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Artificer 1 / Cleric 1 / Wizard 6 Jonas
CLASS & LEVEL PLAYER NAME
Mark of Warding Dwarf Clan Crafter (Milestone)
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INSPIRATION
j === ARMOR ===

=== WEAPONS ===

O +4 Arcana INT Battleaxe, Firearms, Simple Weapons,
- Warhammer
O +3 Athletics STR —
O + Deception CHA ABILITY SAVE DC | === TOOQOLS ===
) p— r— Brewer's Supplies, Leatherworker's Tools,
® _+7_ History INT Mason's Tools, Smith's Tools, Thieves' Tools,
® _+3 Insight wis ( N Tinker's Tools
o 25 ft. (Walking)
O _+1  Intimidation CHA === LANGUAGES ===
® _+7_ Investigation INT Common, Dwarvish
O +0 Medicine wis \ SPEED /
O +4 Nature INT y PROFICIENCIES & LANGUAGES
® _+3  Perception WIS \
QO _+1  Performance CHA === ACTIONS === Projected Ward
+O ) Standard Actions When a creature that you can see within 30 ft. of
O _*1_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, you takes damage, you can use your reaction to
O +4 Religion INT Help, Hide, Ready, Search, Use an Object, cause your Arcane Ward to absorb that damage. If
Q g Opportunity Attack, Grapple, Shove, Improvise, this damage reduces the ward to 0 hit points, the
2 3 O _*1_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object warded creature takes any remaining damage.
O _#1_ Stealth DEX Magical Tinkering « 4 / Other War Caster
U CHARISMA ) O 0 Survival wis Imbue a Tiny nonmagical object with a magical You can use your reaction to ma[(e an opportunity
property of your choice: 5ft. radius light, up to 6 attack to cast a spell that has a casting time of 1
+ 1 O second long recorded message, emits odor or action and targets only that creature.
- nonverbal sound, static visual effect including up to 25
O words of text. You can affect a maximum of 4 objects === SPECIAL ===
o at a time. Arcane Recovery « 1/ Long Rest
J— Once per day when you finish a short rest, you can
=== REACTIONS === choose expended spell slots to recover - up to a
\ SKILLS / ACTIONS )
74 <\
13 PASSIVE WISDOM (PERCEPTION) Warhammer +6 1018+3 BlUAgEONing et vasaie seoming sas: 8 runer, 248 T, e Fane s 1 e 1604 re
Fire Bolt +7 2d10 Fire VIS
13 PASSIVE WISDOM (INSIGHT)
Unarmed Strike +6 4 Bludgeoning
17 PASSIVE INTELLIGENCE (INVESTIGATION)

Darkvision 60 ft.

SENSES

WEAPON ATTACKS & CANTRIPS y




Umdrom "Die Mauer"

CHARACTER NAME

e — —
Artificer 1 / Cleric 1 / Wizard 6 Clockpit
CLASS & LEVEL PLAYER NAME
Mark of Warding Dwarf Clan Crafter (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
P — —

//
=== WIZARD FEATURES ===

* Hit Points « PHB 113
* Proficiencies « PHB 113

* Spellcasting *« PHB 114

You can cast prepared wizard spells using INT as your
spellcasting modifier (Spell DC 15, Spell Attack +7)
and wizard spells in your spellbook as rituals if they
have the ritual tag. You can use an arcane focus as a
spellcasting focus.

* Arcane Recovery « PHB 115

Once per day when you finish a short rest, you can
choose expended spell slots to recover - up to a
combined level of 3, and none of the slots can be 6th
level or higher.

| 1/ Long Rest « Special
* Arcane Tradition « PHB 115
| School of Abjuration

* Abjuration Savant « PHB 115
The gold and time you must spend to copy an
abjuration spell into your spellbook is halved.

* Arcane Ward « PHB 115

Once per long rest, when you cast an abjuration spell
of 1st level or higher, you can create a magical ward
on yourself that lasts until you finish a long rest. The
ward has 16 max HP, and takes damage instead of
you until it reaches 0 HP. Whenever you cast an
abjuration spell of 1st level or higher, the ward regains
HP equal to twice the level of the spell.

| 1/Long Rest ¢ Special

* Ability Score Improvement « PHB 115

* Projected Ward « PHB 115

When a creature that you can see within 30 ft. of you
takes damage, you can use your reaction to cause
your Arcane Ward to absorb that damage. If this
damage reduces the ward to 0 hit points, the warded
creature takes any remaining damage.

| 1 Reaction
=== ARTIFICER FEATURES ===
* Hit Points « ERftLW 54
* Proficiencies ¢ ERftLW 54

* Magical Tinkering « ERftLW 55

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 4 objects at a time.

| 4 / Other « 1 Action

* Spellcasting « ERftLW 55

You can cast prepared artificer spells using INT as
your spellcasting modifier (Spell DC 15, Spell Attack
+7) 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.

=== CLERIC FEATURES ===
* Hit Points « PHB 57
* Proficiencies « PHB 57

* Spellcasting « PHB 58
You can cast prepared cleric spells using WIS as your

spellcasting modifier (Spell DC 11, Spell Attack +3)
and prepared cleric spells as rituals if they have the
ritual tag. You can use a holy symbol as a spellcasting
focus.

* Divine Domain « PHB 58
You choose a divine domain that grants you additional
spells and other features related to your deity.

| Forge Domain

* Domain Spells « XGtE 18
You gain domain spells based on your cleric level.

* Bonus Proficiencies « XGtE 19
You gain proficiency with heavy armor and smith’s
tools.

* Blessing of the Forge * XGtE 19

At the end of a long rest, you can imbue magic into a
weapon or armor by touching a nonmagical version.
Until your next long rest or you die, the object grants a
+1 bonus to either AC or attack and damage rolls. You
can't use this feature again until you finish a long rest.

| 1/Long Rest « Special

=== MARK OF WARDING DWARF RACIAL TRAITS

* 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.

N

PUSH/DRAG/LIFT

480 Ib.

FEATURES & TRAITS
Shield 1 6 Ib.
Plate 1 65 Ib.
Warhammer 1 21b.
Backpack 1 5 lb.
Bedroll 1 7 1b.
Clothes, Traveler's 1 4 1b.
Mess Kit 1 11b.
Tinderbox 1 11b.
Torch 10 10 Ib.
WEIGHT CARRIED Rations (1 day) 10 201b.
144 Ib. Waterskin 1 51b.
ENCUMBERED Rope, Hempen (50 feet) 1 10 Ib.
240 |b. Emblem 1 -
Smith's Tools 1 8 Ib.

EQUIPMENT
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* Tool Proficiency « BR 20
You gain proficiency with your choice of smith’s tools,
brewer’s supplies, or mason’s tools.

* Stonecunning * BR 20

Whenever you make an Intelligence (History) check
related to the origin of stonework, you are considered
proficient in the History skill and add double your
proficiency bonus to the check.

* Warder’s Intuition « ERftLW 51

When you make an Intelligence (Investigation) check
or an ability check using thieves’ tools, you can roll a
d4 and add the number rolled to the ability check.

* Wards and Seals « ERftLW 51

You can cast the alarm and mage armor spells once
per long rest and, starting at 3rd level, you can also
cast the arcane lock spell once per long rest.
Intelligence is your spellcasting ability for these spells.

* 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
are added to the spell list of your spellcasting class.

=== FEATS ===

* War Caster « PHB 170

You have advantage on CON 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. You can use your
reaction to make an opportunity attack to cast a spell
that has a casting time of 1 action and targets only that
creature.

| 1 Reaction

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT




e — —
Medium
GENDER AGE SIZE HEIGHT WEIGHT
ALIGNMENT FAITH SKIN EYES HAIR
—— —
L \ L \
// \
// \\
PERSONALITY TRAITS
L~ 1
[ ~"1]
IDEALS
L~ —~
[ ~"1]
BONDS
L~ —~
[N "]
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS Y
1 ‘f )\ /
/, \
CHARACTER BACKSTORY ADDITIONAL NOTES




Artificer / Cleric / Wizard

SPELL SAVE DC

+7/+3/+7

SPELL ATTACK
BONUS

—

li .‘\
=== CANTRIPS === (At Will)
QO Spare the Dying Artificer -- 1A Touch V,S Instantaneous  PHB 277  V/S
O Resistance <C> Artificer -- 1A Touch V,S,M  concentation, upto 1 minute - PHB 272 D: 1m, V/SIM
O Mending Cleric - im Touch V,S,M Instantaneous PHB 259 VISIM
O Guidance <C> Cleric - 1A Touch V,S Concenuation, upto 1 minue - PHB 248 D: 1m, VIS
QO Sacred Flame Cleric DEX 11 1A 60 ft. V,S Instantaneous  PHB 272 VIS
QO Prestidigitation Wizard -- 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
O Fire Bolt Wizard +7 1A 120 ft. V.S Instantaneous  PHB 242 VIS
O Booming Blade Wizard +7 1A 5 ft. V.M 1 round SCAG D: 1Rnd, V/IM
O Green-Flame Blade Wizard +7 1A 5 ft. V.M Instantaneous  SCAG VIM
=== 1st LEVEL === 4 Slots OO0O0
O Detect Magic [R]<C> Artificer -- 1A Self/30 ft. Sphere  V,S Concenaiion, upro ominwtes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Feather Fall Artificer - 1R 60 ft. V.M 1 minute PHB 239 D:1m,V/IM
O Armor of Agathys Artificer - 1A Self V,S,M 1 hour PHB 215 D: 1h, VISIM
O Snare Artificer DEX 15 1m Touch SM 8 hours XGtE 165 D: 8h, SIM
O Absorb Elements Artificer - 1R Self S 1 round EE 150 D: 1Rnd, S
O Expeditious Retreat <C> Artificer - 1BA  Self V,S Concentraion,po tominutes - PHB 238 D: 10m, V/S
O Jump Artificer - 1A Touch V,S,M 1 minute PHB 254  D:1m, VISIM
O Alarm [R] Artificer - 11m 30 ft. V,S,M 8 hours PHB 211  D: 8h, V/ISIM
O Faerie Fire <C> Artificer DEX 15 1A 60 ft./20 ft. Cube V Concentration pto 1 minute - PHB 239 D: 1m, 20 ft. Cube, V
O Longstrider Artificer - 1A Touch V,S,M 1 hour PHB 256 D: 1h, VISIM
O Catapult Artificer DEX 15 1A 60 ft. S Instantaneous ~ EE 150 S
O False Life Artificer - 1A Self V,S,M 1 hour PHB 239  D: 1h, VISIM
O Purify Food and Drink [R] Artificer - 1a+10m 10 ft./5 ft. Sphere V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
O Cure Wounds Artificer - 1A Touch V,S Instantaneous  PHB 230  V/S
O Sanctuary Artificer WIS 15 1BA 30ft. V,S,M 1 minute PHB 272 D: 1m, V/SIM
QO Grease Artificer DEX 15 1A 60 ft/10 ft. Square  V,S,M 1 minute PHB 246  D:1m, 10 ft. Square, V/S/M
O Disguise Self Artificer - 1A Self V,S 1 hour PHB 233 D: 1h, VIS
O Identify [R] Artificer -- 11m  Touch V,S,M Instantaneous PHB 252  V/S/M
O Shield of Faith <C> Cleric - 1BA 60 ft. V,S,M  concentration, up o 10 minues - PHB 275 D: 10m, V/S/IM
O Inflict Wounds Cleric +3 1A Touch V,S Instantaneous  PHB 253 VIS
P Identify [R] Cleric (Always Prepared) -- im Touch V,S,M Instantaneous PHB 252  V/S/M
P Searing Smite <C> Cleric (Always Prepared) CON 11 1BA  Self \Y Concentration, wp o 1 minwte - PHB 274 D: 1m, V
O Bane<C> Cleric CHA 11 1A 30 ft. V,S,M  concentation upto 1 minute - PHB 216 D: 1m, V/ISIM
O Bless<C> Cleric -- 1A 30 ft. V,S,M  concentation, pto 1 minue - PHB 219 D: 1m, V/SIM
O Command Cleric WIS 11 1A 60 ft. \ 1 round PHB 223 D: 1Rnd, V
QO Create or Destroy Water Cleric -- 1A 30 ft./30 ft. Cube V,S,M Instantaneous PHB 229 30 ft. Cube, V/IS/IM
O Cure Wounds Cleric -- 1A Touch V,S Instantaneous  PHB 230 VIS
QO Detect Evil and Good <C> Cleric - 1A Self/30 ft. Sphere  V,S Concentration, up to 10 minutes  PHB 231 D: 10m, 30 ft. Sphere, V/S
O Detect Magic [R]<C> Cleric - 1a+10m  Self/30 ft. Sphere V,S concenvaion,upto 0minues - PHB 231 D: 10m, 30 ft. Sphere, V/S
QO Detect Poison and Disease [R]<C> Cleric -- 1a+10m  Self/30 ft. Sphere V,S,M  concenvaion.iporomnues  PHB 231 D: 10m, 30 ft. Sphere, V/S/M
O Ceremony [R] Cleric -- 1h+10m  Touch V,S,M Instantaneous XGtE 151 V/S/M
O Guiding Bolt Cleric +3 1A 120 ft. V,S 1 round PHB 248 D: 1Rnd, VIS
O Healing Word Cleric -- 1BA 60 ft. \% Instantaneous  PHB 250 V
O Protection from Evil and Good <C> Cleric - 1A Touch V,S\M  concenvaion o 20mnwees  PHB 270 D: 10m, V/S/M
O Purify Food and Drink [R] Cleric - 1A+10m 10 ft./5 ft. Sphere V,S Instantaneous  PHB 270 5 ft. Sphere, V/S
O Sanctuary Cleric WIS11 1BA 30ft. V,S\M 1 minute PHB 272  D:1m, VISIM
O Absorb Elements Wizard - 1R Self S 1 round EE 150 D: 1Rnd, S
O Shield Wizard - 1R Self V.S 1 round PHB 275 D:1Rnd, VIS
R SPELLS N
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O Find Familiar [R] Wizard -- 1h 10 ft. V,S,M Instantaneous PHB 240 VISIM
O Alarm Wards and Seals -- im 30 ft. V,S,M 8 hours PHB 211 1/LR, D: 8h, V/ISIM
O Mage Armor Wards and Seals -- 1A Touch V,S,M 8 hours PHB 256 1/LR, D: 8h, VISIM

===2nd LEVEL === 3 Slots OO0
O Arcane Lock Wizard - 1A Touch V,S,M Until dispelled PHB 215 D: Until Dispelled, V/S/M
O Arcane Lock Wards and Seals -- 1A Touch V,S,M Until dispelled PHB 215 1/LR, D: Until Dispelled, V/S/M

===3rd LEVEL === 3 Slots 000
O Counterspell Wizard -- 1R 60 ft. S Instantaneous  PHB 228  Special: (See Description)*, S
O Dispel Magic Wizard - 1A 120 ft. V.S Instantaneous  PHB 234  Special: (See Description)*, V/S
O Fireball Wizard DEX 15 1A 150 ft/20 ft. Sphere V,S,M  Instantaneous ~ PHB 241 20 ft. Sphere, V/IS/IM
O Glyph of Warding Wizard DEX 15 1h Touch V,S,M  unil dispelled or triggered - PHB 245 Special: Spell Glyph (See Description)*, D: Until Dispelled or Triggered, V/S/M
O Magic Circle Wizard CHA15 1m 10 ft./10 ft. Cylinder V,S,M 1 hour PHB 256  D: 1h, 10 ft. Cylinder, V/S/M
O Remove Curse Wizard - 1A Touch V.S Instantaneous  PHB 271 VIS
O Phantom Steed [R] Wizard - im 30 ft. V,S 1 hour PHB D: 1h, VIS
O Haste <C> Wizard - 1A 30 ft. V,S,M  concenation, spro1miwee - PHB 250 D: 1m, V/S/M
O Wall of Water <C> Wizard - 1A 60 ft. V,S,M  concentation, wpro 10minres - EE 170 D: 10m, V/SIM

SPELLS
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