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+4_ Strength \ / \
ARMOR Max HP Current HP Temp HP |
+7  Dexterity
+16  Constitution +2 21 243 ==
+16  Intelligence
+6 Wisdom INITIATIVE CLASS \ HIT POINTS /
+4  Charisma y . 2048 Y \
Resistances - Poison successes O=O=0O
[ DEXTERITY Immunities - Disease, Magical
+4 Bonus on saves FAILURES O=O=O
Sleep
+1 Bonus on saves
+ 2 Advantage against being \ DEFENSES \ HIT DICE \ DEATH SAVES /
poisoned
K SAVING THROWS ) Y
INSPIRATION
N 7 j === ARMOR ===
y \ =N Light Armor, Medium Armor, Shields
[CONSTITUTION] ﬂ) +2_ Acrobatics DEX \ N - WEAPONS ===
. ) PROFICIENCY BONUS A ; N
+5 | | O _*L Animal Handling wis j Firearms, Simple Weapons
® +11 Arcana INT aull
— i === TOOLS ===
® _*5_ Athletics STR — — Alchemist's Supplies, Navigator's Tools,
O -1 Deception CHA ABILITY SAVE DC | Smith's Tools, Thieves' Tools, Tinker's Tools,
p— o Woodcarver's Tools
O _+5  History INT
O _+1  Insight wis 7% N === LANGUAGES ===
35 ft. (Walking), 35 ft. (Flyin Common, Dwarvish, Elvish
O -1 Intimidation CHA ( 9) (Flying)
® _+11 Investigation INT
O +1  Medicine wis \ SPEED /
® +11 Nature INT ) PROFICIENCIES & LANGUAGES
® +7 Perception wis , \
O -1 Performance CHA === ACTIONS === Imbue a Tiny nonmagical object with a magical
+ 1 ) Standard Actions property of your choice: 5ft. radius light, up to 6
O _-1_ Persuasion CHA Attack, Cast a Spell, Dash, Disengage, Dodge, second long recorded message, emits odor or
O +5 Religion INT Help, Hide, Ready, Search, Use an Object, nonverbal sound, static visual effect including up to 25
'8l Opportunity Attack, Grapple, Shove, Improvise, words of text. You can affect a maximum of 5 objects
O _*2_ Sleight of Hand DEX Two-Weapon Fighting, Interact with an Object at a time.
O _*2  Stealth DEX Create Eldritch Cannon » 1/ Long Rest === BONUS ACTIONS ===
U CHARISMA ) . Once per long rest (or expend a spell slot of 1st Eldritch Cannon: Flamethrower « 100 / Other
O _+1  Survival wis : ; . .
level or higher), you can take an action to magically AC: 18
1 (@) create a Small or Tiny eldritch cannon within 5ft of It is immune to poison damage, psychic damage, and
= — you. all conditions.
O You can have 2 cannon(s) at a time and can'’t create <em>Bonus Action:</em> 15-foot cone of fire - each
o one while your cannon is present. creature takes 3d8 fire damage, half that on a DEX
J— save (DC:19). Cannon can walk or climb up to 15 feet
Maaical Tinkerina ¢ 5 / Other as part of the bonus action.
\ SKILLS J ACTIONS )
4 N
17 PASSIVE WISDOM (PERCEPTION) Fire Bolt +13 4d10 Fire VIS
Shocking Gras +13 4d8 Lightnin VIS
11 PASSIVE WISDOM (INSIGHT) 9 P 9 9
Unarmed Strike +5 0 Bludgeoning
PASSIVE INTELLIGENCE (INVESTIGATION .
21 ( ) Arcane Propulsion Armor Gauntlet  +5 1d8-1 Force
SENSES A WEAPON ATTACKS & CANTRIPS y
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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 5 objects at a time.

| 5/ Other « 1 Action

* Spellcasting * TCoE 11

You can cast prepared artificer spells using INT as
your spellcasting modifier (Spell DC 19, Spell Attack
+11) 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 6
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 5 days. The
infusion also vanishes if you give up your knowledge of
the infusion or you exceed your maximum number of
infusions.

| 6 / 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.

* Artificer Specialist « TCoE 13
The type of specialist are:

| Artillerist

* The Right Tool for the Job « TCoE 13

With thieves’ tools or artisan’s tools in hand, you can
magically create one set of artisan’s tools in an
unoccupied space within 5 feet of you. This creation
requires 1 hour of uninterrupted work, which can
coincide with a short or long rest. Though the product
of magic, the tools are nonmagical, and they vanish
when you use this feature again.

| 1 Hour

* Tool Proficiency « TCoE 17

You gain proficiency with woodcarver’s tools. If you
already have this proficiency, you gain proficiency with
one other type of artisan’s tools of your choice.

* Artillerist Spells « TCoE 17

You always have certain spells prepared after you
reach particular levels in this class, as shown in the
Artillerist Spells table.

* Eldritch Cannon « TCoE 18

Using woodcarver’s tools or smith’s tools, you can take
an action to magically create a Small or Tiny eldritch
cannon in an unoccupied space on a horizontal
surface within 5 feet of you. A Small eldritch cannon
occupies its space, and a Tiny one can be held in one
hand.

Once you create a cannon, you can'’t do so again until

you finish a long rest or until you expend a spell slot to
create one. You can have only one cannon at a time
and can't create one while your cannon is present.

| Create Eldritch Cannon: 1/ Long Rest * 1 Action

| Eldritch Cannon: Flamethrower: 100 / Other ¢ 1
Bonus Action

| Eldritch Cannon: Force Ballista: 100 / Other « 1
Bonus Action

| Eldritch Cannon: Protector: 100 / Other « 1 Bonus
Action

* Ability Score Improvement « TCoE 13

* Arcane Firearm « TCoE 18

When you finish a long rest, you turn a wand, staff, or
rod into your arcane firearm.

You can use your arcane firearm as a spelicasting
focus for your artificer spells. When you cast an
artificer spell through the firearm, roll a d8, and you
gain a bonus to one of the spell's damage rolls equal
to the number rolled.

| Special

* Tool Expertise « TCoE 13
Your proficiency bonus is doubled for any ability check
you make that uses your proficiency with a tool.

| Special

* Flash of Genius ¢« TCoE 13

When you or another creature you can see within 30
feet of you makes an ability check or a saving throw,
you can use your reaction to add +5 to the roll.

You can use this feature 5 times, regaining uses on
finishing a long rest.

N

WEIGHT CARRIED
81 Ib.
ENCUMBERED

120 Ib.

PUSH/DRAG/LIFT

240 Ib.

FEATURES & TRAITS

Ring of Protection 1 -
Winged Boots 1 -

Half Plate 1 40 Ib.
Half Plate 1 40 Ib.
Wand 1 11b.
Arcane Focus 1 -

Ruby 1 -

Ring of Protection 1 --

Winged Boots

Half Plate

EQUIPMENT
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| 5/ Long Rest * 1 Reaction

* Explosive Cannon « TCoE 18

Your eldritch cannon’s damage rolls all increase by
1d8 (included on the character sheet).

As an action, you can command the cannon to
detonate if you are within 60 feet of it.

| Detonate Eldritch Cannon: 1 Action

* Magic Item Adept » TCoE 13

You can now attune to up to four magic items at once.
If you craft a magic item with a rarity of common or
uncommon, it takes you a quarter of the normal time,
and it costs you half as much of the usual gold.

* Spell-Storing Item « TCoE 13

Whenever you finish a long rest, you can store a 1st-
or 2nd-level Artificer spell, that requires 1 action to
cast, in a simple or martial weapon, or spellcasting
focus.

While holding the object, a creature can take an action
to produce the spell’s effect from it, using your
spellcasting ability modifier of +5. If the spell requires
concentration, the creature must concentrate. The
spell stays in the object until it's been used 10 times,
or until you use this feature again to store a spell in an
object.

| 10/ Long Rest * Special

* Magic Item Savant » TCoE 14

You can attune to up to five magic items at once.
You ignore all class, race, spell, and level
requirements on attuning to or using a magic item.

* Fortified Position » TCoE 18
You and your allies have half cover while within 10 feet
of a cannon you create with Eldritch Cannon.

* Magic Item Master « TCoE 14
You can attune to up to six magic items at once.

* Soul of Artifice « TCoE 14

You gain a +1 bonus to all saving throws per magic
item you are currently attuned to.

If you're reduced to 0 hit points but not killed out-right,
you can use your reaction to end one of your artificer
infusions, causing you to drop to 1 hit point instead of
0.

| 1 Reaction

=== WARFORGED RACIAL TRAITS ===

* Ability Score Increase « ERftLW 36
Your Constitution score increases by 2, and one other
ability score of your choice increases by 1.

* Age « ERftLW 36

* Alignment « ERftLW 36
* Size « ERftLW 36

* Speed * ERftLW 36

* Constructed Resilience « ERftLW 36

You have advantage on saving throws against being
poisoned, and you have resistance to poison damage.
You don't need to eat, drink, or breathe. You are
immune to disease. You don’t need to sleep, and
magic can't put you to sleep.

* Sentry’s Rest « ERftLW 36

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.

ADDITIONAL FEATURES & TRAITS

N

* Integrated Protection « ERftLW 36

You gain a +1 bonus to Armor Class. To don or doff
armor other than a shield takes 1 hour, and you must
be proficient with the armor.

While you live, your incorporated armor can't be
removed from your body against your will.

* Specialized Design * ERftLW 36
You gain one skill proficiency and one tool proficiency
of your choice.

* Languages ¢ ERftLW 36
You can speak, read, and write Common and one
other language of your choice.

=== FEATS ===

* Tough « PHB 170
Your HP maximum increases by 40.

* Strixhaven Initiate (Quandrix) « SACoC 37

You have studied some magical theory from Quandrix
College. You choose two cantrips from
<em>druidcraft</em>, <em>guidance</em>, and
<em>mage hand</em>, and can choose one 1st-level
Druid or Wizard spell. Once per long rest, you can cast
the chosen 1st-level spell without a spell slot. You can
also cast it using any spell slots you have.

Your spellcasting ability for this feat’s spells is
Intelligence, Wisdom, or Charisma (choose when you
select this feat).

| Intelligence ¢
Your spellcasting ability for this feat’s spells is
Intelligence.

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
QO Fire Bolt Artificer +13 1A 120 ft. V,S Instantaneous  PHB 242 VIS
O Mending Artificer -- im Touch V,S,M Instantaneous PHB 259 VISIM
QO Shocking Grasp Artificer +13 1A Touch V,S Instantaneous  PHB 275 V/S
QO Thunderclap Artificer CON 19 1A 5 ft. S Instantaneous  EE 168 S
O Mage Hand Strixhaven Initiate (Quandrix) -- 1A 30 ft. V.S 1 minute PHB 256 D:1m, V/S
O Guidance <C> Strixhaven Initiate (Quandrix) -- 1A Touch V.S Concenuation wpto 1mine - PHB 248 D: 1m, V/S
=== 1st LEVEL === 4 Slots OO00
O Absorb Elements Artificer - iR Self S 1 round EE 150 D: 1Rnd, S
O Faerie Fire <C> Artificer DEX19 1A 60 ft./20 ft. Cube V Concenuaiion, upto tmine - PHB 239 D: 1m, 20 ft. Cube, V
O Cure Wounds Artificer - 1A Touch V.S Instantaneous  PHB 230  V/S
P  Shield Artificer (Always Prepared) -- 1R Self V.S 1 round PHB 275 D:1Rnd, V/S
P Thunderwave Artificer (Always Prepared) CON19 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, VIS
O Alarm [R] Artificer - 11m 30 ft. V,S,M 8 hours PHB 211  D:8h, VISIM
O Detect Magic [R]<C> Artificer - 1A+10m  Self/30 ft. Sphere V,S concentraion, po tomnutes - 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 <C> Artificer - 1BA  Self V,S Concentraion, po tominutes - PHB 238 D: 10m, V/S
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 19 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 WIS19 1BA 30ft. V,S,M 1 minute PHB 272  D:1m, VISIM
O Catapult Artificer DEX 19 1A 60 ft. S Instantaneous  EE 150 S
QO Snare Artificer DEX 19 1m Touch S,M 8 hours XGtE 165 D: 8h, S/IM
QO Tasha's Caustic Brew <C> Artificer DEX 19 1A Self/30 ft. Line V,S,M  concentration, oo 1mine - TCOE 115  D: 1m, 30 ft. Line, V/S/M
P Ice Knife Strixhaven Initiate (Quandrix) (Always Prepared) DEX19/+13 1A 60 ft./5 ft. Sphere  S,M Instantaneous  EE 157 1/LR, 5 ft. Sphere, SIM
===2nd LEVEL === 3 Slots OO0
O Heat Metal <C> Artificer - 1A 60 ft. V,S,M  concentation, pto 1minute - PHB 250 D: 1m, V/SIM
O Alter Self <C> Artificer - 1A Self V,S Concentration, upto Lhour  PHB 211 D: 1h, VIS
O Blur<C> Artificer - 1A Self \% Concentration, upto Lminute  PHB 219 D:1m, V
O Darkvision Artificer - 1A Touch V,S,M 8 hours PHB 230 D: 8h, V/SIM
O See Invisibility Artificer -- 1A Self V,S,M 1 hour PHB 274 D: 1h, VISIM
P Scorching Ray Artificer (Always Prepared) +13 1A 120 ft. V,S Instantaneous  PHB 273 V/S
P  Shatter Artificer (Always Prepared) CON 19 1A 60 ft/10 ft. Sphere V/,S,M Instantaneous PHB 275 10 ft. Sphere, V/S/IM
O Ad Artificer -- 1A 30 ft. V,S,M 8 hours PHB 211 D: 8h, V/ISIM
O Arcane Lock Artificer - 1A Touch V,S,M Until dispelled PHB 215 D: Until Dispelled, V/S/M
O Continual Flame Artificer - 1A Touch V,S,M Until dispelled PHB 227 D: Until Dispelled, V/S/M
O Enhance Ability <C> Artificer -- 1A Touch V,S,M  concentation, upto 1hour  PHB 237 D: 1h, V/ISIM
O Enlarge/Reduce <C> Artificer CON19 1A 30 ft. V,S,M  concenuation, upto 1 minte - PHB 237 D: 1m, V/ISIM
O Invisibility <C> Artificer -- 1A Touch V,S,M  cConcenuation. upro1howr - PHB 254 D: 1h, V/IS/M
O Lesser Restoration Artificer - 1A Touch V.S Instantaneous  PHB 255  V/S
O Levitate <C> Artificer CON19 1A 60 ft. V,S,M  concenvation upto 10minwees - PHB 255 D: 10m, V/S/IM
O Magic Mouth [R] Artificer -- 11m 30ft. V,S,M Until dispelled PHB 257  D: Until Dispelled, V/S/M
O Magic Weapon <C> Artificer -- 1BA Touch V.S Concentration, upto Lhour - PHB 257 D: 1h, V/S
O Protection from Poison Artificer - 1A Touch V.S 1 hour PHB 270  D:1h, VIS
R SPELLS N
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O Rope Trick Artificer -- 1A Touch V,S,M 1 hour PHB 272 D: 1h, VISIM
O Spider Climb <C> Artificer -- 1A Touch V,S,M  concenuation, upto 1hour  PHB 277 D: 1h, V/ISIM
O Web<C> Artificer DEX 19 1A 60 ft./20 ft. Cube V,S,M  Concentration, upto 1hour  PHB 287 D: 1h, 20 ft. Cube, V/S/IM
QO Pyrotechnics Artificer CON 19 1A 60 ft./5 ft. Cube V,S Instantaneous  EE 163 5 ft. Cube, V/S
QO Skywrite [R]<C> Artificer -- 1a+10m  Sight V.S Concentration, upto 1 hour -~ EE 165 D: 1h, VIS
O Kinetic Jaunt <C> Artificer - 1BA  Self S Concentation, upto tminte. - SACOC 37  D: 1m, S
O Vortex Warp Artificer CON 19 1A 90 ft. V,S Instantaneous  SACoC 38 V/S
O Air Bubble Artificer - 1A 60 ft. S 24 hours SAIS 22 Special: 2 additional globes of fresh air*, D: 24h, S
===3rd LEVEL === 3 Slots 000
O Protection from Energy <C> Artificer - 1A Touch V.S Concenuation, upto 1hour - PHB 270 D: 1h, V/S
O Ashardalon’s Stride <C> Artificer - 1BA  Self V.S Concenuaion, upto tminte - FTOD 19 D:1m, VIS
P Fireball Artificer (Always Prepared) DEX19 1A 150 ft/20 ft. Sphere V/,S,M  Instantaneous PHB 241 20 ft. Sphere, V/IS/M
P Wind wall <C> Artificer (Always Prepared) STR19 1A 120 ft. V,S,M  concentation, upto 1 minute - PHB 288 D: 1m, V/SIM
O Blink Artificer - 1A Self V.S 1 minute PHB 219 D:1m, VIS
O Create Food and Water Artificer - 1A 30 ft. V.S Instantaneous  PHB 229 VIS
O Dispel Magic Avrtificer - 1A 120 ft. V,S Instantaneous  PHB 234  Special: (See Description)*, V/S
O Fly<C> Artificer - 1A Touch V,S,M  concentation.wpro0minwes PHB 243 D: 10m, V/S/M
O Glyph of Warding Artificer DEX 19 1h Touch V,S,M  unildispelled or triggered  PHB 245 Special: Spell Glyph (See Description)*, D: Until Dispelled or Triggered, V/S/M
O Haste <C> Artificer - 1A 30 ft. V,S,M  concentration.pro 1minwie PHB 250 D: 1m, V/S/M
O Revivify Artificer - 1A Touch V,S,M Instantaneous PHB 272  V/S/IM
O Water Breathing [R] Artificer - 1a+10m 30 ft. V,S,M 24 hours PHB 287 D: 24h, VISIM
O Water Walk [R] Artificer - 1a+10m 30 ft. V,S,M 1 hour PHB 287  D: 1h, V/ISIM
O Elemental Weapon <C> Artificer - 1A Touch V,S Concentration, upto 1hour - PHB 237 Special: *, D: 1h, VIS
O Flame Arrows <C> Artificer - 1A Touch V,S Concentration, upto Lhour - EE 156 D: 1h, VIS
O Tiny Servant Artificer - im Touch V,S 8 hours XGtE 168 D: 8h, VIS
O Catnap Artificer - 1A 30 ft. SM 10 minutes XGtE 151  D: 10m, S/IM
O Intellect Fortress <C> Artificer -- 1A 30 ft. \% Concentration, upto 1hour - TCOE 107  D: 1h, V
=== 4th LEVEL === 3 Slots OO0
O Summon Construct <C> Artificer - 1A 90 ft. V,S,M  Concentration, upto Lhour  TCOE 111 s o vism
O Freedom of Movement Artificer - 1A Touch V,S,M 1 hour PHB 244 D: 1h, V/ISIM
O Mordenkainen’s Faithful Hound Artificer - 1A 30 ft. V,S,M 8 hours PHB 261 D: 8h, V/SIM
QO Fabricate Artificer - 10m 120 ft. V,S Instantaneous  PHB 239 VIS
P Ice Storm Artificer (Always Prepared) DEX 19 1A 300ft/20 ft. Cylinder V/,S,M  Instantaneous PHB 252 20 ft. Cylinder, V/S/M
P wall of Fire <C> Artificer (Always Prepared) DEX 19 1A 120 ft. V,S,M  concentiation, pto 1 minute - PHB 285 D: 1m, V/ISIM
O Arcane Eye <C> Artificer -- 1A 30 ft. V,S,M  concentation, upto 1hour  PHB 214 D: 1h, V/ISIM
QO Stoneskin <C> Artificer -- 1A Touch V,S,M  concenuation, upto 1hour  PHB 278 D: 1h, V/ISIM
QO Stone Shape Artificer -- 1A Touch V,S,M Instantaneous PHB 278 VISIM
O Leomund's Secret Chest Artificer -- 1A Touch V,S,M Instantaneous PHB 254  V/S/M
O Mordenkainen’s Private Sanctum Artificer - 10m 120 ft. V,S,M 24 hours PHB 262 D: 24h, VISIM
Q Otiluke’s Resilient Sphere <C> Artificer DEX 19 1A 30 ft. V,S,M  concentration, upto 1minute - PHB 264 D: 1m, V/SIM
O Elemental Bane <C> Artificer CON19 1A 90 ft. V,S Concentration. up o Lminute  EE 155 D: 1m, VIS
=== 5th LEVEL === 2 Slots 0O
O Bigby's Hand <C> Artificer -- 1A 120 ft. V,S,M  concenvation, spro1minwe - PHB 218 D: 1m, V/S/M
P Cone of Cold Artificer (Always Prepared) CON19 1A Self/60 ft. Cone V,S,M Instantaneous PHB 224 60 ft. Cone, V/SIM
P wall of Force <C> Artificer (Always Prepared) - 1A 120 ft. V,S,M  concenation, up o 10minutes - PHB 285 D: 10m, V/S/IM
O Animate Objects <C> Artificer -- 1A 120 ft. V.S Concenuation, upto tminte - PHB 213 D: 1m, V/S
O Creation Artificer -- im 30 ft./5 ft. Cube V,S,M  Special PHB 229  D: Special, 5 ft. Cube, V/SIM
R SPELLS N
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QO Greater Restoration Artificer -- 1A Touch V,S,M Instantaneous PHB 246 VISIM
O Wall of Stone <C> Artificer -- 1A 120 ft. V,S,M  concentration, up to 10 minutes - PHB 287 D: 10m, V/IS/IM
O Transmute Rock Artificer DEX 19 1A 120 ft/40 ft. Cube V,S,M  Until dispelled EE 169 D: Until Dispelled, 40 ft. Cube, V/S/M
QO Skill Empowerment <C> Artificer - 1A Touch V,S Concentration, upto Lhour - XGtE 165  D: 1h, V/S
QO Create Spelljamming Helm Artificer -- 1A Touch V,S,M Instantaneous  SAIS 22 VISIM

SPELLS

> 4
L
Y




