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Artificer 5

CLASS & LEVEL PLAYER NAME
Coltan Ironforge
Aasimar Sage
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
— ——
Y N
ﬁ) -1 Strength \ / \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+2_ Dexterity
8 ©® +6 Constitution +2 19 43 S
© _+7_ Intelligence
O +0 Wisdom INITIATIVE CLASS \ HIT POINTS /
O -1 Charisma y / s , <
—_— Resistances - Radiant, successes O=O=0O
DEXTERITY Necrotic raiLures O=O=0
14 \ DEFENSES \ HIT DICE \ DEATH SAVES )
@ K SAVING THROWS ) Y
HEROIC INSPIRATION
N 7 j === ARMOR ===
y \ =N Heavy Armor, Light Armor, Medium Armor,
[CONSTITUTION] O +2 Acrobatics DEX \ ™~ Shields
‘ O _*0_ Animal Handling wis PROFICIENCY BONUS j === WEAPONS ===
® +7 Arcana INT ~ Simple Weapons
O -1 Athletics STR = —r === TOOLS ===
O _-1  Deception CHA ABILITY SAVE DC | Calligrapher's Supplies, Painter's Supplies,
P— p— Smith's Tools, Thieves' Tools, Tinker's Tools
® _+7_ History INT
O _+0_ Insight wis (7 N === LANGUAGES ===
o 30 ft. (Walking) Common, Dwarvish, Gnomish
O -1 Intimidation CHA
® +10 Investigation INT
O +0 Medicine wis \ SPEED /
O +4 Nature INT ) PROFICIENCIES & TRAINING
QO _+0  Perception WIS \
O -1 Performance CHA === ACTIONS === You can use this feature 4 times per Long Rest.
) Standard Actions
O _-1_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, === BONUS ACTIONS ===
O +4 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, Celestial Revelation « 1 / Long Rest
g Grapple, Shove, Improvise, Two-Weapon Fighting, Once per Long Rest, you transform using one of
® _*5_ Sleight of Hand DEX Interact with an Object, Study, Influence the options available to you (choose the option each
time you transform). The transformation lasts for 1
O _*2_ Stealth DEX Healing Hands « 1 / Long Rest minute or until you end it (no action required).
U CHARISMA ) 0 . Once per Long Rest as a Magic action, you touch a
O 0 Survival wis creature and they regain 3d4 HP. Defensive Field
8 ) While Bloodied, you can take a Bonus Action to
- Tinker's Magic * 4 / Long Rest gain Temp HP equal to your Artificer level. You lose
O As a Magic action while holding Tinker's Tools, you  the Temp HP if you doff the armor.
o can create one item in an unoccupied space within 5
e — ft. of yourself, from the provided list. The item lasts Quick Study
until you finish a Lona Rest, at which point it vanishes. You can take the Studv action as a Bonus Action.
\ SKILLS / ACTIONS )
N
10 PASSIVE PERCEPTION CrOSSbOW, nght +5 1d8+2 Piercing Simple, Ammunition, Loading, Range, Two-Handed, Slow, Range (80/320)
Dagager +5 1d4+2 Piercin Simple, Finesse, Light, Thrown, Nick, Range (20/60), True Strike: 1d6+4 Radiant
10 PASSIVE INSIGHT 99 9
Thorn Whip +7 2d6 Piercing V/SIM
20 PASSIVE INVESTIGATION . .
Unarmed Strike +2 0 Bludgeoning

Darkvision 60 ft.

SENSES

WEAPON ATTACKS & CANTRIPS y
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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 15, Spell Attack +7). 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

* 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.

* 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.

| Cloak of Billowing « DMG-2024

| Dread Helm « DMG-2024

| Smoldering Armor, Splint « XGtE

| Tankard of Sobriety « DMG-2024
* Artificer Subclass ¢ EFotA 10

| Armorer

* Tools of the Trade * EFotA 15
You gain the following benefits.

Armor Training. You gain training with Heavy armor.

Tool Proficiency. You 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.

Armor Crafting. When you craft nonmagical or magic
armor, the amount of time required to craft it is halved.

* Armorer Spells « EFotA 15

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

* Arcane Armor « EFotA 15
As a Magic action while you have Smith’s Tools in
hand, you can turn a suit of armor you are wearing into

Arcane Armor. The armor continues to be Arcane
Armor until you don another suit of armor or you die.

You gain the following benefits while wearing your
Arcane Armor.

No Strength Requirement. If the armor normally has a
Strength requirement, the Arcane Armor lacks this
requirement for you.

Quick Don and Doff. You can don or doff the armor as
a Utilize action. The armor can't be removed against
your will.

Spellcasting Focus. You can use the Arcane Armor as
a Spellcasting Focus for your Artificer spells.

| Create Arcane Armor: 1 Action
| Quick Don or Doff: 1 Action

* Armor Model « EFotA 15

You can customize your Arcane Armor and choose
one of the following armor models: Dreadnaught,
Guardian, or Infiltrator. The model you choose gives
you special benefits while you wear it.

Each model includes a special weapon and when you
attack with that weapon, you can add +4, instead of
your Str. or Dex. mod, to the attack and damage rolls.

You can change the armor’s model whenever you
finish a Short or Long Rest if you have Smith’s Tools in
hand.

| Guardian * EFotA 15
You design your armor to be in the front line of conflict
and has the following features:

Thunder Pulse. You can discharge concussive blasts
with strikes from your armor. The pulse counts as a

FEATURES & TRAITS
Cloak of Billowing 1 -
Smoldering Armor, Splint 1 60 Ib.
Shield 1 6 Ib.
Dagger 1 11b.
Crossbow, Light 1 5 lb.
Calligrapher's Supplies 1 5 lb.
Painter's Supplies 1 5 lb.
Book 3 15 Ib.
Tinker's Tools 1 10 Ib.
WEIGHT CARRIED Thieves' Tools 1 11b.
109.5 Ib. Bolts 20 1.51b.
ENCUMBERED
120 Ib.

PUSH/DRAG/LIFT

240 Ib.

EQUIPMENT
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Simple Melee weapon and deals 1d8 Thunder damage
on a hit. A creature hit by the pulse has Disadvantage
on attack rolls against targets other than you until the
start of your next turn.
Defensive Field. While Bloodied, you can take a Bonus
Action to gain Temp HP equal to 5. You lose these
Temp HP if you doff the armor.

| Thunder Pulse: 1 Action

| Defensive Field: 1 Bonus Action

| Thunder Pulse (STR): 1 Action
* Ability Score Improvement « EFotA 10
* Extra Attack » EFotA 15

You can attack twice instead of once whenever you
take the Attack action on your turn.

=== AASIMAR SPECIES TRAITS ===

* Creature Type « PHB-2024 186
You are a Humanoid.

* Size « PHB-2024 186
You are Medium or Small, chosen when you select this
species.

* Speed * PHB-2024 186
Your speed is 30 ft.

* Celestial Resistance « PHB-2024 186
You have Resistance to Necrotic & Radiant damage.

* Darkvision « PHB-2024 186
You have Darkvision with a range of 60 ft.

* Healing Hands « PHB-2024 186

Once per Long Rest as a Magic action, you touch a
creature and they regain 3d4 HP.

| 1/Long Rest « 1 Action

* Light Bearer « PHB-2024 186
You know the Light cantrip and Charisma is your
spellcasting ability for it.

* Celestial Revelation « PHB-2024 186

Once per Long Rest, you transform using one of the
options below (choose the option each time you
transform). The transformation lasts for 1 minute or
until you end it (no action required).

Activate Celestial Revelation by clicking on this trait
and select one of the options available to you.
Deselect it to stop its effects.

| 1/Long Rest ¢ 1 Bonus Action

=== FEATS ===

* Keen Mind « PHB-2024 205
Ability Score Increase. Increase your Int. by 1.

Lore Knowledge. Choose one of the following skills:
Arcana, History, Investigation, Nature, or Religion. If
you lack proficiency in the chosen skill, you gain
proficiency in it, and if you already have proficiency in
it, you gain Expertise in it.

Quick Study. You can take the Study action as a
Bonus Action.

| Expertise
| Quick Study: 1 Bonus Action

* Magic Initiate (Wizard) « PHB-2024 201

ADDITIONAL FEATURES & TRAITS

Two Cantrips. You learn two cantrips of your choice
from the Wizard spell list. Int., Wis., or Cha. is your
spellcasting ability for this feat's spells.

Level 1 Spell. Choose a level 1 spell from the Wizard
spell list. You always have that 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 the spell using any spell slots
you have.

Spell Change. Whenever you gain a new level, you
can replace one of the spells you chose for this feat
with a different spell of the same level from the chosen
spell list.

Repeatable. You can take this feat more than once,
but you must choose a different spell list each time.

| Intelligence
* Sage Ability Score Improvements « PHB-2024 183

| Increase two scores (+2 / +1) ¢

ADDITIONAL EQUIPMENT
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=== CANTRIPS ===
True Strike

Thorn Whip
Prestidigitation
Minor lllusion

Light

Mending

=== 1st LEVEL ===
Catapult

Absorb Elements
Grease

Faerie Fire

False Life

Feather Fall

Purify Food and Drink [R]
Jump

Sanctuary
Longstrider

Cure Wounds
Detect Magic [R]
Disguise Self
Identify [R]
Expeditious Retreat
Alarm [R]

Tasha's Caustic Brew
Snare

Shield

Magic Missile

Thunderwave

===2nd LEVEL ===
Rope Trick
Invisibility

Heat Metal

Aid

Alter Self

Arcane Lock
Protection from Poison
Blur

Levitate

See Invisibility
Lesser Restoration
Magic Mouth [R]
Magic Weapon
Continual Flame
Spider Climb
Darkvision

Dragon's Breath

Enhance Ability

(At will)

Atrtificer

Artificer

Magic Initiate (Wizard)
Magic Initiate (Wizard)
Light Bearer

Tinker's Magic (Always Prepared)

4 Slots 0000
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer

Magic Initiate (Wizard)

Armorer Spells (Always Prepared)

Armorer Spells (Always Prepared)

2 Slots OO
Artificer
Artificer
Artificer
Artificer
Atrtificer
Atrtificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer

Artificer

+7
+7

DEX 15

DEX 15
DEX 15

DEX 15
DEX 15

CON 15

1A
1A
1A
1A
1A

Im

1A
1R
1A
1A
1A
1R
1A+ 10m
1BA
1BA
1A
1A
1A+ 10m
1A
11m
1BA
11m
1A
im
1R
1A
1A

1A
1A
1A
1A
1A
1A
1A
1A
1A
1A
1BA
11m
1BA
1A
1A
1A
1BA
1A

Self

30 ft.

10 ft.

30 ft./5 ft. Cube
Touch

Touch

60 ft.

Self

60 ft./10 ft. Square
60 ft./20 ft. Cube
Self

60 ft.

10 ft./5 ft. Sphere
Touch

30 ft.

Touch

Touch

Self/30 ft. Sphere
Self

Touch

Self

30 ft./20 ft. Cube
Self/30 ft. Line
Touch

Self

120 ft.

Self/15 ft. Cube

Touch
Touch
60 ft.
30 ft.
Self
Touch
Touch
Self
60 ft.
Self
Touch
30 ft.
Touch
Touch
Touch
Touch
Touch/15 ft. Cone

Touch

SPELLS

SM
V,S,\M
V.S
SM
WA
V,S,\M

V,S,\M

V,S,\M
\A
V.S
V,S,\M
V,S.\M
V,S,\M
V.S
V.S
V.S
V,S,\M
V.S
V,S,\M
V,S,\M
S\M
V.S
V.S
V,S

V,S,\M
V,S,\M
V,S,\M
V,S.\M
V.S
V,S,\M
V.S
\Y
V,S.\M
V,S,\M
V.S
V,S,\M
V.S
V,S,\M
V,S,\M
V,S,\M
V,S,\M
V,S,\M

Instantaneous
Instantaneous
1 hour

1 minute

1 hour

Instantaneous

Instantaneous
1 round

1 minute
Concentration, up o 1 minute
Instantaneous
1 minute
Instantaneous
1 minute

1 minute

1 hour
Instantaneous
Concentraton,up 0 10 minutes
1 hour
Instantaneous
Concentraton,up o 10 minutes
8 hours
Concentration, up o 1 minute
8 hours

1 round
Instantaneous

Instantaneous

1 hour

Concentration, up to 1 hour
Concentration, up to 1 minute
8 hours
Concentration, up to 1 hour
Until dispelled

1 hour

Concentration, up to 1 minute
Concentation, up 0 10 minutes
1 hour
Instantaneous
Until dispelled

1 hour

Until dispelled
Concentration, up to 1 hour
8 hours
Concentration, up o 1 minute

Concentration, up o 1 hour

PHB-2024 336
PHB-2024 333
PHB-2024 307
PHB-2024 298
PHB-2024 292

PHB-2024 297

EE 150

EE 150
PHB-2024 280
PHB-2024 271
PHB-2024 271
PHB-2024 271
PHB-2024 310
PHB-2024 290
PHB-2024 313
PHB-2024 293
PHB-2024 259
PHB-2024 262
PHB-2024 262
PHB-2024 287
PHB-2024 270
PHB-2024 239
TCoE 115
XGtE 165
PHB-2024 316
PHB-2024 295

PHB-2024 334

PHB-2024 312
PHB-2024 289
PHB-2024 284
PHB-2024 239
PHB-2024 239
PHB-2024 242
PHB-2024 310
PHB-2024 248
PHB-2024 291
PHB-2024 314
PHB-2024 291
PHB-2024 295
PHB-2024 295
PHB-2024 256
PHB-2024 318
PHB-2024 260
PHB-2024 266

PHB-2024 268

SIM

VISIM

D: 1h, VIS

D: 1m, 5 ft. Cube, SIM
D: 1h, VIM

VISIM

S

D: 1Rnd, S

D: 1m, 10 ft. Square, V/S/M
D: 1m, 20 ft. Cube, V
VISIM

D: 1m, VIM

5 ft. Sphere, VIS

D: 1m, V/SIM

D: 1m, V/SIM

D: 1h, VISIM

VIS

D: 10m, 30 ft. Sphere, V/S
D: 1h, VIS

VISIM

D: 10m, VIS

D: 8h, 20 ft. Cube, V/S/M
D: 1m, 30 ft. Line, V/SIM
D: 8h, SIM

1/LR, D: 1Rnd, V/S

VIS

15 ft. Cube, VIS

1h, VISIM

1h, VISIM

1im, VISIM

8h, VISIM

1h, VIS

Until Dispelled, V/S/M
1h, VIS

im,V

10m, V/SIM

1h, VISIM

VIS

D: Until Dispelled, V/S/M
D: 1h, VIS

D: Until Dispelled, V/S/M
D: 1h, VISIM

D: 8h, VISIM

D: 1m, 15 ft. Cone, V/ISIM
D: 1h, VISIM

> 4
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Enlarge/Reduce

Web

Homunculus Servant [R]
Arcane Vigor
Pyrotechnics

Skywrite [R]

Mirror Image

TUTOOOO0OO0OOo

Shatter

Atrtificer
Atrtificer
Artificer
Artificer
Artificer
Artificer
Armorer Spells (Always Prepared)

Armorer Spells (Always Prepared)

CON 15

1A
1A
1h+10m
1BA
1A
1A+ 10m
1A
1A

30 ft.

60 ft./20 ft. Cube
10 ft.

Self

60 ft./5 ft. Cube
Sight

Self

60 ft./10 ft. Sphere

SPELLS

V,S,\M
V,S.\M
V,S,\M
V.S
V.S
V.S
V.S
V,S,\M

Concentration, up to 1 minute
Concentration, up to 1 hour
Instantaneous
Instantaneous
Instantaneous
Concentration, up to 1 hour
1 minute

Instantaneous

PHB-2024 268
PHB-2024 340
EFotA 21
PHB-2024 242
EE 163

EE 165
PHB-2024 299

PHB-2024 316

D: 1m, V/ISIM

D: 1h, 20 ft. Cube, V/S/IM
VISIM

VIS

5 ft. Cube, VIS

D: 1h, VIS

D: 1m, VIS

10 ft. Sphere, V/ISIM

> 4

N




