
School of Arcana

M
uch as some fighters dedicate their

lives to a certain weapon or style, so

too do most wizards. But there are also

those who simply attempt to master the

basics. Rudimentary spells and

beginner's incantations are usually

mere onbstacles to be hurried past in

search of even greater power. But magical power is elusive,

and can sometimes be found in the most unlikely of places.

Spell Expertise
When you take this school at 2nd level, your dedication to the

basics allows you a wider base of knowledge to work from.

You gain proficiency in the Arcana skill. If you are already

proficient, you instead gain Expertise, adding your

proficiency modifier twice when making Arcana checks.

Additionally, whenever you gain a new level of spell slot,

you learn one additional wizard spell of that level. This is in

addition to the normal two spells you gain at each level.

Arcane Mastery
Also at 2nd level, your mastery over spellcasting allows you to

learn several incantations that are fueled by special mastery

dice.

Incantations. You learn three incantations of your choice,

which are detailed under "Incantations" at the end of this

document. Most incantations modify or strengthen your

spells. If a spell targets an area, any one creature affected can

be chosen for the incantation's effect. You may only use one

incantation per turn.

You learn two additional incantations of your choice at 6th

and 14th levels. Each time you learn new incantations you

can also replace one incantation you know with a different

one.

Mastery Dice. You have four mastery dice, which are d8s.

Using a mastery die expends it, and you regain all expended

mastery dice when you finish a short or long rest.

You gain additional mastery dice at 6th and 14th levels.

Saving Throws. If an incantation requires a saving throw,

it uses your spell save DC.

Mnemonic Casting
Starting at 6th level, your relentless study of basic

spellcasting forms allows you greater flexibility. You gain two

bonus spell preparation slots, which can be used to prepare

any spell you don't otherwise have prepared. However, once

cast the spell vanishes from memory.

Thus if you prepared magic missiles with one of these

slots, you could only cast it once before the spell fades from

your mind. You can prepare a single spell in multiple bonus

preparation slots in order to cast that spell more than once.

You can change the spells in your bonus preparation slots

after a long rest. You gain an additional bonus preparation

slot at 10th and 14th levels.

Improved Arcane Mastery
At 10th level, your mastery dice become d10s. Additionally,

you can expend a mastery die whenever you make an Arcana

check or an Intelligence check related to spellcasting, adding

the result to your roll.

Mind of an Archmage
Beginning at 14th level, your knowledge of the act of

spellcasting itself is unparalleled save by the most esteemed

sages of the art. You can now switch prepared spells for

others in your spellbook during a short rest. The number of

spells you can switch equals your Intelligence modifier.

Additionally, your bonus preparation slots from Mnemonic

Casting now allow you to cast a prepared spell once per short

rest, rather than only once before fading from memory. These

spells may be switched during a short rest as with your other

prepared spells.

Incantations
The incantations are listed in alphabetical order.

Abjurer's Ward. When you cast a spell on a friendly target,

you can use a bonus action to expend one mastery die,

granting the target temporary hit points equal to the number

rolled plus your spellcasting ability modifier. These last for 1

minute, or until you use this incantation again.

Concentrated Magic. As a reaction when making a

concentration check, you can expend a mastery die and add it

to your roll. You may choose to do this after you make the

check but before determining the result.

Conjurer's Step. When you cast a spell, you can use a

bonus action to expend one mastery die to teleport five feet in

a direction of your choice.

Diviner's Mark. When you cast a spell on an enemy, you

can use a bonus action to expend one mastery die and mark

it. The next successful attack against that creature before the

beginning of your next turn deals bonus damage equal to the

number rolled.

Drain Magic. When you damage a concentrating creature

with a spell, you can use a bonus action to expend one

mastery die and subtract the result from the target's

concentration check.

Enchanter's Weave. When you cast a spell on an enemy,

you can use a bonus action to expend one mastery die. The

creature makes a Wisdom saving throw, moving five feet in a

direction of your choice on a failure. This movement cannot

direct the creature to a dangerous or unstable location.

Evoker's Warp. When you cast a spell that deals damage,

you can use a bonus action to expend one mastery die. This

changes the damage type of the spell from it's original type to

your choice of the following: acid, cold, fire, lightning,

necrotic, poison, psychic, or thunder.

(Continued on page 2.)
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Incantations
Continued.

Forceful Spell. When you cast a spell on an enemy, you

can use a bonus action to expend a mastery die to reduce the

creature's saving throw by the amount rolled.

Illusionist's Echo. When you cast a spell on a friendly

target, you can use a bonus action to expend one mastery die,

rolling it and adding the result to the target's AC for the next

attack made on it before the beginning of your next turn.

Ley Infusion. As a reaction when an ally you can see

within 30 feet fails a saving throw against one of your spells,

you can expend a mastery die. The target re-rolls their saving

throw, adding your mastery die to the result.

Necromancer's Boon. When you cast a spell that damages

at least one creature, you can use a bonus action to expend

one mastery die, adding it to the damage dealt. You then

regain hit points equal to the number rolled plus your

spellcasting ability modifier.

Proof Against Disruption. As a reaction when a creature

you can see within 60 feet attempts to counterspell or dispel

magic one of your spells, you can expend a mastery die to

increase the effective level of your spell by half the amount

rolled. This only applies to that specific attempt to disrupt the

spell.

Ritualist's Chant. When you cast a spell as a ritual, you

can expend a mastery die to reduce the casting time by a

number of minutes equal to the number rolled.

Spellwind. When you cast a spell on a friendly target, you

can expend a mastery die. The target can immediately use its

reaction to move up to half its movement speed without

provoking attacks of opportunity.

Summoner's Calling. When you cast a spell that damages

at least one creature, you can expend a mastery die to

summon an arcane elemental to serve you. The elemental

has hit points equal to the number rolled on your mastery die

plus your spellcasting ability modifier, and AC equal to 10

plus your spellcasting ability modifier. The creature moves on

your initiative and makes melee attacks against the foe you

damaged to create it, dealing 1d6 force damage on a hit and

using your spell attack bonus. This elemental lasts for 1

minute, or until it is slain or you use this incantation again.

Transmuter's Scales. When you cast a spell on yourself,

you can expend a mastery die and add the result to your AC

until the end of your next turn. This effect ends early if you

use this incantation again.

Unraveling Arcana. While concentrating on a spell, you

can expend a mastery die as an action to deal force damage

equal to the number rolled plus twice the level of your

concentrated spell to a creature within 5 feet. The target

must make a Strength saving throw or be pushed 10 feet

away from you. You immediately lose concentration on your

spell.
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