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: CLASS & LEVEL PLAYER NAME
Morkam Steelfist
Mark of Warding Dwarf Failed Merchant (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
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ﬂ) +2_ Strength \ 7/ \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+3  Dexterity

® _+6  Constitution +3 15 1 2 -
© _+6_ Intelligence
O +2 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +2 Charisma / / 108 , \
—_— Resistances - Poison successes O-O-0
DEXTERITY . FaiLures O=(O=0O
Advantage Against
+ 3 Poison \ DEFENSES \ HIT DICE \ DEATH SAVES J
K SAVING THROWS ) )
INSPIRATION
N o j === ARMOR ===
y \ =N Light Armor, Medium Armor, Shields
[CONSTITUTION] ﬂ) +3  Acrobatics DEX \ N WEAPONS
) ) PROFICIENCY BONUS - - T
+4 | o _ =2 anima Handling wis j Battleaxe, Firearms, Simple Weapons,
QO +4 Arcana INT =’ Warhammer
\ 4 O +2  Athletics STR Nt —t === TOOLS ===
O _+2 Deception CHA ABILITY SAVE DC | Brewer's Supplies, Carpenter's Tools,
) p— F— Cartographer's Tools, Thieves' Tools,
® _+6  History INT Tinker's Tools
O _+2  Insight wis (7 N
2 Insimidati 25 ft. (Walking) === LANGUAGES ===
O _+2_ Intimidation CHA Common, Dwarvish, Orc
® _+6_ Investigation INT
O +2  Medicine wis \ SPEED /
O +4 Nature INT ) PROFICIENCIES & LANGUAGES
® _+4  Perception WIS , N\
QO _+2_ Performance CHA === ACTIONS ===
+ 2 _ Standard Actions
® _*4_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,
L Help, Hide, Ready, Search, Use an Object,
4
O _*4_ Religion INT Opportunity Attack, Grapple, Shove, Improvise,
+3  Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object
O g
O _#3  Stealth DEX Magical Tinkering « 4 / Other
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+ 2 ) second long recorded message, emits odor or
O
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Imbue a Tiny nonmagical object with a magical

2 i h FASg
*2_ Survival wis property of your choice: 5ft. radius light, up to 6

nonverbal sound, static visual effect including up to 25
words of text. You can affect a maximum of 4 objects

at a time.
L SKILLS )/ \ ACTIONS )

[ 7 N
14 PASSIVE WISDOM (PERCEPTION) Crosshow, light +5 1d8+3 Piercing  simple, Ammuniton, Loading, Range, Two-Handed, Range (0/320)
Light Hammer +4 1d4+2 Bludgeoning  Simple, Light, Thrown, Range (20/60)
12 PASSIVE WISDOM (INSIGHT)
Quarterstaff +4 1d6+2 Bludgeoning  Simple, Versatile
16 PASSIVE INTELLIGENCE (INVESTIGATION) Shocking Grasp +6 1d8 nghtnlng V/S
Darkvision 60 ft. Unarmed Strike +4 3 Bludgeoning

SENSES L N WEAPON ATTACKS & CANTRIPS W




EQUIPMENT

e — —
Artificer 1 sdcranford14
H CLASS & LEVEL PLAYER NAME
Morkam Steelfist
Mark of Warding Dwarf Failed Merchant (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
—_— —
7 <
=== ARTIFICER FEATURES ===
* Stonecunning * BR 20
* Hit Points « TCoE 10 Whenever you make an Intelligence (History) check
related to the origin of stonework, you are considered
* Proficiencies « TCoE 10 proficient in the History skill and add double your
proficiency bonus to the check.
* Magical Tinkering » TCoE 11
Imbue a Tiny nonmagical object with a magical * Ability Score Increase « ERftLW 51
property of your choice: 5ft. radius light, up to 6 second  Your Intelligence score increases by 1.
long recorded message, emits odor or nonverbal
sound, static visual effect including up to 25 words of * Warder's Intuition « ERftLW 51
text. You can affect a maximum of 4 objects at a time. When you make an Intelligence (Investigation) check
or an ability check using thieves’ tools, you can roll a
| 4 / Other « 1 Action d4 and add the number rolled to the ability check.
* Spellcasting * TCoE 11 * Wards and Seals « ERftLW 51
You can cast prepared artificer spells using INT as You can cast the alarm and mage armor spells once
your spellicasting modifier (Spell DC 14, Spell Attack per long rest and, starting at 3rd level, you can also
+6) and prepared artificer spells as rituals if they have cast the arcane lock spell once per long rest.
the ritual tag. You must have a spellcasting focus — Intelligence is your spellcasting ability for these spells.
specifically thieves’ tools or some kind of artisan’s tool
— in hand when you cast any spell with this feature. * Spells of the Mark « ERftLW 51
If you have the Spellcasting or the Pact Magic class
feature, the spells on the Mark of Warding Spells table
=== MARK OF WARDING DWARF RACIAL TRAITS are added to the spell list of your spellcasting class.
* Darkvision « BR 20
You can see in darkness (shades of gray) up to 60 ft.
* Dwarven Resilience ¢ BR 20
You have advantage on saves against poison and
resistance against poison damage.
* Dwarven Combat Training « BR 20
You have proficiency with the battleaxe, handaxe, light
hammer, and warhammer.
* Tool Proficiency * BR 20
You gain proficiency with your choice of smith’s tools,
brewer’s supplies, or mason’s tools.
FEATURES & TRAITS
\\
Studded Leather 1 13 Ib. Rope, Hempen (50 feet) 1 10 Ib.
Light Hammer 1 2 lb. Tinderbox 1 1lb.
Quarterstaff 1 4 1b. Torch 10 10 Ib.
Crossbow, light 1 5 lb. Waterskin 1 51b.
Crossbow Bolts 20 1.51b.
Backpack 1 51b.
Clothes, Fine 1 6 Ib.
Pouch 1 11b.
Scale, Merchant's 1 31b.
Tinker's Tools 1 10 Ib.
WEIGHT CARRIED
108 Ib Thieves' Tools 1 11b.
ENCUMBERED Crowbar 1 51b.
210 Ib. Hammer 1 31b.
PUSH/DRAG/LIFT Piton 10 2.51b.
420 Ib. Rations (1 day) 10 20 Ib.




CHARACTER APPEARANCE
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Male 120 Medium 4'4" 166
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Neutral Tan Blue Black
ALIGNMENT FAITH SKIN EYES HAIR
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I’'m always looking to improve

ALLIES & ORGANIZATIONS

efficiency.
Even my competitors said | was affable

and talented. Those traits should serve
me well
PERSONALITY TRAITS
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Excitement. Caution got me nowhere
in my previous business. I'm not
going to let it hold me back now.

IDEALS
L~
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My former business partner fell ill, and
then our business failed. Part of my

new venture involves earning enough

BONDS
L~

[N ~~"]
Why spend gold here when you can
buy the same thing for copper in the
next town?
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CHARACTER BACKSTORY

ADDITIONAL NOTES /,




Artificer
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=== CANTRIPS === (At Will)
O Mage Hand Artificer -- 1A 30 ft. V,S 1 minute PHB 256 D: 1m, VIS
QO Shocking Grasp Artificer +6 1A Touch V,S Instantaneous  PHB 275  V/S
=== 1st LEVEL === 2 Slots OO
O Catapult Artificer DEX 14 1A 60 ft. S Instantaneous  EE 150 S
QO Cure Wounds Artificer - 1A Touch V,S Instantaneous PHB 230 V/S
O Detect Magic [R]<C> Artificer -- 1A Self/30 ft. Sphere  V,S Concenration, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Identify [R] Artificer -- im Touch V,S,M Instantaneous PHB 252  V/SIM
O Alarm [R] Artificer -- 11m 30ft. V,S,M 8 hours PHB 211  D: 8h, V/ISIM
O Disguise Self Artificer - 1A Self V.S 1 hour PHB 233 D:1h, VIS
O Expeditious Retreat <C> Artificer -- 1BA  Self V.S Concenration, up o 20minwtes - PHB 238 D: 10m, V/S
O Faerie Fire <C> Artificer DEX 14 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 14 1A 60 ft/10 ft. Square V,S,M 1 minute PHB 246  D:1m, 10 ft. Square, V/S/M
O Jump Avrtificer - 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 14 1BA 30ft. V,SM 1 minute PHB 272  D:1m, VISIM
O Absorb Elements Artificer - 1R Self S 1 round EE 150 D: 1Rnd, S
O Snare Artificer DEX 14 1m Touch S,M 8 hours XGtE 165 D: 8h, SIM
O Tasha's Caustic Brew <C> Artificer DEX 14 1A Self/30 ft. Line V,S,M  concentration. o1 mine - TCOE 115  D: 1m, 30 ft. Line, V/S/M
O Alarm Wards and Seals - 1im 30 ft. V,S,M 8 hours PHB 211  1/LR, D: 8h, V/SIM
O Mage Armor Wards and Seals - 1A Touch V,S,M 8 hours PHB 256  1/LR, D: 8h, V/SIM
R SPELLS N
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