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CLASS & LEVEL PLAYER NAME
Aarakocra Archaeologist (Milestone)
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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 13, Spell Attack +5). 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

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 3 times per Long Rest.

| 3/Long Rest ¢ 1 Action

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

You know 4 Magic Item Plans.

When you finish a Long Rest, you can create 2 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.

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

* 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.

| Bag of Holding » DMG-2024

| Goggles of Night « DMG-2024

| Shield, +1 « DMG-2024

| Smoldering Armor, Half Plate « XGtE
* Artificer Subclass « EFotA 10

| Cartographer

* Tools of the Trade * EFotA 20
You gain the following benefits.

Tool Proficiency. You gain proficiency with
Calligrapher’s Supplies and Cartographer’s Tools. If
you already have one of these proficiencies, you gain
proficiency with one other type of Artisan’s Tools of
your choice (or with two other types if you have both).

Scroll Crafting. When you scribe a Spell Scroll using
the crafting rules in the Player’'s Handbook, the amount
of time required to craft it is halved.

* Cartographer Spells « EFotA 20

When you reach an Atrtificer level specified in the
Cartographer Spells table, you thereafter always have
the listed spells prepared.

* Adventurer's Atlas » EFotA 20
After a Long Rest while holding Cartographer’s Tools,
you can create a set of magical maps by touching at

N
least two creatures (one of whom can be yourself), up
to a max of 4. Each target receives a magical map,
which constantly updates to show the relative position
of all the map holders but is illegible to all others. The
maps last until you die or until you use this feature
again, at which point any existing maps created by this
feature immediately vanish.

While carrying the map, a target gains the following
benefits.

Awareness. The target adds 1d4 to its Initiative rolls.

Positioning. The target knows the location of all other
map holders that are on the same plane of existence
as itself. When casting a spell or creating another
effect that requires being able to see the effect's
target, a map holder can target another map holder
regardless of sight or cover, so long as the other map
holder is still within the effect’s range.

| Awareness: Special
| Create Magical Maps: 4 / Long Rest * Special

* Mapping Magic * EFotA 21
You gain the following benefits.

llluminated Cartography. You can cast Faerie Fire
without expending a spell slot, outlining the affected
creatures as if in ink. Per Long Rest, you can do 3
time(s).

Portal Jump. On your turn, you can spend an amount
of movement equal to half your Speed (round down) to
teleport to an unoccupied space you can see within 10
ft. of yourself or within 5 ft. of a creature that is within
30 ft. of you and holding one of your Adventurer’s Atlas
maps. You can't use this benefit if your Speed is 0.

| Portal Jump: Special

FEATURES & TRAITS
\
Dagger 1 11b. Shield, +1 1 6 Ib.
Backpack 1 51b. Smoldering Armor, Half Plate 1 40 Ib.
Backpack (no uso) 1 5 lb.
Artilujios 1 51b.
Tinker's Tools 1 10 Ib.
Thieves' Tools 1 11b.
Oil 2 2 lb.
Rations 10 20 Ib.
Rope 1 5 Ib.
WEIGHT CARRIED Tinderbox 1 11b.
136 Ib. Torch 10 10 Ib.
ENCUMBERED Waterskin 1 51b.
120 Ib. Caltrops 20 21b.
PUSH/DRAG/LIFT Crowbar 1 5 Ib.
240 |b. Studded Leather 1 13 Ib.
EQUIPMENT ))
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=== AARAKOCRA SPECIES TRAITS ===

* 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 6
You are a Humanoid.

* Size « MotM 6
Your size is Medium.

* Speed » MotM 6
Your walking speed is 30 ft.

* Flight « MotM 6

You have a flying speed equal to your walking speed.
You can't use this flying speed if you're wearing
medium or heavy armor.

* Talons * MotM 6

You have talons that you can use to make unarmed
strikes. When you hit with them, you deal 1d6-1
slashing damage.

| 1 Action

*Wind Caller « MotM 6

Once per long rest, you can cast gust of wind without
requiring a material component. You can also cast this
spell normally using any spell slots of 2nd level or
higher.

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

| Intelligence

Intelligence is your spellcasting ability for this spell.

=== FEATS ===

* 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.

* Archaeologist Ability Score Increase « EFotA 26

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

ADDITIONAL FEATURES & TRAITS

N
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SPELLCASTING SPELL SAVE DC SPELL ATTACK
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=== CANTRIPS === (At Will)
O Booming Blade Artificer +5 1A Self/5 ft. Sphere  S,M 1 round SCAG 142 D: 1Rnd, 5 ft. Sphere, SIM
QO Prestidigitation Artificer -- 1A 10 ft. V,S 1 hour PHB-2024 307 D: 1h, V/S
P Mending Tinker's Magic (Always Prepared) -- im Touch V,S,M Instantaneous  PHB-2024297 V/S/M
=== 1st LEVEL === 3 Slots OO0
QO 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 Tasha's Caustic Brew Artificer DEX 13 1A Self/30 ft. Line V,S,M  concenvaion. spro1minwe - TCOE 115  D: 1m, 30 ft. Line, V/S/IM
O Catapult Artificer DEX 13 1A 60 ft. S Instantaneous  EE 150 S
O Faerie Fire Artificer DEX 13 1A 60 ft./20 ft. Cube V Concenvation, upto 1minute - 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-2024 271 D: 1m, VIM
O Purify Food and Drink [R] Avrtificer - 1A+10om 10 ft./5 ft. Sphere V,S Instantaneous ~ PHB-2024 310 5 ft. Sphere, V/S
O Grease Artificer DEX 13 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-2024 290 D: 1m, V/SIM
O Sanctuary Avrtificer WIS 13 1BA 30ft. V,S,M 1 minute PHB-2024 313 D: 1m, V/S/IM
O Longstrider Artificer - 1A Touch V,S,M 1 hour PHB-2024 293 D: 1h, V/S/M
O Detect Magic [R] Artificer - 1A+10m  Self/30 ft. Sphere V,S Concentraion,up10 10 minutes. - PHB-2024 262 D: 10m, 30 ft. Sphere, V/S
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
O Snare Artificer DEX 13 1m Touch SM 8 hours XGtE 165 D: 8h, S/IM
P Faerie Fire Cartographer Spells (Always Prepared) DEX 13 1A 60 ft./20 ft. Cube V Concentration, upto 1minte  PHB-2024 271 D: 1m, 20 ft. Cube, V
P Guiding Bolt Cartographer Spells (Always Prepared) +5 1A 120 ft. V,S 1 round PHB-2024 282 D: 1Rnd, V/S
P Healing Word Cartographer Spells (Always Prepared) -- 1BA 60 ft. \% Instantaneous ~ PHB-2024 284 \/
P Faerie Fire Mapping Magic (Always Prepared) DEX 13 1A 60 ft./20 ft. Cube Concentation, upto 1 minute - PHB-2024.271 1 Use (3/3), D: 1m, 20 ft. Cube, V
=== 2nd LEVEL ===
O Gust of Wind Wind Caller STR13 1A  Self V,S,M  concentiaion,wpro1mnie PHB 248 1/LR, D: 1m, V/S/M
P Gust of Wind Wind Caller (Always Prepared) STR 13 1A Self V,S,M  cConcentration, upto 1 minute - PHB 248 D: 1m, V/ISIM
R SPELLS N
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