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30 ft. (Walking)

Q SPEED J

Rapier, Scimitar, Shortsword, Simple
Weapons, Trident, War pick, Warhammer,
Whip

CLASS & LEVEL PLAYER NAME
Dhakaani Ghaal'dar (Hobgobli Dead Magic Dweller (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
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HEROIC INSPIRATION
j === ARMOR ===
=N Light Armor, Medium Armor, Shields
N
PROFICIENCY BONUS === WEAPONS === .
Battleaxe, Flail, Longsword, Morningstar,
y-

=== TOOLS ===
Cook's Utensils, Leatherworker's Tools,
Smith's Tools, Thieves' Tools, Tinker's Tools

=== LANGUAGES ===
Common, Giant, Goblin

4 PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

Tinker's Magic * 3 / Long Rest

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 3 times per Long Rest.

=== SPECIAL ===
Strenath in Unity « 1 / Short Rest

N\
Once per Short or Long Rest, if you fail a D20 Test,
you can gain a bonus to the roll equal to the number of
allies you can see within 30 ft. of you (max bonus of
+5).

\ ACTIONS )
4 N
14 PASSIVE PERCEPTION Dagger +4 1d4+2 Piercing  simve s, s o e range 2050, sooing s hurer 165 Turder
12 Ghaal’'Shaarat Longsword +1  +5 1d8+3 Slashing Martal, Versatie, Sap, Booming Blade: Thunder, 1d8 Thunder
PASSIVE INSIGHT
Greatclub +4 1d8+2 Bludgeoning  Simple, Two-Handed, Push, Booming Blade: Thunder, 1d8 Thunder
13 PASSIVEINVESTIGATION Shocking Grasp +5 1d8 Lightning  V/S
Darkvision 60 ft. Unarmed Strike +4 3 Bludgeoning

SENSES
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=== 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 13, Spell Attack +5). 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

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 3 times per Long Rest.

| 3/Long Rest ¢ 1 Action

* Replicate Magic ltem « 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.

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

* 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.

| Cast-Off Half Plate Armor « DMG-2024
| Manifold Tool « EFotA
| Rope of Climbing « DMG-2024
| Ruby of the War Mage * DMG-2024
* Artificer Subclass « EFotA 10
| Forge Adept

* Tool Proficiency « ExEb 214

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. In addition, when you craft an
ordinary or magic weapon, the amount of time required
to craft it is halved.

* Forge Adept Spells « EXEb 214

When you reach an Artificer level specified in the
Forge Adept Spells table, you thereafter always have
the listed spells prepared.

* Battle Ready * EXEb 214

You gain proficiency with Martial weapons. You can
use a weapon with which you have proficiency as a
Spellcasting Focus. When attacking with a magic
weapon you can use your Intelligence modifier.

* Ghaal'Shaarat « EXEb 215
Imbue a weapon with a fraction of your spirit.

N

| Ghaal’'Shaarat Longsword +1 ¢« EXEb

=== DHAKAANI GHAAL'DAR (HOBGOBLIN)
SPECIES TRAITS ===

* Creature Type * EXEb
You're a Humanoid.

* Size « EXEb
Your Size is Medium.

* Speed * EXEb
Your Speed is 30 ft.

* Darkvision « EXEb
You have Darkvision with a range of 60 feet.

* Discipline « EXEb
You have Advantage on saving throws you make to
avoid or end the Charmed condition.

* Strength in Unity « EXEb

Once per Short or Long Rest, if you fail a D20 Test,
you can gain a bonus to the roll equal to the number of
allies you can see within 30 ft. of you (max bonus of
+5).

| 1/ Short Rest » Special

* War and Peace ¢ ExEb
You gain proficiency in two of the following skills:
Athletics, History, Intimidation, Performance.

* Ability Score Increases * EXEb

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
\\
Cast-Off Half Plate Armor 1 40 Ib. Thieves' Tools 1 11b.
Ruby of the War Mage 1 -- Healer's Kit 1 31b.
Ghaal'Shaarat Longsword +1 1 3lb. Traveler's Clothes 1 4 1b.
Dagger 1 1lb. Oil 2 2 b.
Greatclub 1 10 Ib. Rations 10 20 Ib.
Pole (10-foot) 1 7 lb. Rope 1 51b.
Backpack 1 5 lb. Tinderbox 1 1lb.
Bedroll 1 7 Ib. Torch 10 10 Ib.
Leatherworker's Tools 1 51b. Waterskin 1 51b.
WEIGHT CARRIED Blanket 1 31b. Caltrops 20 2 |b.
180 Ib. Tent 1 20 Ib. Crowbar 1 51b.
ENCUMBERED Tinderbox 1 11b.
210 Ib. Torch 5 51b. Ruby of the War Mage 1 -
PUSH/DRAG/LIFT Tinker's Tools 1 10 Ib.
420 Ib. Waterskin 1 5 lb.
EQUIPMENT ))
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=== FEATS ===

* Healer « PHB-2024 201

Battle Medic. As a Utilize action, you can expend one
use of a Healer's Kit to tend to a creature within 5 feet
of yourself. That creature can expend one of its HP
Dice, and you then roll that die. The creature regains a
number of HP equal to the roll +2.

Healing Rerolls. Whenever you roll a die to determine
the number of HP you restore with a spell or with this
feat's Battle Medic benefit, you can reroll the die if it
rolls a 1, and you must use the new roll.

| Battle Medic: 1 Action

* Dead Magic Dweller Ability Score Increase « FRHoF
28

| Increase three scores (+1/+1/+1) ¢

ADDITIONAL FEATURES & TRAITS

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
O Booming Blade Artificer +5 1A Self/5 ft. Sphere  S,M 1 round SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM
QO Shocking Grasp Artificer +5 1A Touch V,S Instantaneous ~ PHB-2024 316 V/S
P Mending Tinker's Magic (Always Prepared) -- im Touch V,S,M Instantaneous  PHB-2024297 V/S/M
=== 1st LEVEL === 3 Slots OO0
QO Cure Wounds Artificer - 1A Touch V,S Instantaneous ~ PHB-2024 259 V/S
O Identify [R] Artificer - im Touch V,S,M Instantaneous  PHB-2024287 V/S/M
O Absorb Elements Artificer - iR Self S 1 round EE 150 D: 1Rnd, S
O Feather Fall Artificer - 1R 60 ft. V.M 1 minute PHB-2024 271 D: 1m, VIM
O Faerie Fire Artificer DEX13 1A 60 ft./20 ft. Cube V Concenvation, upto 1minute - PHB-2024 271 D: 1m, 20 ft. Cube, V
O False Life Artificer - 1A Self V,S\M Instantaneous = PHB-2024 271 V/S/M
O Purify Food and Drink [R] Artificer - 1A+10m 10 ft./5 ft. Sphere V,S Instantaneous ~ PHB-2024 310 5 ft. Sphere, V/S
O Grease Artificer DEX 13 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 Sanctuary Artificer WIS 13 1BA 30ft. V,S,M 1 minute PHB-2024 313 D: 1m, V/S/IM
O Longstrider Avrtificer - 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 10 10 minutes. - PHB-2024 262 D: 10m, 30 ft. Sphere, V/S
O Disguise Self Artificer - 1A Self V,S 1 hour PHB-2024 262 D: 1h, VIS
O Expeditious Retreat Artificer - 1BA  Self V,S Concentration, upto 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 DEX 13 1A Self/30 ft. Line V,S,M  concentiaion,wpro1minie . TCOE 115  D: 1m, 30 ft. Line, V/IS/M
O Catapult Artificer DEX 13 1A 60 ft. S Instantaneous ~ EE 150 S
O Snare Artificer DEX 13 1m Touch SM 8 hours XGtE 165 D: 8h, S/IM
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