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=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

Breath Weapon (Fire) « 5/ Long Rest

Draconic Flight « 1 / Long Rest

Once per Long Rest, 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.

Hew
Immediately after you score a Critical Hit with a

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 15
Dex. saving throw taking 3d10 Fire damage on a failed
save or half as much damage on a success.

=== BONUS ACTIONS ===

Melee weapon or reduce a creature to 0 Hit Points
with one, you can make one attack with the same
weapon as a Bonus Action.

Rage (Instinctive Pounce)
As part of the Bonus Action you take to enter your
Rage, you can move up to half your Speed.

SKILLS \ ACTIONS ))
7' N
14 PASSIVE PERCEPTION Greataxe, +1 +12 1d12+7 Slashing Martial, Heavy, Two-Handed, Cleave
9 DASSIVE INSIGHT Unarmed Strike +11 7 Bludgeoning
9 PASSIVE INVESTIGATION
Darkvision 120 ft.
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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 14 +
any Shield bonus.

* Weapon Mastery « PHB-2024 52

You are able to use the mastery properties of 4 kinds
of Simple or Martial Melee weapons of your choice.
Whenever you finish a Long Rest, you can change one
of those weapon choices.

* Danger Sense * PHB-2024 52
You have Advantage on Dex. saving throws unless
you have the Incapacitated condition.

* Reckless Attack « PHB-2024 52

When you make your first attack roll on your turn, you
can decide to attack recklessly, giving you Advantage
on attack rolls using Str. until the start of your next
turn, but attacks against you have Advantage during
that time.

* Barbarian Subclass « PHB-2024 52
| Path of the Wild Heart

* Primal Knowledge « PHB-2024 52
You gain proficiency in another Barbarian skill of your
choice.

While Raging, whenever you make an ability check
using one of the following skills, you can make it as a
Str. check even if it normally uses a different ability:
Acrobatics, Intimidation, Perception, Stealth, or
Survival.

* Animal Speaker « PHB-2024 55

You can cast the Beast Sense and Speak with Animals
spells but only as Rituals using Wisdom as your
spellcasting ability for them.

* Rage of the Wilds « PHB-2024 55

* 4: Weapon Mastery « PHB-2024 52

* Ability Score Improvement « PHB-2024 53

* Extra Attack « PHB-2024 53

You can attack twice instead of once whenever you
take the Attack action on your turn.

* Fast Movement « PHB-2024 53

Your speed increases by 10 ft. while you aren’t
wearing Heavy armor.

* Aspect of the Wilds « PHB-2024 55

You gain an option of your choice, and can change
your choice whenever you finish a Long Rest.

| Owl «
You have Darkvision with a range of 60 ft., and if you
already have Darkvision, its range increases by 60 ft.

* Feral Instinct « PHB-2024 53
You have Advantage on Initiative rolls.

* Instinctive Pounce « PHB-2024 53
As part of the Bonus Action you take to enter your
Rage, you can move up to half your Speed.

| Rage (Instinctive Pounce): 1 Bonus Action

* 8: Ability Score Improvement « PHB-2024 53

* Brutal Strike « PHB-2024 53

N
If you use Reckless attack, you can forgo Advantage
on one Strength-based attack of your choice on your
turn. The chosen attack roll must not have
Disadvantage. If the chosen attack roll hits, the target
takes an extra 1d10 damage of the same type dealt by
the weapon or Unarmed Strike, you can cause 1 Brutal
Strike effect(s) of your choice.

| Brutal Strike: Forceful Blow: 1 Action

| Brutal Strike: Hamstring Blow: 1 Action

| 1 Action
*10: Weapon Mastery « PHB-2024 52
* Nature Speaker « PHB-2024 55
You can cast the Commune with Nature spell but only
as a Ritual, using Wisdom as your spellcasting ability
for it.
* Relentless Rage « PHB-2024 53
If you drop to 0 HP while Raging and don't die outright,
you can make a DC 10 Con. saving throw. If you
succeed, your HP instead becomes 22.
Each subsequent use of this feature increases the DC
by 5. After you finish a Short/Long Rest, the DC resets
to 10.

| Rage: Relentless Rage: Special
=== FIGHTER FEATURES ===
* Core Fighter Traits « PHB-2024 91
* Fighting Style « PHB-2024 91
You gain a Fighting Style feat of your choice, and

whenever you gain a Fighter level, you can replace the
feat you chose with a different Fighting Style feat.

FEATURES & TRAITS
\\
Greataxe, +1 1 7 Ib. Rations 10 20 Ib.
Handaxe 1 21b. Rope 1 51b.
Handaxe 1 21b. Bedroll 1 7 Ib.
Handaxe 1 21b. Tinderbox 1 11b.
Handaxe 1 21b. Torch 10 10 Ib.
Spear 1 3lb. Waterskin 1 51b.
Shortbow 1 21b.
Greataxe 1 7 Ib.
Backpack 1 5 lb.
WEIGHT CARRIED Quiver L 11b.
91.58 Ib. Dragonchess 1 -
ENCUMBERED Arrows 20 11b.
330 Ib. Healer's Kit 1 31b.
PUSH/DRAG/LIFT Traveler's Clothes 1 4 1b.
660 Ib. Qil 2 2 1b.

EQUIPMENT
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* Second Wind « PHB-2024 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+4 HP.

You can use this 3 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 3/ Long Rest « 1 Bonus Action
* Weapon Mastery « PHB-2024 91
* Action Surge « PHB-2024 91
On your turn you can take one additional action,

except the Magic action.

You can use this feature 1 time(s) until you finish a
Short or Long Rest.

| 1/ Short Rest « Special
* Tactical Mind « PHB-2024 91
When you fail an ability check, you can expend a use
of Second Wind, and instead of regaining HP, you roll
1d10 and add the result to the ability check. If the
check still fails, this use of Second Wind isn’t
expended.

| Special
* Fighter Subclass « PHB-2024 92

| Champion
* Improved Critical « PHB-2024 96
Your attack rolls with weapons and Unarmed Strikes
can score a Critical Hit on a d20 roll of 19-20.

| 1 Action

* Remarkable Athlete « PHB-2024 96

You have Advantage on Initiative and Strength
(Athletic) checks.

Immediately after you score a Critical Hit, you can
move up to half your Speed without provoking
Opportunity Attacks.

*4: Weapon Mastery « PHB-2024 91

* Ability Score Improvement « PHB-2024 92

=== 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.

| Red Dragon ¢
You have a Red 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 5
times per Long Rest.

| Breath Weapon (Fire) ¢
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 15

ADDITIONAL FEATURES & TRAITS

N
Dex. saving throw taking 3d10 Fire damage on a failed
save or half as much damage on a success.

| 5/ Long Rest « 1 Action

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

| Draconic Resistance (Fire) ¢
You have resistance to Fire 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.

| 1/Long Rest ¢ 1 Bonus Action

* 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 ===

* Great Weapon Master « PHB-2024 204
Ability Score Increase. Your Str. is increased by 1.

Heavy Weapon Mastery. When you hit a creature with
a weapon that has the Heavy property as part of the
Attack action on your turn, you can cause the weapon
to deal an extra 5 damage to the target.

ADDITIONAL EQUIPMENT
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Hew. Immediately after you score a Critical Hit with a
Melee weapon or reduce a creature to 0 HP with one,
you can make one attack with the same weapon as a
Bonus Action.

| Hew: 1 Bonus Action
| Heavy Weapon Mastery: 1 Action

* Charger « PHB-2024 202
Ability Score Increase. Increase your Str. or Dex. by 1.

Improved Dash. When you Dash, your speed
increases by 10 ft. for that action.

Charge Attack. If you move at least 10 ft. in a straight
line toward a target immediately before hitting a melee
attack roll, choose one of the following effects: gain
1d8 bonus damage to the attack, or push the target up
to 10 ft. away from you if it is no more than one size
larger than you.

| Improved Dash: 1 Action
| Charge Attack: 1 Action

* Defense « PHB-2024 209
You gain +1 to AC when wearing Light, Medium, or
Heavy armor.

* Sentinel « PHB-2024 207
Ability Score Increase. Increase your Str. or Dex. by 1.

Guardian. Immediately after a creature within 5 ft. of
you takes the Disengage action or hits a target other
than you with an attack, you can make an Opportunity
Attack against that creature.

Halt. When you hit a creature with an Opportunity
Attack, the creature’s Speed becomes 0 for the rest of

the current turn.
* 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).

| Greatsword (Graze) «
Graze. If your attack roll with a Greatsword misses a
creature, you can deal damage to it equal to the ability
modifier used to make the attack. This damage is the
same type dealt by the Greatsword, and can only be
increased by increasing the ability modifier.

| Cleave (Greataxe): 1 Action

| Graze (Greatsword): 1 Action
* 4: Weapon Mastery « PHB-2024

| Light Crossbow (Slow) ¢
Slow. If you hit a creature with a Light Crossbow 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 (Light Crossbow): 1 Action
* 10: Weapon Mastery « PHB-2024

| 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.

ADDITIONAL FEATURES & TRAITS

| Push (Warhammer): 1 Action
* Weapon Mastery « PHB-2024 91

| Halberd (Cleave) ¢
Cleave. Once per turn, if you hit a creature with a
melee attack using a Halberd, 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 Halberd’'s damage, but
without your ability modifier (unless the modifier is
negative).

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

| Javelin (Slow) «
Slow. If you hit a creature with a Javelin 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.

| Cleave (Halberd): 1 Action

| Push (Heavy Crossbow): 1 Action

| Slow (Javelin): 1 Action
* 4: Weapon Mastery « PHB-2024 91

| Lance (Topple) ¢
Topple. If you hit a creature with a Lance, you can
force it to make a Con. saving throw (DC 8 + 5 + the
ability modifier used to make the attack). On a failed

save, the creature has the Prone condition.

| Topple (Lance): 1 Action
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* Savage Attacker « PHB-2024 201

Once per turn when you hit a target with a weapon,
you can roll the weapon’s damage dice twice and use
either roll against the target.

* Soldier Ability Score Improvements « PHB-2024 185

| Increase two scores (+2 / +1) ¢

ADDITIONAL FEATURES & TRAITS

\\

ADDITIONAL EQUIPMENT
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worth dying for.
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My hatred of my enemies is blind
and unreasoning.
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Full-blooded dragons are well-known, mostly
understood, and revered by the High Elves in
general, so when a family of High Elves found a
scaly humanoid dragon baby, seemingly
abandoned, they were shocked. Dragonborn have
mostly only been spoken about in stories, but
rarely seen. This family lived in Summersong, a
small village located at the base of the Dragon
Spine Mountains on the southwest side of the
outer ring of Ulthuan. Summersong is a small,
quiet village, with beautiful landscapes, apart from
the imposing volcano that can be seen on the
horizon to the south. They immediately took him
in, cared for him, and were generally great parents
to this Dragonborn.

He wasn't great in school, but he at least tried his
best. While he wasn't very bookish, he excelled at
the more physical activities, and was more than
happy to help his family around their farm. School
wasn't very enjoyable for this Dragonborn, as the
kids (and even some of the faculty) stared at him
constantly. Although his appearance was
imposing and intimidating, he was, for the most
part, a gentle soul. However, his anger issues
caught up with him as his fellow schoolmates
picked on him for his terrible lisp and inability to
fully pronounce Rs and Ls. He therefore viewed
his given name as an abomination, much like he
felt those around might view him as a whole.

One day, during school, there was a sudden large
commotion as what essentially amounted to a
small army stormed the small village. It was as if
nobody saw them coming. It seemed like they
were looking for something, but nobody knew
exactly what. They barged their way into the town,
rummaging through the various buildings in their
way, but they were careful not to cause
unnecessary harm to anyone or to take any lives.
The once-peaceful village was now stunned by the
sudden invasion, left alone to rebuild. Luckily, all
the villagers were accounted for. Except for one.
That one was the single Dragonborn villager.

CHARACTER BACKSTORY

HP Per Level:
6th: 2 (Fighter)
7th: 10 (Fighter)

ADDITIONAL NOTES /,
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=== 1st LEVEL ===
Speak with Animals [R] Animal Speaker - 1a+10m  Self V,S 10 minutes PHB-2024 318 D: 10m, V/S
===2nd LEVEL ===
Beast Sense [R] Animal Speaker - 1a+10m  Touch S Concentration, upto 1hour  PHB-2024245 D: 1h, S
=== 5th LEVEL ===
Commune with Nature [R] Nature Speaker -- 11m  Self V.S Instantaneous ~ PHB-2024 252 V/S

SPELLS
3\ P2
)\ {




