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© +10 Strength \ /7 \
ARMOR Max HP Current HP Temp HP |
[ STRENGTH \ O _+5  Dexterity
+11 Constitution +9 23 205 I
+4_ Intelligence
+1  Wisdom INITIATIVE CLASS \ HIT POINTS /
+1  Charisma y / o012+ 1000 Y \
Resistances - Lightning successes OO0
+1 Bonus on saves FAILURES O=O=O
Advantage to avoid or end the charmed
condition
Advalnltage on DEX against effects that you N DEFENSES \ HITDICE \ DEATH SAVES /
can see while not blinded, deafened, or
incapacitated
SAVING THROWS ) A
INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor, Medium Armor, Shields
ﬂ) +4  Acrobatics DEX \ N ——— WEAPONS ===
. ) PROFICIENCY BONUS A N .
| ® +s Animal Handiing wis j Firearms, Martial Weapons, Simple Weapons
O +3 Arcana INT =
i === TOOLS ===
® _*9_ Athletics STR — — Alchemist's Supplies, Smith's Tools, Thieves'
O _+0  Deception CHA ABILITY SAVE DC | Tools, Tinker's Tools
_g— _gu—
O 3 History INT === LANGUAGES ===
O 0 Insight wis 7% N Common, Goblin, Sylvan
® +6 Intimidation CHA 40 ft. (Walking), 40 ft. (Swimming)
O _*3  Investigation INT
O +0 Medicine wis \ SPEED /
® +9 Nature INT ) PROFICIENCIES & LANGUAGES
® _+6  Perception WIS \
QO _*0_ Performance CHA === ACTIONS === « <strong>Armor Class:</strong> 15
+O ) Standard Actions « <strong>Speed:</strong> 40ft
O _*0_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge,  <strong>Saving Throws:</strong> DEX +7, CON +8
O +3  Religion INT Help, Hide, Ready, Search, Use an Object, « <strong>Damage Immunities.</strong> poison.
Q g Opportunity Attack, Grapple, Shove, Improvise, « <strong>Condition Immunities.</strong> charmed,
2 3 O _+4_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object exhaustion, poisoned.
- « <strong>Senses.</strong> darkvision 60 ft., passive
® _+10 Stealth DEX Magical Tinkering « 3 / Other Perception 22
U CHARISMA ) ® 6 Survival wis Imbue a Tiny nonmagical object with a magical * <em><strong>Vigilant.</strong></em> The
property of your choice: 5ft. radius light, up to 6 defender can’t be surprised.
+O O second long recorded message, emits odor or <strong>Actions</strong>
- nonverbal sound, static visual effect including up to 25 ¢ <em><strong>Force-Empowered Rend.</strong>
@] words of text. You can affect a maximum of 3 objects Melee Weapon Attack:</em> +9 to hit, reach 5 ft., one
0 at a time. target you can see. <em>Hit:</em>
e — <strong>1d8</strong>+6 force damage.
Steel Defender ¢ 55 / Other * <em><strona>Repair (3/Dav).</strona></em> The
\ SKILLS / ACTIONS )
74 <\
16 PASSIVE WISDOM (PERCEPTION) Battleaxe +11 1d8+5 Slashing s envanced wespon, arah versase, rser iame lce: 08 v, 03 e
10 Handaxe +9 1d6+3 S|a3hing Simple, Light, Thrown, Range (20/60), Green-Flame Blade: 3d8 Fire, 3d8+3 Fire
PASSIVE WISDOM (INSIGHT)
H andaxe +10 1d6+4 Slashing Infusion: Returning Weapon, Simple, Light, Thrown, Range (20/60), Green-Flame Blade: 308 Fire, 38+3 Fire
13 PASSIVE INTELLIGENCE (INVESTIGATION) Javelin +9 1d6+3 Piercing Simple, Thrown, Range (30/120), Green-Flame Blade: 3d8 Fire, 3d8+3 Fire
Darkvision 60 ft. Fire Bolt +9 4d10 Fire /S
Magic Stone +9 1d6+3 Bludgeoning  D: 1m, V/S
SENSES L WEAPON ATTACKS & CANTRIPS y
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=== BARBARIAN FEATURES === of skills available to barbarians at 1st level. | Special

* Hit Points « PHB 47
* Proficiencies « PHB 47

* Rage * PHB 48
As a bonus action enter a rage for up to 1 minute (10
rounds).

You gain advantage on STR checks and saving throws
(not attacks), +3 melee damage with STR weapons,
resistance to bludgeoning, piercing, slashing damage.
You can't cast or concentrate on spells while raging.

Your rage ends early if you are knocked unconscious
or if your turn ends and you haven't attacked a hostile
creature since your last turn or taken damage since
then. You can also end your rage as a bonus action.

| 4 / Long Rest « 1 Bonus Action

* Unarmored Defense « PHB 48
While not wearing armor, your AC equals 10 + DEX
modifier + CON modifier + any shield bonus.

* Reckless Attack « PHB 48

When you make your first attack on your turn, you can
decide to attack recklessly, giving you advantage on
melee weapon attack rolls using STR during this turn,
but attack rolls against you have advantage until your
next turn.

* Danger Sense * PHB 48

You have advantage on DEX saving throws against
effects that you can see while not blinded, deafened,
or incapacitated.

* Primal Knowledge * TCoE 24
When you reach 3rd level and again at 10th level, you
gain proficiency in one skill of your choice from the list

* Primal Path « PHB 48
| Path of the Storm Herald

* Storm Aura « XGtE 10
You gain a 10 ft. aura effect when you start your rage
and as a bonus action on each of your turns.

| Sea » XGtE
When activated, one creature of your choice in your
aura takes lightning damage (DEX DC 18, half
damage on success) based on your level:
[3rd] 1d6, [10th] 2d6, [15th] 3d6, and [20th] 4d6

| Storm Aura: Sea: 1 Bonus Action
* Ability Score Improvement « PHB 49

* Extra Attack « PHB 49
You can attack twice, instead of once, whenever you
take the Attack action on your turn.

* Fast Movement « PHB 49
Your speed increases by 10 ft. while you aren't
wearing heavy armor.

* Storm Soul « XGtE 10
You gain benefits even when your Storm Aura isn't
active, based on your chosen environment.

| Sea « XGtE
You gain resistance to lightning damage, and you can
breathe underwater. You also gain a swimming speed
of 30 feet.

* Instinctive Pounce « TCoE 24
As part of the bonus action you take to enter your
rage, you can move up to half your speed.

* Feral Instinct « PHB 49

You have advantage on initiative rolls. Also, if you are
surprised at the beginning of combat but not
incapacitated, you can act normally on your first turn if
you enter a rage before doing anything else.

* Brutal Critical « PHB 49

You can roll one additional weapon damage die when
determining the extra damage for a critical hit with a
melee attack.

* Shielding Storm « XGtE 10

Each creature of your choice has the damage
resistance you gained from the Storm Soul feature
while the creature is in your Storm Aura.

=== 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 3 objects at a time.

| 3/ Other « 1 Action

* Spellcasting » TCoE 11

You can cast prepared artificer spells using INT as
your spellcasting modifier (Spell DC 17, Spell Attack
+9) 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.

FEATURES & TRAITS
Cloak of Protection 1 -
Shield 1 6 Ib.
Handaxe 1 2 1b.
Handaxe 1 2 1b.
Javelin 4 8 1b.
Battleaxe 1 41b.
Backpack 1 5 Ib.
Clothes, Traveler's 1 4 1b.
Bedroll 1 7 1b.
WEIGHT CARRIED Mess Kit 1 1lb.
75.2 |b. Rations (1 day) 10 20 Ib.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
480 |b. Tinderbox 1 11b. Cloak of Protection 1 -
Waterskin 1 5 Ib.

PUSH/DRAG/LIFT

960 Ib.

EQUIPMENT
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* Infuse Item « TCoE 12 * Tool Proficiency « TCoE 19 | Special

Whenever you finish a long rest, you can touch up to 4
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 3 days. The
infusion also vanishes if you give up your knowledge of
the infusion or you exceed your maximum number of
infusions.

| 4 / 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
The type of specialist are:

| Battle Smith

* 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

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.

* Battle Smith Spells « TCoE 19

You always have certain spells prepared after you
reach particular levels in this class, as shown in the
Battle Smith Spells table.

* Battle Ready » TCoE 19

You gain proficiency with martial weapons and when
you attack with a magic weapon, you can use your
Intelligence modifier, instead of Strength or Dexterity
modifier, for the attack and damage rolls.

* Steel Defender « TCoE 19

You have created a Steel Defender, that obeys your
commands. In combat, the steel defender shares your
initiative count, but it takes its turn immediately after
yours.

It can move and use its reaction on its own, but the
only action it takes on its turn is the Dodge action.

If you expend your bonus action, you can command it
to take an action from its stat block, or some other
action.

| 55 / Other « 1 Action
* Ability Score Improvement « TCoE 13
* Extra Attack « TCoE 20
You can attack twice, rather than once, whenever you
take the Attack action on your turn.
| Special
* Tool Expertise « TCOE 13

Your proficiency bonus is doubled for any ability check
you make that uses your proficiency with a tool.

ADDITIONAL FEATURES & TRAITS

* Flash of Genius « TCoE 13

When you or another creature you can see within 30
feet of you makes an ability check or a saving throw,
you can use your reaction to add +3 to the roll.

You can use this feature 3 times, regaining uses on
finishing a long rest.

| 3/Long Rest ¢ 1 Reaction

* Arcane Jolt » TCoE 20

Once per turn, when you hit a target with a magic
weapon attack or your steel defender hits a target, you
can choose to either deliver an extra 2d6 force
damage, or restore 2d6 hit points to a creature or
object within 30 feet of the target.

| 3/Long Rest ¢ Special

* Magic Item Adept » TCoE 13

You can now attune to up to four magic items at once.
If you craft a magic item with a rarity of common or
uncommon, it takes you a quarter of the normal time,
and it costs you half as much of the usual gold.

=== BUGBEAR RACIAL TRAITS ===

* Ability Score Increases « MotM 5

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

| Increase three scores (+1/+1/+1) ¢
Increase three different scores by 1.

* Languages * MotM 5

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

ADDITIONAL EQUIPMENT
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* Creature Type * MotM 8

You are a Humanoid. You are also considered a
goblinoid for any prerequisite or effect that requires
you to be a goblinoid.

* Size « MotM 8
Your size is Medium.

* Speed * MotM 8
Your walking speed is 30 ft.

* Darkvision « MotM 8

You can see in dim light within 60 ft. of you as if it were
bright light and in darkness as if it were dim light. You
discern colors in that darkness only as shades of gray.

* Fey Ancestry « MotM 8
You have advantage on saving throws you make to
avoid or end the charmed condition on yourself.

* Long-Limbed ¢ MotM 8
When you make a melee attack on your turn, your
reach for it is 5 ft. greater than normal.

* Powerful Build « MotM 8

You count as one size larger when determining your
carrying capacity and the weight you can push, drag,
or lift.

* Sneaky ¢« MotM 8

You are proficient in the Stealth skill. In addition,
without squeezing, you can move through and stop in
a space large enough for a Small creature.

* Surprise Attack « MotM 8

If you hit a creature that has not taken a turn yet in the
current combat with an attack roll, it takes an extra
<strong>2d6</strong> damage.

| Special

=== FEATS ===

* 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.

* Artificer Initiate « TCoE 79

You've learned a cantrip and 1st level spell from the
Artificer spell list, as well as proficiency with an artisan
tool, that you can use as a spellcasting focus for spells
that use INT as the spellcasting ability.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
O Green-Flame Blade Artificer +9 1A Self/5 ft. Sphere  S,M Instantaneous ~ SCAG 142 5 ft. Sphere, S/IM
QO Fire Bolt Artificer +9 1A 120 ft. V,S Instantaneous  PHB 242 VIS
QO Lightning Lure Artificer STR17 1A Self/15 ft. \Y Instantaneous  SCAG 143 V
O Magic Stone Artificer Initiate +9 1BA  Touch V,S 1 minute EE 160 D: 1m, VIS

=== 1st LEVEL === 4 Slots OO00
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 Faerie Fire <C> Artificer DEX 17 1A 60 ft./20 ft. Cube V Concenuaiion, upo tmine - PHB 239 D: 1m, 20 ft. Cube, V
O Identify [R] Artificer -- im Touch V,S,M Instantaneous PHB 252  V/SIM
O Absorb Elements Artificer - iR Self S 1 round EE 150 D: 1Rnd, S
O Cure Wounds Artificer - 1A Touch V.S Instantaneous  PHB 230  V/S
P Heroism <C> Artificer (Always Prepared) -- 1A Touch V.S Concenuation, upto tminte - PHB 250 D: 1m, V/S
P Shield Artificer (Always Prepared) -- 1R Self V.S 1 round PHB 275 D:1Rnd, VIS
O Alarm [R] Artificer - 11m 30 ft. V,S,M 8 hours PHB 211  D:8h, VISIM
O Disguise Self Artificer - 1A Self V,S 1 hour PHB 233 D:1h, VIS
O Expeditious Retreat <C> Artificer -- 1BA  Self V.S concentraion, pto 1ominutes - PHB 238 D: 10m, V/S
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 17 1A 60 ft/10 ft. Square V,S,M 1 minute PHB 246  D:1m, 10 ft. Square, V/S/M
O Jump Artificer - 1A Touch V,S,M 1 minute PHB 254  D:1m, V/ISIM
O Longstrider Artificer - 1A Touch V,S,M 1 hour PHB 256 D: 1h, VISIM
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 17 1BA 30ft. V,S,M 1 minute PHB 272 D: 1m, V/SIM
O Catapult Artificer DEX 17 1A 60 ft. S Instantaneous ~ EE 150 S
O Snare Artificer DEX 17 1m Touch S,M 8 hours XGtE 165 D: 8h, S/IM
O Tasha's Caustic Brew <C> Artificer DEX 17 1A Self/30 ft. Line V,S,M  concentration, oo 1mine - TCOE 115  D: 1m, 30 ft. Line, V/S/M
O Catapult Artificer Initiate DEX 17 1A 60 ft. S Instantaneous  EE 150 1/LR, S

===2nd LEVEL === 3 Slots OO0
O Heat Metal <C> Artificer - 1A 60 ft. V,S,M  concentration, pto 1minute - PHB 250 D: 1m, V/SIM
P Branding Smite <C> Artificer (Always Prepared) -- 1BA  Self \Y Concentration, up o 1 minwte - PHB 219 D: 1m, V
P Wwarding Bond Artificer (Always Prepared) -- 1A Touch V,S,M 1 hour PHB 287  D: 1h, V/SIM
O Ad Artificer - 1A 30 ft. V,S,M 8 hours PHB 211 D: 8h, V/SIM
O Alter Self <C> Artificer - 1A Self V,S Concentration, upto Lhour  PHB 211 D: 1h, VIS
O Arcane Lock Artificer - 1A Touch V,S,M Until dispelled PHB 215 D: Until Dispelled, V/S/M
O Blur<C> Artificer -- 1A Self \ Concentration, upto 1 minuie  PHB 219 D:1m, V
O Continual Flame Artificer -- 1A Touch V,S,M Until dispelled PHB 227 D: Until Dispelled, V/S/M
O Darkvision Artificer -- 1A Touch V,S,M 8 hours PHB 230 D: 8h, VISIM
O Enhance Ability <C> Artificer -- 1A Touch V,S,M  concenuation, upto 1hour  PHB 237 D: 1h, V/SIM
O Enlarge/Reduce <C> Artificer CON 17 1A 30 ft. V,S,M  concentration, upto 1 minute - PHB 237 D: 1m, V/SIM
QO Invisibility <C> Artificer - 1A Touch V,S,M  concentration, upto 1hour  PHB 254 D: 1h, V/ISIM
O Lesser Restoration Artificer - 1A Touch V,S Instantaneous  PHB 255  V/S
O Levitate <C> Artificer CON17 1A 60 ft. V,S,M  concenation, up o 10minwtes - PHB 255 D: 10m, V/S/IM
O Magic Mouth [R] Artificer -- 11m 30ft. V,S,M Until dispelled PHB 257  D: Until Dispelled, V/S/M
O Magic Weapon <C> Artificer -- 1BA Touch V.S Concentration, upto Lhour - PHB 257 D: 1h, V/S
O Protection from Poison Artificer - 1A Touch V.S 1 hour PHB 270 D:1h, VIS
O Rope Trick Artificer -- 1A Touch V,S,M 1 hour PHB 272  D: 1h, VISIM
O See Invisibility Artificer -- 1A Self V,S,M 1 hour PHB 274  D: 1h, VISIM
O Spider Climb <C> Artificer -- 1A Touch V,S,M  concenuation. upro1howr - PHB 277 D: 1h, VISIM

R SPELLS N
)\ {
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O Wweb<C> Artificer DEX 17 1A 60 ft./20 ft. Cube V,S,M  Concentration, upto 1hour  PHB 287 D: 1h, 20 ft. Cube, V/S/IM
QO Pyrotechnics Artificer CON 17 1A 60 ft./5 ft. Cube V,S Instantaneous  EE 163 5 ft. Cube, V/S
O Skywrite [R]<C> Artificer - 1a+1m  Sight V,S Concentration, upto 1hour - EE 165 D: 1h, VIS
=== 3rd LEVEL === 2 Slots OO
O Revivify Artificer - 1A Touch V,S,M Instantaneous PHB 272 VISIM
O Haste <C> Artificer -- 1A 30 ft. V,S,M  concentration, upto 1 minute - PHB 250 D: 1m, V/ISIM
P Aura of Vitality <C> Artificer (Always Prepared) -- 1A Self/30 ft. Sphere Concentration p o1 minwte - PHB 216~ D: 1m, 30 ft. Sphere, V
P Conjure Barrage Artificer (Always Prepared) DEX 17 1A Self/60 ft. Cone V,S,M Instantaneous PHB 225 60 ft. Cone, V/S/M
O Blink Artificer - 1A Self V.S 1 minute PHB219 D:1m,V/S
O Create Food and Water Artificer - 1A 30 ft. V.S Instantaneous  PHB 229  V/S
O Dispel Magic Artificer -- 1A 120 ft. V.S Instantaneous  PHB 234  Special: (See Description)*, V/S
O Fly<C> Artificer -- 1A Touch V,S\M  concenvaion, o 0mnwes - PHB 243 D: 10m, V/S/M
O Glyph of Warding Artificer DEX 17 1h Touch V,S,M  unii dispelled or triggered - PHB 245 Special: Spell Glyph (See Description)*, D: Until Dispelled or Triggered, V/S/M
O Protection from Energy <C> Artificer - 1A Touch V,S Concentration, upto 1hour - PHB 270 D: 1h, V/S
O Water Breathing [R] Artificer - 1a+10m 30 ft. V,S,M 24 hours PHB 287  D: 24h, VISIM
O Water Walk [R] Artificer - 1a+10m 30 ft. V,S,M 1 hour PHB 287  D: 1h, VISIM
O Elemental Weapon <C> Artificer - 1A Touch V,S Concentration, upto 1hour - PHB 237 Special: *, D: 1h, VIS
O Flame Arrows <C> Artificer - 1A Touch V.S Concentration, up to 1hour - EE 156 D: 1h, VIS
QO Tiny Servant Artificer - im Touch V,S 8 hours XGtE 168 D: 8h, VIS
O cCatnap Artificer - 1A 30 ft. SM 10 minutes XGtE 151 D: 10m, S/IM
O Intellect Fortress <C> Artificer - 1A 30 ft. \Y Concentration, upto 1hour - TCOE 107  D: 1h, V.
O Ashardalon’s Stride <C> Artificer - 1BA  Self V,S Concenuation, po 1minte - FTOD 19 D: 1m, VIS
SPELLS
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