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PERCEPTION L INITIATIVE SPEED The bag and its contents are both magical, and this magic

allows you to pull out exactly the right materials you need for

your Alchemical Formula options.
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- You know the artificer spells detect magic and identify, and yo!

can cast them as rituals. You don’t need to provide a material

component when casting identify with this class feature.
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When you cast an artificer spell with a casting time of 1 & ’
NAME AT S DAN /TYPE action, you can increase its casting time to 1 minute. If you do so

while holding a nonmagical item, you expend a spell slot and the
spell transfers into that item for later use if the item doesn’t
already contain a spell from this feature.

Any creature holding the item thereafter can use an action to
activate the spell if the creature has an Intelligence score of at
least 6. The spell is cast using your spellcasting ability, targeting
the creature that activates the item. If the spell targets more than
one creature, the creature that activates the item selects the
additional targets. If the spell has an area of effect, it is centered
on the item. If the spell’s range is self, it targets the creature that
activates the item. It must be used within 8 hours. You can have a
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( Y, SPELL SPELL SPELLS SLOTS number of infused spells equal to your Intelligence modifier.
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QQ ___ ARCANA O O O O SUPERIOR ATTUNEMENT
% —— HISTORY O O O You can now attune to up to four magic items at a time. At
Q) ___ INVESTIGATION @) @) @) l’iSth level, this limit increases to five magic items.
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( Y/ ’Level SPELLS KNOWN \\ You can attune to up to six magic items at once. In addition,
WISDOM you gain a +1 bonus to all saving throws per magic item you are
O —— SAVING THROWS o o currently attuned to.
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— Ist-Level: Alchemical Fire. Action, range 30ft. On impact, the vial
‘D ___ PERCEPTION o o detonates in a 5-foot radius. Any creature in that area must
Ct) SURVIVAL o o ucceed on a Dexterity saving throw or take 1d6 fire damage. This
- o o damage increases at 4th level (2d6), 7th level (3d6), 10th level
( Y/ o o (4d6), 13th level (5d6), 16th level (6d6), and 19th level (7d6).
CHARISMA
O — SAVING THROWS < o o 7 Ist-Level: Alchemical Acid. Action, range 30ft. On impact, the vial
% ___ DECEPTION o) o) shatters on impact. A creature must succeed on a Dexterity saving
<b ___INTIMIDATION \ / throw or take 1d6 aciddamage. An object takes maximum
damage. This damage increases at 3rd level (2d6), 5th level (3d6),
<b — PERFORMANCE 7th level (4d6), 9th level (5d6) 11th level (6d6), 13th level (7d6),
Q QD __ PERSUASION MECHANICAL SERVANT 15th level (8d6), 17th level (9d6), and 19th level (10d6).
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