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Fighter 1

—

Dragolmaginator

CLASS & LEVEL PLAYER NAME
Dragonborn Folk Hero (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — —
/ \
ARMOR Max HP Current HP Temp HP |
+2 18 12 -
INITIATIVE CLASS \ HIT POINTS J
// /7 / \
. . 1d10
Resistances - Fire successes OO0
FAILURES( H H )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
INSPIRATION j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— e— === TOOLS ===
ABILITY SAVE DC | Smith's Tools, Vehicles (Land)
- === LANGUAGES ===
7 N Common, Draconic
30 ft. (Walking)
A SPEED )
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

Breath Weapon (Red) « 1 / Short Rest

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

=== BONUS ACTIONS ===
Second Wind ¢ 1/ Short Rest

Once per short rest, you can use a bonus action to
regain 1d10 + 1 HP.

74

SENSES

\ ACTIONS
4 N

11 PASSIVE WISDOM (PERCEPTION) Crosshow, light +4 1d8+2 Piercing  simple, Ammuniton, Loading, Range, Two-Handed, Range (0/320)
9 Dagger +4 1d4+4 Piercing Simple, Finesse, Light, Thrown, Range (20/60)

PASSIVE WISDOM (INSIGHT)

Scimitar +4 1d6+4 Slashing Martial, Finesse, Light

PASSIVE INTELLIGENCE (INVESTIGATION . .

10 ( ) Unarmed Strike +4 3 Bludgeoning

A WEAPON ATTACKS & CANTRIPS "/
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Fighter 1 Dragolmaginator

CLASS & LEVEL PLAYER NAME

Dragonborn Folk Hero (Milestone)

CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
—_— —
7 N
=== FIGHTER FEATURES === Fire Damage [6th] 3d6, [11th] 4d6, [16th] 5d6
* Hit Points « PHB 71 | Breath Weapon (Red): 1 / Short Rest » 1 Action
* Proficiencies « PHB 71 * Damage Resistance « BR 34
You have resistance to the damage type associated

* Fighting Style « PHB 72 with your draconic ancestry.

You adopt a fighting style specialty.
| Red Dragon « BR 34
| Dueling »« PHB Fire Damage
When you are wielding a melee weapon in one hand
and no other weapons, you gain a +2 bonus to
damage rolls with that weapon.

* 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

=== DRAGONBORN RACIAL TRAITS ===

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

| Red 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.

| Red 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

FEATURES & TRAITS JS

\
Shield 1 6 Ib. Waterskin 1 51b.
Chain Mail 1 55 Ib.
Dagger 1 11b.
Crossbow, light 1 5 lb.
Scimitar 1 31b.
Crossbow Bolts 20 1.51b.
Backpack 1 5 lb.
Clothes, Common 1 31b.
Smith's Tools 1 8 Ib.
WEIGHT CARRIED Bedroll L 71b.
1415 Ib. Mess Kit 1 11b.
ENCUMBERED Rations (1 day) 10 20 Ib.
210 Ib. Rope, Hempen (50 feet) 1 10 Ib.
PUSH/DRAG/LIFT Tinderbox 1 11lb.
420 Ib. Torch 10 10 Ib.
\ EQUIPMENT ))




Male 20
GENDER AGE
Neutral Good
ALIGNMENT FAITH

———
Medium 6'3 225
SIZE HEIGHT WEIGHT
Red Flame like eyes No hair
SKIN EYES HAIR

E——
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

// N
| judge people by their actions, not

their words.

I’'m confident in my own abilities

and do what | can to instill

PERSONALITY TRAITS
|~

o~
~]

"
Sincerity. There’s no good in pretending to be something I'm
not. (Neutral)

Respect. People deserve to be treated with dignity and
respect. (Good)

IDEALS
L~

o~
~]

[
| worked the land, | love the land, and | will protect
the land.

| protect those who can't protect themselves.

BONDS
L~

]
[N "]
| have trouble trusting in my
allies.

\\ FLAWS //

"

Ragnar was born in a village and became a knight
in adulthood to protect his people and community.
The citizens all knew him as a hero but Ragnar felt
a bit unaccomplished after the village was all he
knew. he wanted to see what else was out there in
the world. So one day he packed his equipment
and said goodbye to his village and went on to be
an independent fighter on his journey of
self-discovery

CHARACTER BACKSTORY

ADDITIONAL NOTES /,
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