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CLASS & LEVEL PLAYER NAME
Dragonborn Astral Drifter (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
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Y N
ﬁ) -1 Strength \ / \
— ARMOR Max HP Current HP Temp HP |
STRENGTH \ O _+2_ Dexterity
8 ® +5 Constitution +2 17 2 7 S
© _+5_ Intelligence
O -1 Wisdom INITIATIVE CLASS \ HIT POINTS /
O +0 Charisma / y, 203 , \
— Resistances - Lightning successes OO0
DEXTERITY raiLures O=O=0
14 \ DEFENSES \ HIT DICE \ DEATH SAVES )
@ K SAVING THROW'S ) Y
HEROIC INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor, Medium Armor, Shields
[CONSTITUTION] O _*2 Acrobatics DEX \ N - WEAPONS ===
. ) PROFICIENCY BONUS o =
16 | o_ 2 Anima Handling wis j Blowgun, Crossbow, Hand, Crossbow,
® +5 Arcana INT ~ Heavy, Longbow, Musket, Pistol, Simple
Weapons
O -1 Athletics STR — —
O +0 Deception CHA ABILITY SAVE DC | === TOOQOLS ===
) r— r— Glassblower's Tools, Thieves' Tools, Tinker's
e O _#3_ History INT Tools, Woodcarver's Tools
® _+1 Insight wis (/ N
17 40 Intimidati 30 ft. (Walking) === LANGUAGES ===
o ntimidation CHA Celestial, Common, Common Sign
QO _+3  Investigation INT Language, Draconic, Elvish
’@ O -1 Medicine wis \ SPEED /
O +3 Nature INT ) PROFICIENCIES & TRAINING
r WISDOM Y ® + Perception wis , \
O _+0  Performance CHA === ACTIONS === Using Smith’s Tools or Woodcarver’s Tools, you
8 ) Standard Actions can take a Magic action to create a Small or Tiny
O _*0_ Persuasion CHA Attack, Magic, Dash, Disengage, Dodge, Help, Eldritch Cannon in an unoccupied space on a
® +5 Religion INT Hide, Ready, Search, Utilize, Opportunity Attack, horizontal surface within 5 feet of yourself.
g Grapple, Shove, Improvise, Two-Weapon Fighting,
O _*2_ Sleight of Hand DEX Interact with an Object, Study, Influence Tinker's Magic * 3/ Long Rest
As a Magic action while holding Tinker's Tools, you
O _*2_ Stealth DEX Breath Weapon (Lightning) * 2 / Long Rest can create one item in an unoccupied space within 5
U CHARISMA ) O 1 Surival wis When you take the Attack action on your turn, you ft. of yourself, from the provided list. The item lasts
— can replace one attack with a breath weapon that is a until you finish a Long Rest, at which point it vanishes.
10 O 15-ft. Cone or a 30-ft. Line that's 5 ft. wide (choose the ~ You can use this feature 3 times per Long Rest.
- shape each time). Each creature must make a DC 13
O Dex. saving throw taking 1d10 Lightning damage ona === BONUS ACTIONS ===
o failed save or half as much damage on a success. Eldritch Cannon: Flamethrower
J— The cannon blasts fire in a 15-ft. Cone. Each
Create Eldritch Cannon « 1/ Lona Rest creature in that area makes a DC 13 Dex. savina
\ SKILLS J ACTIONS )
7 N
11 eassiveperception Fire Bolt +5 1d10 Fire Vis
Unarmed Strike +1 0 Bludgeoning
11 PASSIVE INSIGHT
Eldritch Cannon +2 1 Use (15/15)
13 PASSIVE INVESTIGATION

Darkvision 60 ft.
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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

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

* 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.

can create one item in an unoccupied space within 5 ft.

* 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.

| Bag of Holding » DMG-2024

| Cast-Off Half Plate Armor « DMG-2024

| Rope of Climbing « DMG-2024

| Wand of the War Mage, +1 « DMG-2024
* Artificer Subclass « EFotA 10

| Artillerist

* Tools of the Trade * EFotA 16
You gain the following benefits.

Ranged Weaponry. You gain proficiency with Martial
Ranged weapons.

Tool Proficiency. You gain proficiency with
Woodcarver’s Tools. If you already have this
proficiency, you gain proficiency with one other type of
Artisan’s Tools of your choice.

Wand Crafting. When you craft a magic Wand, the
amount of time required to craft it is halved.

* Artillerist Spells « EFotA 16

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

* Eldritch Cannon « EFotA 16
Using Smith’s Tools or Woodcarver's Tools, you can

take a Magic action to create a Small or Tiny Eldritch
Cannon in an unoccupied space on a horizontal
surface within 5 ft. of yourself. You determine its
appearance, including whether you carry it or not. It
disappears if it is reduced to 0 HP or after 1 hr. You
can dismiss it early as a Magic action.

Once you create a cannon, you can’'t do so again until
you finish a Long Rest or expend a spell slot to create
one. You can have only one cannon at a time and
can't create one while you already have one.

| Create Eldritch Cannon: 1/ Long Rest * 1 Action

| Eldritch Cannon: Flamethrower: 1 Bonus Action

| Eldritch Cannon: Force Ballista: 1 Bonus Action

| Eldritch Cannon: Protector: 1 Bonus Action

| 15/ Other « Special

=== DRAGONBORN SPECIES TRAITS ===

* Creature Type « PHB-2024 187
You are a Humanoid.

* Size « PHB-2024 187
Your size is Medium.

* Speed * PHB-2024 187
Your speed is 30 ft.

* Draconic Ancestry « PHB-2024 187
You gain a breath weapon and damage resistance
with your chosen dragon type.

| Bronze Dragon ¢
You have a Bronze Dragon ancestor.

N

EQUIPMENT

FEATURES & TRAITS
Studded Leather 1 13 Ib. Caltrops 20 2 |b.
Dagger 1 11b. Crowbar 1 51b.
Ink (1 ounce bottle) 1 - Wand of the War Mage, +1 (Artificer Plans) 1 --
Ink Pen 1 - Cast-Off Half Plate (Artificer Plans) 1 40 Ib.
Clothes, Traveler's 1 4 1b.
Pouch 1 11b.
Backpack 1 5 lb.
Tinker's Tools 1 10 Ib.
Thieves' Tools 1 11b.
WEIGHT CARRIED oil 2 21b.
125 |b. Rations 10 20 Ib.
ENCUMBERED Rope 1 5lb.
120 Ib. Tinderbox 1 11b.
PUSH/DRAG/LIFT Torch 10 10 Ib.
240 |b. Waterskin 1 5 lb.
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* Breath Weapon « PHB-2024 187

When you take the Attack action on your turn, you can
replace one of your attacks with an exhalation of
magical energy. You can use your Breath Weapon 2
times per Long Rest.

| Breath Weapon (Lightning) «
When you take the Attack action on your turn, you can

Cone or a 30-ft. Line that's 5 ft. wide (choose the
shape each time). Each creature must make a DC 13
Dex. saving throw taking 1d10 Lightning damage on a
failed save or half as much damage on a success.

| 2/Long Rest ¢ 1 Action

* Damage Resistance « PHB-2024 187
You have Resistance to the damage type determined
by your Draconic Ancestry trait.

| Draconic Resistance (Lightning) ¢
You have resistance to Lightning damage.

* Darkvision « PHB-2024 187
You have Darkvision with a range of 60 ft.

* Draconic Flight « PHB-2024 187

Once per Long Rest as a Bonus Action, you gain
temporary flight for 10 minutes or until you retract the
wings (no action required) or have the Incapacitated
condition. During that time, you have a Fly Speed
equal to your Speed.

* Ability Score Increases « PHB-2024

When determining your character’s ability scores,
increase one score by 2 and a different one by 1, or
increase three scores by 1.

| Increase two scores (+2/ +1) ¢
Increase one scores by 2 and a different score by 1.

replace one attack with a breath weapon that is a 15-ft.

=== FEATS ===

* Magic Initiate (Cleric) « PHB

You learn two cantrips of your choice from the cleric
spell list. You learn one 1st-level spell from that same
list and can cast it at its lowest level once per long rest.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS ===
Fire Bolt

Message

Toll the Dead

Spare the Dying

TOOO0OOo

Mending

=== 1st LEVEL ===
Absorb Elements
Cure Wounds
Catapult

Feather Fall

Faerie Fire

False Life

Purify Food and Drink [R]
Grease

Jump

Sanctuary
Longstrider

Detect Magic [R]
Disguise Self

Identify [R]
Expeditious Retreat
Alarm [R]

Tasha's Caustic Brew
Snare

Bless

Shield

T TOOO0OO0OO0OO0OO0OO0ODO0OO0OOO0OO0OO0O0O0O0OO0O0

Thunderwave

(At will)
Atrtificer
Artificer
Magic Initiate (Cleric)
Magic Initiate (Cleric)

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
Magic Initiate (Cleric)
Artillerist Spells (Always Prepared)

Artillerist Spells (Always Prepared)

DEX 13
DEX 13

CON 13

1A
1A
1A
1A

im

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

120 ft.
120 ft.
60 ft.
15 ft.

Touch

Self

Touch

60 ft.

60 ft.

60 ft./20 ft. Cube
Self

10 ft./5 ft. Sphere
60 ft./10 ft. Square
Touch

30 ft.

Touch

Self/30 ft. Sphere
Self

Touch

Self

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

30 ft.

Self

Self/15 ft. Cube

SPELLS

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

V.S

\A

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

Instantaneous
1 round

Instantaneous
Instantaneous

Instantaneous

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

1 minute

1 minute

1 hour
Concentraton,up 0 10 minutes
1 hour
Instantaneous
Concentraton,up 0 10 minutes
8 hours
Concentation, up to 1 minute
8 hours
Concentation, up to 1 minute
1 round

Instantaneous

PHB-2024 274
PHB-2024 298
PHB-2024 334
PHB-2024 318

PHB-2024 297

EE 150
PHB-2024 259
EE 150
PHB-2024 271
PHB-2024 271
PHB-2024 271
PHB-2024 310
PHB-2024 280
PHB-2024 290
PHB-2024 313
PHB-2024 293
PHB-2024 262
PHB-2024 262
PHB-2024 287
PHB-2024 270
PHB-2024 239
TCoE 115
XGtE 165
PHB-2024 247
PHB-2024 316

PHB-2024 334

VIS

D: 1Rnd, S/IM
VIS

VIS

VISIM

D: 1Rnd, S

VIS

S

D: 1m, VIM

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

5 ft. Sphere, VIS

D: 1m, 10 ft. Square, V/IS/M
D: 1m, V/SIM
D: 1m, V/SIM
D: 1h, VISIM
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: 1m, VIS/IM

D: 1Rnd, V/S

15 ft. Cube, VIS

> 4

N




