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ﬁ) -1 Strength \ /7
(_\' ARMOR Max HP Current HP Temp HP
STRENGTH \ O _+2_ Dexterity
8 (® +11 Constitution +2 17 2 19 —_
© +11 Intelligence
O _+0 Wisdom INITIATIVE CLAsS \ HIT POINTS
O -1 Charisma y / y
. . . 4d8 + 16d10
—— Resistances - Fire, Poison successes OO0
DEXTERITY
Advantage on CON saving throws that FAILURES O=O=O
you make to maintain Concentration.
14 Advantage on WIS DEFENSES \ HIT DICE \ DEATH SAVES
Advantage on CHA N\
@ K SAVING THROWS ) Y
HEROIC INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor, Medium Armor, Shields
[CONSTITUTION] ﬂ) +2_ Acrobatics DEX \ N - WEAPONS o=
. ) PROFICIENCY BONUS N T
20 | o _+o Animal Handiing wis j Martial Weapons, Simple Weapons
® +11 Arcana INT e
— i === TOOLS ===
O 1 Athletics STR = — Calligrapher's Supplies, Smith's Tools,
® _+5 Deception CHA ABILITY SAVE DC | Thieves' Tools, Tinker's Tools, Woodcarver's
pom— PN Tools
(_\ ® _+11 History INT
INTELLIGENCE
O _+0_ Insight wis (7 N === LANGUAGES ===
30 ft. (Walkin Common, Common Sign Language, Goblin
20 O -1 Intimidation CHA ( 9) g guag
® _*11 Investigation INT
’@ O _+0_ Medicine wis \ SPEED 74
O +5 Nature INT ) PROFICIENCIES & TRAINING
I wispom ® _+6  Perception WIS , \
O -1 Performance CHA === ACTIONS === until you finish a Long Rest, at which point it vanishes.
10 ) Standard Actions You can use this feature 5 times per Long Rest.
® _*5  Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help,
O +5 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, === BONUS ACTIONS ===
e g Grapple, Shove, Improvise, Two-Weapon Fighting, Second Wind « 4 / Long Rest
> 3 O _*2_ Sleight of Hand DEX Interact with an Object, Study, Influence You can draw upon a limited well of physical and
mental stamina and regain 1d10+16 HP.
O _*2  Stealth DEX Steel Defender: Repair « 3/ Long Rest
U CHARISMA O 40 Survival wis The defender, or one Construct or object it can see  You can use this 4 times per Long Rest, and can
within 5 feet of itself, regains a number of Hit Points regain one expended use when you finish a Short
8 O equal to 2d8 + 5. Rest.
O Tinker's Magic * 5 / Long Rest Second Wind: Tactical Shift
o As a Magic action while holding Tinker's Tools, you Whenever you activate your Second Wind with a
—_— can create one item in an unoccupied space within 5 Bonus Action, you can move up to 15 ft. without
ft. of vourself, from the provided list. The item lasts provokina Opportunity Attacks.
\ SKILLS / \ ACTIONS )
r // \\
16 PASSIVE PERCEPTION Longsword +5 1d8-1 Slashing Martial, versatie, ap, Booming Blade: 3d8 Thunder, 4d8 Thunder
Unarmed Strike +5 0 Bludgeoning
10 PASSIVE INSIGHT
21 PASSIVE INVESTIGATION

Blindsight 10 ft., Darkvision 60 ft.
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=== FIGHTER FEATURES === | Eldritch Knight * 6: Ability Score Improvement « PHB-2024 92
* Core Fighter Traits « PHB-2024 91 * Spellcasting « PHB-2024 97 * War Magic « PHB-2024 97
When you take the Attack action, you can replace one

* Fighting Style « PHB-2024 91 * War Bond « PHB-2024 97 of the attacks with a casting of one of your Wizard
You gain a Fighting Style feat of your choice, and You learn a ritual that creates a magical bond between  cantrips that has a casting time of an action.
whenever you gain a Fighter level, you can replace the  yourself and a weapon. You perform the ritual over the
feat you chose with a different Fighting Style feat. course of 1 hour, which can be done during a Short | 1 Action

Rest. The ritual fails if another Fighter is bonded to the
* Second Wind « PHB-2024 91 weapon or if the weapon is a magic item that someone  * 8: Ability Score Improvement « PHB-2024 92
As a Bonus Action, you can draw upon a limited well of  else has attuned to.
physical and mental stamina and regain 1d10+16 HP. * Tactical Master « PHB-2024 92

Once bonded, you can'’t be disarmed of that weapon When you attack with a weapon whose mastery
You can use this 4 times per Long Rest, and can unless you have the Incapacitated condition. As a property you can use, you can replace that property
regain one expended use when you finish a Short Bonus Action, you can summon it to your hand as long  with the Push, Sap, or Slow property for that attack.
Rest. as its on the same plane of existence as you.

| Tactical Master: Push: 1 Action
| 4 / Long Rest « 1 Bonus Action You can have up to 2 bonded weapons, but you can

only summon one at a time with a Bonus Action. If you | Tactical Master: Sap: 1 Action
* Weapon Mastery « PHB-2024 91 try to bond with a 3rd weapon, you must break the

bond with one of the other two. | Tactical Master: Slow: 1 Action

* Action Surge « PHB-2024 91
On your turn you can take one additional action, | War Bond: Ritual Bonding: 1 Hour | 1 Action
except the Magic action.

| War Bond: Summon Weapon: 1 Bonus Action * Indomitable « PHB-2024 92
You can use this feature 1 time(s) until you finish a If you fail a saving throw, you can reroll it with a +16
Short or Long Rest. * 4: Weapon Mastery « PHB-2024 91 bonus. You must use the new roll.
| 1/ Short Rest « Special * Ability Score Improvement « PHB-2024 92 You can use this feature 2 time(s) per Long Rest.
* Tactical Mind » PHB-2024 91 * Extra Attack « PHB-2024 92 | 2/ Long Rest « Special
When you fail an ability check, you can expend a use You can attack 3 times instead of once whenever you
of Second Wind, and instead of regaining HP, you roll take the Attack action on your turn. *10: Weapon Mastery « PHB-2024 91
1d10 and add the result to the ability check. If the
check still fails, this use of Second Wind isn’t * Tactical Shift « PHB-2024 92 * Eldritch Strike « PHB-2024 97
expended. Whenever you activate your Second Wind with a When you hit a creature with an attack using a
Bonus Action, you can move up to 15 ft. without weapon, that creature has Disadvantage on the next
| Special provoking Opportunity Attacks. saving throw it makes against a spell you cast before
the end of your next turn.
* Fighter Subclass « PHB-2024 92 | Second Wind: Tactical Shift: 1 Bonus Action
| 1 Action
FEATURES & TRAITS
Longsword 1 3lb.
Scale Armour 1 40 Ib.

WEIGHT CARRIED
43 |b.
ENCUMBERED

120 Ib.

PUSH/DRAG/LIFT

240 Ib.

EQUIPMENT
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* Two Extra Attacks « PHB-2024 92
*12: Ability Score Improvement « PHB-2024 92
* Studied Attacks « PHB-2024 92
If you make an attack roll against a creature and miss,
you have Advantage on your next attack roll against
that creature before the end of your turn.

| 1 Action
* 14: Ability Score Improvement « PHB-2024 92
* Arcane Charge « PHB-2024 97
When you use Action Surge, you can teleport up to 30
ft. to an unoccupied space you can see. You can
teleport before or after the additional action.

| Special
* 16: Ability Score Improvement « PHB-2024 92
* 16: Weapon Mastery « PHB-2024 91
=== ARTIFICER FEATURES ===
* Core Atrtificer Traits « EFOtA 7
* Spellcasting * EFotA 7
You can channel magical energy through objects.
Intelligence is your spellcasting ability for your Artificer
spells (Spell DC 19, Spell Attack +11). You can use
Thieves' Tools, Tinker's Tools, or another kind of
Artisan's Tools as a Spellcasting Focus for your

Artificer spells.

* Tinker's Magic « EFotA 8
You know the Mending cantrip.

As a Magic action while holding Tinker's Tools, you

can create one item in an unoccupied space within 5 ft.

of yourself, from the provided list. The item lasts until
you finish a Long Rest, at which point it vanishes. You
can use this feature 5 times per Long Rest.

| 5/Long Rest ¢ 1 Action

* Replicate Magic Item « EFotA 8
You have learned arcane plans that you use to make
magic items.

You know 4 Magic Item Plans.

When you finish a Long Rest, you can create 2 magic
items. A magic item created by this feature functions
as the normal magic item, except its magic isn't
permanent; when you die the magic item vanishes
after 1d4 days. If you replace a plan you know with a
new plan, any magic item created with the replaced
plan immediately vanishes. If an item that you created
is a container, and it vanishes, its contents harmlessly
appear in and around its space.

Additionally, you can use any Wand or Weapon
created by this feature as a Spellcasting Focus.

* Magic Item Plans « EFotA
You have learned arcane plans that you use to make
magic items.

Additionally, you can use any Wand or Weapon
created by this feature as a Spellcasting Focus.

| Bag of Holding « DMG-2024
| Half Plate Armor of Gleaming « DMG-2024
| Sending Stones « DMG-2024

| Wand of the War Mage, +1 « DMG-2024

ADDITIONAL FEATURES & TRAITS

* Artificer Subclass ¢ EFotA 10
| Battle Smith

* Tools of the Trade « EFotA 18
You gain the following benefits.

Tool Proficiency. You gain proficiency with Smith’s
Tools. If you already have this proficiency, you gain
proficiency with one other type of Artisan’s Tools of
your choice.

Weapon Crafting. When you craft a nonmagical or
magic weapon, the amount of time required to craft it is
halved.

* Battle Smith Spells « EFotA 18

When you reach an Atrtificer level specified in the
Battle Smith Spells table, you thereafter always have
the listed spells prepared.

* Battle Ready * EFotA 18
Your combat training and your experiments with magic
have paid off in two ways.

Arcane Empowerment. When you attack with a magic
weapon, you can use +5 (Int.), instead of your Str. (-1
or Dex. (+2) mod, for the attack and damage rolls.

Weapon Knowledge. You gain proficiency with Martial
weapons. You can use a weapon with which you have
proficiency as a Spellcasting Focus for your Atrtificer
spells.

* Steel Defender « EFotA

You determine the Steel Defender’s appearance and
whether it has two legs or four; your choices don’t
affect the defender’s game statistics.

The defender is Friendly to you and your allies and
obeys you. It vanishes if you die.

N
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The Defender in Combat. In combat, the defender acts
during your turn. It can move and take its Reaction on
its own, but the only action it takes is the Dodge action
unless you take a Bonus Action to command it to take
an action. If you have the Incapacitated condition, the
defender acts on its own and isn't limited to the Dodge
action.

Restoring or Replacing the Defender. If the defender
has died within the last hour, you can take a Magic
action to touch it and expend a spell slot. The defender
returns to life after 1 minute with all its Hit Points
restored.
Whenever you finish a Long Rest, you can create a
new defender if you have Smith’s Tools in hand. If you
already have a defender from this feature, the first one
vanishes.

| Restore or Replace the Defender: 1 Action

| 25 / Other « Special

| Steel Defender: Force-Empowered Rend: 1 Action

| Steel Defender: Repair: 3/ Long Rest « 1 Action

| Steel Defender: Deflect Attack: 1 Reaction

* Ability Score Improvement « EFotA 10

=== VERDAN SPECIES TRAITS ===

* Size « Al 74
At 1st level, you are a Small creature. When you reach
5th level, you become a Medium creature.

* Black Blood Healing « Al 74
When you roll a 1 or 2 on any Hit Die you spend at the

end of a short rest, you can reroll the die and must use
the new roll.

* Limited Telepathy « Al 74

You can telepathically communicate simple
ideas/concepts with any creature within 30 feet of you,
as long as it understands at least one language.

* Persuasive ¢ Al 74
You have proficiency in the Persuasion skill.

* Telepathic Insight « Al 74
You have advantage on all Wisdom and Charisma
saving throws.

* Languages ¢ Al 74
You speak, read, and write Common, Goblin, and one
additional language of your choice:

=== FEATS ===

* Boon of Combat Prowess « PHB-2024 210
Ability Score Increase. One ability score of your choice
increased by 1.

Peerless Aim. Once per turn, when you miss an attack
roll, you can hit instead.

* Blind Fighting « PHB-2024 209
You have Blindsight with a range of 10 ft.

* Telekinetic « PHB-2024 208
Ability Score Increase. Int., Wis., or Cha. increased by
1.

Minor Telekinesis. You learn the Mage Hand spell.
You can cast it without Verbal or Somatic components,
you can make the spectral hand Invisible, and its
range increases by 30 ft. when you cast it. The spell’'s
spellcasting ability is the ability increased by this feat.

ADDITIONAL FEATURES & TRAITS

Telekinetic Shove. As a Bonus Action, you can
telekinetically shove one creature you can see within
30 ft. of yourself. When you do so, the target must
succeed on a Strength saving throw (DC 8 plus the
ability modifier of the score increased by this feat and
your Proficiency Bonus) or be moved 5 ft. toward or
away from you.

| Intelligence «
| Telekinetic Shove: 1 Bonus Action

* Infernal Bulwark « DDBD

You gain the following benefits:

« Increase your Con. or Cha. by +1.

» While you aren’t wearing armor or wielding a Shield,
your base AC equals 10 plus your Dex. modifier plus
the modifier of the ability increased by this feat.

* You always have the Armor of Agathys spell
prepared. You can cast it once per Long Rest without
expending a spell slot. When you cast it without a spell
slot using this feature, you cast it as its level 2 version,
and it deals Fire damage instead of Cold damage. You
can also cast the spell using any spell slots you have
of the appropriate level. Cha. is your spellcasting
ability for this spell.

« Whenever a creature you can see within 60 ft. of you
forces you to make a saving throw and you succeed,
you can take a Reaction to deal 1d10 Fire damage to
it. You can use this benefit 6 times per Long Rest.

| Constitution

| Vengeful Surge: 6 / Long Rest * 1 Reaction
* Infernal Dragoon « DDBD
You gain the following benefits:

« Increase your Con. or Cha. by +1.
* When you make a D20 Test, you can add a +2 bonus

ADDITIONAL EQUIPMENT
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to the roll. You can use this benefit once per Long
Rest.

* You always have the Magic Weapon spell prepared.
You can cast it once per Long Rest without using a
spell slot. When you do so, the spell’'s duration
increases to 8 hours. You can also cast the spell using
any spell slots you have of the appropriate level. Cha.
is your spellcasting ability for this spell.

| Constitution
* You can take a Magic action to manifest an aura of
fear in a 30-ft. Emanation originating from yourself.
Each creature of your choice in that area makes a DC
19 Cha. saving throw. On a failed save, it has the
Frightened condition until the end of its next turn. On a
successful save, a creature is unaffected, and it is
immune to this ability for 24 hours.

| Devil's Favor: 6 / Long Rest ¢ Special
| Devilish Aura: 1 Action

* War Caster « PHB-2024 209
Ability Score Increase. Increase your Int., Wis., or Cha.
by 1.

Concentration. You have Advantage on Con. saving
throws to maintain Concentration.

Reactive Spell. When a creature provokes an
Opportunity Attack from you by leaving your reach, you
can take a Reaction to cast a spell at the creature
rather than making an Opportunity Attack. This spell
must have a casting time of one action and must target
only that creature.

Somatic Components. You can perform the Somatic
components of spells even when you have weapons or
a Shield in one or both hands.

| Reactive Spell: 1 Reaction

* Durable « PHB-2024 203
Ability Score Increase. Con. increased by 1.

Defy Death. You have Advantage on Death Saving
Throws.

Speedy Recovery. As a Bonus Action, you can expend
one of your HP Dice, roll the die, and regain a number
of HP equal to the roll.

| Speedy Recovery: 1 Bonus Action

* Boon of Dimensional Travel « PHB-2024 210
Ability Score Increase. One ability score of your choice
increased by 1.

Blink Steps. Immediately after you take the Attack
action or the Magic action, you can teleport up to 30 ft.
to an unoccupied space you can see.

| Blink Steps: No Action
* Weapon Mastery « PHB-2024 91

| Battleaxe (Topple) ¢
Topple. If you hit a creature with a Battleaxe, you can
force it to make a Con. saving throw (DC 8 + 6 + the
ability modifier used to make the attack). On a failed
save, the creature has the Prone condition.

| Longsword (Sap) ¢
Sap. If you hit a creature with a Longsword, that
creature has Disadvantage on its next attack roll
before the start of your next turn.

| Warhammer (Push) ¢
Push. If you hit a creature with Warhammer, you can
push the creature up to 10 ft. straight away from you if
it's Large or smaller.

ADDITIONAL FEATURES & TRAITS

| Topple (Battleaxe): 1 Action
| Sap (Longsword): 1 Action
| Push (Warhammer): 1 Action
* 4: Weapon Mastery « PHB-2024 91

| Trident (Topple) «
Topple. If you hit a creature with a Trident, you can
force it to make a Con. saving throw (DC 8 + 6 + the
ability modifier used to make the attack). On a failed
save, the creature has the Prone condition.

| Topple (Trident): 1 Action
* 16: Weapon Mastery « PHB-2024 91

| Quarterstaff (Topple) ¢
Topple. If you hit a creature with a Quarterstaff, you
can force it to make a Con. saving throw (DC 8 + 6 +
the ability modifier used to make the attack). On a
failed save, the creature has the Prone condition.

| Topple (Quarterstaff): 1 Action
*10: Weapon Mastery « PHB-2024 91

| Flail (Sap) *
Sap. If you hit a creature with a Flail, that creature has
Disadvantage on its next attack roll before the start of
your next turn.

| Sap (Flail): 1 Action

* Infernal Pact « DDBD
You gain the following benefits.

« You have Resistance to Fire damage and Poison
damage.
« You can see normally in Dim Light and

N
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Darkness—both magical and nonmagical—within 60 ft.
of yourself.

« You gain proficiency in the Deception skill.

* Pact Seeker Ability Score Increase « DDBD

| Increase two scores (+2 / +1) « EFotA

ADDITIONAL FEATURES & TRAITS

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
O Guidance Artificer -- 1A Touch V,S Concenration, up to L minute - PHB-2024 282 D: 1m, V/S
QO Thunderclap Artificer CON 19 1A Self/5 ft. Emanation S Instantaneous  PHB-2024 333 5 ft. Emanation, S
O Booming Blade Fighter +11 1A Self/5 ft. Sphere  S,M 1 round SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM
O Sword Burst Fighter DEX 19 1A Self/5 ft. \Y Instantaneous  SCAG 143 V
QO Toll the Dead Fighter WwIS19 1A 60 ft. V,S Instantaneous ~ PHB-2024 334 V/S
O Mage Hand Telekinetic -- 1A 30 ft. V,S 1 minute PHB-2024293 D: 1m, V/S
P Mending Tinker's Magic (Always Prepared) -- im Touch V,S,M Instantaneous  PHB-2024297 V/S/M

=== 1st LEVEL === 4 Slots OO00
O Feather Fall Artificer - 1R 60 ft. AV 1 minute PHB-2024 271 D: 1m, VIM
O Faerie Fire Artificer DEX19 1A 60 ft./20 ft. Cube V Concenuation, upto 1minute - PHB-2024 271 D: 1m, 20 ft. Cube, V
O Detect Magic [R] Artificer -- 1A Self/30 ft. Sphere  V,S concenration,upto 10 minutes - PHB-2024 262 D: 10m, 30 ft. Sphere, V/S
O Grease Artificer DEX 19 1A 60 ft/10 ft. Square V,S,M 1 minute PHB-2024 280 D: 1m, 10 ft. Square, V/S/IM
O Jump Artificer - 1BA  Touch V,S,M 1 minute PHB-2024 290 D: 1m, V/SIM
O False Life Artificer - 1A Self V,S,M Instantaneous  PHB-2024271 V/S/M
O Purify Food and Drink [R] Artificer - 1a+10m 10 ft/5 ft. Sphere V,S Instantaneous ~ PHB-2024310 5 ft. Sphere, V/S
O Sanctuary Artificer WIS19 1BA 30ft. V,S\M 1 minute PHB-2024 313 D: 1m, V/S/IM
O Longstrider Artificer - 1A Touch V,S,M 1 hour PHB-2024 293 D: 1h, V/IS/M
O Cure Wounds Artificer - 1A Touch V.S Instantaneous ~ PHB-2024259 \//S
O Disguise Self Artificer - 1A Self V,S 1 hour PHB-2024 262 D: 1h, V/S
O Identify [R] Artificer - 11m  Touch V,S,M Instantaneous  PHB-2024287 V/S/M
O Expeditious Retreat Artificer - 1BA  Self V,S Concentation, pto 10 minutes  PHB-2024 270 D: 10m, V/S
O Alarm [R] Artificer - 11m  30ft/20 ft. Cube V,S,M 8 hours PHB-2024 239 D: 8h, 20 ft. Cube, V/IS/M
O Tasha's Caustic Brew Artificer DEX19 1A Self/30 ft. Line V,S,M  concenration. spro1minwe - TCOE 115 D: 1m, 30 ft. Line, V/S/IM
O Absorb Elements Artificer - 1R Self S 1 round EE 150 D: 1Rnd, S
O Catapult Artificer DEX 19 1A 60 ft. S Instantaneous  EE 150 S
QO Snare Artificer DEX 19 1m Touch S,M 8 hours XGtE 165 D: 8h, S/IM
QO Silvery Barbs Fighter - 1R 60 ft. \Y Instantaneous  SACoC 38 V
QO Shield Fighter - 1R Self V,S 1 round PHB-2024316 D: 1Rnd, V/S
O Find Familiar [R] Fighter -- 1h 10 ft. V,S,M Instantaneous  PHB-2024272 V/S/M
O Magic Missile Fighter -- 1A 120 ft. V,S Instantaneous ~ PHB-2024 295 V/S
P Armor of Agathys Infernal Bulwark (Always Prepared) -- 1BA  Self V,S\M 1 hour PHB-2024 243 D: 1h, V/S/M
P Heroism Battle Smith Spells (Always Prepared) -- 1A Touch V,S Concentration, up o L minute  PHB-2024 285 D: 1m, V/S
P Shield Battle Smith Spells (Always Prepared) -- 1R Self V,S 1 round PHB-2024 316 D: 1Rnd, V/S

===2nd LEVEL === 3 Slots OO0
O Enlarge/Reduce Fighter CON 19 1A 30 ft. V,S,M  concenuation, up o 1 minute - PHB-2024 268 D: 1m, V/S/M
O Shadow Blade Fighter -- 1BA  Self V,S Concenvation, upto 1minuie - XGtE 164  D: 1m, V/S
O See Invisibility Fighter -- 1A Self V,S,M 1 hour PHB-2024 314 D: 1h, V/S/M
Q Darkness Fighter - 1A 60 ft./15 ft. Sphere  \/,M Concentration,up 1o 10 minutes PHB-2024 260 D: 10m), 15 ft. Sphere, V/IM
O Armor of Agathys Infernal Bulwark - 1BA  Self V,S,M 1 hour PHB-2024 243 1/LR, D: 1h, V/SIM
O Magic Weapon Infernal Dragoon -- 1BA Touch V.S 1 hour PHB-2024 295 1/LR, D: 1h, V/S
P Magic Weapon Infernal Dragoon (Always Prepared) -- 1BA Touch V,S 1 hour PHB-2024 295 D: 1h, V/S

===3rd LEVEL === 3 Slots 000
O Fireball Fighter DEX19 1A 150 ft/20 ft. Sphere V/,S,M  Instantaneous  PHB-2024 274 20 ft. Sphere, V/S/M
O Fly Fighter - 1A Touch V,S,M  concentaton o ommses  PHB-2024 276 D: 10m, V/S/M
O Counterspell Fighter CON19 1R 60 ft. S Instantaneous ~ PHB-2024258 S

SPELLS

> 4

N




