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j === ARMOR ===
=N Light Armor, Medium Armor, Shields
N
PROFICIENCY BONUS :.:: WEAPQNS ===
Firearms, Simple Weapons
y-
=== TOOLS ===
I — Alchemist's Supplies, Carpenter's Tools,
ABILITY SAVE DC | Leatherworker's Tools, Smith's Tools,
P— p— Thieves' Tools, Tinker's Tools, Woodcarver's
Tools
/ N\
30 ft. (Walking) === LANGUAGES ===
Common, Dwarvish, Gnomish
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

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.

=== 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.

74

Darkvision 60 ft.
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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 13, Spell Attack
+5) 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.

=== GNOME SPECIES TRAITS ===

* Creature Type » PHB-2024 191
You are a Humanoid.

* Size « PHB-2024 191
You are Small.

* Speed « PHB-2024 191
Your Speed is 30 ft.

* Darkvision « PHB-2024 191
You have Darkvision with a range of 60 ft.

* Gnomish Cunning * PHB-2024 191
You have Advantage on Intelligence, Wisdom, and
Charisma saving throws.

* Gnomish Lineage « PHB-2024 191

| Rock Gnome
You know the Mending and Prestidigitation cantrips.

In addition, you can spend 10 minutes casting
Prestidigitation to create a Tiny clockwork device.
When you create the device, you determine its function
by choosing one effect from Prestidigitation; it
produces that effect whenever you or another creature
takes a Bonus Action to activate it with a touch. If the
chosen effect has options within it, you choose one
option for the device when you create it.

You can have three such devices in existence at a
time, and each falls apart 8 hours after its creation or
when you dismantle it with a touch as a Utilize action.
| Create Tiny Clockwork Device: 1 Action
| Tiny Clockwork Device: Activate: 1 Bonus Action
| Tiny Clockwork Device: Dismantle: 1 Action
* Gnomish Lineage Spells « PHB-2024 191
| Rock Gnome - Intelligence
* 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 ===

* Artisan Ability Score Improvements « PHB-2024 178

| Increase two scores (+2 / +1) ¢

* Crafter « PHB-2024 200
Tool Proficiency. You gain proficiency with three
different Artisan's Tools.

Discount. When buying an nonmagical item, you
receive a 20 percent discount.

Fast Crafting. When you finish a Long Rest, you can
craft one piece of gear from the Fast Crafting table, if
you have the associated tools and are proficient with
those tools. The item lasts until you finish another
Long Rest, at which point the item falls apart.

FEATURES & TRAITS
Scale Mail 1 45 Ib. Rope, Hempen (50 feet) 1 10 Ib.
Mace 1 4 1b. Tinderbox 1 11b.
Spear 1 3lb. Torch 10 10 Ib.
Crossbow, light 1 5 lb. Waterskin 1 51b.
Crossbow Bolts 20 1.51b.
Backpack 1 51b.
Thieves' Tools 1 11b.
Pouch 1 11b.
Pouch 1 11b.
WEIGHT CARRIED Smith's Tools 1 8 Ib.
135 |b. Traveler's Clothes 1 4 1b.
ENCUMBERED Crowbar 1 51b.
180 Ib. Hammer 1 31b.
PUSH/DRAG/LIFT Piton 10 2.51b.
360 Ib. Rations (1 day) 10 20 Ib.

EQUIPMENT
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CREATIVE AND PRACTICAL — | am very imaginative when it
comes to practical things, mechanics, and crafts. Novel ideas
come easily, and | love using my hands to put them into action.

OPTIMISTIC AND ENERGETIC — | am usually up to my elbows in
some project or other. Cheerful and good-natured, | rarely get
stressed out, preferring to go with the flow.

PERSONALITY TRAITS
L~ —~
[ "]

DARE TO DIFFER Rather than some sort of vision quest though, | am merely
exploring the viability of a new interest when | make these seismic shifts. While my
mechanical tendencies can make me appear simple at a glance, | am actually quite
enigmatic. Friendly but very private, calm but suddenly spontaneous, extremely
curious but unable to stay focused on formal studies, | can be a challenge to
predict, even by my friends and loved ones.

IDEALS
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One day | will return to my guild and
prove that | am the greatest artisan
of them all.

BONDS
|~ -~
N ~1
STUBBORN - As easily as | go with the flow, | can also ignore it
entirely, and usually move in another direction with little apology or
sensitivity. If someone tries to change my habits, lifestyle or ideas
through criticism, | can become quite blunt in my irritation.

CHARACTER APPEARANCE ALLIES & ORGANIZATIONS N FLAws 7
) { ) {
In the bustling city of Waterdeep, where the clatter Gond lies in Baldur's Gate, where the faithful have erected

of machinery and the whirr of gears harmonized
with the hum of creativity, | found a living as an
artificer. A member of the prestigious guild of
smiths and metal-forgers, | embodied the creative
and practical spirit that defined the gnomish
approach to invention.

| was a unique and enigmatic member of the guild.
My workshop was a haven of imaginative
contraptions, where novel ideas took shape under
my nimble hands. Optimistic and energetic, | rarely
succumbed to stress, always focusing on the next
project with cheerful determination.

However, | was not without my quirks. My
stubbornness was legendary within the guild.
When someone attempted to change my habits or
criticize my work, | could become blunt and
irritable. My explosive energy, a store of impulsive
creativity, often led me to take my interests in bold
new directions, leaving even my closest friends
bewildered by my sudden shifts.

As a respected guild artisan, | reveled in the
benefits of my membership. Fellow guild members
provided me with lodging, food, and even the
assurance of a proper funeral if the need arose.
The guildhall, a central meeting place for artisans,
became my second home, offering opportunities to
connect with patrons, allies, and potential
hirelings.

My artificer abilities showcased my knack for
infusing magic into mundane objects. My specialty
lay in creating small enchantments that brought
everyday items to life with a touch of mystic
charm. The magical properties ranged from
creating light, emitting sounds, recording
messages, to adding static visual effects. My
creations were as diverse as my ever-shifting
interests. However, as | explored the creation of
artillery, and mistake resulted in an explosion in
the guild hall and | was expelled from the

CHARACTER BACKSTORY

Alignment: Neutral

Alternate Names: The Wonderbringer, The
Inspiration Divine, The Holy Maker of All Things
Category: None

Domains: Forge, Knowledge

Pantheon: FaerGnian

Symbol: Toothed cog with four spokes

Gond is the god of artifice, craft, and construction.
He is revered by blacksmiths, woodworkers,
engineers, and inventors. Anyone who is crafting
something might say a prayer to Gond to guide the
work, but folk know that Gond smiles most brightly
upon new inventions that others find useful.

Priests of Gond wander the North dressed in saffron
vestments, adorned with sashes that contain within
their folds gears, locks, hooks, and bits of steel, tin,
and wood that might prove useful in a pinch. They
also wear belts of large, linked metal medallions and
enormous sun hats. A traveling priest of Gond offers
services to distant villages as a tinker, a carpenter,
and a civil engineer rolled into one, ready to help
build a better paddock gate, dig a new well, or mend
pots or furniture that might otherwise go to waste. All
priests of Gond keep journals in which they record

ideas, inventions, and innovations discovered in their

travels, and take great delight in meeting fellow
priests and sharing their finds. In large cities, the
Gondar construct temples that serve as great
workshops and inventors' labs. Wandering priests

turn their journals over to the resident scribes at such

temples, who then record the priests' observations
for posterity and the benefit of all.

Most who favor Gond practice time-honored crafting
professions: they are smiths and engineers,

architects and weavers, leatherworkers and jewelers.

Even so, this faith has a well-earned reputation as a
haven for crackpot inventors and visionaries.

The center of Gond's worship on the Sword Coast

ADDITIONAL NOTES /,

two huge structures in honor of the Wonderbringer: a
temple called the High House of Wonders and a
museum of craft and design called the Hall of
Wonders. Lantan had been the preeminent place of
Gond's worship in the world until a century ago,
when the island nation disappeared, and since its
return the few Lantanese merchants seen in Sword
Coast ports have said little about the present state of
their homeland.
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=== CANTRIPS === (At Will)
O Booming Blade Artificer +5 1A Self/5 ft. Sphere  S,M 1 round SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM
O Mending Artificer -- im Touch V,S,M Instantaneous PHB 259 VISIM
O Mending Gnomish Lineage Spells -- im Touch V,S,M Instantaneous free-rules 297 \V/S/M
Q 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 Absorb Elements Artificer - iR Self S 1 round EE 150 D: 1Rnd, S
O Catapult Artificer DEX 13 1A 60 ft. S Instantaneous  EE 150 S
O Expeditious Retreat Artificer - 1BA  Self V.S Concentration, up o 10 minutes free-rules 270  D: 10m, 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 Concenation, upto 0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Disguise Self Artificer - 1A Self V,S 1 hour PHB 233 D:1h, VIS
O Expeditious Retreat Artificer - 1BA  Self V,S Concentraion,pto tominutes - PHB 238 D: 10m, V/S
O Faerie Fire Artificer DEX 13 1A 60 ft./20 ft. Cube V Concenvaton, po 1mine - 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 13 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 PHB 252  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, VISIM
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 13 1BA 30ft. V,S,M 1 minute PHB 272  D:1m, VISIM
O Snare Artificer DEX 13 1m Touch S,M 8 hours XGtE 165 D: 8h, S/IM
QO Tasha's Caustic Brew Artificer DEX 13 1A Self/30 ft. Line V,S,M  concentration, oo 1mine - TCOE 115  D: 1m, 30 ft. Line, V/S/M
QO Faerie Fire Artificer DEX 13 1A 60 ft./20 ft. Cube V Concentration, up to L minute free-rules 271 D: 1m, 20 ft. Cube, V
O False Life Artificer - 1A Self V,S,M Instantaneous free-rules 271 V/S/M
O Feather Fall Artificer - 1R 60 ft. V.M 1 minute free-rules 271 D: 1m, VIM
O Purify Food and Drink [R] Artificer -- 1a+10m 10 ft./5 ft. Sphere V,S Instantaneous  free-rules 310 5 ft. Sphere, V/S
QO Grease Artificer DEX 13 1A 60 ft./10 ft. Square \/,S,M 1 minute free-rules 280 D: 1m, 10 ft. Square, V/SIM
O Jump Artificer - 1BA Touch V,S,M 1 minute free-rules 290 D: 1m, V/S/M
O Sanctuary Artificer WIS 13 1BA 30ft. V,S,M 1 minute free-rules 313 D: 1m, V/S/M
O Longstrider Artificer - 1A Touch V,S,M 1 hour free-rules 293 D: 1h, V/S/M
O Cure Wounds Artificer -- 1A Touch V,S Instantaneous  free-rules 259 V/S
QO Detect Magic [R] Artificer -- 1a+10m  Self/30 ft. Sphere V,S Concentraiion, upto 10 minutes free-rules 262 D: 10m, 30 ft. Sphere, V/S
QO Disguise Self Artificer -- 1A Self V,S 1 hour free-rules 262 D: 1h, V/S
QO Identify [R] Artificer - 11m Touch V,S,M Instantaneous free-rules 287 V/S/M
O Alarm [R] Artificer -- 11m 30 ft/20 ft. Cube V,S,M 8 hours free-rules 239  D: 8h, 20 ft. Cube, V/S/IM
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