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Morbok the Red
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Artificer 2
CLASS & LEVEL

PLAYER NAME

Hobgoblin of the Feywild (UA) Urban Bounty Hunter

RACE BACKGROUND EXPERIENCE POINTS
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ARMOR Max HP Current HP Temp HP |
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/7 /7 / \
2d8 successes O=O=0O
FAILURES( )=( >=( )
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INSPIRATION
j === ARMOR ===
=N Light Armor, Medium Armor, Shields
N
PROFICIENCY BONUS :.:: WEAPQNS ===
Firearms, Simple Weapons
y-
=== TOOLS ===
I — Dragonchess Set, Jeweler's Tools, Thieves'
ABILITY SAVE DC | Tools, Three-Dragon Ante Set, Tinker's Tools
S==x N
=== LANGUAGES ===
7 N Common, Sylvan
30 ft. (Walking)
A SPEED )
i PROFICIENCIES & LANGUAGES

=== ACTIONS ===
Standard Actions

Attack, Cast a Spell, Dash, Disengage, Dodge,
Help, Hide, Ready, Search, Use an Object,
Opportunity Attack, Grapple, Shove, Improvise,
Two-Weapon Fighting, Interact with an Object

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.

Fey Gift » 2/ Long Rest
You can use the Help action as a bonus action 2
times per long rest.

=== SPECIAL ===
Fortune from the Many « 2 / Long Rest

If you miss with an attack, fail an ability check or
saving throw, you can add a bonus to the roll equal to
the number of allies you see within 30 ft. (max bonus
of +5). You can use this 2 times per long rest.

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

74

=== BONUS ACTIONS === item. You can attune vourself to the item the instant
\ SKILLS / ACTIONS
4 N

12 PASSIVE WISDOM (PERCEPTION) Handaxe +6 1d6+4 Slashing Infusion: Returning Weapon, Simple, Light, Thrown, Range (20/60)
Handaxe +5 1d6+3 Slashing Simple, Light, Thrown, Range (20/60)

12 PASSIVE WISDOM (INSIGHT)
Fire Bolt +5 1d10 Fire VIS

PASSIVE INTELLIGENCE (INVESTIGATION . .
15 ( ) Unarmed Strike +5 4 Bludgeoning
Darkvision 60 ft.
SENSES A WEAPON ATTACKS & CANTRIPS
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Morbok the Red

CHARACTER NAME

Artificer 2
CLASS & LEVEL

RACE

PLAYER NAME

Hobgoblin of the Feywild (UA) Urban Bounty Hunter
BACKGROUND

EXPERIENCE POINTS

————

//
=== 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.

* 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 ¢ Special

* 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.

=== HOBGOBLIN OF THE FEYWILD (UA) RACIAL
TRAITS ===

* Ability Score Increase « UA

When you determine your ability scores, increase one
of those scores by 2 and a different score by 1, or
increase three different scores by 1.

| Increase two scores (+2/ +1) ¢
Increase one of these scores by 2 and a different
score by 1.

* Languages ¢ UA
Your character can speak, read, and write Common

and one other language that you and your DM agree is

appropriate for the character.

* Darkvision « UA
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 discern colors in that darkness only as shades of
gray.

* Fey Ancestry « UA

You have advantage on saving throws you make to
avoid or end the charmed condition on yourself.

* Fey Gift « UA

You can use the Help action as a bonus action 2 times
per long rest. Starting at 3rd level you can choose one

of the following options to use whenever you take the
help action:

AN
<b>Hospitality.</b> You and the target of your Help
action gain <b>1d6</b>+2 temporary hit points.
<b>Passage.</b> You and the target of your Help
action increase your walking speeds by <b>10 ft.</b>
until the start of your next turn.

<b>Spite.</b> Until the start of your next turn, the first
time you or the target of your Help action hits a
creature with an attack, that creature has disadvantage
on the next attack it makes within 1 minute.

| 2/ Long Rest « 1 Bonus Action

* Fortune from the Many « UA

If you miss with an attack, fail an ability check or
saving throw, you can add a bonus to the roll equal to
the number of allies you see within 30 ft. (max bonus
of +5). You can use this 2 times per long rest.

| 2/ Long Rest ¢ Special

FEATURES & TRAITS
\\
Scale Mail 1 45 Ib. Three-Dragon Ante Set 1 --
Shield 1 6 Ib. Dragonchess Set 1 0.51b.
Handaxe 1 21b. Tinker's Tools 1 10 Ib.
Handaxe 1 21b. Waterskin 1 51b.
Bedroll 1 7 Ib. Tinderbox 1 11b.
Backpack 1 5 lb. Torch 10 10 Ib.
Rations (1 day) 10 20 Ib. Rope, Hempen (50 feet) 1 10 Ib.
Mess Kit 1 11b. Wand 1 11b.
Manacles 1 6 Ib.
WEIGHT CARRIED Pouch L 11b.
148.14 Ib. Crowbar 1 51b.
ENCUMBERED Hammer 1 31b.
240 Ib. Piton 10 2.51b.
PUSH/DRAG/LIFT Clothes, Traveler's 1 4 1b.
480 Ib. Thieves' Tools 1 11b.
EQUIPMENT ))
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Red
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Male 27
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CHARACTER APPEARANCE
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I am always calm, no matter what
the situation. | never raise my voice
or let my emotions control me.

The best way to get me to do

PERSONALITY TRAITS
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People. I'm loyal to my friends, not to
any ideals, and everyone else can
take a trip down the Styx for all |

IDEALS
L~
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I'm trying to pay off an old debt | owe to a
generous benefactor.

BONDS
L~

Y
[N "]
| have a “tell” that reveals when I'm
lying.

\\ FLAWS //

Morbok the Red's story is one marked by intrigue,
resilience, and a unique blend of cultures. Born
into a tribe of Hobgoblins in the Feywild, a realm of
capricious magic and bewildering beauty, Morbok
was always a bit of an anomaly. His green skin
and striking red eyes, typical of his kind, were
juxtaposed against the lush, vibrant landscapes of
the Feywild, where he honed his survival skills.

From an early age, Morbok showed an exceptional
aptitude for artifice, particularly in the crafting of
armor. This skill was a rarity in the Feywild, a
place more known for its enchantments than its
craftsmanship. His talent caught the eye of a
group of traveling artificers from the material
plane, who were exploring the Feywild for rare
materials and magical knowledge. Morbok, driven
by an insatiable curiosity about the world beyond
his home, joined them on their travels. This period
of his life was crucial in shaping his skills as an
Armorer Artificer, and it also exposed him to a
wider range of cultures and languages, including
Common and Sylvan.

Upon returning to the Feywild, Morbok found
himself at odds with the expectations of his tribe.
His new skills and perspectives were seen as
unconventional, leading him to leave his home in
search of a place where he could utilize his
talents. This journey led him to an urban
environment, where he adapted quickly and took
up the role of an Urban Bounty Hunter. His calm
demeanor, insight, and stealth proved invaluable
in this line of work, and he quickly gained a
reputation as a reliable and effective hunter.

Morbok’s alignment as Neutral reflects his
practical and pragmatic approach to life. He is not
swayed by grand ideals but instead focuses on
loyalty to his friends and practical outcomes. His
faith in Gond, the deity of craft and invention, is a
manifestation of his deep respect for the art of
creation, particularly in the realm of artifice and
armor crafting.

CHARACTER BACKSTORY

Living a comfortable lifestyle, Morbok enjoys the finer
things in life when he can, though his past ties weigh
heavily on him. He is burdened by a debt he owes to
a generous benefactor who helped him during a
crucial moment in his life. This debt is not just a
financial obligation but also a moral one, shaping
many of his decisions and actions.

Despite his expertise and composure, Morbok has a
unique “tell” that reveals when he's lying - a subtle
twitch of his eye or a brief clench of his jaw, a trait
that has sometimes put him at a disadvantage in his
line of work. This flaw, however, only adds to the
complexity of his character.

Morbok's journey is also marked by his personal
philosophy: he remains unflinchingly calm and
controlled, no matter the situation. He is known to
never raise his voice or allow his emotions to take
control, a trait that serves him well in the high-stakes
world of bounty hunting. This composure, however,
is not born out of apathy but rather a deep-seated
discipline and focus.

One of his more unexpected traits is his proficiency
with games like Dragonchess and Three-Dragon
Ante. These games not only serve as a pastime but
also as a way for Morbok to sharpen his strategic
thinking and maintain his mental agility. It's in these
moments of play that one might catch a glimpse of a
more relaxed, albeit still calculated, side of Morbok.

Now at the age of 27, Morbok the Red stands as a
figure of contrast - a Hobgoblin of the Feywild turned
urban bounty hunter, a master artificer with a calm
demeanor, and a loyal friend with a pragmatic view
of the world. His story is one of constant evolution, a
journey defined by the blending of different worlds
and the unyielding pursuit of personal excellence, all
while navigating the complexities of his debts and
moral compass.

DESCRIPTION
Morbok the Red, a formidable Hobgoblin Artificer

from the Feywild, stands at 510" with striking green
skin and intense red eyes. His black hair is often
practical for his role as an Urban Bounty Hunter. He
wears armor of his own intricate design, showcasing
his skills as an Armorer Artificer and his reverence
for the deity Gond.

Known for his unflappable calmness, Morbok never
allows emotions to sway him, maintaining a stoic and
enigmatic presence. He is a man of few words,
choosing them carefully and speaking with deliberate
intent. Despite his imposing figure, he moves with
surprising stealth and grace, a testament to his skills
in insight and strategy.

Morbok is fiercely loyal to his friends, showing little
concern for broader ideals. He leads a comfortable
lifestyle, yet is driven by the need to repay a
significant debt to a benefactor. This debt influences
much of his life, shaping his choices and fueling his
dedication to his craft and bounty hunting.

At 27 years old, Morbok embodies the resilience and
adaptability of a Hobgoblin, combining the mystical
elements of the Feywild with the pragmatic realities
of urban life. His unique personality and skill set
make him a reliable yet complex ally.

ADDITIONAL NOTES




Artificer

SPELLCASTING SPELL SAVE DC SPELL ATTACK
ABILITY BONUS
e— —
li .‘\
=== CANTRIPS === (At Will)
O Mending Artificer -- im Touch V,S,M Instantaneous PHB 259 VISIM
QO Fire Bolt Artificer +5 1A 120 ft. V,S Instantaneous  PHB 242 VIS
=== 1st LEVEL === 2 Slots OO
QO Feather Fall Artificer - 1R 60 ft. V.M 1 minute PHB 239 D:1m, VIM
O Disguise Self Artificer -- 1A Self V,S 1 hour PHB 233 D: 1h, VIS
O Detect Magic [R]<C> Artificer -- 1A Self/30 ft. Sphere  V,S Concenration, upro0minutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Cure Wounds Artificer - 1A Touch V.S Instantaneous  PHB 230  V/S
O Alarm [R] Artificer -- 11m 30ft. V,S,M 8 hours PHB 211 D: 8h, V/ISIM
O Expeditious Retreat <C> Artificer - 1BA  Self V.S Concenuaion, po 10minies - PHB 238 D: 10m, V/S
O Faerie Fire <C> Artificer DEX 13 1A 60 ft./20 ft. Cube V Concenuaiion, upto tminte - 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 Grease Artificer DEX 13 1A 60 ft/10 ft. Square V,S,M 1 minute PHB 246  D:1m, 10 ft. Square, V/S/IM
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 Avrtificer - 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,SM 1 minute PHB 272  D:1m, VISIM
O Absorb Elements Artificer - 1R Self S 1 round EE 150 D: 1Rnd, S
O Catapult Artificer DEX 13 1A 60 ft. S Instantaneous ~ EE 150 S
O Snare Artificer DEX 13 1m Touch S,M 8 hours XGtE 165 D: 8h, SIM
O Tasha's Caustic Brew <C> Artificer DEX 13 1A Self/30 ft. Line V,S,M  concentration. o1 minwe - TCOE 115  D: 1m, 30 ft. Line, V/S/M

SPELLS
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