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. . Draconic Ancestry: Silver, Damage Type
Pike +5 d10 pierce Cold, Damage Resistance Cold, 15 ft.
Handaxe +5 1d6 slash cone (Constitution Save)

Pike (Heavy, reach,
two-handed)
Handaxe (Light, thrown 20/60)
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All armor, shields, simple
weapons, martial weapons
Musical Instrument,

Common, Draconic, Dwarvish
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pack, dulcimer
(musical instrument),
staff, hunting trap,
animal horn trophy,
traveler's clothes, belt
pouch

A ATTACKS & SPELLCASTING )
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Breath Weapon: You can use your action
to exhale destructive energy. When you
use your breath weapon, each creature
in the area of the exhalation must make a
saving throw. 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.
Great Weapon Fighting Style: When you
roll a 1 or 2 on a damage die for an
attack you make with a melee weapon
that you are wielding with two hands, you
can reroll the die and must use the new
roll.

Second Wind: You have a limited well of
stamina that you can draw on to protect
yourself from harm. On your turn, you
can use a bonus action to regain hit
points equal to 1d10 + your fighter level.
Once you use this feature, you must
finish a short or lone rest before you can
use it again.
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. AGE HEIGHT WEIGHT
Korinn Sarava ,
Blue Silver - Gray
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CHARACTER APPEARANCE / \§ ALLIES & ORGANIZATIONS

N || Outlander

Origin - Homesteader

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 5 people
each day, provided that the land offers berries, small game, water
and so forth
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Handaxe (Light, thrown 20/60)
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	ProficienciesLang: All armor, shields, simple weapons, martial weapons
Musical Instrument, 

Common, Draconic, Dwarvish
	SP: 
	EP: 
	GP: 10
	PP: 
	Equipment: Chain Mail, Pike, 2 Handaxes, Explorer's pack, dulcimer (musical instrument), staff, hunting trap, animal horn trophy, traveler's clothes, belt pouch
	Features and Traits: Draconic Ancestry: Silver, Damage Type Cold, Damage Resistance Cold, 15 ft. cone (Constitution Save)

Breath Weapon: You can use your action to exhale destructive energy. When you use your breath weapon, each creature in the area of the exhalation must make a saving throw. 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.
Great Weapon Fighting Style: When you roll a 1 or 2 on a damage die for an attack you make with a melee weapon that you are wielding with two hands, you can reroll the die and must use the new roll.

Second Wind: You have a limited well of stamina that you can draw on to protect yourself from harm. On your turn, you can use a bonus action to regain hit points equal to 1d10 + your fighter level. Once you use this feature, you must finish a short or lone rest before you can use it again.
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	Age: 25
	Height: 6'7"
	Weight: 227
	Eyes: Blue
	Skin: Silver - Gray
	Hair: ----
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	Backstory: 
	Feat+Traits: Outlander
Origin - Homesteader
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 5 people each day, provided that the land offers berries, small game, water and so forth
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