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CLASS & LEVEL PLAYER NAME
Dwarf Mulhorandi Tomb Raider (Milestone)
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ARMOR Max HP Current HP Temp HP |
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INITIATIVE CLASS \ HIT POINTS J
// /7 3d8 / \
Resistances - Poison successes O-O-0
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION j === ARMOR ===
=N Light Armor, Medium Armor, Shields
PROFICIENCY BONUS :.:: WEAPONS ===
Simple Weapons

=== TOOLS ===

Alchemist's Supplies, Herbalism Kit, Mason's
Tools, Thieves' Tools, Tinker's Tools,
Woodcarver's Tools

=== LANGUAGES ===
Common, Dwarvish, Halfling

4 PROFICIENCIES & TRAINING

=== ACTIONS ===
Standard Actions

Attack, Magic, Dash, Disengage, Dodge, Help,
Hide, Ready, Search, Utilize, Opportunity Attack,
Grapple, Shove, Improvise, Two-Weapon Fighting,
Interact with an Object, Study, Influence

You gain Tremorsense with a range of 60 ft. for 10
minutes. You must be on or touching a natural or
worked stone surface to use this Tremorsense.

=== SPECIAL ===
Circle Spell: Augment
When you cast a spell with a range of at least 5 ft.,

+2_ Stealth DEX Tinker's Magic * 3/ Long Rest you can increase the range of the spell by 1,000 ft. per
U CHARISMA ) 10 Survival Wis As a Magic action while holding Tinker's Tools, you  secondary caster contributing to the spell, up to a max
can create one item in an unoccupied space within 5 of a 1-mile increase.
8 ft. of yourself, from the provided list. The item lasts
- until you finish a Long Rest, at which point it vanishes.  Circle Spell: Distribute
You can use this feature 3 times per Long Rest. When you cast a spell that requires Concentration,
you can distribute the mental load of the spell among
J— === BONUS ACTIONS === you and the secondary casters. Once the casting is
L ) Stonecunnina (Tremorsense) « 2 / Lona Rest complete, vou and all secondarv casters can maintain
\ SKILLS J ACTIONS )
r // \\
10 PASSIVE PERCEPTION Light Hammer +1 1d4-1 Bludgeoning  Simple, Light, Thrown, Nick, Range (20/60), True Strike: Radiant
Poison Spray +5 1d12 Poison VIS
10 PASSIVE INSIGHT
Unarmed Strike +1 0 Bludgeoning
15 PASSIVE INVESTIGATION
Darkvision 120 ft.
SENSES L N 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 13, Spell Attack +5). 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 3 times per Long Rest.

| 3/Long Rest ¢ 1 Action

* Circle Magic Casting * FRHoF

When you cast a spell that has a casting time of an
action or 1 minute or longer and cast it using a spell
slot, you can cast it as a Circle spell. Casting a Circle
spell follow the usual rules for spellcasting, and the
primary caster (“you” in these rules) decide the spell’'s
targets, maintain Concentration if required, provide the
spell's components, expend the slot for casting the
spell, and decide any of the options noted. The spell's
effects originate from you.

You take a Magic action to initiate casting a Circle
spell. When you do, you choose which Circle casting
option you're using for this casting; you must also meet
any other requirements described in that option’s text.

Casting a Circle spell requires that one or more other
spellcasters, called secondary casters, lend their

magic to the spell. They must have the Spellcasting or
Pact Magic feature to participate in a Circle spell. Each
secondary caster must take the Magic action before
the start of your turn while remaining within 30 ft. of
you to contribute to the spell. If the spell has a casting
time of 1 minute or more, you and each caster must
take the Magic action on each of your turns for the
entire casting time, you must each maintain
Concentration while doing so. If any of the caster’s
Concentration is broken, the spell fails.

If the spell fails, nothing happens. The spell slot isn’'t
expended, and any Material components aren’t
consumed. To cast the spell again, you must start
over.

| Initiate a Circle Spell: 1 Action

| Circle Spell: Augment: Special

| Circle Spell: Distribute: Special

| Circle Spell: Expand: Special

| Circle Spell: Prolong: Special

| Circle Spell: Safeguard: Special

| Circle Spell: Supplant: Special
* Replicate Magic Item « 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.

| Cast-Off Half Plate Armor « DMG-2024
| Orb of Time « DMG-2024
| Sending Stones « DMG-2024
| Shield, +1 « DMG-2024
* Artificer Subclass * EFotA 10
| Alchemist

* Tools of the Trade « EFotA 12
You gain the following benefits.

Tool Proficiency. You gain proficiency with Alchemist's
Supplies and the Herbalism Kit. If you already have
one of these proficiencies, you gain proficiency with
one other type of Artisan’s Tools of your choice (or
with two other types if you have both).

Potion Crafting. When you brew a potion using the
crafting rules in the Dungeon Master’s Guide, the
amount of time required to craft it is halved.

* Alchemist Spells « EFotA 13

FEATURES & TRAITS
Shield, +1 1 6 Ib. Tinderbox 1 11b.
Cast-Off Half Plate Armor 1 40 Ib. Torch 5 51b.
Studded Leather 1 13 Ib. Thieves' Tools 1 11b.
Dagger 1 1lb. Tinker's Tools 1 10 Ib.
Dagger 1 1lb. Crowbar 1 51b.
Light Hammer 1 21b. Ladder 1 25 Ib.
Backpack 1 5 lb. Traveler's Clothes 1 4 1b.
Backpack 1 5 lb. (e]] 2 2 b.
Pole 1 7 Ib. Rations 10 20 Ib.
WEIGHT CARRIED Pouch 1 11b. Rope 1 51b.
203 Ib. Pouch 1 11b. Tinderbox 1 11b.
ENCUMBERED Rope 1 51b.
120 Ib. Bedroll 1 7 1b.
PUSH/DRAG/LIFT Mason's Tools 1 8 Ib.
240 Ib. String 1 .

EQUIPMENT
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Whenever you finish a Long Rest while holding
Alchemist's Supplies, you can use that tool to
magically produce 2 elixirs. For each elixir, roll on the
Experimental Elixir table for the elixir's effect, which is
triggered when someone drinks the elixir. The elixir
appears in a vial, and the vial vanishes when the elixir
is drunk or poured out. If any elixir remains when you
finish a Long Rest, the elixir and its vial vanish.

Drinking an Elixir. As a Bonus Action, a creature can
drink the elixir or administer it to another creature
within 5 feet of itself.
Creating Additional Elixirs. As a Magic action while
holding Alchemist’s Supplies, you can expend one
spell slot to create another elixir. When you do so, you
choose its effect from the Experimental Elixir table
rather than rolling.

| Elixir: Healing: Special

| Create Additional Elixirs: 1 Action

| Experimental Elixirs: 2 / Long Rest  Special

| Elixir: Healing Spell: Special

=== DWARF SPECIES TRAITS ===

* Creature Type » PHB-2024 188
You are a Humanoid.

* Size « PHB-2024 188
You are Medium.
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When you reach an Artificer level specified in the * Speed « PHB-2024 188 can spend 1 Luck Point to give yourself Advantage on
Alchemist Spells table, you thereafter always have the Your speed is 30 ft. the roll.
listed spells prepared.
* Darkvision « PHB-2024 188 Disadvantage. When a creature rolls a d20 for an
* Experimental Elixir « EFotA 13 You have Darkvision with a range of 120 ft. attack roll against you, you can spend 1 Luck Point to

impose Disadvantage on that roll.
* Dwarven Resilience « PHB-2024 188

You have Resistance to Poison damage. You also | Luck Points: 2 / Long Rest * Special

have Advantage on saving throws you make to avoid

or end the Poisoned condition. * Mulhorandi Tomb Raider Ability Score Increase
FRHoF 33

* Dwarven Toughness « PHB-2024 188
Your HP maximum increases by 3. | Increase two scores (+2/ +1) ¢

* Stonecunning * PHB-2024 188

As a Bonus Action, you gain Tremorsense with a
range of 60 ft. for 10 minutes. You must be on or
touching a natural or worked stone surface to use this
Tremorsense.

You can use this Bonus Action 2 times per Long Rest.

| Stonecunning (Tremorsense): 2/ Long Rest « 1
Bonus Action

* Languages * PHB-2024 37

Your character knows at least three languages:
Common plus two languages you roll or choose from
the Standard Languages table. Knowledge of a
language means your character can communicate in it,
read it, and write it.

=== FEATS ===

* Lucky « PHB-2024 201

Luck Points. You have 2 Luck Points that you can
spend on the benefits below. You regain expended

Luck Points after a Long Rest.

Advantage. When you roll a d20 for a D20 Test, you

ADDITIONAL FEATURES & TRAITS

ADDITIONAL EQUIPMENT
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, \
Torch 10 10 Ib.
Waterskin 1 5 lb.
Caltrops 20 2 lb.
Crowbar 1 5 lb.
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=== CANTRIPS ===
True Strike

Poison Spray
Mending

=== 1st LEVEL ===
Tasha's Caustic Brew
Cure Wounds
Grease

Absorb Elements
Faerie Fire

False Life

Feather Fall

Purify Food and Drink [R]
Jump

Sanctuary
Longstrider

Detect Magic [R]
Disguise Self

Identify [R]
Expeditious Retreat
Alarm [R]

Catapult

Snare

Healing Word

Ray of Sickness

(At will)
Atrtificer
Artificer

Tinker's Magic (Always Prepared)

3 Slots 000
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Alchemist Spells (Always Prepared)

Alchemist Spells (Always Prepared)

+5
+5

DEX 13
DEX 13

+5

1A
1A

im

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

Self
30 ft.

Touch

Self/30 ft. Line
Touch

60 ft./10 ft. Square
Self

60 ft./20 ft. Cube
Self

60 ft.

10 ft./5 ft. Sphere
Touch

30 ft.

Touch

Self/30 ft. Sphere
Self

Touch

Self

30 ft./20 ft. Cube
60 ft.

Touch

60 ft.

60 ft.

SPELLS

SM
V.S
V,S,\M

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

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

SM

V.S

Instantaneous
Instantaneous

Instantaneous

Concentation, up to 1 minute
Instantaneous
1 minute

1 round
Concentation, up to 1 minute
Instantaneous
1 minute
Instantaneous
1 minute

1 minute

1 hour
Concentraton,up 0 10 minutes
1 hour
Instantaneous
Concentraton,up 0 10 minutes
8 hours
Instantaneous
8 hours
Instantaneous

Instantaneous

PHB-2024 336
PHB-2024 306

PHB-2024 297

TCoE 115
PHB-2024 259
PHB-2024 280
EE 150
PHB-2024 271
PHB-2024 271
PHB-2024 271
PHB-2024 310
PHB-2024 290
PHB-2024 313
PHB-2024 293
PHB-2024 262
PHB-2024 262
PHB-2024 287
PHB-2024 270
PHB-2024 239
EE 150
XGtE 165
PHB-2024 284

PHB-2024 311

S/IM
vIs
VISIM

D: 1m, 30 ft. Line, V/S/IM
VIS

D: 1m, 10 ft. Square, V/SIM
D: 1Rnd, S

D: 1m, 20 ft. Cube, V
VISIM

D: 1m, VIM

5 ft. Sphere, VIS

D: 1m, V/SIM

D: 1m, V/SIM

D: 1h, VIS/IM

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

VISIM

D: 10m, VIS

D: 8h, 20 ft. Cube, V/S/M
S

D: 8h, SIM

\

VIS

> 4
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