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+6 ® _+6_ Intimidation CHA
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CLASS & LEVEL PLAYER NAME
Shadar-kai Silverquill Student (Milestone)
RACE BACKGROUND EXPERIENCE POINTS
—————— ———
/ \
ARMOR Max HP Current HP Temp HP |
*2 20 160 --
INITIATIVE CLASS \ HIT POINTS J
(1 . . ( 1d8 + 12d8 + 4d10 f \
Resistances - Necrotic successes O=O=0O
Immunities - Magical Sleep, Critical
HItS FAILURESO=O=O
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
|
INSPIRATION j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Firearms, Martial Weapons, Simple Weapons
— — === TOOLS ===
ABILITY SAVE DC | Pan Flute, Smith's Tools, Thieves' Tools,
p— o Tinker's Tools
/ N === LANGUAGES ===
35 ft. (Walking) Common, Draconic, Elvish, Orc, Thieves’
Cant
A SPEED )

4 PROFICIENCIES & LANGUAGES

L SKILLS ),

=== 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 * 6 / 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 6 objects
at a time.

Psionic Power: Telekinetic Movement ¢ 1 / Short Rest

You can move an object or a creature with your
mind. As an action, you target one loose object that is
Large or smaller or one willing creature, other than
yourself. If you can see the target and it is within 30 ft.
of you, you can move it up to 30 ft. to an unoccupied
space you can see. Alternatively, if it is a Tiny object,
you can move it to or from your hand. Either way, you
can move the target horizontally, vertically, or both.
Once you take this action, you can’t do so again until
you finish a short or long rest, unless you expend a
Psionic Energy die to take it again.

=== BONUS ACTIONS ===
Blessing of the Raven Queen ¢ 6 / Long Rest

As a bonus action, you can teleport up to 30 ft. to
an unoccupied space vou can see 6 times per lona

ACTIONS

74

27 PASSIVE WISDOM (PERCEPTION)
16 PASSIVE WISDOM (INSIGHT)
22 PASSIVE INTELLIGENCE (INVESTIGATION)

Darkvision 60 ft., Unknown 5 ft.

SENSES

Arcane Armor: Lightning Launcher  +16

Dagger +8
Rapier +8
Unarmed Strike +6

Infiltrator Armor: Lightning Launcher  +14

Infiltrator Armor: Lightning Launcher (DEX)  +10

'WEAPON ATTACKS & CANTRIPS

1d6+8 Lightning
1d4+2 Piercing

1d8+2 Piercing

\\

Simple, Ammunition, Range (80/320)

Simple, Finesse, Light, Thrown, Range (20/60)

Martial, Finesse

1 Bludgeoning
1d6+6 Lightning

1d6+2 Lightning
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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 6 objects at a time.

| 6 / Other « 1 Action

* Spellcasting * TCoE 11

You can cast prepared artificer spells using INT as
your spellcasting modifier (Spell DC 20, Spell Attack
+12) 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 4
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 6 days. The
infusion also vanishes if you give up your knowledge of
the infusion or you exceed your maximum number of
infusions.

| 4 / 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:

| Armorer

* 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

* Tools of the Trade » TCoE 15

You gain proficiency with heavy armor. You also 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.

* Armorer Spells « TCoE 15

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

* Arcane Armor « TCoE 15

Your metallurgical pursuits have led to you making
armor a conduit for your magic. As an action, you can
turn a suit of armor you are wearing into Arcane
Armor, provided you have smith’s tools in hand.

| Arcane Armor - Create Armor: 1 Action

N

* Armor Model » TCoE 16

You can customize your Arcane Armor. When you do
so, choose one of the following armor models:
Guardian or Infiltrator.

| Infiltrator « TCOE
| Infiltrator Armor: Lightning Launcher: 1 Action

| Infiltrator Armor: Lightning Launcher (DEX): 1
Action

* Ability Score Improvement « TCoE 13

* Extra Attack « TCoE 16
You can attack twice, rather than once, whenever you
take the Attack action on your turn.

* 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 +6 to the roll.

You can use this feature 6 times, regaining uses on
finishing a long rest.

| 6 /Long Rest « 1 Reaction

* Armor Modifications « TCoE 17

Your Arcane Armor now counts as separate items for
the purposes of your Infuse Item feature: armor (the
chest piece), boots, helmet, and the armor’s special
weapon. Each of those items can bear one of your
infusions, and the infusions transfer over if you change
your armor’s model with the Armor Model feature.

FEATURES & TRAITS
\\
Amulet of Health 1 - Rapier 1 21b
Boots of Elvenkind 1 - Tome of Clear Thought 1 --
Handy Haversack 1 51b Infusion stand in for Lightning launcher 1 -
Periapt of Wound Closure 1 - Ball Bearings (bag of 1,000) 1,000 2 |b.
Rod of Absorption 1 -- Bedroll 1 7 Ib.
Horn of Valhalla (Iron) 1 - Bell 1 --
Potion of Healing (Greater) 1 051b Candle 5 -
Sentinel Shield 1 6 Ib. Crowbar 1 51b.
Mystery Key 1 - Hammer 1 31b.
WEIGHT CARRIED Mizzium Armor, Plate 1 65 Ib. Lantern, Hooded 1 2 |b.
124 |b. All-Purpose Tool, +3 1 - Oil (flask) 2 2 |b.
ENCUMBERED Arcane Armor: Lightning Launcher 1 -
150 Ib. Dagger 1 11b. Amulet of Health 1 -
PUSH/DRAG/LIFT Robes 1 4 1b. Periapt of Wound Closure 1 -
300 Ib. Signet Ring 1 - Rod of Absorption 1 -
EQUIPMENT ))
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In addition, the maximum number of items you can
infuse at once increases by 2, but those extra items
must be part of your Arcane Armor.

* 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 +6. If the spell requires
concentration, the creature must concentrate. The
spell stays in the object until it's been used 12 times,
or until you use this feature again to store a spell in an
object.

| 12 / Long Rest * Special
=== FIGHTER FEATURES ===
* Hit Points « PHB 71
* Proficiencies « PHB 71

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

| Archery « PHB
You gain a +2 bonus to attack rolls you make with
ranged weapons.

* Second Wind ¢ PHB 72
Once per short rest, you can use a bonus action to

regain 1d10 + 4 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
| Psi Warrior
* Psionic Power » TCoE 43
You have 12 Psionic Energy dice (1d6), and they fuel
various psionic powers you have.

| Psionic Power: Protective Field: 1 Reaction

| Psionic Power: Psionic Energy: 12 / Long Rest «
Special

| Psionic Power: Psionic Strike: Special

| Psionic Power: Telekinetic Movement: 1 / Short
Rest « 1 Action

| Psionic Power: Recovery: 1/ Short Rest * 1 Bonus
Action

* Ability Score Improvement « PHB 72
=== ROGUE FEATURES ===

* Hit Points « PHB 95

* Proficiencies « PHB 95

* Expertise « PHB 96

Your proficiency bonus is doubled for any ability check

ADDITIONAL FEATURES & TRAITS

N
you make for two chosen proficiencies. [6th] Choose
two additional proficiencies.

* Sneak Attack « PHB 96

Once per turn, you can deal an extra 1d6 damage to
one creature you hit with an attack with a finesse or
ranged weapon if you have advantage on the attack
roll. You don’t need advantage on the attack roll if
another enemy of the target is within 5 ft. of it, that
enemy isn't incapacitated, and you don’t have
disadvantage on the attack roll.

| Special

* Thieves’ Cant « PHB 96

You have learned thieves’ cant, a secret mix of dialect,
jargon, and code that allows you to hide messages in
seemingly normal conversation. It takes four times
longer to convey such a message than it does to
speak the same idea plainly.

=== SHADAR-KAI RACIAL TRAITS ===

* Ability Score Increases « MotM 5

When determining your character’s ability scores,
increase one score by 2 and increase 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 ¢ MotM 5

Your character can speak, read, and write Common
and one other language that you and your DM agree is
appropriate for the character.

* Creature Type * MotM 31
You are a Humanoid. You are also considered an elf
for any prerequisite or effect that requires you to be an

Piton

Rations (1 day)
Tinderbox
Waterskin
Thieves' Tools
String

Diamond

10 251b.
5 10 Ib.
1 11b.
1 51b.
1 11b.
1 -

1 -

ADDITIONAL EQUIPMENT
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* Size « MotM 31
You are Medium.

* Speed ¢ MotM 31
Your walking speed is 30 ft.

* Blessing of the Raven Queen « MotM 31

As a bonus action, you can magically teleport up to 30
ft. to an unoccupied space you can see. Starting at 3rd
level, you gain resistance to all damage when you
teleport using this trait until the start of your next turn.

You can use this feature 6 times per long rest.
| 6/ Long Rest « 1 Bonus Action

| Blessing of the Raven Queen (Resistance): 1
Bonus Action

* Darkvision « MotM 31

You can see in dim light within 60 ft. of you as if it were
bright light and in darkness as if it were dim light, only
discerning colors in that darkness as shades of gray.

* Fey Ancestry « MotM 31
You have advantage on saving throws you make to
avoid or end the charmed condition on yourself.

* Keen Senses ¢ MotM 31
You have proficiency in the Perception skill.

* Necrotic Resistance * MotM 31
You have resistance to necrotic damage.

* Trance » MotM 31

You don't need to sleep, and magic can'’t put you to
sleep. You can finish a long rest in 4 hours if those
hours are spent in a trancelike meditation in which you
remain conscious.

When you finish this trance you gain two proficiencies -
each one a weapon or tool of your choosing from the
<em>Player’s Handbook</em>. This lasts until you
finish your next long rest.

=== FEATS ===

* Sharpshooter « PHB 170

Attacking at long range doesn't impose disadvantage
on your ranged weapon attack rolls and your ranged
weapon attacks ignore half cover and three-quarters
cover. Before you make an attack with a ranged
weapon that you are proficient with, you can choose to
take a -5 penalty to the attack roll to add +10 to the
attack's damage.

* Elven Accuracy * XGtE 74

Increase your DEX, INT, WIS, or CHA score by 1.
Whenever you have advantage on an attack roll using
one of those modifiers, you can reroll one of the dice
once.

* Resilient « PHB 168
Increase the chosen ability score by 1 and you gain
proficiency in saving throws using the chosen ability.

| Wisdom «
Increase your WIS score by 1 and you gain proficiency
in WIS saving throws.

* Strixhaven Initiate (Silverquill) « SACoC 37

You have studied some magical theory from Silverquill
College. You choose two cantrips from <em>sacred
flame</em>, <em>thaumaturgy</em>, and
<em>vicious mockery</em>, and can choose one
1st-level Bard or Cleric 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.

ADDITIONAL FEATURES & TRAITS

Intelligence, Wisdom, or Charisma (choose when you
select this feat).

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

Shadar-kai Silverquill Student (Milestone)
CHARACTER NAME RACE BACKGROUND EXPERIENCE POINTS
P — —
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elf. Your spellcasting ability for this feat's spells is

ADDITIONAL EQUIPMENT
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Male 98 Medium 5'10" 176
GENDER AGE SIZE HEIGHT WEIGHT
Neutral Good any good or law Pale white Greenish grey ~ White
ALIGNMENT FAITH SKIN EYES HAIR
— —
L \ L \
/
by \
/Ialvvays wait before speaking, analyzing the situation N
for whichever angle is most advantageous to my goals.
PERSONALITY TRAITS
L~ 1
[ ~"1
IDEALS
L~ —~
[ ~"1
BONDS
L~ —~
[N "]
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS N\ FLAWS .
) { )\ {
/
He views himself as the one who kills what/who
needs killing. He measures out justice by: slaying
those who are evil and harm/kill overs (if you're
"over there in a corner just being personally evil*
without hurting others, he'll leave you alone, evil is
as evil does) and "liberating" ill gotten gains from
or dishing out a non lethal beating to the merely
corrupt or greedy. And if he happens to profit from
meeting out his brand of justice, then so much the
better.
CHARACTER BACKSTORY ADDITIONAL NOTES
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=== CANTRIPS === (At Will)
O Guidance <C> Artificer -- 1A Touch V,S Concenuation, upto 1 minuie - PHB 248 D: 1m, VIS
O Mending Artificer -- im Touch V,S,M Instantaneous PHB 259 VISIM
O Mage Hand Artificer - 1A 30 ft. V,S 1 minute PHB 256 D: 1m, V/S
QO Sacred Flame Strixhaven Initiate (Silverquill) DEX 23 1A 60 ft. V.S Instantaneous  PHB 272 V/S
QO Vicious Mockery Strixhaven Initiate (Silverquill) WIS 23 1A 60 ft. \% Instantaneous PHB 285 V
=== 1st LEVEL === 4 Slots OO00
O Faerie Fire <C> Artificer DEX 23 1A 60 ft./20 ft. Cube V Concenuaiion, upo tmine - PHB 239 D: 1m, 20 ft. Cube, V
QO Silvery Barbs Artificer -- 1R 60 ft. \Y Instantaneous  SACoC 38 V
O Feather Fall Artificer - iR 60 ft. V.M 1 minute PHB239 D:1m, V/IM
O Cure Wounds Artificer - 1A Touch V.S Instantaneous  PHB 230  V/S
O Disguise Self Artificer -- 1A Self V.S 1 hour PHB 233  D:1h, VIS
P Magic Missile Artificer (Always Prepared) -- 1A 120 ft. V.S Instantaneous  PHB 257  V/S
P Thunderwave Artificer (Always Prepared) CON 23 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, V/ISIM
O Detect Magic [R]<C> Avrtificer - 1A+10m  Self/30 ft. Sphere V,S concentraion, upo tominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
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 Grease Artificer DEX 23 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 WIS 23 1BA 30ft. V,S,M 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 23 1A 60 ft. S Instantaneous  EE 150 S
QO Snare Artificer DEX 23 1m Touch S,M 8 hours XGtE 165 D: 8h, S/IM
QO Tasha's Caustic Brew <C> Artificer DEX 23 1A Self/30 ft. Line V,S,M  concentration, oo 1mine - TCOE 115  D: 1m, 30 ft. Line, V/S/M
P Guiding Bolt Strixhaven Initiate (Silverquill) (Aways Prepared) +15 1A 120 ft. V,S 1 round PHB 248 1/LR, D: 1Rnd, VIS
===2nd LEVEL === 3 Slots OO0
O Vortex Warp Artificer CON 23 1A 90 ft. V,S Instantaneous  SACoC 38 V/S
P Mirror Image Artificer (Always Prepared) - 1A Self V,S 1 minute PHB 260 D:1m,V/S
P Shatter Artificer (Always Prepared) CON 23 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, VISIM
O Alter Self <C> Artificer -- 1A Self V,S Concentration, upto Lhour  PHB 211 D: 1h, VIS
O Arcane Lock Artificer -- 1A Touch V,S,M Until dispelled PHB 215 D: Until Dispelled, V/S/M
O Blur<C> Artificer - 1A Self \% Concenuation, wpto tminte - PHB 219 D: 1m, V
QO Continual Flame Artificer -- 1A Touch V,S,M Until dispelled PHB 227 D: Until Dispelled, V/S/M
O Darkvision Artificer - 1A Touch V,S,M 8 hours PHB 230 D: 8h, VISIM
O Enhance Ability <C> Artificer - 1A Touch V,S,M  concentation, upto 1hour  PHB 237 D: 1h, V/ISIM
O Enlarge/Reduce <C> Artificer CON 23 1A 30 ft. V,S,M  concentration, upto 1 minute - PHB 237 D: 1m, V/SIM
O Heat Metal <C> Artificer - 1A 60 ft. V,S,M  concenuation, upto 1 minute - PHB 250 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 CON 23 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 See Invisibility Artificer -- 1A Self V,S,M 1 hour PHB 274 D: 1h, V/ISIM
QO Spider Climb <C> Artificer -- 1A Touch V,S,M  concenuation, upto 1hour  PHB 277 D: 1h, V/ISIM
O Web<C> Artificer DEX 23 1A 60 ft./20 ft. Cube V,S,M  concentration, upto 1hour PHB 287 D: 1h, 20 ft. Cube, V/S/M
QO Pyrotechnics Artificer CON 23 1A 60 ft./5 ft. Cube V,S Instantaneous  EE 163 5 ft. Cube, V/S
O 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 Concentration, up to 1 minute - SACOC 37 D: 1m, 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 Revivify Artificer - 1A Touch V,S,M Instantaneous PHB 272  V/SIM
O Haste <C> Artificer - 1A 30 ft. V,S,M  concentation, upro1minwe - PHB 250  D: 1m, V/S/M
O Dispel Magic Artificer -- 1A 120 ft. V.S Instantaneous  PHB 234  Special: (See Description)*, V/S
O Fly<C> Artificer - 1A Touch V,S,M  concenvation,upto 10minwees - PHB 243 D: 10m, V/ISIM
O Blink Artificer - 1A Self V.S 1 minute PHB 219 D:1m, VIS
P Hypnotic Pattern <C> Artificer (Always Prepared) WIS 23 1A 120 ft/30 ft. Cube  S,M Concenuation po 1mine - PHB 252 D: 1m, 30 ft. Cube, S/IM
P Lightning Bolt Avrtificer (Always Prepared) DEX 23 1A Self/100 ft. Line V,S,M Instantaneous PHB 255 100 ft. Line, V/S/M
O Create Food and Water Artificer - 1A 30 ft. V.S Instantaneous  PHB 229 VIS
O Glyph of Warding Artificer DEX 23 1h Touch V,S,M  unildispelled or tiggered  PHB 245 Special: Spell Glyph (See Description)*, D: Until Dispelled or Triggered, V/S/M
QO Protection from Energy <C> Artificer - 1A Touch V,S Concentration, upto 1hour - PHB 270 D: 1h, V/S
O Water Breathing [R] Artificer - 1+10m 30 ft. V,S,M 24 hours PHB 287 D: 24h, VISIM
O Water Walk [R] Artificer - 1+10m 30 ft. V,SM 1 hour PHB 287  D: 1h, VISIM
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 - 1m  Touch V,S 8 hours XGtE 168 D: 8h, VIS
O Catnap Artificer - 1A 30 ft. S,M 10 minutes XGtE 151 D: 10m, S/IM
O Intellect Fortress <C> Artificer - 1A 30 ft. \Y Concentration, upto 1hour - TCOE 107 D: 1h, V

SPELLS
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