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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 + 1 HP.

| 1/ Short Rest « 1 Bonus Action
=== RANGER FEATURES ===

* Deft Explorer « TCoE 56

You are an unsurpassed explorer and survivor, both in
the wilderness and in dealing with others on your
travels.

| Canny (1st Level) « TCoE 56
Choose one of your skill proficiencies. Your proficiency
bonus is doubled for any ability check you make that
uses the chosen skill.
You can also speak, read, and write two additional
languages of your choice.

* Hit Points « PHB 90

* Favored Foe *» TCoE 56
When you hit a creature with an attack roll, you can

mark the target as your favored enemy for 1 minute or
until you lose your concentration (as if you were
concentrating on a spell).

The first time on each of your turns that you hit the
favored enemy and deal damage to it, including when
you mark it, you can increase that damage by 1d4.

| 2/ Long Rest * Special

* Proficiencies « PHB 90

=== DRAGONBORN SPECIES TRAITS ===

* Ability Score Increase * BR
Choose an ability score to increase by 2 and increase
another ability score by 1.

* 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

* Damage Resistance * BR 34

You have resistance to the damage type associated
with your draconic ancestry.

| Gold Dragon « BR 34
Fire Damage

N

FEATURES & TRAITS
Shield 1 6 Ib. Waterskin 1 51b.
Chain Mail 1 55 Ib.
Longsword 1 31b.
Handaxe 1 21b.
Handaxe 1 21b.
Spear 1 31lb.
Backpack 1 5 lb.
Clothes, Fine 1 6 Ib.
Signet Ring 1 -
WEIGHT CARRIED Bedroll L 71b.
136 Ib. Mess Kit 1 1lb.
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.
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