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CLASS & LEVEL PLAYER NAME
Gnome Archeologist (Milestone)
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HEROIC INSPIRATION
j === WEAPONS ===
=N Simple Weapons
N
PROFICIENCY BONUS ===TOOLS ?::
Cartographer's Tools
y-
=== LANGUAGES ===
I — Common, Dwarvish, Giant, Ghomish
ABILITY SAVE DC |
"

=== ACTIONS ===
Standard Actions

Rest, you can choose expended spell slots to recover.
The spell slots can have a combined level up to 1.

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

=== BONUS ACTIONS ===
Tiny Clockwork Device: Activate

Whenever you or another creature activates it with
a touch, the device produces the effect chosen at the

time of creation.

=== SPECIAL ===
Arcane Recovery * 1/ Long Rest

Once per Lona Rest, whenever vou finish a Short

ACTIONS

\

74
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12 PASSIVE PERCEPTION Dagger +3 1d4+1 Piercing  Simple, Finesse, Light, Thrown, Nick, Range (20/60)
12 DASSIVE INSIGHT Dagger +3 1d4+1 Piercing Simple, Finesse, Light, Thrown, Nick, Range (20/60)
Quarterstaff +1 1d6-1 Bludgeoning  Simple, Versatile, Topple
15 PASSVEINVESTIGATION Fire Bolt +5 1d10 Fire VIS
Darkvision 60 ft. Unarmed Strike +1 0 Bludgeoning
SENSES A WEAPON ATTACKS & CANTRIPS /
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CLASS & LEVEL PLAYER NAME
Brocc Bafflestone
Gnome Archeologist (Milestone)
CHARACTER NAME SPECIES BACKGROUND EXPERIENCE POINTS
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=== WIZARD FEATURES ===
In addition, you can spend 10 minutes casting
* Core Wizard Traits « free-rules 165 Prestidigitation to create a Tiny clockwork device.
When you create the device, you determine its function
* Spellcasting e free-rules 165 by choosing one effect from Prestidigitation; it
produces that effect whenever you or another creature
* Ritual Adept « free-rules 166 takes a Bonus Action to activate it with a touch. If the
chosen effect has options within it, you choose one
* Arcane Recovery e free-rules 166 option for the device when you create it.
When you finish a Short Rest, you can choose
expended spell slots to recover. The spell slots can You can have three such devices in existence at a
have a combined level equal to 1, but none of the slots time, and each falls apart 8 hours after its creation or
can be level 6 or higher. when you dismantle it with a touch as a Utilize action.
You can use this feature once per Long Rest. | Create Tiny Clockwork Device: 1 Action
| 1/ Long Rest « Special | Tiny Clockwork Device: Activate: 1 Bonus Action
| Tiny Clockwork Device: Dismantle: 1 Action
=== GNOME SPECIES TRAITS ===
* Gnomish Lineage Spells « PHB-2024 191
* Creature Type » PHB-2024 191
You are a Humanoid. | Rock Gnome - Intelligence «
* Size « PHB-2024 191 * Languages « PHB-2024 37
You are Small. Your character knows at least three languages:
Common plus two languages you roll or choose from
* Speed ¢ PHB-2024 191 the Standard Languages table. Knowledge of a
Your Speed is 30 ft. language means your character can communicate in it,
read it, and write it.
* Darkvision « PHB-2024 191
You have Darkvision with a range of 60 ft. * Ability Score Increases « PHB-2024
When determining your character’s ability scores,
* Gnomish Cunning « PHB-2024 191 increase one score by 2 and a different one by 1, or
You have Advantage on Intelligence, Wisdom, and increase three scores by 1.
Charisma saving throws.
| Increase two scores (+2/ +1) ¢
* Gnomish Lineage * PHB-2024 191 Increase one scores by 2 and a different score by 1.
| Rock Gnome
You know the Mending and Prestidigitation cantrips.
FEATURES & TRAITS
Dagger 1 1lb. Tinderbox 1 1lb.
Dagger 1 11b. Book 1 51b.
Quarterstaff 1 4 1b. Lamp 1 11b.
Case, Map or Scroll 1 1lb. Ink Pen 1 --
Clothes, Traveler's 1 4 1b. Ink 1 -
Lantern, Bullseye 1 21b.
Pick, Miner's 1 10 Ib.
Pouch 1 11b.
Shovel 1 51b.
WEIGHT CARRIED Spellbook 1 31b.
78 b Tent, Two-Person 1 20 Ib.
ENCUMBERED Backpack 1 51b.
120 Ib. Robe 1 4 1b.
PUSH/DRAG/LIFT QOil 10 10 Ib.
240 Ib. Parchment 10 -
\ EQUIPMENT




CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS
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Male 297 Small 34" 36
GENDER AGE SIZE HEIGHT WEIGHT
Lawful Good Garl Glittergold Tan Black Dusty
ALIGNMENT FAITH SKIN EYES HAIR
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OBJECTIVE - | care about the truth. Rather than taking comfort in ideology or
received ideas, | want to understand what's really going on beneath the surface of
things. As a result, | can be relied upon to combat bias and misinformation, even
when it isn't easy to do so — and | expect other people to be honest with me in
return.

CURIOUS - | am always casting about for new pursuits, hobbies, and areas of
research. One week, | might be obsessed with geophysics, and the next, I might
lose myself in videos about guitar building. When inspiration strikes, | go allin.

PERSONALITY TRAITS
|~

—~
[N "]
ELEMENTARY MY DEAR WATSON - | love to analyze
patterns. Without necessarily knowing how | do it, | often have
a Sherlock Holmes-like knack for spotting discrepancies and
irregularities. In other words, it's a bad idea to lie to me.

IDEALS
L~ 1
[ "]
| hope to bring prestige to a library, a
museum, or a university.
BONDS
L~ 1
[N "]

IMPATIENT — | take pride in my knowledge and in sharing my ideas.
When it comes to explaining my rationale, however, | am not always
patient. If my conversation partner doesn't follow along or seem

sufficiently interested, | may give up with a dismissive “never mind.”

\\ FLAWS //

-
~

-

"

| am a seeker of truth and a lover of knowledge.
From my earliest days, I've felt an insatiable
curiosity, an unquenchable thirst for understanding
that led me to explore the depths of the arcane
and the mysteries of the world.

Before the adventuring life found me, | spent my
youth crawling through dusty crypts and forgotten
ruins, pilfering relics from the past. It wasn't just
about the coin; it was the thrill of uncovering the
secrets left behind by ancient civilizations. Amidst
these discoveries, one relic held special
significance—a medallion adorned with the arcane
symbol of a master Illusionist. Its origins may have
been shrouded in mystery, but its emotional value
was undeniable.

My analytical mind has always been a
double-edged sword. | crave the truth and detest
misinformation. Ideologies and received ideas
have little place in my pursuits; instead, | aim to
uncover the reality beneath the surface of things.
This objective mindset makes me a reliable
combatant against bias and deception, and |
demand the same honesty from others.

My insatiable curiosity leads me from one pursuit
to another, embracing schools of magic, research
areas, and obsessions with fervor. Whether
delving into deconstructing elaborate and ancient
illusions in order to find hidden antiquities or
creating new illusions out of whole cloth to
enhance the displays at museums, | immerse
myself in the depths of my newfound interests,
absorbing knowledge like a sponge.

Patterns call out to me, and irregularities don't
escape my keen gaze. Like a Sherlock Holmes of
old, I have a knack for spotting discrepancies that
make lying a futile endeavor in my presence.

Entering ruins and dungeons, | feel a connection
to their builders, discerning their purpose and
origin effortlessly. A medallion might be my only

\ CHARACTER BACKSTORY

Garl Glittergold

Alignment: Lawful Good

use their intellect and ingenuity. But when push
comes to shove, Garl uses Arumdina, his intelligent
two-headed battle axe-capable of cleaving through

Category: None

Domains: Trickery

Pantheon: Gnome

Province: Primary god of gnomes
Symbol: Gold nugget

When gnome children hear their first stories about
the gods, they are introduced to a gold-skinned
gnome with a wide grin and glittering gemstone eyes
that shift colors like a kaleidoscope. The youngsters
quickly learn to recognize that their favorite
character, the god of the gnomes, is about to steal
the show.

A joker and a prankster, Garl Glittergold reminds
gnomes that life is to be taken lightly, and that a
good laugh will serve them better than a grim
attitude. When Garl cavorts with mischief on his
mind, Moradin's beard might end up woven with
giggling flowers, and Gruumsh's axe could sprout
braying donkey heads at the most inopportune time.

Cooperation Is Key

The legends about Garl Glittergold inspire gnomes to
work together. Garl knows that many heads and
many hands make light work. Although he also plays
many pranks on his own, Garl is the one who
gathers the heroes together for an enterprise that
requires all their talents. To provide specific
guidance, Garl might send an omen to nudge a
group of gnomes in a certain direction, or even
manifest an avatar in the middle of a gnome burrow.
When Garl makes one of these rare appearances, it
is to resolve a dispute that threatens a community.

Brains over Brawn
Garl favors trickery and illusion over direct combat,
preferring to use his mind to overcome a problem

rather than his steel. For gnomes to thrive, they must

ADDITIONAL NOTES

any substance-to escape a perilous situation.
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=== CANTRIPS === (At Will)
O Message Wizard -- 1A 120 ft. SM 1 round free-rules 298 D: 1Rnd, S/M
QO Fire Bolt Wizard +5 1A 120 ft. V,S Instantaneous  free-rules 274 /S
QO Minor lllusion Wizard - 1A 30 ft./5 ft. Cube S,M 1 minute free-rules 298 D: 1m, 5 ft. Cube, S/IM
O Mending Gnomish Lineage Spells -- im Touch V,S,M Instantaneous free-rules 297 V/S/M
QO Prestidigitation Gnomish Lineage Spells - 1A 10 ft. V,S 1 hour free-rules 307 D: 1h, V/S
QO Prestidigitation Gnomish Lineage Spells - 10m 10 ft. V,S 1 hour free-rules 307 D: 1h, V/S

=== 1st LEVEL === 2 Slots OO
O Disguise Self Wizard - 1A Self V,S 1 hour free-rules 262 D: 1h, V/S
O Color Spray Wizard CON13 1A Self/15 ft. Cone V,S,M Instantaneous free-rules 251 15 ft. Cone, V/S/M
O silent Image Wizard -- 1A 60 ft./15 ft. Cube V,S,M  concentaion, upto 10 minutes  free-rules 317 D: 10m, 15 ft. Cube, V/S/M
O Detect Magic [R] Wizard - 1A+10m  Self/30 ft. Sphere V,S Concenraiion, upto 10 minutes free-rules 262 D: 10m, 30 ft. Sphere, V/S
QO Shield Wizard - 1R Self V,S 1 round free-rules 316 D: 1Rnd, V/S
O Thunderwave Wizard CON 13 1A Self/15 ft. Cube V,S Instantaneous  free-rules 334 15 ft. Cube, V/S
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