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ARMOR Max HP Current HP Temp HP |
+3 13 156 _—
INITIATIVE CLASS \ HIT POINTS J
( " 12d10+8d8 | \
Immunities - Frightened successes OO0
FAILURES( )=( >=( >
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
HEROIC INSPIRATION j ‘ === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS j === WEAPONS ===
~ Firearms, Martial Weapons, Simple Weapons
— e— === TOOLS ===
ABILITY SAVE DC | Cartographer's Tools, Dragonchess Set,
p— p— Thieves' Tools, Tinker's Tools, Vehicles
(Water), Woodcarver's Tools
/ N\
30 ft. (Walking) === LANGUAGES ===
Common, Common Sign Language, Elvish
A SPEED )
) 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

Channel Divinity » 3/ Long Rest

You can channel energy directly from the Outer
Planes to fuel magical effects. Each time you use this
class’s Channel Divinity, you can choose which effect
to create. You can use this class’s Channel Divinity 3
times per Long Rest, but can regain one expended
use after finishing a Short Rest.

If vour Channel Divinity requires a savina throw, the

DC equals your Paladin spell save DC (DC 18).

Create Eldritch Cannon « 1/ Long Rest

Once per long rest (or expend a spell slot of 1st
level or higher), you can take an action to magically
create a Small or Tiny eldritch cannon within 5ft of
you.
You can have 1 cannon(s) at a time and can't create
one while your cannon is present.

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 obiects

ACTIONS
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=== PALADIN FEATURES ===
* Core Paladin Traits « PHB-2024 109

* Lay On Hands * PHB-2024 109

You have a pool of healing power that replenishes
when you finish a Long Rest. With that pool, you can
restore a total of 60 HP.

As a Bonus Action, you can touch a creature (which
could be yourself) and restore a number HP to that
creature, up to the maximum amount remaining in the
pool.

You can also expend 5 HP from the pool of healing to
remove the Poisoned condition from the creature;
those points don't also restore HP to the creature.

| Lay On Hands: Healing Pool: 60 / Long Rest « 1
Bonus Action

| Lay On Hands: Heal: 1 Bonus Action
| Lay On Hands: Purify Poison: 1 Bonus Action
* Spellcasting « PHB-2024 110
* Weapon Mastery « PHB-2024 110
* Fighting Style « PHB-2024 110
| Blessed Warrior « br-2024 110
* Paladin’s Smite « PHB-2024 110
You always have Divine Smite prepared and cast it
without expending a spell slot once per Long Rest.
* Channel Divinity « PHB-2024 110
You can channel energy directly from the Outer Planes

to fuel magical effects. Each time you use this class’s
Channel Divinity, you can choose which effect to

create. You can use this class’s Channel Divinity 3
times per Long Rest, but can regain one expended use
after finishing a Short Rest.

If your Channel Divinity requires a saving throw, the
DC equals your Paladin spell save DC (DC 18).

| Channel Divinity: Divine Sense: 1 Bonus Action
| 3/Long Rest ¢ 1 Action

* Paladin Subclass « PHB-2024 111
| Oath of Vengeance

* Oath of Vengeance Spells « PHB-2024 116

When you reach a Paladin level specified in the Oath
of Vengeance Spells table, you thereafter always have
the listed spells prepared.

* Vow of Enmity « PHB-2024 117

When you take the Attack action, you can expend one
use of Channel Divinity to utter a vow of enmity against
a creature you can see within 30 ft. You have
Advantage on attack rolls against that creature for 1
minute or until you use this feature again.

If the creature drops to 0 HP, you can transfer the vow
to a different creature within 30 ft.

| 1 Action
* Ability Score Improvement « PHB-2024 111
* Extra Attack « PHB-2024 111
You can attack twice instead of once whenever you
take the Attack action on your turn.
* Faithful Steed « PHB-2024 111

You always have Find Steed prepared, and can cast it
once per Long Rest without expending a spell slot.

FEATURES & TRAITS

N

* Aura of Protection « PHB-2024 111

You radiate a protective aura in a 10-ft. Emanation that
originates from you. The aura is inactive if you have
the Incapacitated condition.

You and your allies in the aura gain a +4 to saving
throws while in the aura. If another Paladin is present,
a creature can benefit from only one Aura of Protection
at a time; and chooses which aura while in them.

* Relentless Avenger « PHB-2024 117

When you hit a creature with an Opportunity Attack,
you can reduce its Speed to 0 until the end of the
current turn. You can also move up to half your Speed
as part of the same Reaction without provoking
Opportunity Attacks.

| 1 Reaction
* 8: Ability Score Improvement « PHB-2024 111

* Abjure Foes « PHB-2024 111

As a Magic action, you can expend on use of this
class’s Channel Divinity to overwhelm foes. As you
present your Holy Symbol or weapon, you can target
up to 4 creatures that you can see within 60 ft. Each
one must make a DC 18 Wis. saving throw or have the
Frightened condition for 1 minute, or until it takes
damage.

While Frightened, a target can only do one of the
following on its turn: move, take an action, or take a
Bonus Action.

| Channel Divinity: Abjure Foes: 1 Action

* Aura of Courage « PHB-2024 111

You and your allies have Immunity to the Frightened
condition while in your Aura of Protection. If a
Frightened ally enters the aura, that condition has no

WEIGHT CARRIED
0 lb.
ENCUMBERED

270 Ib.

PUSH/DRAG/LIFT

540 Ib.

EQUIPMENT
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effect on that ally while there.

* Radiant Strikes « PHB-2024 111

When you hit a target with an attack roll using a Melee
weapon or Unarmed Strike, the target takes an
additional 1d8 Radiant damage.

| 1 Action
* 12: Ability Score Improvement « PHB-2024 111
=== 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 17, Spell Attack
+9) 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 3
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.

| 3/ 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

ADDITIONAL FEATURES & TRAITS

reach particular levels in this class, as shown in the
Atrtillerist 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: 40 / Other « 1
Bonus Action

| Eldritch Cannon: Force Ballista: 40 / Other « 1
Bonus Action

| Eldritch Cannon: Protector: 40 / 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 spellcasting
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

ADDITIONAL EQUIPMENT




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 +3 to the roll.

You can use this feature 3 times, regaining uses on
finishing a long rest.

| 3/Long Rest « 1 Reaction

=== HUMAN SPECIES TRAITS ===

* Size « PHB-2024 194
Your Size is Medium or Small, chosen when you select
this species.

* Speed * PHB-2024 194
Your Speed is 30 ft.

* Resourceful « PHB-2024 194
You gain Heroic Inspiration whenever you finish a
Long Rest.

* Skillful « PHB-2024 193
You gain proficiency in one skill of your choice.

* Versatile « PHB-2024 194
You gain an Origin feat of your choice.

* Languages ¢ PHB-2024 37

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 ===

* Defensive Duelist « PHB-2024 203
Ability Score Increase. Dex. increased by 1.

Parry. If you're holding a Finesse weapon and another
creature hits you with a melee attack, you can take a
Reaction to add 6 to your AC, potentially causing the
attack to miss. You gain this bonus to your AC against
melee attacks until the start of your next turn.

| Parry: 1 Reaction

* 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.

| Charisma

* Slasher « PHB-2024 208
Ability Score Increase. Str. or Dex. increased by 1.

Hamstring. Once per turn when you hit a creature with
an attack that deals Slashing damage, you can reduce
the Speed of that creature by 10 ft. until the start of
your next turn.

Enhanced Critical. When you score a Critical Hit that
deals Slashing damage to a creature , it has
Disadvantage on attack rolls until the start of your next
turn.

ADDITIONAL FEATURES & TRAITS

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

Blink Steps. Immediately after you take the Attack
action or the Magic action, you can teleport up to 30 ft.
to an unoccupied space you can see.

| Blink Steps: No Action
* Sharpshooter « PHB-2024 207

* Savage Attacker « PHB-2024 201

Once per turn when you hit a target with a weapon,
you can roll the weapon’s damage dice twice and use
either roll against the target.

* Noble Ability Score Improvements « PHB-2024 182
| Increase three scores (+1/+1/+1) ¢

* Skilled « PHB-2024 201
You gain proficiency in any combination of three skills
or tools of your choice.

Repeatable. You can take this feat more than once.
* Weapon Mastery « PHB-2024 110

| Hunting Rifle (Slow) ¢
Slow. If you hit a creature with a Hunting Rifle and deal
damage to the creature, you can reduce its Speed by
10 ft. until the start of your next turn. If the creature is
hit more than once with this property, the Speed
reduction doesn’t exceed 10 ft.

| Longsword (Sap) ¢
Sap. If you hit a creature with a Longsword, that
creature has Disadvantage on its next attack roll
before the start of your next turn.
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| Slow (Hunting Rifle): Special

| Sap (Longsword): 1 Action

ADDITIONAL FEATURES & TRAITS
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GENDER AGE SIZE HEIGHT WEIGHT
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Deceiving, Tormented by loss and
unfaithfulness made immortal by his
pact with the demon Xalthor unable to
CHARACTER APPEARANCE \ ALLIES & ORGANIZATIONS J N FLAWS V.
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Lord Alaric Duskbane: The Knight Turned
Alchemist

Born into the noble Duskbane family, Alaric was
raised in the shadow of chivalry and duty. As a
young knight, he served with honor, defending his
lands and people from both mundane and
supernatural threats. His life seemed destined for
glory—until the Great Eclipse of 1703.

The eclipse marked the beginning of a dark era.
Vampires, emboldened by the celestial anomaly,
descended upon Europe with terrifying ferocity.
Alaric’s family estate was among the first to fall.
His parents, siblings, and young son were
slaughtered in a single night of bloodshed. Only
his wife, Lady Elara, survived, though she was left
broken by the tragedy.

Devastated, Alaric abandoned his knightly vows
and turned to alchemy, seeking a way to combat
the vampiric scourge. It was during this time that
he met Lady Seraphina Moonshadow, a fey
sorceress with a mysterious past. Together, they
forged a bond of both intellect and passion, their
shared grief and determination uniting them.
Seraphina’s arcane knowledge and Alaric’s
alchemical expertise became the foundation of
their efforts to create a weapon against the
vampires.

Their relationship, however, was not without
consequences. When Lady Elara discovered their
affair, she fled into the night, never to be seen
again. Alaric was consumed by guilt, but he buried
his remorse in his work. Together with Seraphina,
he founded The Crimson Veil, a secretive
organization dedicated to eradicating the vampiric
threat.

But the creation of The Crimson Veil came at a
cost. Desperate for the power to protect humanity,
Alaric made a pact with a demon. The demon
granted him the resources and knowledge to

CHARACTER BACKSTORY

Alaric’s Sin

Alaric’s grief over the Veyras’ deaths is a rot in his
soul. He believes his pact with Xalthor drew Valrik's
attention to the family, though the demon claims
innocence. Now, Alaric walks a razor’s edge: training
Church as a Blood Hunter while hiding the truth of
his heritage. His uncle Valrik taunts him through
missives stained with familial venom: “You paved my
path, nephew. Come watch as | drink your protege’s
hope.”

ADDITIONAL NOTES /,
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=== CANTRIPS === (At Will)
O Thaumaturgy Fighting Style -- 1A 30 ft. \Y 1 minute PHB-2024 333 D: 1m, V
QO Spare the Dying Fighting Style - 1A 15 ft. V,S Instantaneous ~ PHB-2024 318 V/S
=== 1st LEVEL === 4 Slots OO00
P Shield Artificer (Always Prepared) -- 1R Self V.S 1 round PHB 275 D:1Rnd, VIS
P Thunderwave Artificer (Always Prepared) CON 17 1A Self/15 ft. Cube V,S Instantaneous  PHB 282 15 ft. Cube, V/S
O Alarm [R] Artificer - 11m 30ft. V,S,M 8 hours PHB 211  D: 8h, V/ISIM
O Cure Wounds Artificer - 1A Touch V.S Instantaneous  PHB 230  V/S
O Detect Magic [R] Artificer -- 1A+10m  Self/30 ft. Sphere V,S Concenraiion, upro 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 Artificer -- 1BA  Self V.S Concenration, up o 20minwtes - PHB 238 D: 10m, V/S
O Faerie Fire Artificer DEX 17 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 Feather Fall Artificer - 1R 60 ft. V.M 1 minute PHB 239 D:1m,V/M
O Grease Artificer DEX 17 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, V/ISIM
QO 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 17 1BA 30ft. V,S,M 1 minute PHB 272 D: 1m, V/SIM
O Absorb Elements Artificer - 1R Self S 1 round EE 150 D: 1Rnd, S
O Catapult Artificer DEX 17 1A 60 ft. S Instantaneous ~ EE 150 S
O Faerie Fire Artificer DEX 17 1A 60 ft./20 ft. Cube V Concentration, up to L minute  PHB-2024 271 D: 1m, 20 ft. Cube, V
O False Life Artificer - 1A Self V,S,M Instantaneous  PHB-2024 271 V/S/M
O Feather Fall Artificer - 1R 60 ft. V.M 1 minute PHB-2024271 D: 1m, V/IM
QO Purify Food and Drink [R] Artificer - 1A+10m 10 ft./5 ft. Sphere V,S Instantaneous ~ PHB-2024 310 5 ft. Sphere, V/S
QO Grease Artificer DEX 17 1A 60 ft/10 ft. Square V,S,M 1 minute PHB-2024 280 D: 1m, 10 ft. Square, V/S/M
O Jump Artificer - 1BA Touch V,S,M 1 minute PHB-2024290 D: 1m, V/S/M
O Sanctuary Artificer WIS 17 1BA 30ft. V,S,M 1 minute PHB-2024 313 D: 1m, V/S/M
O Longstrider Artificer - 1A Touch V,S,M 1 hour PHB-2024 293 D: 1h, V/S/M
O Cure Wounds Artificer - 1A Touch V,S Instantaneous  PHB-2024 259 V/S
O Detect Magic [R] Artificer -- 1A+10m  Self/30 ft. Sphere V,S Concenvation,up o lominves - PHB-2024 262 D: 10m, 30 ft. Sphere, V/S
QO Disguise Self Artificer - 1A Self V,S 1 hour PHB-2024 262 D: 1h, V/S
QO Identify [R] Artificer -- 11m  Touch V,S,M Instantaneous  PHB-2024287 V/S/M
O Expeditious Retreat Artificer -- 1BA  Self V,S Concentraton, up o 10minutes - 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
P Hex Fey Touched (Always Prepared) -- 1BA 90 ft. V,S,M  Concentration, upto hour - PHB-2024 285 1/LR, D: 1h, V/S/M
P Bane Oath of Vengeance Spells (Always Prepared) CHA 18 1A 30 ft. V,S,M  concentration, upto 1minute - PHB-2024 245 D: 1m, V/S/M
P Hunter's Mark Oath of Vengeance Spells (Always Prepared) -~ 1BA 90 ft. Y, Concentration, upto 1hour - PHB-2024 287  Ext. D: (See Description)*, D: 1h, V
P Divine Smite Paladin’s Smite (Always Prepared) -- 1BA  Self \% Instantaneous ~ PHB-2024265 1/LR,V
P Divine Smite Paladin’s Smite (Always Prepared) -- 1BA  Self \% Instantaneous  PHB-2024 265
===2nd LEVEL === 3 Slots OO0
P  Scorching Ray Artificer (Always Prepared) +9 1A 120 ft. V.S Instantaneous  PHB 273 V/S
P Shatter Artificer (Always Prepared) CON 17 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 Artificer - 1A Self V,S Concentration, upto 1hour - PHB 211 D: 1h, V/S
O Arcane Lock Artificer -- 1A Touch V,S,M Until dispelled PHB 215  D: Until Dispelled, V/S/M
O Blur Artificer - 1A Self \% Concenuaiion, upto tminte - PHB 219 D: 1m, V
R SPELLS N
! /|
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O 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 Artificer -- 1A Touch V,S,M  concenuation, upto 1hour  PHB 237 D: 1h, VISIM
O Enlarge/Reduce Artificer CON 17 1A 30 ft. V,S,M  concentration, upto 1 minute - PHB 237 D: 1m, V/IS/IM
O Heat Metal Artificer - 1A 60 ft. V,S,M  concentration, upto 1minute - PHB 250 D: 1m, V/ISIM
O Invisibility Artificer - 1A Touch V,S,M  concentration, upto 1hour  PHB 254 D: 1h, VISIM
O Lesser Restoration Artificer - 1A Touch V,S Instantaneous PHB 255  V/S
O Levitate Artificer CON17 1A 60 ft. V,S,M  concenvation upto 10minwees - PHB 255 D: 10m, V/SIM
O Magic Mouth [R] Artificer -- 11m 30ft. V,S,M Until dispelled PHB 257  D: Until Dispelled, V/S/M
O Magic Weapon Artificer -- 1BA Touch V.S Concenuation, upto 1hour - PHB 257 D: 1h, V/S
O Protection from Poison Artificer - 1A Touch V.S 1 hour PHB 270 D:1h, VIS
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, VISIM
O Spider Climb Artificer -- 1A Touch V,S,M  concentration, upto 1hour  PHB 277 D: 1h, V/SIM
O Web Artificer DEX 17 1A 60 ft./20 ft. Cube V,S,M  concentration. w0 1howr  PHB 287 D: 1h, 20 ft. Cube, V/IS/M
O Pyrotechnics Artificer CON 17 1A 60 ft./5 ft. Cube V,S Instantaneous  EE 163 5 ft. Cube, VIS
O Skywrite [R] Artificer - 1a+10m - Sight V,S Concentration, up to 1hour - EE 165 D: 1h, VIS
O Ad Artificer - 1A 30 ft. V,S,M 8 hours PHB-2024 239 D: 8h, V/IS/M
O Alter Self Artificer - 1A Self V.S Concentration, up to 1hour  PHB-2024 239 D: 1h, V/S
O Arcane Lock Artificer - 1A Touch V,S,M Until dispelled  PHB-2024242 D: Until Dispelled, V/S/M
QO Protection from Poison Artificer - 1A Touch V,S 1 hour PHB-2024310 D: 1h, V/S
O Blur Artificer - 1A Self \ Concentaton, upto Lminute - 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 CON17 1A 60 ft. V,S,M  concentraion. upto tominwees - 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/M
O Lesser Restoration Artificer - 1BA Touch V,S Instantaneous ~ PHB-2024 291 V/S
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  Concentiation, upto 1 howr  PHB-2024318 D: 1h, V/S/M
O Darkvision Artificer - 1A Touch V,S,M 8 hours PHB-2024 260 D: 8h, V/S/M
QO Invisibility Artificer - 1A Touch V,S,M  Concentration, upto L hour - PHB-2024 289 D: 1h, V/S/M
O Heat Metal Artificer CON 17 1A 60 ft. V,S,M  Concentiation, upto 1 minute - PHB-2024 284 D: 1m, V/S/M
O Enhance Ability Artificer - 1A Touch V,S,M  Concentration, upto L hour - PHB-2024 268 D: 1h, V/S/M
O Enlarge/Reduce Artificer CON 17 1A 30 ft. V,S,M  concentration, upto 1minute - PHB-2024 268 D: 1m, V/S/M
O Wweb Artificer DEX 17 1A 60 ft./20 ft. Cube V,S,M  Concentration, upto 1hour  PHB-2024 340 D: 1h, 20 ft. Cube, V/S/M
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-2024299
P Hold Person Oath of Vengeance Spells (Always Prepared) WIS 18 1A 60 ft. V,S,M  concentration, upto 1 minute - PHB-2024 286 D: 1m, V/S/M
P Misty Step Oath of Vengeance Spells (Always Prepared) - 1BA  Self \ Instantaneous  PHB-2024299
O Find Steed Faithful Steed - 1A 30 ft. V,S Instantaneous ~ PHB-2024272 1/LR, V/S
O Find Steed Faithful Steed - 1A 30 ft. V.S Instantaneous ~ PHB-2024 272 V/S
=== 3rd LEVEL === 3 Slots OO0
P Haste Oath of Vengeance Spells (Always Prepared) -- 1A 30 ft. V,S,M  Concentiation, upto 1 minwte - PHB-2024 284 D: 1m, V/S/M
P Protection from Energy Oath of Vengeance Spells (Always Prepared) - 1A Touch V,S Concentration, up to Lhour  PHB-2024 309 D: 1h, V/S
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