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=== ARMOR ===

Light Armor, Medium Armor, Shields

=== WEAPONS ===
Martial Weapons, Simple Weapons

=== LANGUAGES ===
Common, Draconic, Goblin, Infernal

4 PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

Bolstering Magic * 3/ Long Rest

You can touch one creature (which can be
yourself) and confer one of the following benefits of
your choice to that creature:
- For 10 minutes, the creature can roll a
<strong>d3</strong> whenever making an attack roll
or an ability check and add the number rolled to the
d20 roll.
- Roll a d3. The creature reaains one expended spell

slot, the level of which equals the number rolled or
lower (the creature’s choice). Once a creature
receives this benefit, that creature can't receive it
again until after a long rest.

Breath Weapon (Cold) « 3/ Long Rest

When you take the Attack action on your turn, you
can replace one attack with a 15 ft. cone breath
weapon. Each creature must make a DEX save
<strong>(DC 13)</strong> taking
2<strong>d10</strong> cold damage on a fail or half
as much on a success.

Magic Awareness « 3 / Long Rest
As an action, you can open your awareness to the
presence of concentrated maaic. Until the end of vour

74

SENSES

Moon-Touched Sword, Greatsword ~ +5

Unarmed Strike +5

2d6+2 Slashing

'WEAPON ATTACKS & CANTRIPS

ACTIONS
4 N
14 PASSIVE WISDOM (PERCEPTION) Greataxe +5 1d12+2 Slashing Martial, Heavy, Two-Handed
14 PASSIVE WISOOM (INSIGHT) Handaxe +5 1d6+2 Slashing Simple, Light, Thrown, Range (20/60)
Javelin +5 1d6+2 Piercing Simple, Thrown, Range (30/120)
9 PASSIVE INTELLIGENCE (INVESTIGATION)

Martial, Heavy, Two-Handed

3 Bludgeoning
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=== BARBARIAN FEATURES ===
* Hit Points « PHB 47
* Proficiencies « PHB 47

* Rage * PHB 48
As a bonus action enter a rage for up to 1 minute (10
rounds).

You gain advantage on STR checks and saving throws
(not attacks), +2 melee damage with STR weapons,
resistance to bludgeoning, piercing, slashing damage.
You can't cast or concentrate on spells while raging.

Your rage ends early if you are knocked unconscious
or if your turn ends and you haven't attacked a hostile
creature since your last turn or taken damage since
then. You can also end your rage as a bonus action.

| 4 / Long Rest « 1 Bonus Action

* Unarmored Defense « PHB 48
While not wearing armor, your AC equals 10 + DEX
modifier + CON modifier + any shield bonus.

* Reckless Attack « PHB 48

When you make your first attack on your turn, you can
decide to attack recklessly, giving you advantage on
melee weapon attack rolls using STR during this turn,
but attack rolls against you have advantage until your
next turn.

* Danger Sense  PHB 48

You have advantage on DEX saving throws against
effects that you can see while not blinded, deafened,
or incapacitated.

* Primal Path « PHB 48

| Path of Wild Magic

* Magic Awareness * TCoE

As an action, you can open your awareness to the
presence of concentrated magic. Until the end of your
next turn, you know the location of any spell or magic
item within 60 ft. of you that isn’t behind total cover.
When you sense a spell, you learn which school of
magic it belongs to.

| 3/Long Rest ¢ 1 Action

* Wild Surge « TCoE

When you enter your rage, roll on the Wild Magic table
to determine the magical effect produced.

If the effect requires a saving throw, the DC equals 13.

| Special
* Ability Score Improvement « PHB 49

* Extra Attack « PHB 49
You can attack twice, instead of once, whenever you
take the Attack action on your turn.

* Fast Movement « PHB 49
Your speed increases by 10 ft. while you aren't
wearing heavy armor.

* Bolstering Magic * TCoE

As an action, you can touch one creature (which can
be yourself) and confer one of the following benefits of
your choice to that creature:

- For 10 minutes, the creature can roll a d3 whenever
making an attack roll or an ability check and add the
number rolled to the d20 roll.

- Roll a d3. The creature regains one expended spell
slot, the level of which equals the number rolled or
lower (the creature’s choice). Once a creature receives
this benefit, that creature can't receive it again until
after a long rest.

| 3/ Long Rest ¢ 1 Action

* Feral Instinct « PHB 49

You have advantage on initiative rolls. Also, if you are
surprised at the beginning of combat but not
incapacitated, you can act normally on your first turn if
you enter a rage before doing anything else.

=== METALLIC DRAGONBORN RACIAL TRAITS ===

* Ability Score Increases ¢« FToD 9

When determining your character’s ability scores,
increase one of those scores by 2 and increase a
different score by 1, or increase three different scores
by 1. Follow this rule regardless of the method you use
to determine the scores, such as rolling or point buy.

| Increase three scores (+1/+1/+1) ¢
Increase three different scores by 1.

* Languages * FToD 9

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type * FToD 12
You are a Humanoid.

* Size « FToD 12
You are Medium.

* Speed « FToD 12
Your walking speed is 30 feet.

* Metallic Ancestry « FToD 12
You have a metallic dragon ancestor, granting you a
special magical affinity.

| Silver Metallic Ancestry «
You have a silver dragon ancestor.

FEATURES & TRAITS
Necklace of Fireballs 1 - Torch 10 10 Ib.
Adamantine Half Plate 1 40 Ib. Waterskin 1 51b.
Moon-Touched Sword, Greatsword 1 6 Ib.
Handaxe 1 2 1b.
Javelin 4 8 Ib.
Greataxe 1 7 Ib.
Backpack 1 5 lb.
Clothes, Common 1 31b.
Amulet 1 11b.
WEIGHT CARRIED Vestments L -
126 Ib. Bedroll 1 7 Ib.
ENCUMBERED Mess Kit 1 11b.
225 |b. Rations (1 day) 10 20 Ib.
PUSH/DRAG/LIFT Rope, Hempen (50 feet) 1 10 Ib.
450 |b. Tinderbox 1 1lb.

EQUIPMENT
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* Breath Weapon ¢ FToD 12

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 3
times per long rest.

| Breath Weapon (Cold) ¢
When you take the Attack action on your turn, you can
replace one attack with a 15 ft. cone breath weapon.
Each creature must make a DEX save <strong>(DC
13)</strong> taking 2<strong>d10</strong> cold
damage on a fail or half as much on a success.

| 3/Long Rest ¢ 1 Action

* Draconic Resistance  FToD 12
You have resistance to the damage type associated
with your Metallic Ancestry.

| Draconic Resistance (Cold) «
You have resistance to cold damage.

* Metallic Breath Weapon ¢ FToD 12

At 5th level, you gain a second breath weapon. When
you take the Attack action on your turn, you can
replace one of your attacks with an exhalation in a 15
ft. cone. Whenever you use this trait, choose one:

- <strong>Enervating Breath.</strong> Each creature
in the cone must succeed on a CON saving throw (DC
13) or become incapacitated until the start of your next
turn.

- <strong>Repulsion Breath.</strong> Each creature in
the cone must succeed on a STR saving throw (DC
13) or be pushed 20 ft. away from you and be knocked
prone.

| 1/Long Rest « 1 Action

=== FEATS ===

* Gift of the Metallic Dragon  FToD 17
<strong>Draconic Healing.</strong> You learn the
<em>cure wounds</em> spell. Once per long rest, you
can cast it without expending a spell slot. You can also
cast it using any spell slots you have. The spell’'s
spellcasting ability is Intelligence, Wisdom, or
Charisma when you cast it with this feat (choose when
you gain the feat).

<strong>Protective Wings.</strong> When you or
another creature you can see within 5 ft. of you is hit
by an attack, you can use your reaction to grant a +3
bonus to the target's AC against that attack roll,
potentially causing it to miss. You can use this reaction
3 times per long rest.

| Wisdom
The spell’s spellcasting ability is Wisdom when you
cast it with this feat.

| Gift of the Metallic Dragon: Protective Wings: 3/
Long Rest ¢ 1 Reaction

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== 1st LEVEL ===

Cure Wounds Gift of the Metallic Dragon -- 1A Touch V,S Instantaneous  PHB 230 1/LR, VIS

Cure Wounds Gift of the Metallic Dragon - 1A Touch V,S Instantaneous  PHB 230 VIS

=== 3rd LEVEL ===

Fireball Necklace of Fireballs DEX 15 1A 150 ft/20 ft. Sphere V,S,M  Instantaneous PHB 241 1 Charge (6/9), 20 ft. Sphere, V/S/IM
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> 4

N




