D&D
1B ENOINID)

— —
Fighter 7 / Artificer 3 / Rogue 3 Saness30
H CLASS & LEVEL PLAYER NAME
Ophiqorel Bhenkumbyrznaax
Chromatic Dragonborn Urban Bounty Hunter (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
— —
Y N
ﬁa +6_ Strength \ 7/ \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+3  Dexterity
12 ® +7 Constitution +13 23 102 S
O _+0_ Intelligence
O +3 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +0 Charisma / y, , \
. . 7d10 + 3d8 + 3d8
— Resistances - Poison successes O-O-0
DEXTERITY e :
Immunities - Poison* raures OO0
1 6 \ DEFENSES \ HIT DICE \ DEATH SAVES )
@ K SAVING THROW'S ) Y
HEROIC INSPIRATION
N 7 j === ARMOR ===
y \ =N Heavy Armor, Light Armor, Medium Armor,
[CONSTITUTION] O +3 Acrobatics DEX \ ™~ Shields
‘ O _*3  Animal Handling wis PROFICIENCY BONUS j === WEAPONS ===
O +0 Arcana INT ~ Firearms, Martial Weapons, Simple Weapons
® +11 Athletics STR — — === TOOLS ===
O _+0_ Deception CHA ABILITY SAVE DC | Playing Card Set, Smith's Tools, Thieves'
p— r— Tools, Three-Dragon Ante Set, Tinker's Tools
N —— O _+0_ History INT
INTELLIGENCE
O _+3  Insight wis /7 N\ === LANGUAGES ===
10 5 i midati 30 ft. (Walking) Common, Draconic, Thieves’ Cant,
® Intimidation CHA Thri-kreen
O _*0_ Investigation INT
O +3 Medicine wis \ SPEED /
® +10 Nature INT ) PROFICIENCIES & TRAINING
' wispom Y ® +8 Perception wis , N\
QO _+0  Performance CHA === ACTIONS === nonverbal sound, static visual effect including up to 25
l 6 ) Standard Actions words of text. You can affect a maximum of 1 objects
® _*5_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, at a time.
O +0 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack,
g Grapple, Shove, Improvise, Two-Weapon Fighting, Poison Breath Weapon « 5/ Long Rest
O _*3_ Sleight of Hand DEX Interact with an Object, Study, Influence When you take the Attack action on your turn, you
can replace one attack with a 30 ft. line breath weapon
® 13 Stealth DEX Chromatic Warding (Poison) « 1 / Long Rest that is 5 ft. wide. Each creature must make a DEX
U CHARISMA ) . As an action, you become immune to poison save (DC 15) taking 3d10 poison damage on a fail or
® +13 Survival wis " h ;
— damage for 1 minute. Once you use this trait, you half as much on a success.
10 O can’t do so again until you finish a long rest.
- You can use this feature 5 times per long rest.
@] Magical Tinkering « 1 / Other
o Imbue a Tiny nonmagical object with a magical === BONUS ACTIONS ===
- property of your choice: 5ft. radius light, up to 6 Cunning Action
second lona recorded messaae, emits odor or On vour turn, vou can take one of the followina
\ SKILLS J ACTIONS )
7 N
18 PASSIVE PERCEPTION Ace of Far War +12 2d12+5 Piercing
Defender sword +8 2d4+3 Slashing Martial, Special, Two-Handed, Finesse
13 PASSIVE INSIGHT
Handaxe, +1 +7 1d6+2 Slashing Simple, Light, Thrown, Vex, Range (20/60)
10 PASSIVE INVESTIGATION ] : ) .
Handaxe, +1 +7 1d6+1 Slashing simple, Dual Wield, Light, Thrown, Vex, Range (20/60)
Blindsight 30 ft., Darkvision 120 ft. Silencer +11 1d6+1 Piercing i, oual wiei, Ammuniion, Range, Light, Loading, Ve, Range (30/120)
< Silencer +11 1d6+4 Piercing Martial, Ammunition, Range, Light, Loading, Vex, Range (30/120)
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=== FIGHTER FEATURES ===
* Core Fighter Traits « free-rules 91

* Fighting Style « free-rules 91

You gain a Fighting Style feat of your choice, and
whenever you gain a Fighter level, you can replace the
feat you chose with a different Fighting Style feat.

* Second Wind « free-rules 91
As a Bonus Action, you can draw upon a limited well of
physical and mental stamina and regain 1d10+7 HP.

You can use this 3 times per Long Rest, and can
regain one expended use when you finish a Short
Rest.

| 3/Long Rest « 1 Bonus Action
* Weapon Mastery e free-rules 91
* Action Surge ¢ free-rules 91
On your turn you can take one additional action,

except the Magic action.

You can use this feature 1 time(s) until you finish a
Short or Long Rest.

| 1/ Short Rest « Special

* Tactical Mind « free-rules 91

When you fail an ability check, you can expend a use
of Second Wind, and instead of regaining HP, you roll
1d10 and add the result to the ability check. If the
check still fails, this use of Second Wind isn’t
expended.

| Special

* Fighter Subclass ¢ free-rules 92

| Champion
* Improved Critical « free-rules 96
Your attack rolls with weapons and Unarmed Strikes
can score a Critical Hit on a d20 roll of 19-20.

| 1 Action
* Remarkable Athlete ¢ free-rules 96
You have Advantage on Initiative and Strength
(Athletic) checks.
Immediately after you score a Critical Hit, you can
move up to half your Speed without provoking
Opportunity Attacks.
* Ability Score Improvement « free-rules 92
* Extra Attack e free-rules 92
You can attack 2 times instead of once whenever you
take the Attack action on your turn.
* Tactical Shift « free-rules 92
Whenever you activate your Second Wind with a
Bonus Action, you can move up to half your Speed
without provoking Opportunity Attacks.

| Second Wind: Tactical Shift: 1 Bonus Action
* 6: Ability Score Improvement « free-rules 92
* Additional Fighting Style ¢ free-rules 96
=== ARTIFICER FEATURES ===
* Hit Points » TCoE 10

* Proficiencies « TCoE 10

* Magical Tinkering « TCoE 11
Imbue a Tiny nonmagical object with a magical

N
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 1 objects at a time.

| 1/ Other « 1 Action

* Spellcasting » TCoE 11

You can cast prepared artificer spells using INT as
your spellcasting modifier (Spell DC 13, Spell Attack
+5) 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 Iltem « 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 1 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

FEATURES & TRAITS
\\
Dwarven Plate 1 65 Ib. Ace of Far War 1 25 Ib.
Silencer 1 31b. Backpack 1 51b.
Silencer 1 31b. Clothes, Fine 1 6 Ib.
Handaxe, +1 1 2 1b. Arcef 1 -
Handaxe, +1 1 2 1b. Arfi 1 -
Cloak of Invisibility 1 - missile pack 1 --
Night Caller 1 -- Bedroll 1 7 Ib.
Green Dragon Mask 1 -- Mess Kit 1 1lb.
Defender sword 1 61b Rope, Hempen (50 feet) 1 10 Ib.
WEIGHT CARRIED Rogue's Mantle 1 - Tinderbox 1 1lb.
176 Ib. Shield 1 6 Ib. Torch 10 10 Ib.
ENCUMBERED Side Shield 1 6 Ib.
0 lb. Side Shield 1 6 Ib. Cloak of Invisibility 1 -
PUSH/DRAG/LIFT Plate 1 - Green Dragon Mask 1 -
0 Ib. part of Arfionison 1 -- Rogue's Mantle 1 -
EQUIPMENT ))
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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

* 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: 5/ Long Rest ¢
1 Bonus Action

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

=== ROGUE FEATURES ===
* Core Rogue Traits « free-rules 129

* Expertise « free-rules 129
You gain Expertise in two of your skill proficiencies of
your choice.

* Sneak Attack ¢ free-rules 129

Once per turn you can deal an extra 2d6 damage to
one creature you hit with an attack if you have
Advantage on the roll and the attack uses a Finesse or
Ranged weapon. The extra damage’s type is the same
as the weapon’s type.

You don’t need Advantage on the attack if at least one
of your allies is within 5 ft. of the target, the ally doesn’t
have the Incapacitated condition, and you don’t have
Disadvantage on the attack roll.

| 1 Action
* Thieves’ Cant « free-rules 129
You know Thieves’ Cant and one other language of
your choice.
* Weapon Mastery « free-rules 129
* Cunning Action « free-rules 130

On your turn, you can take one of the following actions
as a Bonus Actions: Dash, Disengage, or Hide.

ADDITIONAL FEATURES & TRAITS

| 1 Bonus Action
* Rogue Subclass ¢ free-rules 130
| Scout (XGtE)

* Steady Aim e free-rules 130

As a Bonus Action, you give yourself Advantage on
your next attack roll on the current turn, provided that
you haven't moved during this turn. After you use it,
your Speed is 0 until the end of the current turn.

| 1 Bonus Action

* Skirmisher « XGtE

You can move up to half your speed as a reaction
when an enemy ends its turn within 5 ft. of you without
provoking opportunity attacks.

| 1 Reaction

* Survivalist « XGtE

You gain proficiency in the Nature and Survival skills
and your proficiency bonus is doubled for any ability
check you make that uses either of them.

=== CHROMATIC DRAGONBORN SPECIES TRAITS

* Ability Score Increases « FToD 9

When determining your character’s ability scores,
increase one of those scores by 2 and increase a
different score by 1, or increase three different scores
by 1. Follow this rule regardless of the method you use
to determine the scores, such as rolling or point buy.

| Increase two scores (+2 / +1) ¢
Increase one of these scores by 2 and a different
score by 1.

N

Tinker's Tools
Narycrash
Poisoner's Kit

Pyroconverger

1 10 Ib.
1 -

1 21b
1 -

ADDITIONAL EQUIPMENT
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* Languages * FToD 9

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type * FToD 10
You are a Humanoid.

* Size « FToD 10
You are Medium.

* Speed ¢ FToD 10
Your walking speed is 30 feet.

* Chromatic Ancestry « FToD 10
You have a chromatic dragon ancestor, granting you a
special magical affinity.

| Chromatic Ancestry (Green) ¢
You have a green dragon ancestor.

* Breath Weapon ¢ FToD 10

When you take the Attack action on your turn, you can
replace one of your attacks with an exhalation of
magical energy. You can use your Breath Weapon 5
times per long rest.

| Breath Weapon (Poison) ¢
When you take the Attack action on your turn, you can
replace one attack with a 30 ft. line breath weapon that
is 5 ft. wide. Each creature must make a DEX save
(DC 15) taking 3d10 breath damage on a fail or half as
much on a success.

| Poison Breath Weapon: 5/ Long Rest « 1 Action
* Draconic Resistance * FToD 10
You have resistance to the damage type associated

with your Chromatic Ancestry.

| Draconic Resistance (Poison) ¢

You have resistance to poison damage.

* Chromatic Warding « FToD 10

Starting at 5th level, as an action, you become immune
to the damage type associated with your Chromatic
Ancestry for 1 minute. Once you use this trait, you
can't do so again until you finish a long rest.

| Chromatic Warding (Poison) ¢
As an action, you become immune to poison damage
for 1 minute. Once you use this trait, you can’t do so
again until you finish a long rest.

| 1/Long Rest ¢ 1 Action

FEATS

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

* Archery ¢ free-rules 209
You gain a +2 bonus to attack rolls with Ranged
weapons.

* Alert « free-rules 200
Initiative Proficiency. When you roll Initiative, add +5 to
the roll.

Initiative Swap. Immediately after you roll Initiative, you
can swap your Initiative with the Initiative of one willing
ally in the same combat. You can’t make this swap if
you or the ally has the Incapacitated condition.

* Piercer « PHB-2024 206
Ability Score Increase. Increase your Str. or Dex. by 1.

Puncture. Once per turn, when you hit a creature with
an attack that deals Piercing damage, you can reroll
one of the attack's damage dice, and you must use the
new roll.

ADDITIONAL FEATURES & TRAITS

Enhanced Critical. When you score a Critical Hit that
deals Piercing damage to a creature, you can roll one
additional damage die when determining the extra
Piercing damage the target takes.

* Alert « PHB 165

You gain a +5 bonus to initiative, you can't be
surprised while you are conscious, and other creatures
don’t gain advantage on attack rolls against you as a
result of being unseen by you.

* Firearm Specialist « CR

You gain proficiency with Firearms. If you roll a misfire
on an attack with a firearm, you can use your reaction
to roll a d20. If the number rolled is higher than the
weapon’s misfire score, the firearm does not misfire.
You cannot use this feature of this feat again until you
complete a short or long rest. When you use the Attack
action and attack with a one-handed weapon, you can
use a bonus action to attack with a loaded firearm with
the light property you are holding.

| 1/ Short Rest

* Gunner » TCoE 80

Ignore the loading property of firearms. Being within 5
ft. of a hostile creature doesn't impose disadvantage
on your ranged attack rolls.

| No Action
* Weapon Mastery « PHB-2024 91

| Hand Crossbhow (Vex) ¢
Vex. If you hit a creature with a Hand Crossbow and
deal damage to it, you have Advantage on your next
attack roll against that creature before the end of your
next turn.

| Musket (Slow) «

N

ADDITIONAL EQUIPMENT
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Slow. If you hit a creature with a Musket and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Pistol (Vex) ¢
Vex. If you hit a creature with a Pistol and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Vex (Hand Crossbow): 1 Action
| Slow (Musket): 1 Action
| Vex (Pistol): 1 Action
* 4: Weapon Mastery « PHB-2024 91

| Handaxe (Vex) ¢
Vex. If you hit a creature with a Handaxe and deal
damage to it, you have Advantage on your next attack
roll against that creature before the end of your next
turn.

| Vex (Handaxe): 1 Action
* Sharpshooter « PHB-2024 207
* Weapon Mastery « PHB-2024 129

| Halberd (Cleave) ¢
Cleave. Once per turn, if you hit a creature with a
melee attack using a Halberd, you can make another
melee attack with it against a second creature within 5
ft. of the first that’s within your reach. On a hit, the
second creature takes the Halberd’s damage, but
without your ability modifier (unless the modifier is
negative).

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

| Push (Heavy Crossbow): 1 Action

| Cleave (Halberd): 1 Action

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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GENDER AGE
Chaotic Good
ALIGNMENT FAITH

Green scales

—

Medium 4'11" 147

HEIGHT WEIGHT
Purple Whiskers (mu:

EYES HAIR
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CHARACTER APPEARANCE

=== Allies ===

Clan

ALLIES & ORGANIZATIONS

—

/ N
I am always calm, no matter what
the situation. | never raise my voice
or let my emotions control me.

I am incredibly slow to trust. Those

PERSONALITY TRAITS
|~

oy
[ ~"1
Redemption. There’s a spark of good in
everyone. (Good)

IDEALS
L~

N
~]

[
| support my clan and friends all the
time.

BONDS
L~

Yy
[N "]
I'm terrible at speaking with people so |
don't really speak.

"

\\ FLAWS //

Born as a dragonborn | learned how to be a
bounty hunter and destroying the bounties | have
been given. I'm quite and stealthy on my missions
and aim to kill any enemies | come across in my
path. Yet | found friendly people who are now my
allies and thought me nature and ways of how
nature is balance and made me learn ways of
natures brutality.

CHARACTER BACKSTORY

ADDITIONAL NOTES /,




Artificer

SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
— —
li .‘\
=== CANTRIPS === (At Will)
O Resistance Artificer -- 1A Touch V,S,M  concentration, upto 1 minute - PHB 272 D: 1m, V/ISIM
QO Spare the Dying Artificer - 1A Touch V,S Instantaneous  PHB 277  V/S
=== 1st LEVEL === 3 Slots OO0
O Cure Wounds Artificer - 1A Touch V,S Instantaneous  PHB 230 VIS
P Magic Missile Artificer (Always Prepared) -- 1A 120 ft. V.S Instantaneous  PHB 257  V/S
P Thunderwave Artificer (Always Prepared) CON 13 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, V/S
O Alarm [R] Artificer -- 11m 30ft. V,S,M 8 hours PHB 211 D: 8h, V/ISIM
O Detect Magic [R] Artificer -- 1A+10m  Self/30 ft. Sphere V,S Concenraiion, upro lominutes - 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 Concenration, up o 20minwtes - PHB 238 D: 10m, V/S
O Faerie Fire Artificer DEX 13 1A 60 ft./20 ft. Cube V Concenuaiion, upto tminte - 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 13 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, V/ISIM
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 Sanctuary Artificer WIS 13 1BA 30ft. V,S,M 1 minute PHB 272  D:1m, VISIM
O Absorb Elements Artificer - 1R Self S 1 round EE 150 D: 1Rnd, S
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
O Tasha's Caustic Brew Artificer DEX 13 1A Self/30 ft. Line V,S,M  concenration. spro1minwe - TCOE 115 D: 1m, 30 ft. Line, V/S/IM
O Faerie Fire Artificer DEX 13 1A 60 ft./20 ft. Cube V Concenvation, upto 1minute  free-rules 271 D: 1m, 20 ft. Cube, V.
O False Life Artificer - 1A Self V,S,M Instantaneous free-rules 271 V/S/M
O Feather Fall Artificer -- 1R 60 ft. V.M 1 minute free-rules 271 D: 1m, VIM
O Purify Food and Drink [R] Artificer - 1A+10m 10 ft./5 ft. Sphere V,S Instantaneous  free-rules 310 5 ft. Sphere, V/S
O Grease Artificer DEX 13 1A 60 ft/10 ft. Square V,S,M 1 minute free-rules 280 D: 1m, 10 ft. Square, V/SIM
O Jump Artificer - 1BA  Touch V,S,M 1 minute free-rules 290 D: 1m, V/S/M
O Sanctuary Artificer WIS 13 1BA 30ft. V,S,M 1 minute free-rules 313 D: 1m, V/IS/M
O Longstrider Artificer - 1A Touch V,S,M 1 hour free-rules 293 D: 1h, V/S/M
O Cure Wounds Artificer - 1A Touch V,S Instantaneous  free-rules 259 V/S
O Detect Magic [R] Artificer - 1a+10m  Self/30 ft. Sphere V,S Concentration,up 1o 10 minutes free-rules 262 D: 10m, 30 ft. Sphere, V/S
QO Disguise Self Artificer - 1A Self V,S 1 hour free-rules 262 D: 1h, V/S
QO Identify [R] Artificer - 11m Touch V,S,M Instantaneous free-rules 287 V/S/M
O Expeditious Retreat Artificer -- 1BA  Self V,S Concentration, up o 10minutes  free-rules 270 D: 10m, V/S
O Alarm [R] Artificer -- 11m 30 ft/20 ft. Cube V,S,M 8 hours free-rules 239  D: 8h, 20 ft. Cube, V/S/IM
=== 3rd LEVEL ===
O Animate Dead Night Caller - im 10 ft. V,S,M Instantaneous PHB 212 1 Charge, V/ISIM
O Antagonize Rogue's Mantle WIS 15 1A 30 ft. V,S,M Instantaneous TBoMT 50 1 Charge, V/S/IM
R SPELLS N
)\ {




