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Light Armor, Medium Armor, Shields

=== WEAPONS ===
Firearms, Simple Weapons
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Artificer 2 Charasher
CLASS & LEVEL PLAYER NAME
Gnome Noble (Milestone)
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HEROIC INSPIRATION
j === ARMOR ===

SENSES

® +6 Arcana INT
i === TOOLS ===
O _*4_ Athletics sTR — Alchemist's Supplies, Thieves' Tools, Tinker's
O _+4  Deception CHA ABILITY SAVE DC | Tools
_g— _gu—
®© 6 History INT === LANGUAGES ===
O _+4  Insight wis 7% N Common, Draconic, Gnomish
30 ft. (Walkin
O +4 Intimidation CHA ( 9)
O _*4_ Investigation INT
O +4 Medicine wis \ SPEED /
O +4 Nature INT ) PROFICIENCIES & TRAINING
QO _+4  Perception WIS \
QO _+4  Performance CHA === ACTIONS === Tiny Clockwork Device: Activate
) Standard Actions Whenever you or another creature activates it with
® _*6  Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, a touch, the device produces the effect chosen at the
L Hide, Ready, Search, Utilize, Opportunity Attack, time of creation.
4
O _*4_ Religion INT Grapple, Shove, Improvise, Two-Weapon Fighting,
® _+6  Sleight of Hand DEX Interact with an Object, Study, Influence === SPECIAL ===
Infuse Item « 2 / Other
O _*4  Stealth DEX Magical Tinkering ¢ 4 / Other Whenever you finish a long rest, you can touch up
O +4 Surival wis Imbue a Tiny nonmagical object with a magical to 2 nonmagical objects, imbuing each of them with
property of your choice: 5ft. radius light, up to 6 one of your artificer infusions, turning it into a magic
O second long recorded message, emits odor or item. You can attune yourself to the item the instant
- nonverbal sound, static visual effect including up to 25  you infuse it, or you can forgo attunement so that
O words of text. You can affect a maximum of 4 objects someone else can attune to the item.
o at a time.
R Your infusion remains in an item indefinitely, but when
=== BONUS ACTIONS === vou die. the infusion vanishes after 4 davs. The
\ SKILLS / ACTIONS )
74 <\
19 PASSIVE PERCEPTION Antlmatter lele +6 6d8+4 Necrotic Firearms, Ammunition (Firearms), Range, Reload, Two-Handed, Sap, Range (120/360)
PlStOl +4 1d10+4 Piercing Martial, Ammunition (Firearms), Range, Loading, Vex, Range (30/90)
14 PASSIVE INSIGHT
Ray of Frost +8 1d8 Cold VIS
14 PASSIVE INVESTIGATION . . .
Shocking Grasp +8 1d8 Lightning  V/S
Darkvision 60 ft., Unknown 5 ft. Unarmed Strike +6 5 Bludgeoning

WEAPON ATTACKS & CANTRIPS y
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Artificer 2 Charasher
CLASS & LEVEL PLAYER NAME
Gnome Noble (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
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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 4 objects at a time.

| 4 / Other « 1 Action

* Spellcasting * TCoE 11

You can cast prepared artificer spells using INT as
your spellcasting modifier (Spell DC 14, Spell Attack
+6) 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 4 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.

=== GNOME SPECIES TRAITS ===

* Creature Type « PHB-2024 191
You are a Humanoid.

* Size « PHB-2024 191
You are Small.

* Speed « PHB-2024 191
Your Speed is 30 ft.

* Darkvision « PHB-2024 191
You have Darkvision with a range of 60 ft.

* Gnomish Cunning « PHB-2024 191
You have Advantage on Intelligence, Wisdom, and
Charisma saving throws.

* Gnomish Lineage * PHB-2024 191

| Rock Gnome
You know the Mending and Prestidigitation cantrips.

In addition, you can spend 10 minutes casting
Prestidigitation to create a Tiny clockwork device.
When you create the device, you determine its function
by choosing one effect from Prestidigitation; it
produces that effect whenever you or another creature
takes a Bonus Action to activate it with a touch. If the
chosen effect has options within it, you choose one
option for the device when you create it.

You can have three such devices in existence at a

N
time, and each falls apart 8 hours after its creation or
when you dismantle it with a touch as a Utilize action.

| Create Tiny Clockwork Device: 1 Action
| Tiny Clockwork Device: Activate: 1 Bonus Action
| Tiny Clockwork Device: Dismantle: 1 Action
* Gnomish Lineage Spells « PHB-2024 191
| Rock Gnome - Intelligence

* Languages * PHB-2024 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

* Ability Score Increases * PHB-2024

When determining your character’s ability scores,
increase one score by 2 and a different one by 1, or
increase three scores by 1.

FEATURES & TRAITS
\\
Ring of Regeneration 1 - Parchment 10 --
Ring of Spell Storing 1 - Calligrapher's Supplies 1 51b.
Ring of X-ray Vision 1 - Tinker's Tools 1 10 Ib.
Adamantine Breastplate 1 20 Ib. Thieves' Tools 1 1lb.
Sentinel Shield 1 6 Ib. Lamp 1 11b.
Studded Leather 1 13 Ib. Fine Clothes 7 42 Ib.
Dagger 1 11b.
Light Hammer 1 21b.
Crossbow, Light 1 5 lb.
WEIGHT CARRIED Pistol L 3 1b.
123 |b. Antimatter Rifle 1 10 Ib.
ENCUMBERED Wand 1 1lb.
270 Ib. Ruby 1 - Wand 1 1lb
PUSH/DRAG/LIFT Helm 0 - Helm 0 -
540 Ib. Oil 3 31b.
EQUIPMENT ))
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Female 500 Small Very Tall
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good Hope and Love Moisturized Piercing Silver
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=== Allies === [‘Huney‘ show me where it broke, and Il build the fix." N\
My eloquent flattery makes everyone | talk to feel like the most wonderful and
important person in the world.
Acquisitions Incorporated The common folk love me for my kindness and generosity.
The common folk love me for my kindness and generosity.
Despite my noble birth, | do not place myself above other folk. We all have the
=== Organizations === same blood.
The Fixers PERSONALITY TRAITS
L~ ~~
[N ~"T]
Noble Obligation. It is my duty to protect
and care for the people beneath me.
(Good)
IDEALS
L~ ]
[N ~~"T]
The common folk must see me as a hero
of the people.
Crowned by a silver beehive hairdo, the gnome Vi has a twinkle in her
eyes and an easy smile. She often wears coveralls and goggles, with
numerous tools and firearms dangling from her belt. When she isn't
brandishing a screwdriver or a pistol, she usually has a cigarette or flask BONDS
of whiskey in hand. L~ ]
[N ~~"]
I have an insatiable desire for
decadent pleasures.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS N FLAWS Y
\ /4 3\ /4

Viis an entrepreneur and traveler of many worlds,
who originally hails from Eberron. After helping to
create terribly destructive weapons during the Last
War, Vi sought to atone for this guilt by
establishing the Fixers, an organization dedicated
to solving apparently hopeless problems. From the
Fixers’ headquarters in Sigil, Vi has brought her
genius, warm heart, and love for a stiff drink to
many worlds across the multiverse.

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




Artificer

SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
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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 Shocking Grasp Artificer +8 1A Touch V,S Instantaneous ~ PHB-2024 316 V/S
O Ray of Frost Artificer +8 1A 60 ft. V,S Instantaneous  PHB-2024 311 /S
O Mending Gnomish Lineage Spells -- im Touch V,S,M Instantaneous  PHB-2024 297 V/S/M
QO Prestidigitation Gnomish Lineage Spells -- 1A 10 ft. V.S 1 hour PHB-2024 307 D: 1h, V/S
QO Prestidigitation Gnomish Lineage Spells -- 10m 10 ft. V.S 1 hour PHB-2024 307 D: 1h, V/S
=== 1st LEVEL === 2 Slots OO
O Cure Wounds Artificer - 1A Touch V.S Instantaneous ~ PHB-2024 259 V/S
O Grease Artificer DEX14 1A 60 ft/10 ft. Square V,S,M 1 minute PHB-2024 280 D: 1m, 10 ft. Square, V/S/M
O Identify [R] Artificer -- im Touch V,S,M Instantaneous  PHB-2024287 V/S/M
O Alarm [R] Artificer -- 11m 30ft. V,S,M 8 hours PHB 211  D:8h, V/ISIM
O Cure Wounds Artificer - 1A Touch V.S Instantaneous  PHB 230 VIS
O Detect Magic [R] Artificer - 1A+10m  Self/30 ft. Sphere V,S concentraion,po tomnues - 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 Artificer -- 1BA  Self V.S concentraion, pto 1ominutes - PHB 238 D: 10m, V/S
O Faerie Fire Artificer DEX 14 1A 60 ft./20 ft. Cube V Concentaton, wpo 1minte - PHB 239 D: 1m, 20 ft. Cube, V
O False Life Artificer - 1A Self V,S,M 1 hour PHB 239  D: 1h, VISIM
O Feather Fall Artificer - 1R 60 ft. V.M 1 minute PHB 239 D:1m,V/M
O Grease Artificer DEX 14 1A 60 ft/10 ft. Square V,S,M 1 minute PHB 246 D:1m, 10 ft. Square, V/S/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, VISIM
O Longstrider Artificer - 1A Touch V,S,M 1 hour PHB 256 D: 1h, VISIM
O Purify Food and Drink [R] Artificer - 1a+10m 10 ft./5 ft. Sphere V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
O Sanctuary Artificer WIS 14 1BA 30ft. V,S,M 1 minute PHB 272 D: 1m, V/SIM
O Absorb Elements Artificer - 1R Self S 1 round EE 150 D: 1Rnd, S
O Catapult Artificer DEX 14 1A 60 ft. S Instantaneous  EE 150 S
O Faerie Fire Artificer DEX 14 1A 60 ft./20 ft. Cube V Concentration, upto 1 minte  PHB-2024 271 D: 1m, 20 ft. Cube, V
QO False Life Artificer - 1A Self V,S,M Instantaneous  PHB-2024 271 \//S/M
QO Feather Fall Artificer - 1R 60 ft. V.M 1 minute PHB-2024 271 D: 1m, V/IM
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 Jump Artificer - 1BA  Touch V,S,M 1 minute PHB-2024290 D: 1m, V/S/M
O Sanctuary Artificer WIS 14 1BA 30ft. V,S,M 1 minute PHB-2024 313 D: 1m, V/S/M
O Longstrider Artificer - 1A Touch V,S,M 1 hour PHB-2024 293 D: 1h, V/S/M
O Detect Magic [R] Artificer -- 1a+10m  Self/30 ft. Sphere V,S Concentraion,up 0 10 minutes PHB-2024 262 D: 10m, 30 ft. Sphere, V/S
QO Disguise Self Artificer -- 1A Self V,S 1 hour PHB-2024 262 D: 1h, V/S
O Expeditious Retreat Artificer -- 1BA  Self V,S Concentration, up o 10minutes  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/S/M
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