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Goradhall Flametongue
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Fighter 4 [Champion]

CLASS & LEVEL PLAYER NAME
Metallic Dragonborn Soldier
RACE BACKGROUND EXPERIENCE POINTS
P — ——
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ARMOR Max HP Current HP Temp HP
+0 16 40 -
INITIATIVE CLASS \ HIT POINTS
( (. 4d10 1
Resistances - Fire successes OO0
FAILURES( )=< >=( )
\§ 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 | Playing Card Set, 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

Second Wind ¢ 1/ Short Rest
Once per short rest, you can use a bonus action to
regain 1d10 + 4 HP.

=== SPECIAL ===
Action Surge * 1/ Short Rest
You can take one additional action on your turn.

74

O _*0_ Stealth DEX Breath Weapon (Fire) » 2 / Long Rest This can be used 1 times per short rest.
U CHARISMA ) . When you take the Attack action on your turn, you
® 4 Survival wis can replace one attack with a 15 ft. cone breath
+O (@) weapon. Each creature must make a DEX save
- <strong>(DC 13)</strong> taking

@] 1<strong>d10</strong> fire damage on a fail or half as
much on a success.

c___
=== BONUS ACTIONS ===

\N SKILLS / ACTIONS
4 N
14 PASSIVE WISDOM (PERCEPTION) Dagger +6 1d4+4 Piercing Simple, Finesse, Light, Thrown, Range (20/60)
Greatsword +6 2d6+4 Slashing Martial, Heavy, Two-Handed
12 PASSIVE WISDOM (INSIGHT)
Javelin +6 1d6+4 Piercing Simple, Thrown, Range (30/120)
PASSIVE INTELLIGENCE (INVESTIGATION ) .
9 ( ) Maul +6 2d6+4 Bludgeoning Martial, Heavy, Two-Handed
Pike +6 1d10+4 Piercing Martial, Heavy, Reach, Two-Handed
Unarmed Strike +6 5 Bludgeoning
SENSES A WEAPON ATTACKS & CANTRIPS y
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Fighter 4 [Champion]

=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Great Weapon Fighting « PHB
You can reroll a 1 or 2 on damage dice with melee
weapons wielded with two hands.

* Second Wind ¢« PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 4 HP.

| 1/ Short Rest « 1 Bonus Action

* Action Surge ¢ PHB 72
You can take one additional action on your turn. This
can be used 1 times per short rest.

| 1/ Short Rest « Special
* Martial Archetype « PHB 72
| Champion

* Improved Critical « PHB
Your weapon attacks score a critical hit on a roll of 19
or 20.

* Martial Versatility « TCoE 42

Whenever you reach a level in this class that grants
the Ability Score Improvement feature, you can do one
of the following, as you shift the focus of your martial
practice:

- Replace a fighting style you know with another
fighting style available to fighters.

- If you know any maneuvers from the Battle Master

archetype, you can replace one maneuver you know
with a different maneuver.

* Ability Score Improvement « PHB 72

=== 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 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 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.

| Gold Metallic Ancestry ¢
You have a gold dragon ancestor.

* Breath Weapon ¢ FToD 12

CLASS & LEVEL PLAYER NAME
Goradhall Flametongue
Metallic Dragonborn Soldier
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
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7 N

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 (Fire) ¢
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 1<strong>d10</strong> fire
damage on a fail or half as much on a success.

| 2/Long Rest ¢ 1 Action

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

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

FEATURES & TRAITS
\\
Chain Mail 1 55 Ib. Sack 1 0.51b.
Dagger 1 11b. Rope, Silk (50 feet) 1 51b.
Javelin 3 6 Ib. Waterskin 1 51b.
Greatsword 1 6 Ib. Whetstone 1 1lb.
Maul 1 10 Ib. Sack 1 0.5 1b.
Pike 1 18 Ib.
Backpack 1 51b.
Bedroll 1 7 Ib.
Clothes, Traveler's 1 4 1b.
WEIGHT CARRIED Flask or Tankard 1 11b.
153.16 Ib. Mess Kit 1 11b.
ENCUMBERED Pouch 1 1lb.
270 Ib. Rations (1 day) 10 20 Ib.
PUSH/DRAG/LIFT Torch 5 5 Ib.
540 |b. Tinderbox 1 1lb.
EQUIPMENT ))




Male 27
GENDER AGE
Lawful Good
ALIGNMENT FAITH

Bahamut

—

Medium 6'4" 275

SIZE
Gol
SKIN

HEIGHT WEIGHT
d Blue None
EYES HAIR
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS
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7 . \
| can stare down a hell hound without

flinching.

| have a crude sense of humor.

PERSONALITY TRAITS
|~
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Responsibility. | do what | must and obey
just authority. (Lawful)

IDEALS
L~

N
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| fight for those who cannot fight
for themselves.

BONDS

= -
My hatred of my enemies is blind
and unreasoning.
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\\ FLAWS //

CHARACTER BACKSTORY

ADDITIONAL NOTES /,






