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Acrobatics DEX \
Animal Handling wis
Arcana INT
Athletics STR
Deception CHA
History INT
Insight wis
Intimidation CHA
Investigation INT
Medicine WIS
Nature INT
Perception wis
Performance CHA
Persuasion CHA
Religion INT
Sleight of Hand DEX
Stealth DEX

Survival wis
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CLASS & LEVEL PLAYER NAME
Variant Human Far Traveler (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
+1 13 43 -
INITIATIVE CLASS \ HIT POINTS J
/7 /7 / \
5d8 successes O=O=0O
FAILURES( )=< >=( )
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION
j === ARMOR ===
=N Light Armor, Medium Armor, Shields
N
PROFICIENCY BONUS :.:: WEAPQNS ===
Firearms, Simple Weapons
y-
=== TOOLS ===
I — Alchemist's Supplies, Glassblower's Tools,
ABILITY SAVE DC | Horn, Thieves' Tools, Tinker's Tools
S==x N
=== LANGUAGES ===
7 N Common, Dwarvish, Elvish
30 ft. (Walking)
A SPEED )
) 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

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
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.

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.

=== SPECIAL ===
Alchemical Savant
Whenever vou cast a spell usina vour alchemist’s

ACTIONS

74

14 PASSIVE PERCEPTION
14 PASSIVE INSIGHT
16 PASSIVE INVESTIGATION

SENSES

\
7
Crossbow, Light +4
Handaxe +2
Quarterstaff +2
Unarmed Strike +2

1d8+1 Piercing
1d6-1 Slashing
1d6-1 Bludgeoning

0 Bludgeoning

'WEAPON ATTACKS & CANTRIPS

\\

Simple, Ammunition, Loading, Range, Two-Handed, Slow, Range (80/320)
Simple, Light, Thrown, Vex, Range (20/60)

Simple, Versatile, Topple
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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 a time.

| 3/ Other « 1 Action

* Spellcasting * TCoE 11

You can cast prepared artificer spells using INT as
your spellcasting 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 Item » 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 « 1 Action

* Artificer Infusions « TCoE 12
You have invented numerous magical infusions that

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.

| 1 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.

* Ability Score Improvement « TCoE 13

N
* Alchemical Savant » TCoE 15

Whenever you cast a spell using your alchemist’s
supplies as the spellcasting focus, you gain a +3
bonus to one roll of the spell. That roll must restore hit
points or be a damage roll that deals acid, fire,
necrotic, or poison damage.

| Special

=== VARIANT HUMAN SPECIES TRAITS ===

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

* Ability Score Increase * BR 31
Two different ability scores of your choice increase by
1.

* Skills « BR 31
You gain proficiency in one skill of your choice.

* Feat » BR 31
You gain one feat of your choice.

=== FEATS ===

* Shadow Touched * TCoE 80
Increase your Intelligence, Wisdom, or Charisma score
by 1, to a maximum of 20.

You learn the invisibility spell and one 1st-level spell of
your choice from the illusion or necromancy school of
magic. Once per long rest you can cast each of these
spells without expending a spell slot. You can also cast
these spells using spell slots you have of the
appropriate level. The spells’ spellcasting ability is the
ability increased by this feat.

FEATURES & TRAITS
\\
Studded Leather 1 13 Ib. Torch 10 10 Ib.
Handaxe 1 21b. Waterskin 1 51b.
Quarterstaff 1 4 1b.
Crossbow, Light 1 5 lb.
Crossbow Bolts 20 1.51b.
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
Thieves' Tools 1 11b.
Horn 1 21b.
WEIGHT CARRIED Crowbar 1 51b.
94 |b. Hammer 1 31b.
ENCUMBERED Piton 10 251b.
120 Ib. Rations (1 day) 10 20 Ib.
PUSH/DRAG/LIFT Rope, Hempen (50 feet) 1 10 Ib.
240 |b. Tinderbox 1 1lb.

EQUIPMENT
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| Intelligence
Increase your Intelligence score by 1, to a maximum of
20. The spells’ spellcasting ability is Intelligence.

* Metamagic Adept « TCoE 80

| Extended Spell « PHB
When you cast a spell that has a duration of 1 minute
or longer, you can spend 1 sorcery point to double its
duration, to a maximum duration of 24 hours.

| Subtle Spell « PHB
When you cast a spell, you can spend 1 sorcery point
to cast it without any S or V components.

| Sorcery Points (Metamagic Adept): 2 / Long Rest «
Special

| Metamagic - Subtle Spell: Special

| Metamagic - Extended Spell: Special

ADDITIONAL FEATURES & TRAITS
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Avery Beauchamp was never one for idle
invention—their work always had a purpose, and
that purpose was people. As an artificer of Kryal,
Avery earned recognition not through weapons or
war machines, but through ingenuity that made life
easier for others. That reputation carried them far
beyond Kryal's borders, eventually leading them to
the Tougou Oasis, where a fragile partnership had
formed between distant lands. There, amid
unforgiving heat and shifting sands, Avery applied
their craft to a different kind of challenge: survival.

The oasis was a place where every drop of water
mattered, and Avery set to work designing devices
to preserve, distribute, and protect it. Simple
mechanisms became lifelines—irrigation systems
that stretched limited resources further, tools that
drew moisture from the air, and constructs that
maintained delicate balances beneath the
scorching sun. Their work was not done alone, but
alongside the people of Tougou, learning from
their traditions and adapting their designs to fit the
land rather than force it to change.

What began as a diplomatic effort soon became
something more personal. Avery came to see their
role not just as a representative of Kryal, but as a
bridge between cultures—someone who could
prove that cooperation brought greater strength
than conquest ever could. The success of their
work stood as a quiet testament to that belief, a
living example of what could be achieved when
knowledge and trust were shared freely.

But as word of Kryal's fall spread across distant
borders, that sense of purpose shifted. The treaty
that brought Avery to Tougou now felt uncertain,
its future as fragile as the systems they had built to
sustain the oasis. Still, Avery has not abandoned
their work—if anything, it has taken on new
urgency. Their work has now shifted focus,
returning to Kryal they now seek to aid however
possible with their contraptions

CHARACTER BACKSTORY

ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
O Guidance Artificer -- 1A Touch V,S Concentration, upto Lminue  PHB 248 D: 1m, VIS
QO Prestidigitation Artificer -- 1A 10 ft. V,S 1 hour PHB 267 D: 1h, VIS
=== 1st LEVEL === 4 Slots OO00
QO Tasha's Caustic Brew Artificer DEX 14 1A Self/30 ft. Line V,S,M  concenuation,wpo1minuie  TCOE 115 D: 1m, 30 ft. Line, V/S/M
P Healing Word Artificer (Always Prepared) -- 1BA 60 ft. \% Instantaneous PHB 250 V
P Ray of Sickness Artificer (Always Prepared) CoN14/+6 1A 60 ft. V.S Instantaneous  PHB 271  V/S
O Alarm [R] Artificer -- 11m 30ft. V,S,M 8 hours PHB 211 D: 8h, V/ISIM
O Cure Wounds Artificer - 1A Touch V.S Instantaneous  PHB 230  V/S
O Detect Magic [R] Artificer - 1A+10m  Self/30 ft. Sphere V,S Concenaiion, upto ominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Disguise Self Artificer -- 1A Self V.S 1 hour PHB 233 D:1h,V/S
O Expeditious Retreat Artificer -- 1BA  Self V.S Concenraiion, upto 0mintes - PHB 238 D: 10m, V/S
O Faerie Fire Artificer DEX 14 1A 60 ft./20 ft. Cube V Concenuation, upto 1minte - PHB 239 D: 1m, 20 ft. Cube, V
O False Life Artificer - 1A Self V,S,M 1 hour PHB 239  D: 1h, VISIM
O Feather Fall Artificer - 1R 60 ft. V.M 1 minute PHB 239 D:1m,V/M
O Grease Artificer DEX 14 1A 60 ft/10 ft. Square V,S,M 1 minute PHB 246  D:1m, 10 ft. Square, V/S/M
O Identify [R] Artificer - 11m  Touch V,S,M Instantaneous PHB252  V/S/M
O Jump Artificer - 1A Touch V,S,M 1 minute PHB 254  D:1m, VISIM
O Longstrider Artificer - 1A Touch V,S,M 1 hour PHB 256  D: 1h, V/ISIM
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 Sanctuary Artificer WIS 14 1BA 30ft. V,S,M 1 minute PHB 272 D: 1m, V/SIM
O Absorb Elements Artificer - 1R Self S 1 round EE 150 D: 1Rnd, S
O Catapult Artificer DEX 14 1A 60 ft. S Instantaneous  EE 150 S
O Snare Artificer DEX 14 1m Touch SM 8 hours XGtE 165 D: 8h, S/IM
O Faerie Fire Artificer DEX 14 1A 60 ft./20 ft. Cube V Concentration, up to L minute  PHB-2024 271 D: 1m, 20 ft. Cube, V
O False Life Artificer - 1A Self V,S,M Instantaneous  PHB-2024271 V/S/M
O Feather Fall Artificer -- 1R 60 ft. V.M 1 minute PHB-2024271 D: 1m, V/IM
O Purify Food and Drink [R] Artificer - 1A+10m 10 ft./5 ft. Sphere V,S Instantaneous ~ PHB-2024 310 5 ft. Sphere, V/S
O Grease Artificer DEX 14 1A 60 ft/10 ft. Square V/,S,M 1 minute PHB-2024 280 D: 1m, 10 ft. Square, V/S/M
O Jump Artificer - 1BA  Touch V,S,M 1 minute PHB-2024290 D: 1m, V/S/M
O Sanctuary Artificer WIS 14 1BA 30ft. V,S,M 1 minute PHB-2024 313 D: 1m, V/S/M
O Longstrider Artificer - 1A Touch V,S\M 1 hour PHB-2024 293 D: 1h, V/S/M
O Cure Wounds Artificer - 1A Touch V,S Instantaneous  PHB-2024 259 V/S
O Detect Magic [R] Artificer -- 1A+10m  Self/30 ft. Sphere V,S Concentration,up o 10 minutes - PHB-2024 262 D: 10m, 30 ft. Sphere, V/S
QO Disguise Self Artificer - 1A Self V,S 1 hour PHB-2024 262 D: 1h, V/S
QO Identify [R] Artificer - 11m Touch V,S,M Instantaneous  PHB-2024287 V/S/M
O Expeditious Retreat Artificer -- 1BA  Self V,S Concentration, up o 10minutes  PHB-2024 270  D: 10m, V/S
O Alarm [R] Artificer - 11m  30ft/20 ft. Cube V,S,M 8 hours PHB-2024 239 D: 8h, 20 ft. Cube, V/S/M
O Disguise Self Shadow Touched -- 1A Self V,S 1 hour PHB 233 1/LR, D: 1h, VIS
===2nd LEVEL === 2 Slots OO
O Ad Artificer -- 1A 30 ft. V,S,M 8 hours PHB 211 D: 8h, VISIM
P Flaming Sphere Artificer (Always Prepared) DEX 14 1A 60 ft./5 ft. Sphere V,S,M  concenvation.wpo1minwe  PHB 242 D: 1m, 5 ft. Sphere, V/IS/M
P Acid Arrow Artificer (Always Prepared) +6 1A 90 ft. V,S,M Instantaneous PHB VISIM
P Melf's Acid Arrow Artificer (Always Prepared) +6 1A 90 ft. V,S,M Instantaneous PHB 259  V/S/M
O Alter Self Artificer - 1A Self V.S Concentration, upto Lhour - PHB 211 D: 1h, V/S
O Arcane Lock Artificer -- 1A Touch V,S,M Until dispelled PHB 215  D: Until Dispelled, V/S/M
O Blur Artificer - 1A Self \% Concenuaiion, upto tminte - PHB 219 D: 1m, V
O Continual Flame Artificer -- 1A Touch V,S,M Until dispelled PHB 227  D: Until Dispelled, V/S/M
R SPELLS N
! /|
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O Darkvision Artificer -- 1A Touch V,S,M 8 hours PHB 230 D: 8h, VISIM
O Enhance Ability Artificer -- 1A Touch V,S,M  concenuation, upto 1hour  PHB 237 D: 1h, V/ISIM
O Enlarge/Reduce Artificer CON 14 1A 30 ft. V,S,M  concentation, pto 1 minue - PHB 237 D: 1m, V/ISIM
O Heat Metal Artificer - 1A 60 ft. V,S,M  concentration, upto 1 minute - PHB 250 D: 1m, V/IS/IM
QO Invisibility Artificer - 1A Touch V,S,M  concentration, upto 1hour  PHB 254 D: 1h, VISIM
O Lesser Restoration Artificer - 1A Touch V,S Instantaneous  PHB 255 VIS
O Levitate Artificer CON14 1A 60 ft. V,S,M  concenation, up o 10minwtes - PHB 255 D: 10m, V/S/IM
O Magic Mouth [R] Artificer - 11m 30ft. V,S,M Until dispelled PHB 257  D: Until Dispelled, V/S/M
O Magic Weapon Artificer -- 1BA Touch V.S Concenation, upto 1hour - PHB 257 D: 1h, V/S
O Protection from Poison Artificer - 1A Touch V.S 1 hour PHB 270 D:1h, VIS
O Rope Trick Artificer - 1A Touch V,S,M 1 hour PHB 272  D: 1h, VISIM
O See Invisibility Artificer -- 1A Self V,S,M 1 hour PHB 274  D: 1h, VISIM
O Spider Climb Artificer -- 1A Touch V,S,M  concenration, pto 1hour  PHB 277 D: 1h, VISIM
O Web Artificer DEX 14 1A 60 ft./20 ft. Cube V,S,M  Concenuation,upto 1hour PHB 287 D: 1h, 20 ft. Cube, V/S/IM
O Pyrotechnics Artificer CON 14 1A 60 ft./5 ft. Cube V,S Instantaneous ~ EE 163 5 ft. Cube, VIS
O Skywrite [R] Artificer - 1a+10m - Sight V,S Concentration, upto 1 hour - EE 165 D: 1h, VIS
O Ad Artificer - 1A 30 ft. V,S,M 8 hours PHB-2024 239 D: 8h, V/S/M
O Alter Self Artificer - 1A Self V.S Concentration, up to 1hour  PHB-2024 239 D: 1h, V/S
O Arcane Lock Artificer - 1A Touch V,S,M Until dispelled  PHB-2024242 D: Until Dispelled, V/S/M
O Protection from Poison Artificer - 1A Touch V.S 1 hour PHB-2024310 D: 1h, V/S
O Blur Artificer - 1A Self \% Concentiation, upto 1 minute - PHB-2024 248 D: 1m, V
O Rope Trick Artificer - 1A Touch V,S,M 1 hour PHB-2024 312 D: 1h, V/IS/M
O Levitate Artificer CON 14 1A 60 ft. V,S,M  concenraion, upto 10minwes - PHB-2024 291 D: 10m, V/S/M
QO See Invisibility Artificer - 1A Self V,S,M 1 hour PHB-2024 314 D: 1h, V/S/M
O Lesser Restoration Artificer - 1BA Touch V,S Instantaneous ~ PHB-2024 291 V/S
O Magic Mouth [R] Artificer - 11m 30 ft. V,S,M Until dispelled  PHB-2024 295 D: Until Dispelled, V/S/M
O Magic Weapon Artificer - 1BA Touch V,S 1 hour PHB-2024295 D: 1h, VIS
O Continual Flame Artificer - 1A Touch V,S,M Until dispelled  PHB-2024 256 D: Until Dispelled, V/S/M
QO Spider Climb Artificer - 1A Touch V,S,M  Concentration, upto L hour - PHB-2024 318 D: 1h, V/S/M
O Darkvision Artificer - 1A Touch V,S,M 8 hours PHB-2024 260 D: 8h, V/S/M
O Invisibility Artificer - 1A Touch V,S,M  Concentration, upto L hour - PHB-2024 289 D: 1h, V/S/M
O Heat Metal Artificer CON 14 1A 60 ft. V,S,M  Concentiation, upto 1 minute - PHB-2024 284 D: 1m, V/S/M
O Enhance Ability Artificer - 1A Touch V,S,M  Concentration, upto L hour - PHB-2024 268 D: 1h, V/S/M
O Enlarge/Reduce Artificer CON 14 1A 30 ft. V,S,M  Concentiation, upto 1 minute - PHB-2024 268 D: 1m, V/S/M
O Web Artificer DEX 14 1A 60 ft./20 ft. Cube V,S,M  Concenuation upto1hour PHB-2024 340 D: 1h, 20 ft. Cube, V/S/M
O Invisibility Shadow Touched - 1A Touch V,S,M  Concentration, upto 1hour  PHB 254 1/LR, D: 1h, V/SIM
R SPELLS N
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