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ARMOR Max HP Current HP Temp HP |
+2 26 266 _—
INITIATIVE CLASS \ HIT POINTS J
( " 17d8+3d10 | \
Resistances - Poison, Fire successes O-O-0
Immunities - Magical Sleep raures OO0
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
HEROIC INSPIRATION j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— e— === TOOLS ===
ABILITY SAVE DC | Alchemist's Supplies, Calligrapher's Supplies,
p— p— Smith's Tools, Thieves' Tools, Tinker's Tools
/ N === LANGUAGES ===
30 ft. (Walking) Common, Common Sign Language, Goblin
A SPEED )

4 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

Maneuver Points * 6 / Long Rest

You have a pool of 6 maneuver points that can be
spent to use maneuvers. You regain all spent
maneuver points at the end of a long rest.

Spell-Storing Item: Cast Spell » 10 / Other

While holding the object, a creature can take a
Magic action to produce the spell’s effect from it, using
vour spellcasting ability modifier. If the spell requires

Concentration, the creature must concentrate. Once a
creature has used the object to produce the spell’s
effect, the object can’t be used this way again until the
start of the creature’s next turn.

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.

Tinker's Magic * 5 / Long Rest

As a Magic action while holding Tinker's Tools, you
can create one item in an unoccupied space within 5
ft. of yourself, from the provided list. The item lasts
until you finish a Long Rest, at which point it vanishes.
You can use this feature 5 times per Long Rest.

SKILLS Q ACTIONS )
4 N
18 PASSIVE PERCEPTION Force Blast +13 4d8 Force VIS
Unarmed Strike +10 5 Bludgeonin
12 PASSIVE INSIGHT 9 9
21 PASSIVE INVESTIGATION
Darkvision 60 ft.
SENSES LN WEAPON ATTACKS & CANTRIPS y
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=== ARTIFICER FEATURES ===
* Core Atrtificer Traits « EFotA 7

* Spellcasting * EFotA 7

You can channel magical energy through objects.
Intelligence is your spellcasting ability for your Artificer
spells (Spell DC 19, Spell Attack +11). You can use
Thieves' Tools, Tinker's Tools, or another kind of
Artisan's Tools as a Spellcasting Focus for your
Artificer spells.

* Tinker's Magic « EFotA 8
You know the Mending cantrip.

As a Magic action while holding Tinker's Tools, you

can create one item in an unoccupied space within 5 ft.

of yourself, from the provided list. The item lasts until
you finish a Long Rest, at which point it vanishes. You
can use this feature 5 times per Long Rest.

| 5/ Long Rest ¢ 1 Action

* Replicate Magic ltem « EFotA 8
You have learned arcane plans that you use to make
magic items.

You know 7 Magic Item Plans.

When you finish a Long Rest, you can create 5 magic
items. A magic item created by this feature functions
as the normal magic item, except its magic isn't
permanent; when you die the magic item vanishes
after 1d4 days. If you replace a plan you know with a
new plan, any magic item created with the replaced
plan immediately vanishes. If an item that you created
is a container, and it vanishes, its contents harmlessly
appear in and around its space.

Additionally, you can use any Wand or Weapon
created by this feature as a Spellcasting Focus.

* Magic Item Plans « EFotA
You have learned arcane plans that you use to make
magic items.

Additionally, you can use any Wand or Weapon
created by this feature as a Spellcasting Focus.

| Alchemy Jug « DMG-2024

| Amulet of Health « DMG-2024

| Bag of Holding « DMG-2024

| Plate, +2 « DMG-2024

| Ring of Protection « DMG-2024

| Shield, +2 « DMG-2024

| Wraps of Unarmed Power, +2 « DMG-2024
* Artificer Subclass ¢ EFotA 10

| Armorer

* Tools of the Trade « EFotA 15
You gain the following benefits.

Armor Training. You gain training with Heavy armor.
Tool Proficiency. You gain proficiency with Smith’s
Tools. If you already have this tool proficiency, you
gain proficiency with one other type of Artisan’s Tools
of your choice.

Armor Crafting. When you craft nonmagical or magic

armor, the amount of time required to craft it is halved.

* Armorer Spells « EFotA 15
When you reach an Atrtificer level specified in the

N
Armorer Spells table, you thereafter always have the
listed spells prepared.

* Arcane Armor ¢ EFotA 15

As a Magic action while you have Smith’s Tools in
hand, you can turn a suit of armor you are wearing into
Arcane Armor. The armor continues to be Arcane
Armor until you don another suit of armor or you die.

You gain the following benefits while wearing your
Arcane Armor.

No Strength Requirement. If the armor normally has a
Strength requirement, the Arcane Armor lacks this
requirement for you.

Quick Don and Doff. You can don or doff the armor as
a Utilize action. The armor can’t be removed against
your will.

Spellcasting Focus. You can use the Arcane Armor as
a Spellcasting Focus for your Artificer spells.

| Create Arcane Armor: 1 Action
| Quick Don or Doff: 1 Action

* Armor Model « EFotA 15

You can customize your Arcane Armor and choose
one of the following armor models: Dreadnaught,
Guardian, or Infiltrator. The model you choose gives
you special benefits while you wear it.

Each model includes a special weapon and when you
attack with that weapon, you can add +5, instead of
your Str. or Dex. mod, to the attack and damage rolls.

You can change the armor’s model whenever you
finish a Short or Long Rest if you have Smith’s Tools in
hand.

FEATURES & TRAITS
\\
Amulet of Health 1 - Thieves' Tools 1 1lb
Ring of Protection 1 - Ink Pen 1 --
Plate, +2 1 65 Ib. Ink 1 --
Shield, +2 1 6 Ib. Traveler's Clothes 1 4 b.
All-Purpose Tool, +2 1 -- Oil 2 2 b.
Alchemy Jug 1 12 1b Rations 10 20 Ib.
Wraps of Unarmed Power, +2 1 - Rope 1 51b.
Studded Leather 1 13 Ib. Tinderbox 1 11b.
Dagger 1 1lb. Torch 10 10 Ib.
WEIGHT CARRIED Hammer 1 31b. Waterskin 1 51b.
180 Ib. Parchment 10 - Caltrops 20 2 |b.
ENCUMBERED Backpack 1 51b.
210 Ib. Calligrapher's Supplies 1 51b. Amulet of Health 1 -
PUSH/DRAG/LIFT Book 1 51b. Ring of Protection 1 -
420 |b. Tinker's Tools 1 10 Ib. All-Purpose Tool, +2 1 --
EQUIPMENT ))
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| Guardian * EFotA 15
You design your armor to be in the front line of conflict
and has the following features:

Thunder Pulse. You can discharge concussive blasts
with strikes from your armor. The pulse counts as a
Simple Melee weapon and deals 1d8 Thunder damage
on a hit. A creature hit by the pulse has Disadvantage
on attack rolls against targets other than you until the
start of your next turn.

Defensive Field. While Bloodied, you can take a Bonus
Action to gain Temp HP equal to 17. You lose these
Temp HP if you doff the armor.

| Thunder Pulse (Int.): 1 Action
| Defensive Field: 1 Bonus Action
| Thunder Pulse (Str.): 1 Action
* Ability Score Improvement « EFotA 10

* Extra Attack « EFotA 15
You can attack twice instead of once whenever you
take the Attack action on your turn.

* Magic Item Tinker « EFotA 10
Your Replicate Magic Item feature gains the following
options.

Charge Magic Item. As a Bonus Action, you can touch
a magic item within 5 ft. of yourself that you created
with Replicate Magic Item and that uses charges. You
expend a level 1+ spell slot and recharge the item. The
number of charges the item regains is equal to the
level of spell slot expended.

Drain Magic Item. As a Bonus Action, you can touch a
magic item within 5 ft. of yourself that you created with
Replicate Magic ltem and cause the item to vanish,

converting its magical energy into a spell slot. The slot
is level 1 if the item is Common or level 2 if the item is
Uncommon or Rare. Once you use this feature, you
can't do so again until you finish a Long Rest. Any
spell slot you create with this feature vanishes when
you finish a Long Rest.

Transmute Magic Iltem. As a Magic action, you can
touch one magic item within 5 ft. of yourself that you
created with Replicate Magic Iltem and transform it into
a different magic item. The resulting item must be
based on a magic item plan you know. Once you use
this feature, you can’t do so again until you finish a
Long Rest.

| Charge Magic Item: 1 Bonus Action
| Drain Magic Item: 1/ Long Rest ¢ 1 Bonus Action
| Transmute Magic Item: 1/ Long Rest ¢ 1 Action

* Flash of Genius « EFotA 10

When you or a creature you can see within 30 ft. of
you fails an ability check or saving throw, you can take
a Reaction to add +5 to the roll, potentially causing it to
succeed. You can take this reaction 5 times, and
regain all expended uses when you finish a Long Rest.

| 5/Long Rest ¢ 1 Reaction
* 8: Ability Score Improvement « EFotA 10

* Improved Armorer « EFotA 16
You gain the following benefits.

Armor Replication. You learn an additional plan for
your Replicate Magic Item feature, and it must be in
the Armor category. If you replace that plan, you must
replace it with another Armor plan. In addition, you can
create an additional item with that feature, and the item
must also be in the Armor category.

ADDITIONAL FEATURES & TRAITS

N

Improved Arsenal. You gain a +1 bonus to attack and
damage rolls made with the special weapon of your
Arcane Armor model.

| Armor of Force Resistance, Chain Mail « DMG-2024

* Magic Item Adept ¢« EFotA 10
You can now attune to up to four magic items at once.

* Spell-Storing Item « EFotA 11

Whenever you finish a Long Rest, you can touch one
Simple or Martial weapon or one item that you can use
as a Spellcasting Focus, and you store a spell in it,
choosing a level 1, 2, or 3 Atrtificer spell that has a
casting time of an action and doesn't require a Material
component that is consumed by the spell (you needn’t
have the spell prepared).

While holding the object, a creature can take a Magic
action to produce the spell’s effect from it, using your
spellcasting ability modifier. If the spell requires
Concentration, the creature must concentrate. Once a
creature has used the object to produce the spell’'s
effect, the object can’t be used this way again until the
start of the creature’s next turn.

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.

| Spell-Storing Item: Store Spell: 1/ Long Rest «
Special

| Spell-Storing Item: Cast Spell: 10 / Other « 1 Action
* 12: Ability Score Improvement « EFotA 10

* Advanced Artifice « EFotA 11
You can now attune to up to five magic items at once.

Crowbar

ADDITIONAL EQUIPMENT
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When you finish a Short Rest, you regain one turn. A maneuver requires you to spend maneuver | 1 Reaction

expended use of your Flash of Genius feature.

* Perfected Armor « EFotA 16

Your Arcane Armor gains additional benefits based on
its model: Dreadnaught, Guardian, or Infiltrator.

*16: Ability Score Improvement « EFotA 10

=== FIGHTER FEATURES ===

* Hit Points « PHB 71

* Proficiencies « PHB 71

* Fighting Style « PHB 72
You adopt a fighting style specialty.

| Two-Weapon Fighting « PHB
When you engage in two-weapon fighting, you can add
your ability modifier to the damage of the second
attack.
* Second Wind « PHB 72
Once per short rest, you can use a bonus action to
regain 1d10 + 3 HP.

| 1/ Short Rest « 1 Bonus Action
* Action Surge « PHB 72
You can take one additional action on your turn. This
can be used 1 times per short rest.

| 1/ Short Rest « Special
* Martial Archetype « PHB 72

| Blade Breaker

* Martial Maneuvers « GHPP
You can perform certain martial maneuvers once per

points to use it.

| Martial Maneuvers: Dexterity « GHPP
Your Martial Maneuvers DC is 16.

* Stance of the Blade Breaker « GHPP
Your martial training allows you to learn and develop a
battle stance. You currently know 1 stances.

When you roll initiative, you can enter one stance that
you know. You can also change between known
stances as a bonus action.

| Weightless Mithral « GHPP
You have advantage on Dexterity saving throws. At
18th level, you can Dodge as a bonus action.

| Stance of the Blade Breaker - Enter Stance:
Special

* Blade Breaker Maneuvers « GHPP

| Arcing Iron (1 or more points) * GHPP
As a bonus action, you can spend 1 or more maneuver
points to empower your next melee attack this turn,
making an additional attack for each point spent
against each additional creature within your reach.

| 1 Bonus Action

| Refusal to Bleed (1 point) « GHPP
As a reaction whenever you take damage, you can
spend 1 maneuver point to roll 1d10+3 and reduce the
damage by that total.

If the damage is from an attack, you can spend 3
additional points to reduce all damage from that
creature by the same total until the start of your next
turn.

ADDITIONAL FEATURES & TRAITS

| Steely Determination (1 point) « GHPP
When you use your Second Wind, you can spend 1
maneuver point and regain an additional 3 HP.

| Second Wind: Steely Determination (1 point): 1
Bonus Action

| Maneuver Points: 6 / Long Rest 1 Action

=== WARFORGED SPECIES TRAITS ===

* Creature Type * EFOtA 38
You're a Construct.

* Size « EFotA 38
Your Size is Medium or Small, chosen when you select
this species.

* Speed « EFotA 38
Your Speed is 30 ft.

* Construct Resilience ¢ EFotA 38

You have Resistance to Poison damage. You also
have Advantage on saving throws to avoid or end the
Poisoned condition.

* Integrated Protection « EFotA 38

You gain a +1 bonus to your AC. In addition, armor
you have donned can't be removed against your will
while you're alive.

* Sentry's Rest « EFotA 38

You don't need to sleep, and magic can’t put you to
sleep. You can finish a Long Rest in 6 hrs if you spend
those hours in an inactive, motionless state. During
this time, you appear inert but remain conscious.

* Specialized Design * EFotA 38

ADDITIONAL EQUIPMENT
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You gain one skill proficiency and one tool proficiency
of your choice.

* Tireless « EFotA 38
You don't gain Exhaustion levels from dehydration,
malnutrition, or suffocation.

* Languages * EFotA

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 ===

* Tough « PHB-2024 202

When you take this feat, your HP maximum increases
by 40. Whenever you gain a character level thereafter,
your HP maximum increases an additional 2 HP.

* Fey Touched « PHB-2024 204
Ability Score Increase. Increase your Int., Wis., or Cha.
by 1.

Fey Magic. Choose one level 1 spell from the
Divination or Enchantment school of magic. You
always have that spell and the Misty Step spell
prepared. Once per Long Rest, you can cast each of
these spells without expending a spell slot. You can
also cast these spells using spell slots you have of the
appropriate level. The spells’ spellcasting ability is the
ability increased by this feat.

| Intelligence «

* Mage Slayer « PHB-2024 205
Ability Score Increase. Increase your Str. or Dex. by 1.

Concentration Breaker. When you damage a creature

that is concentrating, it has Disadvantage on the
saving throw it makes to maintain Concentration.

Guarded Mind. If you fail an Int., Wis., or Cha. saving
throw, you can cause yourself to succeed instead. You
can't use this again until after a Short or Long Rest.

| Guarded Mind: 1 / Short Rest * Special

* Boon of Fortitude « PHB-2024 210
Ability Score Increase. One ability score of your choice
increased by 1.

Fortified Health. Your HP maximum increases by 40.
In addition, whenever you regain HP, you can regain
additional HP equal to your Constitution modifier. Once
you've regained these additional HP, you can't do so
again until the start of your next turn.

* Infernal Pact « DDBD
You gain the following benefits.

« You have Resistance to Fire damage and Poison
damage.

« You can see normally in Dim Light and
Darkness—both magical and nonmagical—within 60 ft.
of yourself.

« You gain proficiency in the Deception skill.

* Pact Seeker Ability Score Increase » DDBD

| Increase two scores (+2 / +1) « EFotA

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS === (At Will)
O Force Blast Artificer +13 1A 180 ft. V,S Instantaneous  EXEb 227 V/S
O Guidance Artificer -- 1A Touch V,S Concentration, upto 1 minute - PHB-2024 282 D: 1m, V/S
QO Spare the Dying Artificer -- 1A 15 ft. V.S Instantaneous ~ PHB-2024 318 V/S
O Mage Hand Artificer - 1A 30 ft. V,S 1 minute PHB-2024 293 D: 1m, V/S
P Mending Tinker's Magic (Always Prepared) -- im Touch V,S,M Instantaneous  PHB-2024297 V/S/M

=== 1st LEVEL === 4 Slots OO00
O Cure Wounds Artificer - 1A Touch V.S Instantaneous ~ PHB-2024 259 V/S
O Absorb Elements Artificer - iR Self S 1 round EE 150 D: 1Rnd, S
O Sanctuary Artificer Wis21 1BA 30ft. V,S,M 1 minute PHB-2024 313 D: 1m, V/SIM
O Jump Artificer -- 1BA Touch V,S,M 1 minute PHB-2024 290 D: 1m, V/S/M
O Detect Magic [R] Artificer -- 1A Self/30 ft. Sphere  V,S concenration,upto 10 minutes - PHB-2024 262 D: 10m, 30 ft. Sphere, V/S
O Faerie Fire Artificer DEX 21 1A 60 ft./20 ft. Cube V Concenuation, upto 1minute - PHB-2024 271 D: 1m, 20 ft. Cube, V
O False Life Artificer - 1A Self V,S,M Instantaneous  PHB-2024271 V/S/M
O Feather Fall Artificer - 1R 60 ft. V.M 1 minute PHB-2024 271 D: 1m, V/IM
O Purify Food and Drink [R] Artificer - 1a+10m 10 ft/5 ft. Sphere V,S Instantaneous ~ PHB-2024310 5 ft. Sphere, V/S
O Grease Artificer DEX 21 1A 60 ft./10 ft. Square V,S,M 1 minute PHB-2024 280 D: 1m, 10 ft. Square, V/S/M
O Longstrider Artificer - 1A Touch V,S,M 1 hour PHB-2024 293 D: 1h, V/IS/M
O Disguise Self Artificer - 1A Self V,S 1 hour PHB-2024 262 D: 1h, VIS
O Identify [R] Artificer - 11m Touch V,S,M Instantaneous  PHB-2024 287 V/S/M
O Expeditious Retreat Artificer - 1BA  Self V,S Concentration, upto 10 minutes  PHB-2024 270 D: 10m, V/S
O Alarm [R] Artificer - 11m  30ft/20 ft. Cube V,S,M 8 hours PHB-2024 239 D: 8h, 20 ft. Cube, V/S/M
QO Tasha's Caustic Brew Artificer DEX 21 1A Self/30 ft. Line V,S,M  concentiaion,wpro1minie . TCOE 115  D: 1m, 30 ft. Line, V/IS/M
O Catapult Artificer DEX 21 1A 60 ft. S Instantaneous ~ EE 150 S
O Snare Artificer DEX 21 1m Touch S,M 8 hours XGtE 165 D: 8h, S/IM
P Dissonant Whispers Fey Touched (Always Prepared) WIS 19 1A 60 ft. \% Instantaneous ~ PHB-2024 264 1/LR, V
P Magic Missile Armorer Spells (Always Prepared) -- 1A 120 ft. V,S Instantaneous ~ PHB-2024 295 /S
P Thunderwave Armorer Spells (Always Prepared) CON 21 1A Self/15 ft. Cube V,S Instantaneous ~ PHB-2024 334 15 ft. Cube, V/S

===2nd LEVEL === 3 Slots OO0
O Lesser Restoration Artificer - 1BA  Touch V,S Instantaneous  PHB-2024291 V/S
O Enlarge/Reduce Artificer CON21 1A 30 ft. V,S,M  Concentiation, upto 1 minute - PHB-2024 268 D: 1m, V/S/M
O Ad Artificer - 1A 30 ft. V,S,M 8 hours PHB-2024 239 D: 8h, V/S/M
O Alter Self Artificer - 1A Self V,S Concentration, upto 1 hour  PHB-2024 239 D: 1h, V/S
O Arcane Lock Artificer - 1A Touch V,S,M Until dispelled  PHB-2024 242 D: Until Dispelled, V/S/M
QO Protection from Poison Artificer -- 1A Touch V,S 1 hour PHB-2024 310 D: 1h, V/S
O Blur Atrtificer - 1A Self \% Concenuation, up o 1minute  PHB-2024 248 D: 1m, V
O Rope Trick Artificer -- 1A Touch V,S,M 1 hour PHB-2024 312 D: 1h, V/S/M
QO Levitate Artificer CON21 1A 60 ft. V,S,M  concentration, up o 10minutes - PHB-2024 291 D: 10m, V/S/M
O See Invisibility Artificer - 1A Self V,S,M 1 hour PHB-2024 314 D: 1h, V/S/IM
O Magic Mouth [R] Artificer -- 11m 30ft. V,S,M Until dispelled ~ PHB-2024295 D: Until Dispelled, V/S/M
O Magic Weapon Artificer -- 1BA Touch V.S 1 hour PHB-2024 295 D: 1h, V/S
O Continual Flame Artificer - 1A Touch V,S,M Until dispelled ~ PHB-2024 256 D: Until Dispelled, V/S/M
O Spider Climb Artificer -- 1A Touch V,S,M  cConcentration, upto 1hour - PHB-2024 318 D: 1h, V/S/M
O Darkvision Artificer - 1A Touch V,S,M 8 hours PHB-2024 260 D: 8h, V/SIM
O Invisibility Artificer -- 1A Touch V,S,M  Concentration, upto 1 hour - PHB-2024 289 D: 1h, V/S/M
O Heat Metal Artificer CON21 1A 60 ft. V,S,M  concenuation, upto 1 minwte - PHB-2024 284  D: 1m, V/S/M
O Dragon's Breath Artificer DEX 21 1BA  Touch/i5ft Cone V,S,M Concentaiion upto1minuie PHB-2024 266 D: 1m, 15 ft. Cone, V/S/M
O Enhance Ability Artificer -- 1A Touch V,S,M  Concentration, upto 1 hour - PHB-2024 268 D: 1h, V/S/M

SPELLS

> 4
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O Wweb Artificer DEX 21 1A 60 ft./20 ft. Cube V,S,M  Concenuration, upto 1hour PHB-2024 340 D: 1h, 20 ft. Cube, V/S/M
O Homunculus Servant [R] Artificer -- ih+1om 10 ft. V,S,M Instantaneous EFotA21 V/S/M
O Arcane Vigor Artificer -- 1BA  Self V,S Instantaneous  PHB-2024 242 \//S
O Kinetic Jaunt Artificer - 1BA  Self S Concenuation, upto 1minwe - SACOC 37 D: 1m, S
O Vortex Warp Artificer CON21 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
QO Pyrotechnics Artificer CON21 1A 60 ft./5 ft. Cube V,S Instantaneous  EE 163 5 ft. Cube, V/S
O Skywrite [R] Artificer - 1a+10m - Sight V,S Concentration, upto 1hour - EE 165 D: 1h, VIS
O Misty Step Fey Touched -- 1BA  Self \Y Instantaneous ~ PHB-2024299 1/LR, V
P Misty Step Fey Touched (Always Prepared) -- 1BA  Self \Y Instantaneous ~ PHB-2024 299
P Mirror Image Armorer Spells (Always Prepared) -- 1A Self V,S 1 minute PHB-2024299 D: 1m, V/S
P Shatter Armorer Spells (Always Prepared) CON 21 1A 60 ft/10 ft. Sphere V,S,M Instantaneous  PHB-2024316 10 ft. Sphere, V/S/M

=== 3rd LEVEL === 3 Slots OO0
O Haste Artificer - 1A 30 ft. V,S,M  concenation, upto 1minwte PHB-2024 284  D: 1m, V/S/M
O Dispel Magic Artificer - 1A 120 ft. V,S Instantaneous ~ PHB-2024 265 Special: (See Description)*, VIS
O Revivify Avrtificer - 1A Touch V,S,M Instantaneous = PHB-2024312 V/S/M
O Protection from Energy Artificer - 1A Touch V,S Concentration, upto 1 hour - PHB-2024 309  D: 1h, V/S
O Fly Artificer - 1A Touch V,S,M  concenvaton, up o 1ominues - PHB-2024 276 - D: 10m, V/S/M
O Blink Artificer - 1A Self V.S 1 minute PHB-2024 248 D: 1m, V/S
O Glyph of Warding Artificer DEX 21 1h Touch V,S,M  unildispelled or triggered  PHB-2024 279 D: Until Dispelled or Triggered, V/S/M
O Create Food and Water Artificer - 1A 30 ft. V,S Instantaneous ~ PHB-2024258 \//S
O Elemental Weapon Artificer - 1A Touch V,S Concentration, upto 1 hour  PHB-2024 268  D: 1h, V/S
O Water Breathing [R] Artificer - 1a+1om 30 ft. V,S,M 24 hours PHB-2024 340 D: 24h, VISIM
O Water Walk [R] Artificer - 1a+1om 30 ft. V,S,M 1 hour PHB-2024340 D: 1h, V/IS/M
O Intellect Fortress Artificer - 1A 30 ft. \ Concentration, upto thour  TCOE 107  D: 1h, V
O Ashardalon's Stride Artificer - 1BA  Self V,S Concentration, upto L minute  FTQD 19 D: 1m, VIS
QO Catnap Artificer - 1A 30 ft. SM 10 minutes XGtE 151 D: 10m, S/M
O Flame Arrows Artificer -- 1A Touch V,S Concentration, upto Lhour - EE 156 D: 1h, VIS
QO Tiny Servant Artificer -- im Touch V,S 8 hours XGtE 168 D: 8h, VIS
P Hypnotic Pattern Armorer Spells (Always Prepared) WIS 21 1A 120 ft./30 ft. Cube  S,M Concentration, upto 1 minte  PHB-2024 287 D: 1m, 30 ft. Cube, S/M
P Lightning Bolt Armorer Spells (Always Prepared) DEX 21 1A Self/100 ft. Line V,S,M Instantaneous  PHB-2024292 100 ft. Line, V/S/M

=== 4th LEVEL === 3 Slots OO0
QO Fabricate Artificer - 10m 120 ft. V,S Instantaneous  PHB-2024 271 V/S
O Arcane Eye Artificer - 1A 30 ft. V,S,M  Concentration, upto thour  PHB-2024 242 D: 1h, V/S/M
O Freedom of Movement Artificer -- 1A Touch V,S,M 1 hour PHB-2024 277 D: 1h, V/S/M
O Leomund's Secret Chest Artificer -- 1A Touch V,S,M Until dispelled  PHB-2024290 D: Until Dispelled, V/S/M
QO Stone Shape Artificer -- 1A Touch V,S,M Instantaneous  PHB-2024320 V/S/M
QO Stoneskin Artificer -- 1A Touch V,S,M  Concentration, upto thour - PHB-2024 320 D: 1h, V/S/M
O Mordenkainen's Faithful Hound Artificer DEX 21 1A 30 ft. V,S,M 8 hours PHB-2024 300 D: 8h, V/S/M
O Summon Construct Artificer - 1A 90 ft. V,S,M  Concentration, upto 1 hour  PHB-2024 324 Special: Use the spell slot's level for the spell’s level in the stat block.*, D: 1h, V/S/M
O Mordenkainen's Private Sanctum Artificer -- 10m 120 ft. V,S,M 24 hours PHB-2024 301 D: 24h, V/SIM
QO Otiluke's Resilient Sphere Artificer DEX 21 1A 30 ft. V,S,M  concentiation, upto 1 minute - PHB-2024 303 D: 1m, V/S/M
O Summon Construct Artificer -- 1A 90 ft. V,S,M  concentration, upto Lhour  TCOE 111 s us e her 0. vism
O Elemental Bane Artificer CON21 1A 90 ft. V.S Concenuaion, upto 1minute - EE 155 D:1m, VIS
P Fire Shield Armorer Spells (Always Prepared) -- 1A Self V,S,M 10 minutes PHB-2024 274 D: 10m, V/S/M
P Greater Invisibility Armorer Spells (Always Prepared) -- 1A Touch V,S Concenuation, upto Lminwte - PHB-2024 281 D: 1m, V/S

=== 5th LEVEL === 1 Slots O
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QO Greater Restoration Artificer -- 1A Touch V,S,M Instantaneous  PHB-2024281 \/S/M

Q Circle of Power Artificer -- 1A Self/30 ft. Emanation  \/ Concentration, up to 10 minutes - PHB-2024 250 D: 10m), 30 ft. Emanation, V

O Bigby's Hand Artificer -- 1A 120 ft. V,S,M  concenuation, upto 1 minute - PHB-2024 245 D: 1m, V/S/M

O Animate Objects Artificer - 1A 120 ft. V,S Concentration, up to L minute - PHB-2024 240  D: 1m, V/S

QO Creation Artificer - im 30 ft./5 ft. Cube V,S,M  Special PHB-2024 259 D: Special, 5 ft. Cube, V/S/IM

O Wall of Stone Artificer - 1A 120 ft. V,S,M  concenvaton, upto 10minwees  PHB-2024 339 D: 10m, V/S/M

QO Create Spelliamming Helm Artificer -- 1A Touch V,S,M Instantaneous  SAIS 22 VISIM

QO  Skill Empowerment Artificer - 1A Touch V.S Concenuation, upto 1hour - XGtE 165  D: 1h, V/S

O Transmute Rock Artificer DEX 21 1A 120 ft/40 ft. Cube V,S,M  Until dispelled  EE 169 D: Until Dispelled, 40 ft. Cube, V/S/M

P Passwall Armorer Spells (Always Prepared) -- 1A 30 ft. V,S,M 1 hour PHB-2024303 D: 1h, V/S/IM

P wall of Force Armorer Spells (Always Prepared) -- 1A 120 ft. V,S,M  concenation upto 10 minutes - PHB-2024 338 D: 10m, V/S/M
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