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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 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.

=== ASTRAL ELF RACIAL TRAITS ===

* Ability Score Increases ¢ SAIS

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 ¢ SAIS

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 * SAIS 10

You are a Humanoid but are also considered an elf for
any prerequisite or effect that requires you to be an elf.

* Size « SAIS 10
You are Medium.

* Speed * SAIS 10
Your walking speed is 30 ft.

* Astral Fire « SAIS 10

You know one of the following cantrips of your choice:
<em>dancing lights</em>, <em>light</em>, or
<em>sacred flame</em>.

Your spellcasting ability is either Intelligence, Wisdom,
or Charisma (choose when you select this race).

| Intelligence
Your chosen spellcasting ability is Intelligence.

* Darkvision « SAIS 10

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 » SAIS 10
You have advantage on saving throws you make to
avoid or end the charmed condition on yourself.

* Keen Senses ¢ SAIS 10
You have proficiency in the Perception skill.

* Starlight Step * SAIS 10

As a bonus action, you can magically teleport up to 30
ft. to an unoccupied space you can see. You can use
this feature 2 times per long rest.

| 2/ Long Rest « 1 Bonus Action

* Astral Trance « SAIS 10
You don't need to sleep, and magic can’t put you to

N
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 proficiency in a
skill of your choice and one weapon or tool of your
choice from the <em>Player's Handbook</em>. This
lasts until you finish your next long rest.

FEATURES & TRAITS
\
Scale Mail 1 45 Ib. Torch 10 10 Ib.
Dagger 1 1lb. Waterskin 1 51b.
Crossbow, light 1 5 lb.
Crossbow, light 1 5 lb.
Crossbow Bolts 20 1.51b.
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
Thieves' Tools 1 11b.
Flute 1 11b.
WEIGHT CARRIED Crowbar 1 51b.
125 |b. Hammer 1 31b.
ENCUMBERED Piton 10 251b.
150 Ib. Rations (1 day) 10 20 Ib.
PUSH/DRAG/LIFT Rope, Hempen (50 feet) 1 10 Ib.
300 Ib. Tinderbox 1 1lb.
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=== CANTRIPS === (At Will)
O Sacred Flame Astral Fire DEX 13 1A 60 ft. V,S Instantaneous  PHB 272 VIS
=== 1st LEVEL === 2 Slots OO
O Alarm [R] Artificer - 11m 30ft. V,S,M 8 hours PHB 211 D: 8h, VISIM
O Cure Wounds Artificer - 1A Touch V,S Instantaneous  PHB 230 VIS
O Detect Magic [R]<C> Artificer -- 1a+10m  Self/30 ft. Sphere V,S Concentraiion, upto lominutes - 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 Concenuaion, po10minies - PHB 238 D: 10m, V/S
O Faerie Fire <C> Artificer DEX 13 1A 60 ft./20 ft. Cube V Concenuation, upto tmine - 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 Feather Fall Artificer - iR 60 ft. V.M 1 minute PHB 239 D:1m,V/M
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/IM
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, V/SIM
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,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 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  concentiation. o1 minwe - TCOE 115  D: 1m, 30 ft. Line, V/S/M
O Lightning Bow Artificer +5 1A 120 ft. V,S,M Instantaneous VISIM
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