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Guild merchant: Smithy Chase Fletcher

PASSIVE WISDOM (PERCEPTION)
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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
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O +1 »p . « Whenever tapped by a creature, the object
;@; erception emits a recorded message that can be heard
O +0 Performance up to 10 feet away. You utter the message
© +2 Persuasion when you bestow this property on the object,
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Armor: Light armor, medium armor,
shields

Weapons: Simple weapons, hand
crossbows, heavy crossbows, battleaxe,
handaxe, light hammer, and
warhammer

Languages: common, dwarvish, goblin
Tools: Thieves, tinkers, Smiths, brewers

OTHER PROFICIENCIES & LANGUAGES

ATTUNEMENT

Thieves tools, Smiths
tools, tinkers tools,
light crossbow, scale
mail, warhammer
(1d8), dungeoneers
pack, dagger, letter
of introduction from
smith guild, shield
(+2 AC), Stoney the
stone

EQUIPMENT

you like.

The chosen property lasts indefinitely. As an
action, you can touch the object and end the
property early.)

Infuse item: Replicate magic item ( bag of
holding, Prosthetic limb), Returning weapon,
Mind sharpener (Item: A suit of armor or
robes (requires attunement)

The infused item can send a jolt to the
wearer to refocus their mind. While wearing
this infused item, whenever the creature
fails a Constitution saving throw to maintain
concentration on a spell, it can use its

reaction to succeed instead.)
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DED. — _

147 4" 8" 220 lbs
T r n F r rn AGE HEIGHT WEIGHT
yre orgewo Brown White Gray
CHARACTER NAME EYES SKIN HAIR
Life events: e ———————q

1) You contracted a disease while
exploring a filthy warren. You
recovered from the

disease, but you have a persistent
cough, pockmarks on your skin, or
prematurely gray hair.

2) You saved the life of a commoner,
who now owes you a life debt. Saved
his life in the war. His name is Lirrin
and he is a commoner.

3) War: You were badly injured in
the fight, and you still bear the
awful scars of those wounds

ALLIES & ORGANIZATIONS

CHARACTER APPEARANCE

) Feat: Resilient, Observant (You have a +5 bonus to your passive
There was a time, 20 or so years ago,

when | was happy. | had my smithy, my Wisdom (Perception) and passive Intelligence (Investigation)

wife and my two beautiful children. It scores)

was a good life for a middle-aged dwarf,

barely over my 125th year. Then, the . . .

withering hit us and everything changed. War Caster (You have advantage on Constitution saving throws

It took my wife first, slowly turning her that you make to maintain your concentration on a spell when you

to stone, but | held in the despair for the
children. As it started to affect me, my take damage' .
only thought was to make sure that the » You can perform the somatic components of spells even when

children were looked after, so as my own you have weapons or a shield in one or both hands.
body began to turn | struggled on with a

. , .
smile for my kids to make them think * When a hostile creature’s movement Rrovokes an opportunity
that maybe just maybe everything was attack from you, you can use your reaction to cast a spell at the
going to be alright. creature, rather than making an opportunity attack. The spell

| think the thing that broke me was when

this plague turned both of them to stone must have a casting time of 1 action and must target only that

within two hours. | can still feel the dead Creature.)
weight of their bodies in my arms. And |
- ADDITIONAL FEATURES & TRAITS
screamed and bellowed until | was to \
hoarse to do so anymore. Thinking why | /

could be the only one left. Why did,
(don’t know the gods yet), take my three
shining lights from me.

Then years past, the plague never taking
me; only turning parts of my body to
stone, and no one could come up with a
reason for this plague to have happened.
| decided that the one thing | could do to
honor my loved ones was to figure out
what caused this freak of nature to
occur. So, | gathered my hammer and
tools and set out to find what on Earth
happened.
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	CharacterName 2: Tyren Forgeworn
	Age: 147
	Height: 4' 8"
	Weight: 220 lbs
	Eyes: Brown
	Skin: White
	Hair: Gray
	Allies: Life events: 
1) You contracted a disease while exploring a filthy warren. You recovered from the
disease, but you have a persistent cough, pockmarks on your skin, or prematurely gray hair.

2) You saved the life of a commoner, who now owes you a life debt. Saved his life in the war. His name is Lirrin and he is a commoner.

3) War: You were badly injured in the fight, and you still bear the awful scars of those wounds
	FactionName: 
	Backstory: There was a time, 20 or so years ago, when I was happy. I had my smithy, my wife and my two beautiful children. It was a good life for a middle-aged dwarf, barely over my 125th year. Then, the withering hit us and everything changed. It took my wife first, slowly turning her to stone, but I held in the despair for the children. As it started to affect me, my only thought was to make sure that the children were looked after, so as my own body began to turn I struggled on with a smile for my kids to make them think that maybe just maybe everything was going to be alright. 
I think the thing that broke me was when this plague turned both of them to stone within two hours. I can still feel the dead weight of their bodies in my arms. And I screamed and bellowed until I was to hoarse to do so anymore. Thinking why I could be the only one left. Why did, (don’t know the gods yet), take my three shining lights from me.
Then years past, the plague never taking me; only turning parts of my body to stone, and no one could come up with a reason for this plague to have happened. 
I decided that the one thing I could do to honor my loved ones was to figure out what caused this freak of nature to occur. So, I gathered my hammer and tools and set out to find what on Earth happened.
	Feat+Traits: Feat: Resilient, Observant (You have a +5 bonus to your passive Wisdom (Perception) and passive Intelligence (Investigation) scores)

War Caster (You have advantage on Constitution saving throws that you make to maintain your concentration on a spell when you take damage.
• You can perform the somatic components of spells even when you have weapons or a shield in one or both hands.
• When a hostile creature’s movement provokes an opportunity attack from you, you can use your reaction to cast a spell at the creature, rather than making an opportunity attack. The spell must have a casting time of 1 action and must target only that creature.)
	Treasure: 
	CHARACTER IMAGE: 
	Faction Symbol Image: 
	ClassLevel: Artificer 2
	Background: Guild merchant: Smithy
	PlayerName: Chase Fletcher
	CharacterName: Tyren Forgeworn
	Race : Mountain Dwarf
	Alignment: LN
	XP: 
	Inspiration: 
	STR: 14
	ProfBonus: +2
	AC: 16
	Initiative: +1
	Speed: 25
	PersonalityTraits : I always want to know how things work and what makes people tick.
	STRmod: +2
	HPMax: 20
	ST Strength: +2
	DEX: 12+1
	HPCurrent: 1
	Ideals: I'm committed to the people I care about, not to ideals.
	DEXmod : +1
	HPTemp: 
	Bonds: I will get revenge on the evil forces that destroyed my place of business and ruined my livelihood. (Also my family)
	CON: 16
	HDTotal: 
	CONmod: +3
	HD: 
	Flaws: I'm horribly jealous of anyone who can outshine my handiwork. Everywhere I go, I'm surrounded by rivals.
	INT: 14+2
	ST Dexterity: +3
	ST Constitution: +5
	ST Intelligence: +5
	ST Wisdom: +0
	ST Charisma: +0
	Acrobatics: +1
	Animal: +0
	Athletics: +2
	Deception : +0
	History : +3
	Insight: +2
	Intimidation: +0
	Check Box 11: Off
	Check Box 18: Yes
	Check Box 19: Yes
	Check Box 20: Yes
	Check Box 21: Off
	Check Box 22: Off
	Wpn1 AtkBonus: 
	Wpn1 Damage: 
	INTmod: +3
	Wpn Name 2: 
	Wpn2 AtkBonus : 
	Wpn2 Damage : 
	Investigation : +5
	WIS: 11+1
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Arcana: +5
	Wpn3 Damage : 
	Perception : +1
	WISmod: +1
	CHA: 10
	Nature: +3
	Performance: +0
	Medicine: +0
	Religion: +3
	Stealth : +1
	Check Box 23: Off
	Check Box 24: Off
	Check Box 25: Yes
	Check Box 26: Off
	Check Box 27: Off
	Check Box 28: Off
	Check Box 29: Yes
	Check Box 30: Off
	Check Box 31: Yes
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	Check Box 33: Off
	Check Box 34: Off
	Check Box 35: Off
	Check Box 36: Yes
	Check Box 37: Off
	Check Box 38: Off
	Check Box 39: Off
	Check Box 40: Off
	Persuasion: +2
	SleightofHand: +1
	CHamod: +0
	Survival: +0
	AttacksSpellcasting: 
	Passive: 16
	CP: 
	ProficienciesLang: Armor: Light armor, medium armor, shields 

Weapons: Simple weapons, hand crossbows, heavy crossbows, battleaxe, handaxe, light hammer, and warhammer

Languages: common, dwarvish, goblin
Tools: Thieves, tinkers, Smiths, brewers
	SP: 
	EP: 
	GP: 145
	PP: 
	Equipment: Thieves tools, Smiths tools, tinkers tools,  light crossbow, scale mail, warhammer (1d8), dungeoneers pack, dagger, letter of introduction from smith guild, shield (+2 AC), Stoney the stone
	Features and Traits: Darkvision
Dwarven Resilience (You have advantage on saving throws against poison, and you have resistance against poison damage.)

Magical tinkering (• 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.
The chosen property lasts indefinitely. As an action, you can touch the object and end the property early.)

Infuse item: Replicate magic item ( bag of holding, Prosthetic limb), Returning weapon, Mind sharpener (Item: A suit of armor or robes (requires attunement)
The infused item can send a jolt to the wearer to refocus their mind. While wearing this infused item, whenever the creature fails a Constitution saving throw to maintain concentration on a spell, it can use its reaction to succeed instead.)
	Spellcasting Class 2: Artificer 
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