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Dragonborn 
 
 
Average Height: 6'2"�6'8" 
Average Weight: 220�320 lbs 
  
Ability Scores: +2 Strength, +2 Charisma 
Size: Medium 
Speed: 30 feet 
Vision: Normal 
  
Unarmed Attack: Claws (Strength) 
Unarmed Damage: 1d6 + Strength Modifier 
  
Languages/Scripts: Any four 
Skill Bonuses: +2 Knowledge (religion) 

+2 Intimidate 
Defence Bonus: +1 Fortitude 
 
 
Dragonborn Fury Dragonborn Racial Trait 
The rage and power of a true dragon runs through your veins. 
When injured you can contain yourself no longer. 
At-Will | Mundane 
No Action 
Trigger: You are bloodied. 
Area of Effect: Personal 
Effect: When you're bloodied, you gain a +1 racial bonus to 
attack and damage rolls. These bonuses apply to all attacks with 
weapons, talents or spells. The bonus increases to +2 at 11th 
level and +3 at 21st level. 
 
 
Draconic Armour Dragonborn Racial Trait 
The scales that make up your skin are as tough as leather 
armour. 
Continuous Effect | Mundane 
No Action 
Area of Effect: Personal 
Effect: You gain a +2 racial bonus to your armour class. 
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Dragonborn Talents 
 
 
Dragon Breath Dragonborn Talent 
As you open your mouth with a roar, the deadly power of your 
draconic kin blasts forth to engulf your foes. 
Recharge | Supernatural, Energy type (Acid, Cold, Fire, 
Lightning or Poison) 
Standard Action 
Prerequisite: Dragonborn 
Duration: Instantaneous 
Area of Effect: Close blast (cone) 15 ft. 
Target: All creatures in area of effect 
Attack: Unarmed Combat (special) vs. Reflex 

This Unarmed Combat check is modified by the highest of 
the Dragonborn's physical Ability Modifiers (Str, Dex or Con). 
Miss: Half damage 
Effect: You breathe a cone of energy from your mouth. The 
cone extends for fifteen feet and encompasses everything in a 
90_ arc.  Normally, this means the dragonborn can hit up to 
three opponents currently engaging him in mêlée combat, as 

well as any other targets who happen to be standing behind 
them in the area of effect. The exact number of targets will 
vary according to circumstance, and it is up to the GM to 
adjudicate this fairly. 

The blast inflicts energy damage of the chosen type. The 
amount of damage is 1d6+2 per five character levels (see 
table below). There is no upper limit to the damage, which 
continues to increase at this rate into epic levels. 
 

Level Dragon Breath Damage 
1st-5th 1d6+2 
6th-10th 2d6+4 
11th-15th 3d6+6 
16th-20th 4d6+8 
21st-25th 5d6+10 
26th-30th 6d6+12 

 
 
Special: When you first acquire this talent, you must choose 
its damage type: acid, cold, fire, lightning or poison. This 
choice remains throughout your character's life. 
Dragonborn Resolve: When you take this talent you gain 4 
extra hit points. 
 

 
 
Dragonborn Zeal Dragonborn Talent 
The tenacity and stamina of the dragon dominate your body. 
Anyone unfortunate enough to bring you down, soon realises 
that he has created an even deadlier opponent. 
Recharge | Mundane 
Immediate Reaction 
Trigger: Your hit points drop to 0 or fewer. 
Prerequisites: Dragonborn, Dragonborn Frenzy racial feat, 
Great Fortitude feat, Toughness feat, 11th level 
Area of Effect: Personal 
Effect: When you are reduced to zero hit points or fewer, you 
immediately regain hit points equal to your second wind value 
plus your Charisma modifier. Add an intrinsic bonus of +2 per 
tier to all attack rolls and damage rolls against the enemy that 
reduced you to 0 hit points or fewer until the end of your next 
turn. If the original blow dealt enough damage to kill you 
outright, then you still die and the effects of this power do not 
apply. 
Dragonborn Resolve: When you take this talent you gain 4 
extra hit points. 
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Dragonborn Feats 
 
 
Adaptable Breath Dragonborn Feat 
When you use your breath weapon you can choose between 
two or more different energy types. 
At-Will | Supernatural, Energy type (Acid, Cold, Fire, 
Lightning or Poison) 
No Action 
Prerequisite: Dragonborn, Dragon Breath racial talent. 
Area of Effect: Personal 
Effect: Choose a damage type your breath weapon doesn�t 
already have from among acid, cold, fire, lightning, or poison. 
When you use your dragon breath racial talent, you choose 
which damage type applies to the attack. Only one damage 
type applies for a given dragon breath attack. 
Special: You can take this feat more than once. Each time 
you select this feat, choose another damage type for your 
dragon breath talent that you don't already have for it. 
 
 
Admixture Breath Dragonborn Feat 
When you use your breath weapon you can combine two 
different energy types into one devastating blast. 
At-Will | Supernatural, Energy type (Acid, Cold, Fire, 
Lightning or Poison) 
No Action 
Prerequisite: Dragonborn, Dragon Breath racial talent, 
Adaptable Breath racial feat, 11th level. 
Area of Effect: Personal 
Effect: When you use your dragon breath talent, you can mix 
any two of the damage types to which you have access. Your 
dragon breath deals both types of damage. This doesn�t 
increase the amount of damage you deal, but a creature must 
be able to resist or be immune to both damage types to reduce 
or ignore the damage. If a creature is vulnerable to either 
damage type, it is considered to be vulnerable to damage from 
your dragon breath. 
   For instance, if you chose the fire damage type at character 
creation and chose lightning when you took the Adaptable 
Breath feat, your dragon breath deals fire damage and 
lightning damage. A creature immune to fire but vulnerable to 
lightning is considered to be vulnerable to your dragon breath. 
 
 
Dragonborn Frenzy Dragonborn Feat 
You take your dragonborn to the next level. When wounded 
your attacks do even more damage. 
At Will | Mundane 
No Action 
Prerequisite: Dragonborn, Dragonborn Fury racial trait 
Area of Effect: Personal 
Effect: While you are bloodied you gain a +2 bonus to all 
damage rolls. This is in addition to extra damage gained from 
your Dragonborn Fury racial trait. This bonus applies to all 
attacks with weapons, talents or spells. 
 

 
 
Dragonborn Senses Dragonborn Feat 
By racial quirk you have developed some of the heightened 
senses of your dragon ancestors. 
Continuous Effect | Mundane 
No Action 
Prerequisite: Dragonborn 
Area of Effect: Personal 
Effect: You gain low-light vision. In addition, you gain a +1 
racial bonus to Perception checks. 
 
 
Empowered Dragon Breath Dragonborn Feat 
Your dragon breath inflicts more damage. 
At-Will | Supernatural 
No Action 
Prerequisite: Dragonborn, Dragon Breath racial talent, 11th 
level  
Area of Effect: Personal 
Effect: Use d10s for the damage roll of your Dragon Breath 
racial talent instead of d6s. 
 
 
Enlarged Dragon Breath Dragonborn Feat 
Your natural breath weapon is expanded to affect more 
targets. 
At-Will | Supernatural 
No Action 
Prerequisite: Dragonborn, Dragon Breath racial talent 
Area of Effect: Personal 
Effect: When you use your dragon breath racial talent you can 
choose to make it a 25 ft cone instead of a 15 ft cone. 
 
 
Hurl Breath Dragonborn Feat 
You can spit your dragon breath, turning it into a grenade-like 
weapon. 
At-Will | Supernatural 
No Action 
Prerequisite: Dragonborn, Dragon Breath racial talent 
Area of Effect: Ranged Burst, 10 ft radius within 50 ft 
Effect: When you use your dragon breath racial talent, you 
can hurl it as an area attack instead of delivering it as a cone. 
You cough up an orb of energy and spit it up to 50 ft. The orb 
explodes in a 10 ft radius. With the exception of the "area of 
effect" none of the other aspects of the talent are changed. 
 
 


