School of Artifice

M

agic can be found in a wide variety of
places; the heart of a demon, the
promise of an angel, or the blood of one
touched by powers beyond their
comprehension. For most wizards,
magic is a thing of knowledge. Spells
are channeled through words of power,
arcane gestures older than time, and the runes with which
these secrets are preserved for future generations. The
artificer, however, sees more opportunity for magic in the
physical materials that compose the world.

Artifact Savant

When you take this archetype at 2nd level, you begin your
study into magical items in earnest. You learn the identify
spell, or another wizard spell of the same level if you already
know it. You also learn the mending cantrip, and gain
proficiency with one of the following: carpenter's tools,
glassblower's tools, jeweler's tools, leatherworker's tools,
smith's tools, weaver's tools, or woodcarver's tools.

Spell Storing

At 2nd level, you learn how to imbue objects with specific
spells, allowing you to cast that spell at a later time with no
expenditure of energy. To store a spell, you must spend a
short rest casting the spell into an object worth at least 100gp
per level of the spell. The number of spells you can have
memorized is reduced by one for each stored spell you have,
and the number of spell levels you can regain from your
Arcane Recovery is reduced by an amount equal to the level
of all your stored spells. When you cast the stored spell, you
do so as normal but do not expend a spell slot.
The spell must of a level less than or equal to half your
wizard level (rounded down), and cannot be above 3rd level.
The spell is automatically stored at its lowest level, and you
expend a spell slot of that level during the process of storing
the spell. This spell slot can be regained normally.
You may store a single spell in an object at 2nd level. This
increases to two spells at 10th level, and three spells at 18th
level. You may not store multiple spells within a single object,
but you may reuse an object once its stored spell has been
consumed.

Quickened Artifice

Starting at 6th level, you may create a temporary magical
item by spending a long rest empowering it with magic.
During the creation of this item, you expend all of your spell
slots and gain none of the benefits of a normal long rest,
though you may take a second long rest directly after the first
if you choose.
You may choose to create any magical item of Uncommon
quality or lower which is not a potion, spell scroll, or other
consumable, and which is useable by the wizard class. If the
item has a limited number of charges, it is created with the
average number of charges and loses its magic when all
charges have been expended, or after a week. If the item does
not have charges, the magic lasts for 10 days. Only you may
use this item, and it is considered to be attuned to you,
though it does not take up one of your attunement slots.
You must possess an item of the appropriate type (such as
a ring for a ring of invisibility), and this item must be of a high
quality, generally costing double a normal item of that type.
You may only have one temporary magical item at a time, and
you must wait seven days before creating a new item.
Beginning at 10th level, you may choose to make a magical
item of Rare or lower quality. At 14th level, you may create an
item of Very Rare or lower quality.
Crafted with Care
Artificers require high quality materials for their
magic, and so many master a craft of their own to
produce the needed objects for their spells. At your
DM's option, you may choose to craft the objects
required for your Spell Storing or Quickened
Artifice features yourself, provided you have the
necessary tools and facilities to do so. The material
cost of the item is reduced by half your wizard level
(rounded down) times ten.
You may create any item that could normally be
made with your chosen artisan's tools. Your DM
may also allow you to make variants of some magic
items, such as a wooden ring of protection or a
jeweled bracelet as a bracer of defense.

Greater Attunement

Beginning at 10th level, you may attune to one additional
magical item, provided at least one of your attuned items is of
Uncommon quality or lower. Attuning to an item takes half
the normal time for you.

Material Studies

At 10th level, you know enough of the energies inside magical
items to glean knowledge from studying them. You may take a
full day to examine any item which replicates a spell on the
wizard spell list in order to transcribe that spell into your
spellbook. You must still spend the normal amount of gold on
inks and parchments to do so, but not the extra time.
If the object requires attunement, you must be personally
attuned to it for at least seven days before studying it. If the
item is normally destroyed or rendered nonmagical after use,
it is likewise de-powered after your study of it. This feature
cannot be used on Legendary or sentient items, artifacts, or
any item created by an artificer's Quickened Artifice feature.

Disjunction

At 14th level, your mastery over enchanted items allows you
to disrupt magical effects and nullify the power of magical
items. As an action, you cause all nearby magical items and
ongoing spell effects within 60 feet to fail. If the spell is being
concentrated on by the caster, or the magical item is being
wielded by a creature, then that creature must make a
Constitution save versus your spell save DC, resisting the
effect on a success.
Any affected spell with a duration of an hour or less is
immediately dispelled. Any affected spell with a duration
longer than one hour or magical item has its effects
suppressed for 10 minutes, or until you lose concentration
(as if concentrating on a spell). Any magical item that is 60
feet or further away from you at the end of your turn
immediately regains its power. Any spells that affect more
than one creature are only nullified for creatures affected by
this feature directly.
Any magical items attuned to or carried by you are
unaffected by this feature. Any spells cast on yourself only are
also unaffected. You may specify a number of creatures up to
your Intelligence modifier when you use this feature, and
their attuned and carried magical items are also unaffected.
You may use this feature once per long rest.
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