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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 16, Spell Attack
+8) 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 2
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.

| 2 / 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:

| Battle Smith

* 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 19

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

* Battle Smith Spells « TCoE 19

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

* Battle Ready » TCoE 19

You gain proficiency with martial weapons and when
you attack with a magic weapon, you can use your
Intelligence modifier, instead of Strength or Dexterity
maodifier, for the attack and damage rolls.

* Steel Defender « TCoE 19
You have created a Steel Defender, that obeys your

commands. In combat, the steel defender shares your
initiative count, but it takes its turn immediately after
yours.

It can move and use its reaction on its own, but the
only action it takes on its turn is the Dodge action.

If you expend your bonus action, you can command it
to take an action from its stat block, or some other
action.

| 27 / Other « 1 Action
* Ability Score Improvement « TCoE 13
=== BLOOD HUNTER FEATURES ===
* Hit Points « CR
* Proficiencies « CR

* Hunter’s Bane * CR

You have advantage on Wisdom (Survival) checks to
track fey, fiends, or undead, and you have advantage
on Intelligence ability checks to recall information
about them.

| Hemocraft Modifier: Intelligence « CR
Your Hemocraft DC is 16.

* Blood Maledict « CR

You can invoke a blood curse a number of times per
short rest based on your level. Before it affects the
target, you can choose to amplify the curse. An
amplified curse gains an additional effect noted in the
curse's description. Amplifying a curse causes you to
take 1d4 points of necrotic damage that cannot be
reduced in any way.

Creatures that don't have blood in their bodies are
immune to blood curses, unless the curse has been
amplified.

N

FEATURES & TRAITS
Goggles of Night 1 -- Rope, Hempen (50 feet) 1 10 Ib.
Shield 1 6 Ib. Tinderbox 1 11b.
Breastplate 1 20 Ib. Torch 10 10 Ib.
Crossbow, hand 1 31b. Waterskin 1 51b.
Longsword 1 31b.
Crossbow, heavy 1 18 Ib.
Crossbow Bolts 20 1.51b.
Backpack 1 5 lb.
Clothes, Traveler's 1 4 1b.
WEIGHT CARRIED Pouch 1 11b.
119 Ib. Thieves' Tools 1 11b.
ENCUMBERED Crowbar 1 51b.
120 Ib. Hammer 1 31b.
PUSH/DRAG/LIFT Piton 10 2.51b.
240 Ib. Rations (1 day) 10 20 Ib.

EQUIPMENT
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| 1/ Short Rest « No Action

* Blood Curses * CR
Your chosen Blood Curses for use with the <em>Blood
Maledict</em> feature.

| Blood Curse of the Marked « CR
As a bonus action, you mark a creature that you see
within 30 ft. of you. Until the end of your turn,
whenever you hit the target with a weapon that has an
active crimson rite, you roll an additional scalevalue -
No level scale data available damage.

<strong<<em>Amplify.</em></strong> The next attack
roll you make against the target before the end of your
turn has advantage.

| 1 Bonus Action

* Fighting Style « CR
You adopt a fighting style specialty.

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

* Crimson Rite * CR

As a bonus action, you can activate any rite you know
on a weapon you're holding. A weapon can only hold
one active rite at a time. When activated, you take 1d4
necrotic damage which can't be reduced in any way.

While your rite is in effect, attacks made with this
weapon are magical and you deal an additional 1d4
damage of the type determined by the chosen rite. The
rite’s effect lasts until you finish a short/long rest and
other creatures cannot gain the benefit of your rite.

| Rite of the Frozen « CR
The extra damage dealt by your rite is cold damage.

| 1 Bonus Action
* Blood Hunter Order « CR
| Order of the Mutant

* Mutagencraft « CR

You can create 1 mutagen(s) from the formulas you
know during a short/long rest. Mutagens are designed
for the specific biology of the character that concocted
them, so your mutagens have no effect on other
creatures. They're unstable and become inert if not
used before your next short/long rest.

You can consume a mutagen with a bonus action,
whose effects and side effects last until the end of your
next rest. If you have at least one mutagen affecting
you, you can use an action to flush all mutagens from
your system, ending their effects and side effects.

| Hemocraft Modifier: Intelligence « CR
Your Hemocraft modifier is Intelligence.

| Mutagencraft - Consume Mutagen: 1/ Short Rest «
1 Bonus Action

| Mutagencraft - Flush Toxins: 1 Action

* Formulas * CR
You begin to uncover forbidden alchemical formulas
that temporarily alter your mental and physical abilities.

| Deftness « CR
You have advantage on DEX checks. However, you
have disadvantage on WIS checks.

| Mobility « CR
You have immunity to the grappled and restrained
conditions and at 11th level, you are also immune to
the paralyzed condition. However, you have
disadvantage on STR checks.

ADDITIONAL FEATURES & TRAITS

| Percipient « CR
You have advantage on WIS checks. However, you
have disadvantage on CHA checks.

| Sagacity « CR
Your INT score and maximum increases by +3,
however you have disadvantage on CHA saving
throws.

* Mutagens * CR
You can learn a mutagen at the same time you meet
its prerequisites via the Formulas feature.

* Ability Score Improvement « CR

=== VARIANT HUMAN RACIAL TRAITS ===

* Languages ¢ BR 31
You can speak, read, and write Common and one
extra language.

* Ability Score Increase « BR 31
Two different ability scores of your choice increase by
1.

* Skills « BR 31
You gain proficiency in one skill of your choice.

* Feat* BR 31
You gain one feat of your choice.

=== FEATS ===

* Crossbow Expert « PHB 165

You ignore the loading property of crossbows with
which you are proficient. Being within 5 ft. of a hostile
creature doesn’t impose disadvantage on your ranged
attack rolls, and when you use the Attack action and

ADDITIONAL EQUIPMENT
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with a one-handed weapon, you can use a bonus
action to attack with a hand crossbow you are holding.

| Crossbow Expert Attack: 1 Bonus Action

ADDITIONAL FEATURES & TRAITS

ADDITIONAL EQUIPMENT
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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 Message Artificer -- 1A 120 ft. V,S,M 1 round PHB 259 D: 1Rnd, V/S/M
=== 1st LEVEL === 3 Slots OO0
QO Identify [R] Artificer -- im Touch V,S,M Instantaneous PHB 252  V/SIM
O Detect Magic [R]<C> Artificer -- 1A Self/30 ft. Sphere  V,S Concentraiion, upto lominutes - PHB 231 D: 10m, 30 ft. Sphere, V/S
O Expeditious Retreat <C> Artificer - 1BA  Self V.S Concentaion, pro 10mintes - PHB 238 D: 10m, V/S
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 Snare Artificer DEX16 1m Touch SM 8 hours XGtE 165 D: 8h, SIM
O Disguise Self Artificer -- 1A Self V.S 1 hour PHB 233 D:1h,V/S
P  Shield Artificer (Always Prepared) -- 1R Self V.S 1 round PHB 275 D:1Rnd, V/S
P Heroism <C> Artificer (Always Prepared) -- 1A Touch V.S Concenuation, upto 1minte - PHB 250 D: 1m, V/S
O Alarm [R] Artificer - 11m 30 ft. V,S,M 8 hours PHB 211  D:8h, VISIM
O Faerie Fire <C> Artificer DEX 16 1A 60 ft./20 ft. Cube V Concenvaton, wpo 1minte - 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 Grease Artificer DEX 16 1A 60 ft./10 ft. Square V,S,M 1 minute PHB 246 D:1m, 10 ft. Square, 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
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 16 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 16 1A 60 ft. S Instantaneous  EE 150 S
O Tasha's Caustic Brew <C> Artificer DEX 16 1A Self/30 ft. Line V,S,M  concentration. o1 minwe - TCOE 115  D: 1m, 30 ft. Line, V/S/M

SPELLS
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