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ﬂ) +2_ Strength \ 7/ \
D e ARMOR Max HP Current HP Temp HP |
STRENGTH \ © _+4_ Dexterity
15 O +0 Constitution +4 13 13 —_
© _+1  Intelligence
O _+1_ Wisdom INITIATIVE A \ HIT POINTS J
O _+1 Charisma / y, 98 , S
—— Resistances - Poison successes OO0
DEXTERITY raiLures O=O=0
1 5 \§ DEFENSES \ HIT DICE \ DEATH SAVES )
@ K SAVING THROWS ) Y
HEROIC INSPIRATION
N 7 j === ARMOR ===
y \ — Light Armor
[CONSTITUTION] ® _+4_ Acrobatics DEX \ N o WEAPONS o=
. ) PROFICIENCY BONUS - . -
e = Anima Handling wis j Crossbow, Hand, Rapier, Scimitar,
O 1 Arcana INT ~ Shortsword, Simple Weapons, Whip
® +4  Athletics STR = —r === TOOLS ===
O _*1  Deception CHA ABILITY SAVE DC | Forgery Kit, Thieves' Tools
o F— F—
J—\ -1 History INT J— ——
INTELLIGENCE LANGUAGES )
O _*1 Insight wis 7 N Common, Common Sign Language,
o 30 ft. (Walking) Draconic, Thieves’ Cant
® +3 Intimidation CHA
O _-1  Investigation INT
@ O _+1_ Medicine wis \ SPEED /
O -1 Nature INT ) PROFICIENCIES & TRAINING
I wisbom Y O +# Perception wis N\
O _+1_ Performance CHA === ACTIONS === Advantage on the roll and the attack uses a Finesse or
13 Standard Actions Ranged weapon. The extra damage'’s type is the
O _*1_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, same as the weapon’s type.
O 1 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack,
g Grapple, Shove, Improvise, Two-Weapon Fighting, You don't need Advantage on the attack if at least one
® _+6_ Sleight of Hand DEX Interact with an Object, Study, Influence of your allies is within 5 ft. of the target, the ally
doesn’t have the Incapacitated condition, and you
ea reath Weapon (Green) ¢ ort Rest on't have Disadvantage on the attack roll.
® _+6_ Stealth DEX Breath W G 1/Short R don't have Disad h k roll
U CHARISMA 1 . As an action once per short rest, exhale in a 15 ft.
O L Survival wis cone (CON DC 10, half damage on success) for 2d6
12 O Poison Damage [6th] 3d6, [11th] 4d6, [16th] 5d6
O === SPECIAL ===
o Sneak Attack
- Once per turn you can deal an extra 1d6 damage
to one creature vou hit with an attack if vou have
\ SKILLS / ACTIONS )
7 N
11 PASSIVE PERCEPTION Greataxe +2 1d12+2 Slashing Martial, Heavy, Two-Handed, Cleave
Unarmed Strike +4 3 Bludgeoning
11 PASSIVE INSIGHT
9 PASSIVE INVESTIGATION
SENSES L N WEAPON ATTACKS & CANTRIPS y
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ROGUE FEATURES ===
* Core Rogue Traits « PHB-2024 129

* Expertise « PHB-2024 129
You gain Expertise in two of your skill proficiencies of
your choice.

* Sneak Attack « PHB-2024 129

Once per turn you can deal an extra 1d6 damage to
one creature you hit with an attack if you have
Advantage on the roll and the attack uses a Finesse or
Ranged weapon. The extra damage’s type is the same
as the weapon'’s type.

You don't need Advantage on the attack if at least one
of your allies is within 5 ft. of the target, the ally doesn't
have the Incapacitated condition, and you don’t have
Disadvantage on the attack roll.

| Special
* Thieves’ Cant « PHB-2024 129
You know Thieves’ Cant and one other language of

your choice.

* Weapon Mastery « PHB-2024 129

=== DRAGONBORN SPECIES TRAITS ===

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

| Green Dragon « BR 34
Poison

* 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 10 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.

| Green Dragon « BR 34
As an action once per short rest, exhale in a 15 ft.
cone (CON DC 10, half damage on success) for 2d6
Poison Damage [6th] 3d6, [11th] 4d6, [16th] 5d6

| Breath Weapon (Green): 1 / Short Rest « 1 Action

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

| Green Dragon ¢ BR 34
Poison Damage

=== FEATS ===

* Alert « PHB-2024 200
Initiative Proficiency. When you roll Initiative, add +2 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Criminal Ability Score Improvements « PHB-2024 179
| Increase three scores (+1/+1/+1) ¢

* Weapon Mastery « PHB-2024 129
| Battleaxe (Topple) ¢

Topple. If you hit a creature with a Battleaxe, you can

force it to make a Con. saving throw (DC 8 + 2 + the
ability modifier used to make the attack). On a failed

save, the creature has the Prone condition.

| Longbow (Slow) ¢
Slow. If you hit a creature with a Longbow and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Slow (Longbow): 1 Action

| Topple (Battleaxe): 1 Action

N

EQUIPMENT

FEATURES & TRAITS
Bag of Holding 1 5 lb. Rope 1 51b.
Bag of Holding 1 51b. Bell 1 --
Leather 1 10 Ib. Tinderbox 1 11b.
Dagger 1 1lb. Waterskin 1 51b.
Dagger 1 1lb. Hooded Lantern 1 2 b.
Shortbow 1 21b. Candle 10 --
Greataxe 1 7 Ib. Crowbar 1 51b.
Shortsword 1 21b.
Backpack 1 5 lb.
WEIGHT CARRIED Quiver L 11b.
82 Ib. Thieves' Tools 3 31b.
ENCUMBERED Arrows 20 11b.
225 |b. Oil 7 7 1b.
PUSH/DRAG/LIFT Ball Bearings 1,000 2 lb.
450 |b. Rations 6 12 Ib.
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Male 33 Medium 2 meters 233
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral Balance Green with a bi Greeny yellow none(dragonb
ALIGNMENT FAITH SKIN EYES HAIR
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=== Allies === warming body in the winter wastes a lot of
A man who is a chemist/scientist in the main energy so he ngeds a lot of food(he can
village(to lazy to check the name) who sometimes survive for a while without food but enjoys
gives him food or money. At some point in the eating a lot when he can)
story | want him to make a sorr of drug for Patty Persistent(, stuborn
which enlarges her graye_ly and makes h_er more PERSONALITY TRAITS
beastly for a few rounds in combat. Details about 200 S
the drug in the notes section. [ ~]
he has some people who owe him favors like an Be free
old man who works in a pawn shop and some
other thugs who he has helped
IDEALS
=== Organizations === — e
[ "]
he just knows some other thieves around the He most cares about the mein kun kitten
island he carries on his back named Patty ( yes
a reference to One Piece DnD)
BONDS
L~ ]
[N "]
(goes with the flow and rarely thinks things over before acting)
(hates to sleep because he feels voulnerable)
Likes to bug people on random intervals( he is bad at connecting with people and
this is the only way he knows how)
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
A\ T A\ T

He was born in a small dragonborn village in a
mountain. He has always struggled with not
feeling right settling down and deciding to do one
thing for the rest of his life, having to leech of his
family because he couldn't hold a normal job.
Eventually everyone in the village got sick of him
because of him annoying people for fun while
bring unemployed and so he was cast out of the
village at 19-20. Before he left he was able to steal
some money(a few gold pieces decided by dm),
his father's lucky coin and took along a tiny kitten
who was abandoned by its matter due to having
one less paw(front left) who was one of his only
friends in the village. His father was much like him.
He couldn't stand the mostly calm life of the
village. He went on many expeditions and loved to
gamble. He had a lucky coin he used whenever he
didn't know what to do. Eventually the chief of the
village(his mom) got fed up with the risks Clay's
father was taking and the money he was loosing
some of the times as most of his adventures didn't
result in any gain for him or the village. They were
just empty explorations which drained resources.
And in the village if you don't contribute, you are
seen as worthless and so he was banished. One
night he stumbled into the village bloody begging
for help but nobody came to his aid so he passed
away. His mothered collected his corpse because
she secretly still loved him but had to kick him out
so she didn't seem weak and not to break the
rules. She kept his lucky coin above the fireplace
so she could watch over them. This all happened
when Clay was not old enough to do anything but
old enough to remember. Discovering what killed
his father could be a plot in the story). Clay holds a
grudge against his mother who agreed for him to
be kicked out and most the other dragonborn in
the village. He first went to the big town where he
was rejected due to his race because the
dragonborns on the mountain arent exactly
friendly with the rest of the people living on the
island. One of his missions is to find a great
mechanic who can design a mechanical
supplemental one so the kitten can live a

CHARACTER BACKSTORY

Extra item: V elixir - a flask full of rare ingredients
(discuss with dm and update later) infused with cat
nip. When given to a cat it grows in size to the size ot
around 3 meters tall when on back legs. Claws and
fangs are also much bigger and sharper. Despite
size the cat is still fast as normal if not a bit more.
This flask has enough to be used a few times times.

Because he is a dragonborn from a village on a
mountain he isnt as bothered by the cold.

ADDITIONAL NOTES /,
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