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ARMOR Max HP Current HP Temp HP |
+2 17 24 --
INITIATIVE CLASS \ HIT POINTS J
// /7 / \
3d8 successes O=O=0O
FAILURES( )=( >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j ‘ === ARMOR ===
=N Light Armor, Medium Armor, Shields
=== WEAPONS ===
@ PROFICIENCY BONUS j Blowgun, Crossbow, Hand, Crossbow,
~ Heavy, Longbow, Musket, Pistol, Simple
Weapons
ABILITY SAVE DC | === TOOLS ===
P r— Calligrapher's Supplies, Smith's Tools,
Thieves' Tools, Tinker's Tools, Woodcarver's
/ N Tools
30 ft. (Walking)
=== LANGUAGES ===
Common, Elvish, Gnomish
A SPEED )
) 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

Create Eldritch Cannon « 1/ Long Rest

Using Smith’s Tools or Woodcarver's Tools, you
can take a Magic action to create a Small or Tiny
Eldritch Cannon in an unoccupied space on a
horizontal surface within 5 feet of yourself.

Tinker's Magic * 4 / Long Rest

can create one item in an unoccupied space within 5

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

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 4 times per Long Rest.

=== BONUS ACTIONS ===
Eldritch Cannon: Flamethrower

The cannon blasts fire in a 15-ft. Cone. Each
creature in that area makes a DC 14 Dex. saving
throw, taking 2d8 Fire damage on a failed save or half
as much damage on a successful one. Flammable
objects in the Cone that aren’t being worn or carried
start burning.

You can direct the cannon to move up to 15 feet
before or after this activation.

74

Moon-Touched Sword, Rapier  +2

1d8+2 Piercing

KL \ ACTIONS
r // \\
11 PASSIVE PERCEPTION Crossbow, Hand +4 1d6+2 Piercing  wartal, Anmuriton, Range, igh, Loading, Vs, Range (30120)
9 PASSIVE INSIGHT Crossbow, Heavy +4 1d10+2 Piercing  Herl anmunison Heaw, Loaing, Range, Two Handed, Push, Renge (100400
Daggel’ +4 1d4+2 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
16 PASSIVE INVESTIGATION

Martial, Finesse, Vex

Darkvision 60 ft. Staff +1 1d4-1 Bludgeoning  Simple, Versatile
Fire Bolt +7 1d10 Fire VIS
SENSES g WEAPON ATTACKS & CANTRIPS /
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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 14, Spell Attack +6). 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 4 times per Long Rest.

| 4/ Long Rest ¢ 1 Action
* Circle Magic Casting * FRHoF

| Initiate a Circle Spell: 1 Action

| Circle Spell: Augment: Special

| Circle Spell: Distribute: Special

| Circle Spell: Expand: Special

| Circle Spell: Prolong: Special

| Circle Spell: Safeguard: Special

| Circle Spell: Supplant: Special

* 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

| Manifold Tool « EFotA

| Masquerade Tattoo « TCoE

| Wand of the War Mage, +1 « DMG-2024
* Artificer Subclass « EFotA 10

| Artillerist

* Tools of the Trade « EFotA 16
You gain the following benefits.

Ranged Weaponry. You gain proficiency with Martial
Ranged weapons.

N

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

Wand Crafting. When you craft a magic Wand, the
amount of time required to craft it is halved.

* Artillerist Spells « EFotA 16

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

* Eldritch Cannon « EFotA 16

Using Smith’s Tools or Woodcarver’s Tools, you can
take a Magic action to create a Small or Tiny Eldritch
Cannon in an unoccupied space on a horizontal
surface within 5 ft. of yourself. You determine its
appearance, including whether you carry it or not. It
disappears if it is reduced to 0 HP or after 1 hr. You
can dismiss it early as a Magic action.

Once you create a cannon, you can'’t do so again until
you finish a Long Rest or expend a spell slot to create
one. You can have only one cannon at a time and
can'’t create one while you already have one.

| Create Eldritch Cannon: 1/ Long Rest « 1 Action

| Eldritch Cannon: Flamethrower: 1 Bonus Action

| Eldritch Cannon: Force Ballista: 1 Bonus Action

| Eldritch Cannon: Protector: 1 Bonus Action

| 15 / Other « Special

=== GNOME SPECIES TRAITS ===

FEATURES & TRAITS
\\
Wand of the War Mage, +1 1 - Parchment 9 --
Bag of Holding 1 5 lb. Calligrapher's Supplies 1 51b.
Shield 1 6 Ib. Rations 6 12 Ib.
Chain Shirt 1 20 Ib. Smith's Tools 1 8 lb.
Crossbow, Hand 1 31b. Tinker's Tools 1 10 Ib.
Dagger 1 1lb. Waterskin 1 51b.
Staff 1 21b. Woodcarver's Tools 1 51b.
Pouch 1 11b. Thieves' Tools 1 11b.
Frasco com cogumelos 1 2 lb. Ink Pen 5 --
WEIGHT CARRIED Crossbow Bolt Case 1 11b. Ink 1 -
1215 Ib. Fine Clothes 1 6 Ib. Bolts 40 31b.
ENCUMBERED Moon-Touched Sword, Rapier 1 2 1b.
120 Ib. Potion of Healing 1 0.5 Ib. Wand of the War Mage, +1 1 -
PUSH/DRAG/LIFT Crossbow, Heavy 1 18 Ib.
240 Ib. Paper 10 .
EQUIPMENT ))
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* 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
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

=== FEATS ===
* House Sivis Heir Ability Score Increase * EFotA 31
| Increase two scores (+2 / +1) « EFotA

* Mark of Scribing « EFotA 41
You gain the following benefits.

Gifted Scribe. When you make an Int. (History) check
or an ability check using Calligrapher’s Supplies, you
can roll 1d4 and add the number rolled to the ability
check.

Scribe’s Insight. You know the Message cantrip. You
also always have the Comprehend Languages spell
prepared. You can cast it once without a spell slot, and
you regain the ability to cast it in that way when you
finish a Long Rest. You can also cast it using any spell
slots you have of the appropriate level. Int., Wis., or
Cha. is your spellcasting ability for these spells
(choose when you select this feat).

When you reach character level 3, you also always
have the Magic Mouth spell prepared and can cast it
the same way.

Spells of the Mark. If you have the Spellcasting or Pact
Magic class feature, the spells on the Mark of Scribing
Spells table are added to that feature’s spell list.

| Intelligence « EFotA
You have chosen Int as your spellcasting mod.

| Mark of Scribing (Intelligence) « EFotA

| Gifted Scribe: Special

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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Flask

Traveler's Clothes

1lb.

4 1b.
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=== Allies === // \\
Paz, meu!
House Sivis - casa dragonmarked a que pertenco Entusiasma-me mais estrume de
porsangue ) animal raro que bau de oiro.
O apoio institucional da casa poderé estar
disponivel, embora eu viva cada vez mais
independente da minha familia Lombadoiro, que PERSONALITY TRAITS
me cortou o financiamento. = -
O avo Aureo, patriarca dos Lombadoiro, é primo It ~]
direto da Doyenne Lysse Lyrriman d'Sivis — ou Sigo a minha via (journey) e confio para onde
seja, a minha linhagem esta perto do topo da 0 universo me leva: Lua.
casa, mesmo que as minhas relacdes com os pais
estejam tensas.
IDEALS
Aliados pessoais potenciais: S ke
- airmd Vinheta (a Unica em casa que torce por [~ A - ~]
mim sem davidas) Provar que a "mad science" vai ter
- 0s outros membros (tja facrim'lia_ Lombadoi(rjo, em retorno, mesmo sem apoio familiar, e
Sviaoaa 2 OIS Gostam de mim apesar €as que a Av6 Estela era uma visionaria.
BONDS
L~ ]
=== Organizations === [~~~ . o ~]
Posso perseguir uma amostra exoética
Membro de sangue da Casa Sivis (familia ou uma ideia maluca sobre a Lua muito
Lombadoiro de Korranberg); recorre a casa de para além do bom senso.
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N\ FLAWS .
A\ T A\ T

Gnoma da familiaLombadoiro (House Sivis), de
Korranberg — familia de encadernadores de
edicdes raras para universidades e bibliotecas.
Criada pela av6 Estela (nascida na familia
Vidaérea da House Lyrandar), cientista que tera
apurado os cogumelos Astra-Propulsoris Myceli,
geradores de géas propulsor. Apdés a morte do tio
Zénite numa experiéncia e da avé pouco depois, a
Amostrinha herdou o sonho da av6 de chegar a
Lua com energia micélica, e um frasco desses
cogumelos que a acompanha sempre.

Recusou o casamento-alianga que a familia Ihe
arranjou com os Vidaérea de Trolanport; em
resposta, a familia respeitou deciséo mas
cortou-lhe o financiamento e mandou-a trabalhar.
Parte agora em aventura para ganhar o seu
préprio dinheiro e financiar, sozinha, a ciéncia (e o
sonho) da avé.

Passava muito tempo na estufa dos cogumelos da
avo, onde frequentemente se punha de guarda a
invasédo de esquilos e roedores que vinham roubar
cogumelos, pelo que se tornou proficient no uso
de Crossbow.

Alguns dos itens que carrega consigo foi ela
prépria que os construiu (crossbow, scale mail,
staff, flask), mas fé-los com bons materiais e
passou muito tempo a decora-los, pelo que o
custo associado é o de um item de compra. Por
essa razao é proficient no uso de diversas tools.

CHARACTER BACKSTORY

Traz sempre consigo um frasco de vidro (em
armagcao de latdo, num estojo de couro ao cinto,
com frasquinhos de recolha de "alimento") com o
micélio vivo dos Astra-Propulsoris — os "funguinhos"
—, que alimenta, rega e cuida por um calendério
lunar, e cujos vapores inala levemente.

Espirito sereno, vibe hippie, "est& tudo bem, meu.
Paz...".

Todas as noites, pde o frasco a luz da Lua por uns
minutos.

Tem de reserva uma identidade falsa (tanoeira de
Aduela, a beira da Shimmerwood), caso precise de
desaparecer ou de ndo passar por House Sivis:

Sou a Amostrinha Tonel, gnome artificer, de 41 anos
mas com aparéncia de 20, vinda de Aduela, uma
aldeia de tanoeiros a beira da Floresta de
Shimmerwood, de onde a minha familia tira a
madeira para os barris de vinho que constréi e
vende. Cresci entre pipas e vinhedos, mas quem
mais me marcou foi a minha avo, que 14 no quintal
criava uns cogumelos esquisitos, convencida de que
davam um géas capaz de fazer levantar uma
aeronave, uma energia nova, melhor que o
brimstone. Ela morreu, eu fiquei com a mania dela e
com um frasco de cogumelos. Vim para Trolanport
para aprender tudo o que puder sobre motores e
aeronaves, porque acho que ela tinha razao, e
porque quero voar mais alto do que alguém jamais
ja voou.

Nota: Aduela é um local real e a familia Tonel é
fornecedora dos Lombadoiro. Constroem os barris
usados para passear durante dois anos nos céus o
liquido-maravilha que usam na conservagdo das
suas capas de encadernagao. Amostrinha
recorda-se desses nomes eventualmente por
acompanhar uma encomenda de barris, de ter visto
chegar as pipas ao patio da sua casa, ouvido os pais
e a avo falarem dos tanoeiros ao jantar.

Itens que posso fabricar (custo matérias
primas=custo tabela/2 + tempo=custo tabela/10
dias):

- Smith’s Tools: Any Melee weapon (except Club,

Greatclub, Quarterstaff, and Whip), Medium armor
(except Hide), Heavy armor, Ball Bearings, Bucket,
Caltrops, Chain, Crowbar, Firearm Bullets, Grappling
Hook, Iron Pot, Iron Spikes, Sling Bullets

- Tinker’'s Tools: Musket, Pistol, Bell, Bullseye
Lantern, Flask, Hooded Lantern, Hunting Trap, Lock,
Manacles, Mirror, Shovel, Signal Whistle, Tinderbox
- Woodcarver’s Tools : Club, Greatclub, Quarterstaff,
Ranged weapons (except Pistol, Musket, and Sling),
Arcane Focus, Arrows, Bolts, Druidic Focus, Ink Pen,
Needles

- Calligrapher’s Supplies: Ink, Spell Scroll

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
O Mage Hand Artificer -- 1A 30 ft. V,S 1 minute PHB-2024293 D: 1m, V/S
QO Fire Bolt Artificer +7 1A 120 ft. V,S Instantaneous  PHB-2024 274 \//S
P Message Mark of Scribing (Always Prepared) -- 1A 120 ft. S,M 1 round PHB-2024 298 D: 1Rnd, S/IM
O Guidance Gnomish Lineage Spells - im Touch V,S,M Instantaneous  PHB-2024 297 \/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
P Mending Tinker's Magic (Always Prepared) -- im Touch V,S,M Instantaneous  PHB-2024297 V/S/M

=== 1st LEVEL === 3 Slots 000
O Detect Magic [R] Artificer - 1A Self/30 ft. Sphere  V,S Concenration,up 1o 10 minutes - PHB-2024 262 D: 10m, 30 ft. Sphere, V/S
O Faerie Fire Artificer DEX 14 1A 60 ft./20 ft. Cube V Concenuation, upto 1minute - PHB-2024 271 D: 1m, 20 ft. Cube, V
O Catapult Artificer DEX 14 1A 60 ft. S Instantaneous  EE 150 S
O Feather Fall Artificer - 1R 60 ft. V.M 1 minute PHB-2024 271 D: 1m, V/IM
O Absorb Elements Artificer - 1R Self S 1 round EE 150 D: 1Rnd, S
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 Grease Artificer DEX 14 1A 60 ft./10 ft. Square V,S,M 1 minute PHB-2024 280 D: 1m, 10 ft. Square, V/S/M
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/IM
O Longstrider Artificer - 1A Touch V,S,M 1 hour PHB-2024 293 D: 1h, V/S/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, VIS
O Identify [R] Artificer - 11m  Touch V,S,M Instantaneous  PHB-2024 287 V/S/M
O Expeditious Retreat Artificer - 1BA  Self V,S Concentraion, up o 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
P Comprehend Languages [R] Mark of Scribing (Always Prepared) -- 1A Self V,S,M 1 hour PHB-2024 252 1/LR, D: 1h, V/S/M
P Comprehend Languages [R] Mark of Scribing (Always Prepared) -- 1A Self V,S\M 1 hour PHB-2024 252 D: 1h, V/S/M
P Shield Artillerist Spells (Always Prepared) -- 1R Self V,S 1 round PHB-2024 316 D: 1Rnd, V/S
P Thunderwave Attillerist Spells (Always Prepared) CON 14 1A Self/15 ft. Cube V,S Instantaneous ~ PHB-2024 334 15 ft. Cube, V/S

===2nd LEVEL ===
P Magic Mouth Mark of Scribing (Always Prepared) -- im 30 ft. V,S,M Until dispelled ~ PHB-2024295 D: Until Dispelled, V/S/M

SPELLS
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