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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.

| 2/Long Rest « 1 Bonus Action

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

=== CHROMATIC 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 two scores (+2 / +1) ¢
Increase one of these scores by 2 and a different
score 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 10
You are a Humanoid.

* Size « FToD 10
You are Medium.

* Speed * FToD 10
Your walking speed is 30 feet.

* Chromatic Ancestry « FToD 10
You have a chromatic dragon ancestor, granting you a
special magical affinity.

| Chromatic Ancestry (White) ¢
You have a white dragon ancestor.

* Breath Weapon ¢ FToD 10

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 2
times per long rest.

| Breath Weapon (Cold) «
When you take the Attack action on your turn, you can
replace one attack with a 30 ft. line breath weapon that
is 5 ft. wide. Each creature must make a DEX save
(DC 13) taking 1<strong>d10</strong> cold damage
on a fail or half as much on a success.

| Cold Breath Weapon: 2 / Long Rest « 1 Action
* Draconic Resistance « FToD 10
You have resistance to the damage type associated

with your Chromatic Ancestry.

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

* Chromatic Warding « FToD 10

Starting at 5th level, as an action, you become immune
to the damage type associated with your Chromatic
Ancestry for 1 minute. Once you use this trait, you
can’t do so again until you finish a long rest.

FEATURES & TRAITS
\
Shield 1 6 Ib. Waterskin 1 51b.
Longsword 1 31b. Torch 5 51b.
Handaxe 1 21b. Tinderbox 1 1lb.
Handaxe 1 21b. Small Knife 1 -
Javelin 4 8 Ib. Sack 1 0.5 1b.
Morningstar 1 4 1b. Rope, Hempen (50 feet) 1 10 Ib.
Warhammer 1 21b. Whetstone 1 11b.
Backpack 1 5 lb. Sack 1 0.51b.
Bedroll 1 7 Ib.
WEIGHT CARRIED Blanket L 3 1b.
92.1 Ib. Clothes, Traveler's 1 4 1b.
ENCUMBERED Flask or Tankard 1 11b.
240 Ib. Mess Kit 1 11b.
PUSH/DRAG/LIFT Pouch 1 1lb.
480 Ib. Rations (1 day) 10 20 Ib.
EQUIPMENT ))
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Male 21 Medium 6'3" 265
GENDER AGE SIZE HEIGHT WEIGHT
Chaotic Neutral Tiamat White Scales  Gold None
ALIGNMENT FAITH SKIN EYES HAIR
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| love to trade banter and gibes.
| get irritated if people praise someone else and
not me.
PERSONALITY TRAITS
L~ ]
[ "]
Competition. | strive to test myself in all things.
(Chaotic)
IDEALS
L~ 1
[ "]
1 will overcome a rival and prove myself their
better.
BONDS
L~ 1
[N "]
I'll do absolutely anything to win.
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In the shadow of the towering peaks of the
Dragonspine Mountains, where the air carries the
scent of ancient magic and the earth is scored with
the tales of a thousand battles, Balasar Frostwyrm
first drew breath. Born into the Frostwyrm clan, a
lineage as old and revered as the icy crags
themselves, Balasar's scales shimmered white like
the snow that perpetually crowned the land of his
ancestors. From his earliest days, it was clear he
was marked by destiny. His eyes, pools of molten
gold, held the fierce spark of the untamed wild, a
harbinger of the tumultuous path he was to walk.

The Dragonspine Mountains were unforgiving, a
crucible that forged the strongest warriors.
Balasar's childhood was a relentless training
ground, where the weak perished and the strong
thrived. He was raised on tales of Tiamat, the
Dragon Queen, whose favor granted power
beyond measure and whose wrath spelled doom.
Balasar's faith in Tiamat was as much a part of
him as his fierce pride and indomitable will. He
saw in her the epitome of strength and
sovereignty, qualities he aspired to embody with
every fiber of his being.

As a member of the Frostwyrm clan, Balasar was
steeped in the traditions of combat and
competition. The clan held that true honor was
found in the heat of battle, in the clash of steel and
the test of strength. Balasar excelled in these
contests, driven by an insatiable desire to prove
himself. His natural athleticism and formidable
prowess quickly set him apart from his peers. Yet,
it was not just his physical abilities that marked
him for greatness; Balasar was touched by the
wild magic that coursed through the Dragonspine
Mountains. This arcane gift manifested
unpredictably, lending a chaotic edge to his
already formidable presence on the battlefield.

Despite his prowess, Balasar's path was not

without its trials. His ambition and relentless drive
to be the best often isolated him. His peers,
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intimidated by his talents and irritated by his
arrogance, kept their distance. Balasar cared little for
their envy; he was consumed by a singular goal: to
overcome a rival who had always been just beyond
his reach. This rival, a warrior of equal skill and
determination, was the only one who had ever
managed to best Balasar in combat. The rivalry
consumed him, fueling his determination to push his
limits further, to delve deeper into the chaotic
wellspring of his wild magic.

Balasar's journey to supremacy took him beyond the
confines of his homeland. He traveled across lands
rife with danger and beauty, participating in contests
of strength and skill. His exploits in these
competitions became the stuff of legend, earning him
admiration and a following among those who valued
strength and valor. But Balasar sought not just fame;
he sought to hone his abilities, to sharpen his skills
against the varied challenges the world could offer.

His travels brought him into the service of Tiamat,
whose temples dotted the lands through which he
journeyed. In each temple, he paid homage to the
Dragon Queen, offering the spoils of his victories in
her name. In return, he sought her blessing, that he
might become invincible in combat, unbeatable in
any challenge. Balasar's faith was tested time and
again, but never did he waver. He believed that each
victory brought him closer to Tiamat's divine favor,
and each defeat was but a lesson in the path to
ultimate power.

But with time, Balasar's quest for supremacy began
to reveal its darker facets. His determination to win at
any cost saw him employ strategies and magics that
skirted the edge of honor and fairness. His rivalry
consumed him to the point where victory mattered
more than the spirit in which it was achieved. This
obsession led to a pivotal moment in his life, a
confrontation with his rival that would define his
future.

The battle was epic, a clash of titans under the

watchful eyes of the gods themselves. Balasar
unleashed the full fury of his wild magic, his power
augmented by his unwavering faith in Tiamat. The
fight raged for what seemed like an eternity, until at
last, Balasar stood victorious. But the victory was
hollow. In his relentless pursuit of power, he had
crossed a line from which there was no return. He
had won, but at the cost of his honor and the respect
of those he sought to impress.

In the aftermath, Balasar found himself at a
crossroads. The accolades and admiration he had
once sought now rang empty. He realized that true
strength lay not in dominion over others, but in
mastery over oneself. His rivalry, while it had pushed
him to new heights, had also blinded him to the true
nature of competition and honor.

Balasar Frostwyrm, once a hame synonymous with
victory at any cost, became a legend of a different
sort. He returned to the Dragonspine Mountains, not
as a conqueror, but as a guardian. He dedicated
himself to the protection of his homeland, using his
strength and wild magic to defend the weak and
uphold the true values of the Frostwyrm clan. His
tales of valor and redemption spread far and wide,
inspiring those who heard them to seek greatness
not in the defeat of others, but in the overcoming of
their own flaws.

Balasar's journey had come full circle. From a young
warrior consumed by the desire for victory, to a
champion who understood the true cost of power.
His legacy was no longer defined by the battles he
won, but by the battles he chose to fight, for the sake
of others, and for the honor of the Frostwyrm name.
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