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ARMOR Max HP Current HP Temp HP |
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
4d8 successes O=O=0O
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
INSPIRATION j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Firearms, Simple Weapons
— e— === TOOLS ===
ABILITY SAVE DC | Alchemist's Supplies, Jeweler's Tools,
p— p— Smith's Tools, Thieves' Tools, Tinker's Tools,
Woodcarver's Tools
/ N\
30 ft. (Walking) === LANGUAGES ===
Common, Ghomish
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

Guardian Armor: Defensive Field « 2 / Long Rest

As a bonus action, you can gain 4 temporary hit
points, replacing any temporary hit points you already
have.

=== SPECIAL ===

O _-1 Stealth DEX Magical Tinkering « 5 / Other Infuse Item « 2 / Other
U CHARISMA ) O +2 Surival wis Imbue a Tiny nonmagical object with a magical Whenever you finish a long rest, you can touch up
property of your choice: 5ft. radius light, up to 6 to 2 nonmagical objects, imbuing each of them with
+O O second long recorded message, emits odor or one of your artificer infusions, turning it into a magic
- nonverbal sound, static visual effect including up to 25  item. You can attune yourself to the item the instant
@] words of text. You can affect a maximum of 5 objects you infuse it, or you can forgo attunement so that
o at a time. someone else can attune to the item.
=== BONUS ACTIONS === Your infusion remains in an item indefinitelv. but when
\ SKILLS / \ ACTIONS )
74 <\
14 PASSIVE WISDOM (PERCEPTION) P|St0| +1 1d10-1 Piercing Firearms, Ammunition (Firearms), Range, Loading, Range (30/90)
Unarmed Strike +1 0 Bludgeoning
12 PASSIVE WISDOM (INSIGHT)
Guardian Armor: Thunder Gauntlets  +7 1d8+5 Thunder
PASSIVE INTELLIGENCE (INVESTIGATI
17 SSIVEIN CGENCE (INVESTIGATION) Guardian Armor: Thunder Gauntlets (STR)  +1 1d8-1 Thunder

Darkvision 60 ft.
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=== ARTIFICER FEATURES ===

* Hit Points « TCoE 10
* Proficiencies » TCoE 10

* Magical Tinkering » TCoE 11

Imbue a Tiny nonmagical object with a magical
property of your choice: 5ft. radius light, up to 6 second
long recorded message, emits odor or nonverbal
sound, static visual effect including up to 25 words of
text. You can affect a maximum of 5 objects at a time.

| 5/ Other « 1 Action

* Spellcasting » TCoE 11

You can cast prepared artificer spells using INT as
your spellcasting modifier (Spell DC 15, Spell Attack
+7) and prepared artificer spells as rituals if they have
the ritual tag. You must have a spellcasting focus —
specifically thieves’ tools or some kind of artisan’s tool
— in hand when you cast any spell with this feature.

* Infuse Item » TCoE 12

Whenever you finish a long rest, you can touch up to 2
nonmagical objects, imbuing each of them with one of

your artificer infusions, turning it into a magic item. You
can attune yourself to the item the instant you infuse it,
or you can forgo attunement so that someone else can
attune to the item.

Your infusion remains in an item indefinitely, but when
you die, the infusion vanishes after 5 days. The
infusion also vanishes if you give up your knowledge of
the infusion or you exceed your maximum number of
infusions.

| 2 / Other ¢ Special

* Artificer Infusions ¢ TCoE 12
You have invented numerous magical infusions that

rapidly create magic items. Each infusion tells you the
type of item that can receive it and if the resulting
magic item requires attunement.

Some infusions specify a minimum artificer level, and
unless an infusion’s description says otherwise, you
can’t learn it more than once.

* Artificer Specialist « TCoE 13
The type of specialist are:

| Armorer

* The Right Tool for the Job « TCoE 13

With thieves’ tools or artisan’s tools in hand, you can
magically create one set of artisan’s tools in an
unoccupied space within 5 feet of you. This creation
requires 1 hour of uninterrupted work, which can
coincide with a short or long rest. Though the product
of magic, the tools are nonmagical, and they vanish
when you use this feature again.

| 1 Hour

* Tools of the Trade « TCoE 15

You gain proficiency with heavy armor. You also gain
proficiency with smith's tools. If you already have this
tool proficiency, you gain proficiency with one other
type of artisan’s tools of your choice.

* Armorer Spells « TCoE 15

You always have certain spells prepared after you
reach particular levels in this class, as shown in the
Armorer Spells table.

* Arcane Armor « TCoE 15

Your metallurgical pursuits have led to you making
armor a conduit for your magic. As an action, you can
turn a suit of armor you are wearing into Arcane
Armor, provided you have smith’s tools in hand.

| Arcane Armor - Create Armor: 1 Action

N
* Armor Model » TCoE 16

You can customize your Arcane Armor. When you do
so, choose one of the following armor models:
Guardian or Infiltrator.

| Guardian « TCoE
You design your armor to be in the front line of conflict.

| Guardian Armor: Thunder Gauntlets: 1 Action

| Guardian Armor: Defensive Field: 2 / Long Rest ¢
1 Bonus Action

| Guardian Armor: Thunder Gauntlets (STR): 1
Action

* Ability Score Improvement » TCoE 13

=== CUSTOM LINEAGE RACIAL TRAITS ===

* Creature Type » TCoE 9

You are a humanoid. You determine your appearance
and whether you resemble any of your kin.

* Size « TCoE 8
You are Small or Medium (your choice).

* Feat » TCoE 8
* Variable Trait « TCOE 8
| Darkvision «
Darkvision with a range of 60 ft.
=== FEATS ===

* Fey Touched (Intelligence) « TCoE 79
You learn the misty step spell and one 1st-level

FEATURES & TRAITS
\\
Shield 1 6 Ib. Rations (1 day) 9 18 Ib.
Plate 1 65 Ib. Rope, Hempen (50 feet) 1 10 Ib.
Arrows, +1 4 - Sealing Wax 1 -
Pistol 1 31b. Tent, Two-Person 1 20 Ib.
Bag of Holding 1 15 Ib. Tinderbox 2 2 b.
Potion of Growth 1 - Torch 10 10 Ib.
Ink (1 ounce bottle) 1 - Waterskin 1 51b.
Ink Pen 1 - Carpenter's Tools 1 6 Ib.
Acid (vial) 3 3lb. Tinker's Tools 1 10 Ib.
WEIGHT CARRIED Backpack 1 5 lb. Thieves' Tools 1 1lb.
199.62 Ib. Bedroll 1 7 Ib. Bullets, Renaissance 9 1.8 1b.
ENCUMBERED Clothes, Traveler's 1 4 1b.
120 Ib. Crowbar 1 51b.
PUSH/DRAG/LIFT Mess Kit 1 1lb.
240 Ib. Potion of Healing 3 1.51b.
EQUIPMENT ))
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divination/enchantment spell of your choice and can
cast each of these spells without expending a spell

slot, recharging on a long rest.

You can also cast these spells using spell slots you
have of the appropriate level.

ADDITIONAL FEATURES & TRAITS

\\

ADDITIONAL EQUIPMENT
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Female 32 Medium Grol3, statuenhe 133
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Hellbraun. Blassviolette mi Tiefschwarz, i
ALIGNMENT FAITH SKIN EYES HAIR
— —
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=== Allies === // \\
Nallash Ravad.
=== Organizations ===
Diverse Operationen Agentur. (DOA) PERSONALITY TRAITS
L~ 1
[ "]
Hansaj ist Mitglied der Abteilung Life before death. Strength before weakness.
Experimentelle-Waffentechnologie-Zwei (EW-II). Journey before destination.
Sie arbeitete zunachst als Werkzeugkalibrator und
Designer und nun als Feldeinsatzmechatroniker.
IDEALS
L~ 1
[ "]
EW-II entwickelt moderne Waffen weltlicher und
magischer Natur und testet diese in
Feldeinséatzen.
BONDS
L~ 1
[N "]
Sie hat eine Art Abneigung gegen die
Dunkelheit, oder zumindest gegen
Schatten, sie wird unruhig, wenn sie
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS Y
) { )\ {
/ \
Du stehst auf einer Lichtung aus toten Baumen, Deine Firma/Organisation, hat Infos Gber einen Ort
dunkle Aste die wie Klauen einer Bestie nach dir erhalten der sich "Der Bernsteintempel" nennt, aber
zu greifen scheinen umgeben dich, als eine niemand weif3 wo er sich befindet blof3 das in ihm
formlose schwarze Masse dein Sichtfeld Wissen versteckt sein soll, das auf ewig
einnimmt... weggeschlossen werden sollte
Eine verhulite Gestalt dessen Ausmafie du gar
nicht wahrnehmen kannst, fast schon Flissig aber Eine Gruppierung Nomaden, die Vistani, kleines Dorf
irgendwie auch nicht, ruft nach dir... in der Nahe von Valki, fahrt hier durch die Lande ein
und aus, bringen informationen und exotische Giiter
"Ich bin der Stern der Geheimnisse und keine aus aller Lande mit sich
Information soll vor mir verborgen bleiben... oder
vor dir, wenn du dich meiner Sache verschreibst.
Wenn es Wissen ist das du begehrst, sogar jenes Dann hat Hansaj noch gehdort von einem Weingut
welches auBBerhalb deiner sterblichen Reichweite "Weinmagier" auf dem der beste Wein gemacht wird
liegt, soll es dir zur Verfligung stehen..." in ganz Barovia, wenn nicht sogar in ganz Faerdn,
aber davon verlasst wenig bis garnichts dieses Land.
Die Verhliillte, flissige Gestalt kommt zum stehen
und du kannst das erste mal seine Ausmaf3e
wahrnehmen, so als ob sie jetzt erst gesehen
werden mochte, die Gestalt sieht aus wie ein Weingut der Dursts an der Windmhle. Der Magier
Humanoides Wesen das ein Lacken tbergestilpt Grubba hat uns gebeten sich die Entwicklungen
hat und aus einem Loch, in dem Lacken, streckt anzuschauen.
es dir einladen eine Hand entgegen...
CHARACTER BACKSTORY ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
O Booming Blade Artificer +7 1A Self/5 ft. Sphere  S,M 1 round SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM
O Sword Burst Artificer DEX 15 1A Self/5 ft. \% Instantaneous  SCAG 143 V

=== 1st LEVEL === 3 Slots OO0
QO Absorb Elements Artificer - 1R Self S 1 round EE 150 D:1Rnd, S
QO Cure Wounds Artificer - 1A Touch V,S Instantaneous PHB 230 V/S
O Sanctuary Artificer WIS 15 1BA 30 ft. V,S,M 1 minute PHB 272  D:1m, VISIM
O Feather Fall Artificer - iR 60 ft. V.M 1 minute PHB239 D:1m, V/IM
O Tasha's Caustic Brew <C> Artificer DEX 15 1A Self/30 ft. Line V,S,M  concenvation. spro1minwe - TCOE 115  D: 1m, 30 ft. Line, V/S/IM
O Faerie Fire <C> Artificer DEX15 1A 60 ft./20 ft. Cube V Concenuaiion, upto tmine - PHB 239 D: 1m, 20 ft. Cube, V
O Alarm [R] Artificer -- im 30 ft. V,S,M 8 hours PHB 211  D: 8h, V/ISIM
P Magic Missile Artificer (Always Prepared) -- 1A 120 ft. V.S Instantaneous  PHB 257  V/S
P Thunderwave Artificer (Always Prepared) CON 15 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, VIS
O Detect Magic [R]<C> Artificer - 1A+ 10m  Self/30 ft. Sphere V,S concentraion, po tomnutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Disguise Self Artificer - 1A Self V,S 1 hour PHB 233 D:1h, VIS
O Expeditious Retreat <C> Artificer -- 1BA  Self V.S concentraion, pto 1ominutes - PHB 238 D: 10m, V/S
O False Life Artificer - 1A Self V,S,M 1 hour PHB 239  D: 1h, VISIM
O Grease Artificer DEX 15 1A 60 ft/10 ft. Square V,S,M 1 minute PHB 246  D:1m, 10 ft. Square, V/IS/M
O Identify [R] Artificer - 11m  Touch V,S,M Instantaneous PHB 252  V/S/M
O Jump Artificer - 1A Touch V,S,M 1 minute PHB 254  D:1m, V/ISIM
O Longstrider Artificer - 1A Touch V,S,M 1 hour PHB 256 D: 1h, VISIM
QO Purify Food and Drink [R] Artificer - 1A+10m 10 ft/5 ft. Sphere V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
O Catapult Artificer DEX 15 1A 60 ft. S Instantaneous ~ EE 150 S
O Snare Artificer DEX 15 1m Touch SM 8 hours XGtE 165 D: 8h, S/IM
O Compelled Duel <C> Fey Touched (Intelligence) WIS 15 1BA 30ft. \% Concenuation, po 1mine - PHB 224 1/LR, D: 1m, V

===2nd LEVEL ===
O Misty Step Fey Touched (Intelligence) - 1BA  Self \Y Instantaneous  PHB 260  1/LR,V

R SPELLS N
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