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CLASS & LEVEL BACKGROUND PLAYER NAME

Rock gnome neutral good 0
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I'm rude to people who lack
my commitment to hard work
and fair play.

PERSONALITY TRAITS

I'm committed to the people |
care about, not to ideals.

IDEALS

| created a great work for someone, and then found
them unworthy to receive it. I'm still looking for
someone worthy.

BONDS

No one must ever learn that | once
stole money from guild coffers.
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Walking stick (club) +0 1d4 + 0 (bludgeoning)

ATTACKS & SPELLCASTING

Darkvision. Accustomed to life
underground, you have
superior vision in dark and
dim conditions. You can see
in dim light within 60 feet of
you as if it were bright light,
and in darkness as if it were
dim light. You can't discern
color in darkness, only
shades of gray.

Gnome Cunning. You have
advantage on all Intelligence,
Wisdom, and Charisma
saving throws against magic.

FEATURES & TRAITS

Tool: calligrapher's tools
Languages: Common,
Gnomish, Goblin
Armor: none

Weapons: none

OTHER PROFICIENCIES & LANGUAGES

one item from the Tinker list on the next page, a set of
calligrapher’s tools, a letter of introduction from your guild, a set of
traveler's clothes, and a belt pouch containing 15 gp

walking stick (club)
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CHARACTER APPEARANCE

ALLIES & ORGANIZATIONS

Due to a niche complication in
local law, Dorius Til shares his
name with several other
gnomes - and because of this,
they are all considered to be
the same person. Dorius has
decided to work this to his
advantage and has begun to
seek out methods by which he
can grow his own wealth and
eventually escape from what
he perceives to be a live of
servitude in Sharn, especially
in the employ of House Sivis.

He has taken a keen interest in
testing his own limits and
despite the fact that he has
lived most of his life in an office
chair, he desires to have a
more adrenaline-filled life.
Having recently discovered that
Morgrave University often
requests "no questions asked"
labor for their expeditions, he
has set out to see what they
have to offer...

CHARACTER BACKSTORY

Artificer's Lore. Whenever you make an Intelligence (History) check related to magic items,
alchemical objects, or technological devices, you can add twice your proficiency bonus, instead of
any proficiency bonus you normally apply. (For level O characters, add +1 to such checks instead.)

Tinker. You have proficiency with artisan's tools (tinker's tools). Using those tools, you can spend 1

hour and 10 gp worth of materials to construct a Tiny clockwork device (AC 5, 1 hp). The device

ceases to function after 24 hours (unless you spend 1 hour repairing it to keep the device

functioning), or when you use your action to dismantle it; at that time, you can

reclaim the materials used to create it. You can have up to three such devices active at a time.
When you create a device, choose one of the following options:

- Clockwork Toy. This toy is a clockwork animal, monster, or person, such as a frog, mouse, bird,

dragon, or soldier. When placed on the ground, the toy moves 5 feet across the ground on each of

your turns in a random direction. It makes noises as appropriate to the creature it represents.

- Fire Starter. The device produces a miniature flame, which you can use to light a candle, torch, or

campfire. Using the device requires your action.

- Music Box. When opened, this music box plays a single song at a moderate volume. The box

stops playing when it reaches the song's end or when it is closed.

Guild membership: Sharn calligrapher's guild, and junior intern of House Sivis

ADDITIONAL FEATURES & TRAITS

A sheet of parchment upon which is drawn a complex mechanical
contraption, seemingly powered by exposure to lava

TREASURE
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