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Arcadius Tiamphir
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+6  Constitution
2 Intelligence
+0  Wisdom
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Arcana
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WISDOM

+5  Athletics

+1  Deception

-2 History

+0  Insight

+3  Intimidation

-2 Investigation

+0 Medicine

-2 Nature

+0_ Perception
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CHARISMA

+1  Performance

+1  Persuasion

2 Religion

+2_ Sleight of Hand

+2  Stealth

+2  Survival
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SKILLS

15ft. cone of poison 2d6
damage, Con-Save DC 14
half

Once per short/long rest.

ATTACKS & SPELLCASTING

PASSIVE WISDOM (PERCEPTION)
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Greataxe, 2 handaxes
(thrown, range 20/60), 4

special: resistance to poison damage
resistance to piercing, slashing and
bludgeoning damage while raging
Armor: Light and medium armor,
shields,

Weapons: simple and marlial
weapons

Languages: draconic, common and
giant

Tools: drums

) OTHER PROFICIENCIES & LANGUAGES L

javelins (thrown, range
30/120), explorers pack (a
Backpack, a Bedroll, a
Mess kit, a Tinderbox, 10
torches, 10 days of Rations,
a Waterskin, 50 feet of
Hempen rope),

A staff, a hunting trap, a
trophy from an

animal you killed, a set of
traveler's clothes, and a belt
pouch

EQUIPMENT

Barbarian 4 (Totem Warrior)  Qutlander
CLASS & LEVEL BACKGROUND PLAYER NAME
Dragonborn (green) chaotic neutral 2700
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46 Might. The strongest are
meant to rule.
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| am the last of my tribe, and it is up to
me to ensure their names enter legend.
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Class Barbarian (PHB p. 46)
Greataxe +5 1d12 slashing+3 (+2rage) Level 1
Bonusaction RAGE
- advantage on Strength checks and Strength saving throws
Handaxe +5 1d6 slashing + 3 (+2) - when you make a melee weapon attack using Strength, +2 to
damage
- resistance to bludgeoning, piercing, and slashing damage.
3 _— lasts until: 1 minute. It ends early if you are knocked unconscious
Javelin +5 1d6 piercing + 3 (+2) 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 on your turn as a bonus action
Breathweapon max. rage: 3 per long rest

UNARMORED DEFENSE

While you are not wearing any armor, your Armor Class equals
10+Dex-Mod+Con-Mod. You can use a shield and still gain this
benefit.

Level 2

RECKLESS ATTACK

When you make your first attack on your turn, you can decide to
attack recklessly. = Advantage on melee weapon attack rolls
using Strength during this turn, but attack rolls against you have
advantage until your next turn.

DANGER SENSE

Advantage on Dexterity saving throws

against effects that you can see, such as traps and spells. To
gain this benefit, you can't be blinded, deafened, or
incapacitated.

Level 3

Primal Path: PATH OF THE TOTEM WARRIOR (PHB p. 50)
Spirit Seeker

Cast beast sense and speak with animal spells, but only as
rituals.

Totem Spirit: EAGLE:

While you're raging and aren't wearing

heavy armor. other creatures have disadvantage on opportunity
attack rolls against you and you can use the Dash action as a
bonus action on your turn.

Level 4
ASI +2 Con

Background: Outlander (PHB p. 136)

FEATURE: WANDERER

You have an excellent memory for maps and geography,
and you can always recall the general layout of terrain,
settlements, and other features around you. In addition,
you can find food and fresh water for yourself and up to
five other people each day, provided that the land offers
berries, small game, water, and so forth.

Skill Proficiencies: Athletics, Survival

(LTOOI Proficiencies: One type of musical instrument

Languages: One of your choice

FEATURES & TRAITS
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23 6 ft. 3inch (1,90 cm) 260
. . . AGE HEIGHT WEIGHT
Arcadius Tiamphir C
piercing yellow green scales
CHARACTER NAME EYES SKIN HAIR
— —
L \
\
e\
—————— =&
CHARACTER APPEARANCE / ALLIES & ORGANIZATIONS
\ /4

Arcadius stammt aus einem Stamm
Drachengeborener, deren Vorfahren
farbige Drachen waren. Bei ihm zu
Hause geht es rau zu und es ist
derjenige der Anfuhrer, der alle
Konkurrenten besiegen kann. Irgendwie
konnte sich Arcadius nie so richtig
gegen seine Altersgenossen
durchsetzen, was aber nicht heil3t, dass
er nicht ambitioniert ist. Er lernte den
Rausch des Kampfes zu nutzen, wie
jeder seines Stammes und doch reichte
es nie, um zu gewinnen. So entschied
er sich, auRerhalb seines
Stammesgebietes nach Starke zu
suchen und irgendwann als méachtiger
Krieger heimzukehren. Die unwirtlichen
Berge verlangtem ihm viel ab, doch
zum ersten mal fiihlte er sich auch frei
wie ein Adler. Vielleicht ist das der
Grund, warum ihn der Geist des Adlers
immer begleitet.

Als ihn ein paar Zwerge um Hilfe bitten
und ihm einen guten Kampf
versprechen, ist er natirlich sofort
dabei, denn nur durch kdmpfen wird er
starker werden. Spéttisch verzieht er
die Mundwinkel, als ein anderer
Drachengeborener mit goldenen
Schuppen den Raum betritt, in dem er
alle Details horen soll. Ein totales
Weichei der Goldene, das sieht er doch
sofort.

race: Dragonborn

Ability Score Increase.

Your Strength score increases by 2, and your Charisma score increases by 1.

Draconic Ancestry.

You have draconic ancestry. Choose one type of dragon from the Draconic Ancestry table. Your
breath weapon and damage resistance are determined by the dragon type, as shown in the table.
Breath Weapon.

You can use your action to exhale destructive energy. Your draconic ancestry determines

the size, shape, and damage type of the exhalation. When you use your breath w eapon, each
creature in the area of the exhalation must make a saving throw, the type of which is determined
by your draconic ancestry. The DC for this saving throw equals 8 + your Constitution modifier +
your proficiency bonus. A creature takes 2d6 damage on a failed save, and half as much damage
on a successful one. The damage increases to 3d6 at 6th level, 4d6 at 11th level, and 5d6 at 16th
level.

After you use your breath weapon, you can't use it again until you complete a short or long rest.
Damage Resistance.

You have resistance to the damage type associated with your draconic ancestry.

Languages. You can speak, read, and write Common and Draconic.

ADDITIONAL FEATURES & TRAITS

CHARACTER BACKSTORY )

Potion of greater healing (2x): heals 4d4+4 HP

TREASURE
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	CharacterName 2: Arcadius Tiamphir
	Age: 23
	Height: 6 ft. 3 inch (1,90 cm)
	Weight: 260
	Eyes: piercing yellow
	Skin: green scales
	Hair: 
	Allies: 
	FactionName: 
	Backstory: Arcadius stammt aus einem Stamm Drachengeborener, deren Vorfahren farbige Drachen waren. Bei ihm zu Hause geht es rau zu und es ist derjenige der Anführer, der alle Konkurrenten besiegen kann. Irgendwie konnte sich Arcadius nie so richtig gegen seine Altersgenossen durchsetzen, was aber nicht heißt, dass er nicht ambitioniert ist. Er lernte den Rausch des Kampfes zu nutzen, wie jeder seines Stammes und doch reichte es nie, um zu gewinnen. So entschied er sich, außerhalb seines Stammesgebietes nach Stärke zu suchen und irgendwann als mächtiger Krieger heimzukehren. Die unwirtlichen Berge verlangtem ihm viel ab, doch zum ersten mal fühlte er sich auch frei wie ein Adler. Vielleicht ist das der Grund, warum ihn der Geist des Adlers immer begleitet.

Als ihn ein paar Zwerge um Hilfe bitten und ihm einen guten Kampf versprechen, ist er natürlich sofort dabei, denn nur durch kämpfen wird er stärker werden. Spöttisch verzieht er die Mundwinkel, als ein anderer Drachengeborener mit goldenen Schuppen den Raum betritt, in dem er alle Details hören soll. Ein totales Weichei der Goldene, das sieht er doch sofort.
	Feat+Traits: race: Dragonborn
Ability Score Increase. 
Your Strength score increases by 2, and your Charisma score increases by 1.
Draconic Ancestry. 
You have draconic ancestry. Choose one type of dragon from the Draconic Ancestry table. Your breath weapon and damage resistance are determined by the dragon type, as shown in the table.
Breath Weapon. 
You can use your action to exhale destructive energy. Your draconic ancestry determines
the size, shape, and damage type of the exhalation. When you use your breath w eapon, each creature in the area of the exhalation must make a saving throw, the type of which is determined by your draconic ancestry. The DC for this saving throw equals 8 + your Constitution modifier + your proficiency bonus. A creature takes 2d6 damage on a failed save, and half as much damage on a successful one. The damage increases to 3d6 at 6th level, 4d6 at 11th level, and 5d6 at 16th level.
After you use your breath weapon, you can’t use it again until you complete a short or long rest.
Damage Resistance. 
You have resistance to the damage type associated with your draconic ancestry.
Languages. You can speak, read, and write Common and Draconic.



	Treasure: Potion of greater healing (2x): heals 4d4+4 HP
	CHARACTER IMAGE: 
	Faction Symbol Image: 
	ClassLevel: Barbarian 4 (Totem Warrior)
	Background: Outlander
	PlayerName: 
	CharacterName: Arcadius Tiamphir
	Race : Dragonborn (green)
	Alignment: chaotic neutral
	XP: 2700
	Inspiration: 
	STR: 16
	ProfBonus: +2
	AC: 16
	Initiative: +2
	Speed: 30
	PersonalityTraits :  I place no stock in wealthy or well-mannered folk. Money and manners won't save you from a hungry
owlbear.
	STRmod: +3
	HPMax: 46
	ST Strength: +5
	DEX: 14
	HPCurrent: 46
	Ideals: Might. The strongest are meant to rule.
	DEXmod : +2
	HPTemp: 
	Bonds: I am the last of my tribe, and it is up to me to ensure their names enter legend.
	CON: 18
	HDTotal: 4
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: +4
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: d12+4
	Flaws: Violence is my answer to almost any challenge.
	INT: 7
	ST Dexterity: +2
	ST Constitution: +6
	ST Intelligence: -2
	ST Wisdom: +0
	ST Charisma: +1
	Acrobatics: +2
	Animal: +2
	Athletics: +5
	Deception : +1
	History : -2
	Insight: +0
	Intimidation: +3
	Check Box 11: Yes
	Check Box 18: Off
	Check Box 19: Yes
	Check Box 20: Off
	Check Box 21: Off
	Check Box 22: Off
	Wpn Name: Greataxe
	Wpn1 AtkBonus: +5
	Wpn1 Damage: 1d12 slashing+3 (+2rage)
	INTmod: -2
	Wpn Name 2: Handaxe
	Wpn2 AtkBonus : +5
	Wpn2 Damage : 1d6 slashing + 3 (+2)
	Investigation : -2
	WIS: 10
	Wpn Name 3: Javelin
	Wpn3 AtkBonus  : +5
	Arcana: -2
	Wpn3 Damage : 1d6 piercing + 3 (+2)
	Perception : +0
	WISmod: +0
	CHA: 12
	Nature: -2
	Performance: +1
	Medicine: +0
	Religion: -2
	Stealth : +2
	Check Box 23: Off
	Check Box 24: Yes
	Check Box 25: Off
	Check Box 26: Yes
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Off
	Check Box 30: Yes
	Check Box 31: Off
	Check Box 32: Off
	Check Box 33: Off
	Check Box 34: Off
	Check Box 35: Off
	Check Box 36: Off
	Check Box 37: Off
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Yes
	Persuasion: +1
	SleightofHand: +2
	CHamod: +1
	Survival: +2
	AttacksSpellcasting: Breathweapon
15ft. cone of poison 2d6 damage, Con-Save DC 14 half
Once per short/long rest.
	Passive: 10
	CP: 
	ProficienciesLang: special: resistance to poison damage
resistance to piercing, slashing and bludgeoning damage while raging
Armor: Light and medium armor, shields,
Weapons: simple and marlial weapons
Languages: draconic, common and giant
Tools: drums
	SP: 
	EP: 
	GP: 10
	PP: 
	Equipment: Greataxe, 2 handaxes (thrown, range 20/60), 4 javelins (thrown, range 30/120), explorers pack (a Backpack, a Bedroll, a Mess kit, a Tinderbox, 10 torches, 10 days of Rations, a Waterskin, 50 feet of Hempen rope),
A staff, a hunting trap, a trophy from an
animal you killed, a set of traveler's clothes, and a belt pouch
	Features and Traits: Class Barbarian (PHB p. 46)
Level 1
Bonusaction RAGE 
- advantage on Strength checks and Strength saving throws
- when you make a melee weapon attack using Strength, +2 to damage
- resistance to bludgeoning, piercing, and slashing damage.
lasts until: 1 minute. lt 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 on your turn as a bonus action
max. rage: 3 per long rest

UNARMORED DEFENSE
While you are not wearing any armor, your Armor Class equals 10+Dex-Mod+Con-Mod. You can use a shield and still gain this benefit.

Level 2
RECKLESS ATTACK
When you make your first attack on your turn, you can decide to attack recklessly. = Advantage on melee weapon attack rolls using Strength during this turn, but attack rolls against you have advantage until your next turn.

DANGER SENSE
Advantage on Dexterity saving throws
against effects that you can see, such as traps and spells. To gain this benefit, you can't be blinded, deafened, or incapacitated.

Level 3
Primal Path: PATH OF THE TOTEM WARRIOR (PHB p. 50)
Spirit Seeker
Cast beast sense and speak with animal spells, but only as rituals.
Totem Spirit: EAGLE: 
While you're raging and aren't wearing
heavy armor. other creatures  have disadvantage  on opportunity  attack rolls against you and you can use the Dash action as a bonus action on your turn.

Level 4
ASI +2 Con

Background: Outlander (PHB p. 136)
FEATURE: WANDERER
You have an excellent memory for maps and geography,
and you can always recall the general layout  of terrain,
settlements,  and other features around you. In addition,
you can find food and fresh water for yourself and up to
five other people each day, provided that the land offers
berries, small game, water, and so forth.
Skill Proficiencies: Athletics, Survival
Tool Proficiencies: One type of musical instrument
Languages: One of your choice
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