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CLASS & LEVEL PLAYER NAME
Mark of Making Human Guild Artisan / Guild Merchant (Milestone)
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ARMOR Max HP Current HP Temp HP |
+2 11 23 -
INITIATIVE CLAsS \ HIT POINTS J
/7 /7 / \
3d8 +2d8 successes O=O=0O
FAILURES( H >=< >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION ‘
=== ARMOR ===
g Light Armor, Medium Armor, Shields
N
PROFICIENCY BONUS j === WEAPONS ===
Firearms, Simple Weapons
L
s s === TOOLS ===
ABILITY SAVE DC | Alchemist's Supplies, Brewer's Supplies,
P PR Cook's Utensils, Flute, Thieves' Tools,
Tinker's Tools
/ N\
30 ft. (Walking) === LANGUAGES ===
Common, Gnomish
A SPEED )
i 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

Magical Tinkering « 3 / Other

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 3 objects
at a time.

Bardic Inspiration « 3 / Long Rest

As a bonus action, a creature (other than yourself)
within 60 ft. that can hear you gains an inspiration die
(1d6). For 10 minutes, the creature can add it to one
ability check, attack roll, or saving throw. This can be
added after seeing the roll, but before knowing the
outcome.

=== SPECIAL ===
Infuse Item « 2 / Other

Whenever you finish a long rest, you can touch up
to 2 nonmagical objects, imbuing each of them with
one of your artificer infusions, turning it into a magic
item. You can attune yourself to the item the instant
you infuse it, or you can forgo attunement so that
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=== ARTIFICER FEATURES ===

* Hit Points » TCoE 10
* Proficiencies * TCoE 10

* Magical Tinkering * TCoE 11

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 3 objects
at atime.

| 3/ Other + 1 Action

* Spellcasting * TCoE 11

You can cast prepared artificer spells using INT as
your spelicasting modifier (Spell DC 14, Spell Attack
+6) 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.

* Infuse ltem « TCoE 12

Whenever you finish a long rest, you can touch up to
2 nonmagical objects, imbuing each of them with one
of your artificer infusions, turning it into a magic item.
You can attune yourself to the item the instant you
infuse it, or you can forgo attunement so that
someone else can attune to the item.

Your infusion remains in an item indefinitely, but when
you die, the infusion vanishes after 3 days. The
infusion also vanishes if you give up your knowledge
of the infusion or you exceed your maximum number
of infusions.

| 2/ Other « Special

* Artificer Infusions « TCoE 12

rapidly create magic items. Each infusion tells you the
type of item that can receive it and if the resulting
magic item requires attunement.

Some infusions specify a minimum artificer level, and
unless an infusion’s description says otherwise, you
can’t learn it more than once.

* Artificer Specialist - TCoE 13
The type of specialist are:

| Alchemist

* The Right Tool for the Job « TCoE 13

With thieves’ tools or artisan’s tools in hand, you can
magically create one set of artisan’s tools in an
unoccupied space within 5 feet of you. This creation
requires 1 hour of uninterrupted work, which can
coincide with a short or long rest. Though the product
of magic, the tools are nonmagical, and they vanish
when you use this feature again.

11 Hour

* Tool Proficiency « TCoE 14

You gain proficiency with alchemist’s supplies. If you
already have this proficiency, you gain proficiency with
one other type of artisan’s tools of your choice.

* Alchemist Spells - TCoE 14

You always have certain spells prepared after you
reach particular levels in this class, as shown in the
Alchemist Spells table.

* Experimental Elixir « TCoE 14

Whenever you finish a long rest, you can magically
produce up to 1 experimental elixir(s), each in an
empty flask you touch. Roll for each elixir’s effect
separately. Each elixir requires its own flask.

=== BARD FEATURES ===

* Hit Points « PHB 52
* Proficiencies « PHB 52

* Spellcasting » PHB 52

You can cast known bard spells using CHA as your
spellcasting modifier (Spell DC 14, Spell Attack +6)
and known bard spells as rituals if they have the ritual
tag. You can use a musical instrument as a
spellcasting focus.

* Bardic Inspiration « PHB 53

As a bonus action, a creature (other than you) within
60 ft. that can hear you gains an inspiration die (1d6).
For 10 minutes, the creature can add it to one ability
check, attack roll, or saving throw. This can be added
after seeing the roll, but before knowing the outcome.

|1 3/Long Rest * 1 Bonus Action

* Jack of All Trades « PHB 54

You can add half your proficiency bonus, rounded
down ( +1 ), to any ability check you make that
doesn’t already include it.

* Song of Rest « PHB 54

If you or any friendly creatures who can hear your
performance regain hit points at the end of the short
rest by spending one or more Hit Dice, each of those
creatures regains an extra 1d6 hit points.

=== MARK OF MAKING HUMAN SPECIES TRAITS

* Languages * BR 31
You can speak, read, and write Common and one
extra language.

* Ability Score Increase * ERftLW
Your Intelligence score increases by 2, and one other

N

)

FEATURES & TRAITS
Studded Leather 1 13 Ib. Tinderbox 1 1lb.
Dagger 1 11b. Torch 10 10 Ib.
Quarterstaff 1 4 1b. Waterskin 1 51b.
Crossbow, Light 1 51b.
Crossbow Bolts 20 1.5 1b.
Backpack 1 5 lb.
Clothes, Traveler's 1 4 |b.
Pouch 1 11b.
Thieves' Tools 1 11b.
WEIGHT CARRIED Alchemist's Supplies 1 8 Ib.
100 Ib. Crowbar 1 5 Ib.
ENCUMBERED Hammer 1 31lb.
0 Ib. Piton 10 251b.
PUSH/DRAG/LIFT Rations (1 day) 10 20 Ib.
0 lb. Rope, Hempen (50 feet) 1 10 Ib.
EQUIPMENT
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ability score of your choice increases by 1.

* Artisan’s Intuition « ERftLW

When you make an Arcana check or an ability check
involving artisan’s tools, you can roll a d4 and add the
number rolled to the ability check.

* Maker’s Gift « ERftLW 44
You gain proficiency with one type of artisan’s tools of
your choice.

* Spellsmith « ERftLW

You know the mending cantrip. You can also cast the
magic weapon spell with this trait. When you do so,
the spell lasts for 1 hour and doesn't require
concentration. Once you cast the spell with this trait,
you can’t do so again until you finish a long rest.

Intelligence is your spellcasting ability for these spells.

* Spells of the Mark « ERftLW 45

If you have the Spellcasting or the Pact Magic class
feature, the spells on the Mark of Making Spells table
are added to the spell list of your spellcasting class.

ADDITIONAL FEATURES & TRAITS
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SPELL SAVE DC SPELL ATTACK
AB BONUS
E— —
li .‘\
=== CANTRIPS === (At Will)
O Prestidigitation Artificer -- 1A 10 ft. V,S 1 hour PHB D:1h, V/IS
O Resistance Artificer - 1A Touch V.S, (oeematonwio PHB D: 1m, V/SIM
QO Friends Bard - 1A Self S,M  Toeematonsbe PHB D: 1m, SIM
O Vicious Mockery Bard WIS 1A 60 ft. \% Instantaneous PHB \%
G Mending Spellsmith - 1m Touch V.S,  Instantaneous PHB V/ISIM
=== 1st LEVEL === 4 Slots 0000
O Disguise Self Artificer -- 1A Self V,S 1 hour PHB D: 1h, VIS
O Feather Fall Artificer -- 1R 60 ft. V,M 1 minute PHB D:1m, VIM
O Grease Artificer DEX 1A etmotsaae V.S, 1 minute PHB D: 1m, 10 ft. Square, V/S/M
QO Purify Food and Drink [R] Artificer - 1A tostsphee  \/ S Instantaneous PHB 5 ft. Sphere, V/S
P Healing Word Artificer (Always Prepared) - 1B 60 ft. \ Instantaneous  PHB \
P Ray of Sickness Artificer (Always Prepared) contar 1A 60 ft. V,S Instantaneous PHB VIS
O Alarm [R] Artificer -- 11 30ft. V.S, 8 hours PHB D: 8h, V/ISIM
O Cure Wounds Artificer -- 1A Touch V,S Instantaneous PHB V/S
O Detect Magic [R] Artificer - e semotspree VS Sorene® PHB D: 10m, 30 ft. Sphere, V/S
O Expeditious Retreat Artificer - 1B  Self V,S  oreemaionwelo PHB D: 10m, V/S
O Faerie Fire Artificer DEX 1A cofaofcwe |/ Jomconyaton.wlo PHB D: 1m, 20 ft. Cube, V
O False Life Artificer -- 1A  Self V.S, 1 hour PHB D: 1h, V/ISIM
O Identify [R] Artificer -- 11 Touch V.S, Instantaneous PHB V/SIM
O Jump Artificer -- 1A Touch V.S, 1 minute PHB D: 1m, V/SIM
O Longstrider Artificer -- 1A Touch V.S, 1 hour PHB D: 1h, V/ISIM
O Sanctuary Artificer WIS 1B 30 ft. V.S, 1 minute PHB D: 1m, V/ISIM
O Absorb Elements Artificer -- 1R Self S 1 round EE 150 D:1Rnd, S
O Catapult Artificer DEX 1A 60 ft. S Instantaneous EE 150 S
O Snare Artificer DEX 1m Touch S,M 8 hours XGtE D: 8h, S/IM
QO Tasha's Caustic Brew Artificer DEX 1A sefigoftline V,S, {oeenatonwlo TGoE D: 1m, 30 ft. Line, V/S/M
O Faerie Fire Artificer DEX 1A eommonowe Qoncemmalon W yeemeszrt  D: 1m), 20 ft. Cube, V
O False Life Artificer - 1A Self V.S, Instantaneous freeries271  V/S/M
O Feather Fall Artificer -- 1R 60 ft. V,M 1 minute freerues271 ;1 m, V/M
O Purify Food and Drink [R] Artificer - 1A+ tofustspee  \/§  Instantaneous feeressio 5 ft. Sphere, V/S
O Grease Artificer DEX 1A eonmotsqae V,S, 1 minute reeries20  D: 1m, 10 ft. Square, V/S/M
C Jump Artificer - 1B Touch V.S, 1minute  fteeres20  D:1m, V/S/M
Q Sanctuary Artificer WIS 1B 30 ft. V,S, 1 minute feeres3ts  D: 1m, V/S/M
O Longstrider Artificer - 1A Touch V.S, 1 hour freeries 203 D 1h, V/S/M
O Cure Wounds Artificer - 1A Touch V,S Instantaneous freemieszse /S
O Detect Magic [R] Artificer - e semsonsphere VS S P eewesae D 10m, 30 ft. Sphere, V/S
O Disguise Self Artificer - 1A Self V,S 1 hour freeries 262 [: 1h, V/S
O Identify [R] Artificer -- 11 Touch V.S, Instantaneous freeies267  \//S/M
O Expeditious Retreat Artificer - 1B  Self V,S  (oreeeom Pl eenieszro  D: 10m, V/S
O Alarm [R] Artificer - 11 sonmoncwe V.S, 8 hours reeries239  D: 8h, 20 ft. Cube, V/S/M
Q Animal Friendship Bard WIS 1A 30 ft V.S, 24hours PHB D: 24h, V/ISIM
O Distort Value Bard - 1m  Touch ft. \ 8 hours Al 75 D: 8h, 1 ft. Cube, V
QO lllusory Script [R] Bard - 1m Touch S,M 10 days PHB D: 10d, S/IM
O Identify [R] Bard -- 1im Touch V.S,  Instantaneous PHB V/SIM
QO Comprehend Languages [R] Bard - 1A Self V.S, 1 hour PHB D: 1h, V/S/IM
===2nd LEVEL === 3 Slots OO0
O Magic Weapon Spellsmith - 1B  Touch V,S  Socentaton.wplo pHB 1/LR, D: 1h, V/S
R SPELLS .
) /{
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