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CLASS & LEVEL PLAYER NAME
Astral EIf Astral Drifter (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
————— ———
/7 \
ARMOR Max HP Current HP Temp HP |
*2 23 91 -
INITIATIVE CLASS \ HIT POINTS J
/4 / / \
Resistances - Poison, Fire, Acid 11d8 SUCCESSES O:O:O
Immunities - Magical Sleep, Charmed,
Frightened raiLures O=O=0
\§ DEFENSES \ HIT DICE \ DEATH SAVES )
3
HEROIC INSPIRATION
j === ARMOR ===
=N Heavy Armor, Light Armor, Medium Armor,
~ Shields
PROFICIENCY BONUS
j === WEAPONS ===
~ Martial Weapons, Simple Weapons
— e— === TOOLS ===
ABILITY SAVE DC | Calligrapher's Supplies, Navigator's Tools,
P— p— Smith's Tools, Thieves' Tools, Tinker's Tools
7 N === LANGUAGES ===
20 ft. (Walking), 30 ft. (Flying) Celestial, Common, Elvish, Primordial,
Umbral
\§ SPEED Y
) 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

Spell-Storing Item: Cast Spell « 8 / Other

While holding the object, a creature can take a
Magic action to produce the spell’s effect from it, using
your spellcasting ability modifier. If the spell requires
Concentration, the creature must concentrate. Once a
creature has used the object to produce the spell's
effect, the object can’t be used this way again until the
start of the creature’s next turn.

The spell stays in the object until it's been used 8
times or until you use this feature again to store a spell
in an object.

Steel Defender: Repair « 3/ Long Rest

The defender, or one Construct or object it can see
within 5 feet of itself, regains a number of Hit Points
equal to 2d8 + 4.

Tinker's Magic * 4 / Long Rest

As a Magic action while holding Tinker's Tools, you
can create one item in an unoccupied space within 5
ft. 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 4 times per Long Rest.

Darkvision 60 ft.

SENSES 3

\ ACTIONS Y
7. <\
13 PASSIVE PERCEPTION Dagger +6 1d4+2 Piercing Simpl, Finesse, Ligh, Throw, Nick, Range (20160), Booming Blade: 208 Thunder, 3d8 Thunder
P|St0|, +2 +8 1d10+4 Piercing Martial, Ammunition (Firearms), Range, Loading, Vex, Range (30/90)
13 PASSIVE INSIGHT
Silvered Spear +3 1d6-1 Piercing Simple, Thrown, Versatile, Sap, Range (20/60), Booming Blade: 2d8 Thunder, 3d8 Thunder
PASSIVE INVESTIGATION . .
18 Unarmed Strike +3 0 Bludgeoning

A WEAPON ATTACKS & CANTRIPS "/
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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 16, Spell Attack +8). 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 4 times per Long Rest.

| 4/ Long Rest ¢ 1 Action

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

You know 6 Magic Item Plans.

When you finish a Long Rest, you can create 4 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.

| Alchemy Jug « DMG-2024
| Cloak of Protection « DMG-2024
| Half Plate, +1 « DMG-2024
| Pistol, +2 « DMG-2024
| Shield, +2 « DMG-2024
| Winged Boots « DMG-2024
* Artificer Subclass * EFotA 10
| Battle Smith

* Tools of the Trade « EFotA 18
You gain the following benefits.

Tool Proficiency. 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.

Weapon Crafting. When you craft a nonmagical or
magic weapon, the amount of time required to craft it is
halved.

* Battle Smith Spells « EFotA 18

When you reach an Artificer level specified in the
Battle Smith Spells table, you thereafter always have
the listed spells prepared.

~N
* Battle Ready * EFotA 18
Your combat training and your experiments with magic
have paid off in two ways.

Arcane Empowerment. When you attack with a magic
weapon, you can use +4 (Int.), instead of your Str. (-1
or Dex. (+2) mod, for the attack and damage rolls.

Weapon Knowledge. You gain proficiency with Martial
weapons. You can use a weapon with which you have
proficiency as a Spellcasting Focus for your Artificer
spells.

* Steel Defender « EFotA

You determine the Steel Defender’s appearance and
whether it has two legs or four; your choices don't
affect the defender’s game statistics.

The defender is Friendly to you and your allies and
obeys you. It vanishes if you die.

The Defender in Combat. In combat, the defender acts
during your turn. It can move and take its Reaction on

its own, but the only action it takes is the Dodge action
unless you take a Bonus Action to command it to take

an action. If you have the Incapacitated condition, the

defender acts on its own and isn’t limited to the Dodge
action.

Restoring or Replacing the Defender. If the defender
has died within the last hour, you can take a Magic
action to touch it and expend a spell slot. The defender
returns to life after 1 minute with all its Hit Points
restored.

Whenever you finish a Long Rest, you can create a
new defender if you have Smith’s Tools in hand. If you
already have a defender from this feature, the first one
vanishes.

| Restore or Replace the Defender: 1 Action

FEATURES & TRAITS
\\
Potion of Heroism 1 - Chest 1 25 Ib.
Potion of Heroism 1 - Ring of Fire Resistance 1 --
Potion of Healing (Greater) 1 051b Backpack (No uso) 1 51b.
Potion of Comprehension 1 - Ring of Acid Resistance 1 --
All-Purpose Tool, +1 1 - Componentes 1 51b.
Scaled Ornament (Stirring) 1 -- ARTILUJIOS 1 51b.
Demon Skin (Plate) 1 65 Ib. Silvered Spear 1 31b.
Potion of Healing 1 0.5 Ib. Adventurer's Ring (Liga) (Com, Ev) 1 --
Potion of Healing 5 251b. Dagger 1 11b.
WEIGHT CARRIED Horn of Blasting 1 - Ink (1 ounce bottle) 1 --
374 Ib. Spell Scroll: Dispel Magic N.3 (Inf, Cons) 1 - Ink Pen 1 --
ENCUMBERED Spellscroll LVL3: Protection from Energy (Inf, Co 1 -
120 Ib. Winged Boots 1 - All-Purpose Tool, +1 1 --
PUSH/DRAG/LIFT Backpack 1 51b. Scaled Ornament (Stirring) 1 -
240 Ib. Pouch 1 11b. Demon Skin (Plate) 1 65 Ib.
\ EQUIPMENT ))




Galio Galarium

CHARACTER NAME

e — —
Artificer 11 leofernandezrodrigz
CLASS & LEVEL PLAYER NAME
Astral EIf Astral Drifter (Milestone)
SPECIES BACKGROUND EXPERIENCE POINTS
P — —

7

| 60 / Other » Special
| Steel Defender: Force-Empowered Rend: 1 Action
| Steel Defender: Repair: 3/ Long Rest * 1 Action
| Steel Defender: Deflect Attack: 1 Reaction
* Ability Score Improvement « EFotA 10

* Extra Attack « EFotA 19

You can attack twice instead of once whenever you
take the Attack action on your turn. You can forgo one
of your attacks when you take the Attack action to
command your Steel Defender to take the
Force-Empowered Rend action.

* Magic Item Tinker « EFotA 10
Your Replicate Magic Item feature gains the following
options.

Charge Magic Item. As a Bonus Action, you can touch
a magic item within 5 ft. of yourself that you created
with Replicate Magic Item and that uses charges. You
expend a level 1+ spell slot and recharge the item. The
number of charges the item regains is equal to the
level of spell slot expended.

Drain Magic Item. As a Bonus Action, you can touch a
magic item within 5 ft. of yourself that you created with
Replicate Magic ltem and cause the item to vanish,
converting its magical energy into a spell slot. The slot
is level 1 if the item is Common or level 2 if the item is
Uncommon or Rare. Once you use this feature, you
can't do so again until you finish a Long Rest. Any
spell slot you create with this feature vanishes when
you finish a Long Rest.

Transmute Magic Item. As a Magic action, you can
touch one magic item within 5 ft. of yourself that you

created with Replicate Magic Item and transform it into
a different magic item. The resulting item must be
based on a magic item plan you know. Once you use
this feature, you can’t do so again until you finish a
Long Rest.

| Charge Magic Item: 1 Bonus Action
| Drain Magic Item: 1/ Long Rest ¢ 1 Bonus Action
| Transmute Magic Item: 1 / Long Rest « 1 Action

* Flash of Genius ¢ EFotA 10

When you or a creature you can see within 30 ft. of
you fails an ability check or saving throw, you can take
a Reaction to add +4 to the roll, potentially causing it to
succeed. You can take this reaction 4 times, and
regain all expended uses when you finish a Long Rest.

| 4/ Long Rest ¢ 1 Reaction
* 8: Ability Score Improvement « EFotA 10
* Arcane Jolt « EFotA 19
When either you hit a target with an attack roll using a
magic weapon or your Steel Defender hits a target,
you can channel magical energy through the strike to
create one of the following effects:

Destructive Energy. The target takes an extra 2d6
Force damage.

Restorative Energy. Choose one creature or object
you can see within 30 ft. of the target. Healing energy
flows into the chosen recipient, restoring 2d6 HP to it.

You can use this energy +4 time(s) per Long Rest, but
you can do so no more than once per turn.

| 4 / Long Rest ¢ Special

ADDITIONAL FEATURES & TRAITS

* Magic Item Adept « EFotA 10
You can now attune to up to four magic items at once.

* Spell-Storing Iltem « EFotA 11

Whenever you finish a Long Rest, you can touch one
Simple or Martial weapon or one item that you can use
as a Spellcasting Focus, and you store a spell in it,
choosing a level 1, 2, or 3 Atrtificer spell that has a
casting time of an action and doesn't require a Material
component that is consumed by the spell (you needn’t
have the spell prepared).

While holding the object, a creature can take a Magic
action to produce the spell’s effect from it, using your
spellcasting ability modifier. If the spell requires
Concentration, the creature must concentrate. Once a
creature has used the object to produce the spell’'s
effect, the object can’t be used this way again until the
start of the creature’s next turn.

The spell stays in the object until it's been used 8
times or until you use this feature again to store a spell
in an object.

| Spell-Storing Item: Store Spell: 1/ Long Rest »
Special

| Spell-Storing Item: Cast Spell: 8 / Other « 1 Action

=== ASTRAL ELF SPECIES 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.

N

Clothes, Traveler's
Crowbar

Hammer

Piton

Rations (1 day)
Rope, Hempen (50 feet)
Tinderbox

Torch

Waterskin

Thieves' Tools
Alchemist's Supplies
Book

Herbalism Kit
Poisoner's Kit

Pole of Angling

1 41b. Shield 1 6 Ib.
1 51b. Half Plate 1 40 Ib.
1 31b. Moon-Touched Rapier 1 --

10 251b. Bedroll 1 7 Ib.
10 20 Ib. Mess Kit 1 11lb.
1 10 Ib. Rations (1 day) 10 20 Ib.
1 11b. Rope, Hempen (50 feet) 1 10 Ib.
10 10 Ib. Tinderbox 1 11lb.
1 51b. Torch 10 10 Ib.
1 11b. Waterskin 1 51b.
1 8 Ib. Diamond Revivify 2 --

2 10 Ib. Alchemy Jug 1 12 Ib.
1 31b. Armor of Acid Resistance, Scale Mail 1 45 Ib.
1 2 1b. Potion of Fire Breath 1 --

1 - Cube of Summoning 1 --

ADDITIONAL EQUIPMENT
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* 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:
dancing lights, light, or sacred flame.

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 4 times per long rest.

| 4/ Long Rest « 1 Bonus Action

* Astral Trance « SAIS 10

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

=== FEATS ===
* Ability Score Improvement « PHB-2024 202
Increase one ability score by 2 or two ability scores by

1.

* Heavily Armored « PHB-2024 204
Ability Score Increase. Con. or Str. increased by 1.

Armor Training. You gain training with Heavy armor.
* Magic Initiate (Cleric) « PHB
You learn two cantrips of your choice from the cleric

spell list. You learn one 1st-level spell from that same
list and can cast it at its lowest level once per long rest.

ADDITIONAL FEATURES & TRAITS

N

ADDITIONAL EQUIPMENT
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=== CANTRIPS ===
Prestidigitation

Acid Splash
Booming Blade
Thaumaturgy

Light

Sacred Flame

Mending

=== 1st LEVEL ===
Cure Wounds
Tasha's Caustic Brew
Absorb Elements
Faerie Fire

False Life

Feather Fall

Purify Food and Drink [R]
Grease

Jump

Sanctuary
Longstrider

Detect Magic [R]
Disguise Self
Identify [R]
Expeditious Retreat
Alarm [R]

Catapult

Snare

Command

Heroism

Shield

===2nd LEVEL ===
Homunculus Servant [R]
Air Bubble
Enlarge/Reduce
Invisibility

Aid

Alter Self

Arcane Lock
Protection from Poison
Blur

Rope Trick

Levitate

See Invisibility

Lesser Restoration
Magic Mouth [R]
Magic Weapon
Continual Flame

Spider Climb

(At will)

Atrtificer

Artificer

Artificer

Magic Initiate (Cleric)
Magic Initiate (Cleric)
Astral Fire

Tinker's Magic (Always Prepared)

4 Slots 0000
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer

Magic Initiate (Cleric)
Battle Smith Spells (Always Prepared)

Battle Smith Spells (Always Prepared)

3 Slots OO0
Artificer
Artificer
Artificer
Atrtificer
Atrtificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer

Artificer

DEX 17

DEX 17
DEX 17
WIS 11

1A
1A
1A
1A
1A
1A

im

1A
1A
1R
1A
1A
1R
1A+ 10m
1A
1BA
1BA
1A
1A+ 10m
1A
11m
1BA
11m
1A
im
1A
1A
1R

1h
1A
1A
1A
1A
1A
1A
1A
1A
1A
1A
1A
1BA
11m
1BA
1A
1A

10 ft.

60 ft./5 ft. Sphere
Self/5 ft. Sphere
30 ft.

Touch

60 ft.

Touch

Touch

Self/30 ft. Line
Self

60 ft./20 ft. Cube
Self

60 ft.

10 ft./5 ft. Sphere
60 ft./10 ft. Square
Touch

30 ft.

Touch

Self/30 ft. Sphere
Self

Touch

Self

30 ft./20 ft. Cube
60 ft.

Touch

60 ft.

Touch

Self

10 ft.
60 ft.
30 ft.
Touch
30 ft.
Self

Touch
Touch
Self

Touch
60 ft.
Self

Touch
30 ft.
Touch
Touch

Touch

SPELLS

V.S
V.S
SM
\Y
WA
V.S
V,S,\M

V.S
V,S,\M

V,S,\M
\A
V.S
V,S.\M
V,S,\M
V,S,\M
V,S,M
V.S
V.S
V,S,\M
V.S
V,S,\M

S\M

V,S
V,S

V,S,\M

V,S.\M
V,S,\M
V,S,\M
V.S
V,S,\M
V.S

V,S,\M
V,S,\M
V,S,\M
V.S

V,S,\M
V.S

V,S,\M
V,S,\M

1 hour
Instantaneous
1 round

1 minute

1 hour
Instantaneous

Instantaneous

Instantaneous
Concentration, up o 1 minute
1 round
Concentration, up o 1 minute
Instantaneous
1 minute
Instantaneous
1 minute

1 minute

1 minute

1 hour
Concentraton,up 0 10 minutes
1 hour
Instantaneous
Concentraton,up o 10 minutes
8 hours
Instantaneous
8 hours
Instantaneous
Concentation, up o 1 minute

1 round

Instantaneous
24 hours
Concentration, up to 1 minute
Concentration, up to 1 hour
8 hours
Concentration, up to 1 hour
Until dispelled
1 hour

Goncentation, up o 1 minute
1 hour

Concentation, up 0 10 minutes
1 hour
Instantaneous
Until dispelled
1 hour

Until dispelled

Concentration, up o 1 hour

PHB-2024 307
PHB-2024 239
SCAG 142
PHB-2024 333
PHB-2024 292
PHB-2024 313

PHB-2024 297

PHB-2024 259
TCoE 115
EE 150
PHB-2024 271
PHB-2024 271
PHB-2024 271
PHB-2024 310
PHB-2024 280
PHB-2024 290
PHB-2024 313
PHB-2024 293
PHB-2024 262
PHB-2024 262
PHB-2024 287
PHB-2024 270
PHB-2024 239
EE 150
XGtE 165
PHB-2024 251
PHB-2024 285

PHB-2024 316

EFotA 21
SAIS 22
PHB-2024 268
PHB-2024 289
PHB-2024 239
PHB-2024 239
PHB-2024 242
PHB-2024 310
PHB-2024 248
PHB-2024 312
PHB-2024 291
PHB-2024 314
PHB-2024 291
PHB-2024 295
PHB-2024 295
PHB-2024 256

PHB-2024 318

D: 1h, VIS

5 ft. Sphere, VIS

D: 1Rnd, 5 ft. Sphere, SIM
D:1m,V

D: 1h, VIM

\/S}

VISIM

VIS

D: 1m, 30 ft. Line, V/S/IM

D: 1Rnd, S

D: 1m, 20 ft. Cube, V

VISIM

D: 1m, VIM

5 ft. Sphere, VIS

D: 1m, 10 ft. Square, V/IS/M
D: 1m, V/SIM
D: 1m, V/SIM
D: 1h, VISIM
D: 10m, 30 ft. Sphere, V/S
D: 1h, VIS

VISIM

D: 10m, VIS

D: 8h, 20 ft. Cube, V/S/M
S

D: 8h, SIM

1LR, V

D: 1m, VIS

D: 1Rnd, V/S

VISIM

Special: 2 additional globes of fresh air*, D: 24h, S
:1m, VISIM

: 1h, VISIM

: 8h, VISIM

:1h, VIS

: Until Dispelled, V/S/IM
11h, VIS

:1m,V

: 1h, VISIM

:10m, V/ISIM

: 1h, VISIM

VIS

D
D
D
D
D
D
D
D
D
D

D: Until Dispelled, V/S/M
D: 1h, VIS

D: Until Dispelled, V/S/M
D: 1h, VISIM

> 4
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Darkvision

Heat Metal
Dragon's Breath
Enhance Ability
Web

Arcane Vigor
Pyrotechnics
Skywrite [R]
Shining Smite

TUTOOO0OO0OO0OO0OO0O0

Warding Bond

=== 3rd LEVEL ===
Revivify

Dispel Magic
Ashardalon's Stride
Protection from Energy
Fly

Blink

Glyph of Warding
Create Food and Water
Haste

Elemental Weapon
Water Breathing [R]
Water Walk [R]
Intellect Fortress
Catnap

Flame Arrows

Tiny Servant

Aura of Vitality

T UTOOO0OO0OO0OO0OO0OO0OOO0OO0OO0O0OO0OO0

Conjure Barrage

Atrtificer
Atrtificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Battle Smith Spells (Always Prepared)

Battle Smith Spells (Always Prepared)

3 Slots 000
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Artificer
Battle Smith Spells (Always Prepared)

Battle Smith Spells (Always Prepared)

DEX 17

1A
1A
1BA
1A
1A
1BA
1A
1A+ 10m
1BA
1A

1A
1A
1BA
1A
1A
1A
1h
1A
1A
1A
1A+ 10m
1A+ 10m
1A
1A
1A
im
1A
1A

Touch

60 ft.

Touch/15 ft. Cone
Touch

60 ft./20 ft. Cube
Self

60 ft./5 ft. Cube
Sight

Self

Touch

Touch
120 ft.
Self
Touch
Touch
Self
Touch
30 ft.
30 ft.
Touch
30 ft.
30 ft.
30 ft.
30 ft.
Touch
Touch
Self/30 ft. Emanation

Self/60 ft. Cone

SPELLS

V,S,\M
V,S.\M
V,S,\M
V,S,\M
V,S,\M
V.S
V.S
V.S
A\
V,S,\M

V,S,\M
V.S
V.S
V.S
V,S,\M
V.S
V,S,\M
V.S
V,S,M
V.S
V,S,\M
V,S,\M
\

S\M
V.S
V.S
\Y
V,S,M

8 hours

Concentation, up o 1 minute
Concentration, up to 1 minute
Concentration, up to 1 hour
Concentration, up to 1 hour
Instantaneous
Instantaneous
Concentration, up to 1 hour
Concentration, up o 1 minute

1 hour

Instantaneous
Instantaneous
Concentation, up to 1 minute
Concentration, up to 1 hour
Concentaton, up 0 10 minutes
1 minute

Until dispelled or triggered
Instantaneous
Concentation, up to 1 minute
Concentration, up to 1 hour
24 hours

1 hour

Concentration, up to 1 hour
10 minutes
Concentration, up to 1 hour
8 hours
Goncentation, up to 1 minute

Instantaneous

PHB-2024 260
PHB-2024 284
PHB-2024 266
PHB-2024 268
PHB-2024 340
PHB-2024 242
EE 163

EE 165

PHB-2024 316

PHB-2024 340

PHB-2024 312
PHB-2024 265
FToD 19
PHB-2024 309
PHB-2024 276
PHB-2024 248
PHB-2024 279
PHB-2024 258
PHB-2024 284
PHB-2024 268
PHB-2024 340
PHB-2024 340
TCoE 107
XGtE 151
EE 156
XGtE 168
PHB-2024 244

PHB-2024 254

D: 8h, V/ISIM

D: 1m, V/ISIM

D: 1m, 15 ft. Cone, V/S/IM
D: 1h, VISIM

D: 1h, 20 ft. Cube, V/S/IM
VIS

5 ft. Cube, VIS

D: 1h, VIS

D:1m,V

D: 1h, VISIM

VISIM

Special: (See Description)*, V/S
D: 1m, VIS

D: 1h, VIS

D: 10m, V/S/IM

D: 1m, VIS

D: Until Dispelled or Triggered, V/S/M
VIS

1im, VISIM

1h, VIS

24h, VISIM

1h, VISIM

1h,V

10m, SIM

1h, VIS

8h, VIS

9 999000 QQoO

1m, 30 ft. Emanation, V
60 ft. Cone, V/IS/M

> 4

N




