapon when his home faced danger.

Rather than embracing battle for glory, Skan
fought only to protect those around him. His
remarkable physical strength and unwavering
resolve earned him the title of Barbarian, though
he rejects the savage reputation often associated
with the name. Leaving his homeland with little
more than his tools, trusted greataxe, and the
lessons of the forge, Skan now travels the world
seeking honest work, new knowledge, and a
peaceful place where he can one day build a forge
to call his own.

CHARACTER BACKSTORY

- Enjoy repairing broken weapons instead of
replacing them.

- Prefers listening over speaking during
conversations.

- Has an excellent memory for craftsmanship and
metallurgy.

- Often studies unfamiliar weapons simply out of
curiosity.

- Feels more comfartable working beside a forge
than sleeping in a luxurious inn.

- Secretly enjoys teaching others who genuinely wish
to learn.

- Despite his intimidating appearance, children and
small animals are strangely comfartable around him.
- Always keep his equipment meticulously
maintained, believing a neglected weapon reflects a
neglected warrior.

ADDITIONAL NOTES /,
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