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	Untitled

	ClassLevel: 0
	Background: Sage (Scribe)
	PlayerName: 
	CharacterName: Silver Codex
	Race : Warforged Envoy
	Alignment: neutral
	XP: 0
	Inspiration: +0
	STR: +2
	ProfBonus: 
	AC: 11
	Initiative: +0
	Speed: 30
	PersonalityTraits : I am horribly, horribly awkward in social situations.
	STRmod: 14
	HPMax: 9
	DEX: +0
	HPCurrent: 
	Ideals: Self-Improvement. The goal of a life of study is the betterment of oneself.
	DEXmod : 10
	HPTemp: 
	Bonds: I work to preserve a library, university, scriptorium, or monastery.
	CON: +3
	HDTotal: 1
	Check Box 12: Off
	Check Box 13: Off
	Check Box 14: Off
	CONmod: 16
	Check Box 15: Off
	Check Box 16: Off
	Check Box 17: Off
	HD: d6 + 3
	Flaws: I am easily distracted by the promise of information.
	INT: +2
	Wpn Name: Saber (shortsword)
	Wpn1 AtkBonus: +2
	Wpn1 Damage: 1d6 + 2 (piercing)
	INTmod: 14
	Wpn Name 2: 
	Wpn2 AtkBonus : 
	Wpn2 Damage : 
	WIS: +1
	Wpn Name 3: 
	Wpn3 AtkBonus  : 
	Wpn3 Damage : 
	WISmod: 12
	CHA: -1
	CHamod: 8
	AttacksSpellcasting: 


	Passive: 11
	ProficienciesLang: Tool: calligrapher's supplies
Languages: Common, Goblin
Armor: none
Weapons: none

	Equipment: Integrated Protection: darkwood core (unarmored). 11 + dex

Integrated Tool: Calligrapher's tools have been integrated into your body, and you double your proficiency bonus for any ability checks you make with it. You must have your hands free to use this integrated tool.

saber (shortsword), a bottle of black ink, a quill, a small knife, a letter from the previous Silver Codex imploring you to find "the truth of Whitehearth," a set of common clothes, and a pouch containing 10 gp
	Features and Traits: Quirk: You try to apply wartime tactics and discipline to every situation.

Sentry's Rest. When you take a long rest, you must spend at least six hours in an inactive, motionless state, rather than sleeping. In this state, you appear inert, but it doesn't render you unconscious, and you can see and hear as normal.

Integrated Protection. Your body has built-in defensive layers, which determine your armor class. You gain no benefit from wearing armor, but if you are using a shield, you apply its bonus as normal.
	Athletics: +2
	SavingThrows: +2
	Check Box 18: Off
	SleightofHand: +0
	Stealth: +0
	ChBx Athletics: Off
	ST Strength: Off
	ChBx Sleight: Off
	ChBx Stealth: Off
	ST Dexterity: Off
	SavingThrows2: +0
	SavingThrows3: +3
	ST Constitution: Off
	ChBx Acrobatics: Off
	Acrobatics: +0
	ChBx Nature: Off
	ST Intelligence: Off
	ChBx Arcana: Yes
	ChBx History: Yes
	ChBx Investigation: Off
	SavingThrows4: +2
	Arcana: +2
	History: +2
	ChBx Religion: Off
	Investigation: +2
	Nature: +2
	Religion: +2
	Survival: +1
	ChBx Survival: Off
	Animal Handling: +1
	Medicine: +1
	ST Wisdom: Off
	ChBx Animal: Off
	ChBx Insight: Off
	ChBx Perception: Off
	Perception: +1
	SavingThrows5: +1
	SavingThrows6: -1
	Deception: -1
	Intimidation: -1
	Performance: -1
	Persuasion: -1
	ST Charisma: Off
	ChBx Deception: Off
	ChBx Intimidation: Yes
	ChBx Performance: Off
	ChBx Persuasion: Off
	Insight: +1
	CharacterName 2: Silver Codex
	Age: 6
	Height: 4'10"
	Weight: 175 lbs.
	Eyes: Brown
	Skin: Darkwood & steel
	Hair: none
	Faction Symbol Image: 
	Allies: The warforged were not considered to be free people until after the Last War's conclusion. As Silver Codex is effectively a deserter, removing the hat of disguise will reveal this fact and may draw unwanted attention.
	FactionName: 
	Backstory: Silver Codex is a warforged envoy that had been tasked with the indexing and maintenance of all of the Brelish army's personnel files in Sharn. In truth, "Silver Codex" is more of a title than anything; every year, a new Silver Codex is introduced and the previous one is decommisioned - the specifics of this practice are known only to the Cannith artificers that perform it.

When you assumed your mantle, you discovered a journal that had been left for you, hidden away in a box. This journal includes notes from at least two previous Silver Codexes, and hints that "there is ultimate truth for all warforged in Whitehearth." Also inside the box was a crystal doorknob and a fancy plumed hat.
	Feat+Traits: Feature: Researcher
When you attempt to learn or recall a piece of lore, if you do not know that information, you often know where and from whom you can obtain it. Usually, this information comes from a library, scriptorium, university, or a safe or other learned person or creature. Your DM might rule that the knowledge you seek is secreted away in an almost inaccessible place, or that it simply cannot be found. Unearthing the deepest secrets of the multiverse can require an adventure or even a whole campaign.

As a warforged envoy, you have advantage on saving throws against being poisoned and you have resistance to poison damage. You are immune to disease, you don't need to eat, drink, or breathe, you don't need to sleep and you don't suffer the effects of exhaustion due to lack of rest. Finally, magic can't put you to sleep.
	Treasure: a crystal doorknob that was given to you by the previous Silver Codex

hat of disguise (uncommon magic item, requires attunement)

While wearing this hat, you can use an action to cast the disguise self spell from it at will. The spell ends if the hat is removed.
	CHARACTER IMAGE: 


