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Kool Aid Man
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Artificer 3 Guild Artisan Joe Ligma
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| was created by an insane
wizard, and became involved
in his cult. | was forced to use
the refreshing power of Kool
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since recovered, but | still run
into stalkers from time to
time. The deaths of those
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times | think that the power of
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me to wield.
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	ClassLevel: Artificer 3
	Background: Guild Artisan
	PlayerName: Joe Ligma
	CharacterName: Kool Aid Man
	Race : Warforged-Glass
	Alignment: CG
	XP: 900
	Inspiration: 
	STR: 9
	ProfBonus: +2
	AC: 14
	Initiative: +1
	Speed: 30
	PersonalityTraits : I say Oh Yeah! In just about any situation.
	STRmod: -1
	HPMax: 27
	ST Strength: 
	DEX: 12
	HPCurrent: 27
	Ideals: I will offer a refreshing sip of Kool Aid to those in need.
	DEXmod : +1
	HPTemp: 
	Bonds: My friends are important to me, and I will keep them alive with the refreshing power of Kool-Aid!
	CON: 16
	HDTotal: 3d8
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: +3
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: 
	Flaws: I cannot enter a place without breaking through the wall.
	INT: 16
	ST Dexterity: 
	ST Constitution: 
	ST Intelligence: 
	ST Wisdom: 
	ST Charisma: 
	Acrobatics: 
	Animal: 
	Athletics: 
	Deception : 
	History : 
	Insight: 
	Intimidation: 
	Check Box 11: Off
	Check Box 18: Off
	Check Box 19: Yes
	Check Box 20: Yes
	Check Box 21: Off
	Check Box 22: Off
	Wpn Name: Short Bow
	Wpn1 AtkBonus: +3
	Wpn1 Damage: 1d6/Pierce
	INTmod: +3
	Wpn Name 2: Great Club
	Wpn2 AtkBonus : +3
	Wpn2 Damage : 1d8/Bludg
	Investigation : 
	WIS: 13
	Wpn Name 3: Crossbow
	Wpn3 AtkBonus  : +3
	Arcana: 
	Wpn3 Damage : 1d8/Pierce
	Perception : 
	WISmod: +1
	CHA: 11
	Nature: 
	Performance: 
	Medicine: 
	Religion: 
	Stealth : 
	Check Box 23: Off
	Check Box 24: Off
	Check Box 25: Off
	Check Box 26: Off
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Yes
	Check Box 30: Off
	Check Box 31: Off
	Check Box 32: Yes
	Check Box 33: Off
	Check Box 34: Yes
	Check Box 35: Yes
	Check Box 36: Yes
	Check Box 37: Off
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Off
	Persuasion: 
	SleightofHand: 
	CHamod: +1
	Survival: 
	AttacksSpellcasting: Once per long rest:

Chromatic orb

Absorb elements (2nd level)

Experimental Elixir



Once per short rest:

Transparency (Invsibility for 1 round)


	Passive: 13
	CP: 
	ProficienciesLang: Armor: Light armor, medium armor, shields

Weapons: Simple weapons, hand crossbows, heavy crossbows

Tools: Thieves' tools, tinker's tools, Alchemist's supplies



Languages:

Common

Elvish
	SP: 
	EP: 
	GP: 15
	PP: 
	Equipment: Tinker's tools

Great club

Short bow

light crossbow 

20 bolts

scale mail

thieve's tools dungeoneer's pack
	Features and Traits: Warforged Resilience. You were created to have remarkable fortitude, represented by the following benefits.

You have advantage on saving throws against being poisoned, and you have resistance to poison damage.

You are immune to disease.

You don't need to eat, drink, or breathe. (Except for Kool Aid)

You don't need to sleep and don't suffer the effects of exhaustion due to lack of rest, and magic can't put you to sleep.

Sentry's Rest. When you take a long rest, you must spend at least six hours in an inactive, motionless state, rather than sleeping. In this state, you appear inert, but it doesn't render you unconscious, and you can see and hear as normal.



Integrated armor was removed due to glass variant.



Right Tool For the Job:

Create any tool set with tinkerer tools



Magical Tinkering

This feature lets you infuse mundane objects with sparks of magic. When using tinker’s tools, you can use an action to give a mundane object one of the following magical properties:



The object sheds bright light in a 5-foot radius and dim light for an additional 5 feet.

Whenever tapped by a creature, the object emits a recorded message that can be heard up to 10 feet away. You utter the message when you bestow this property on the object, and the recording can be no more than 6 seconds long.

The object continuously emits your choice of an odor or a nonverbal sound (wind, waves, chirping, or the like). The chosen phenomenon is perceivable up to 10 feet away.

A static visual effect appears on one of the object’s surfaces. This effect can be a picture, up to 25 words of text, lines and shapes, or a mixture of these elements, as you like.



Infuse item



Magical Conduit:

You can use your body as a spellcasting focus
	CharacterName 2: Kool Aid Man
	Age: 
	Height: 
	Weight: 
	Eyes: 
	Skin: 
	Hair: 
	Faction Symbol Image: 
	Allies: The Kool Aid Corporation

Lord's Alliance
	FactionName: 
	Backstory: I was created by an insane wizard, and became involved in his cult. I was forced to use the refreshing power of Kool Aid! to kill innocents. I have since recovered, but I still run into stalkers from time to time. The deaths of those people haunt me. Some times I think that the power of fruity flavor is too strong for me to wield. 
	Feat+Traits: 
	Treasure: 
	CHARACTER IMAGE: 
	Spellcasting Class 2: Artificer
	SpellcastingAbility 2: Int
	SpellSaveDC  2: 13
	SpellAtkBonus 2: 5
	SlotsTotal 19: 3
	SlotsRemaining 19: 
	Spells 1014: Message
	Spells 1015: Feather Fall
	Spells 1016: Fire bolt
	Spells 1017: 
	Spells 1018: 
	Spells 1019: 
	Spells 1020: 
	Spells 1021: 
	Spells 1022: 
	Check Box 314: Off
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	Spells 1023: Cure wounds
	Check Box 251: Off
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	Check Box 3010: Yes
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	Check Box 3012: Off
	Check Box 3013: Off
	Check Box 3014: Off
	Check Box 3015: Off
	Check Box 3016: Off
	Check Box 3017: Off
	Check Box 3018: Off
	Check Box 3019: Off
	Spells 1024: Healing word
	Spells 1025: Ray of sickness
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