Ver 2.2 - 1
Character Classes:  Wizard (Enchanter)

ENCHANTERPRIVATE 

Description:  Enchanters are masters of magic that affects the physical, material world.  Their specialty includes embedding magic within physical items, bind​ing its energy into a solid, tangible, controllable form, but it also encompasses the use of magical power to engender transformations of state and form, amplifica​tion or reduction of natural characteristics, and all manner of magical alterations and transmutations.  Enchanters are skilled at creating magical items and storing magical energy within all sorts of talismans and receptacles.  They are able to increase their normal spellcasting abilities by binding magical spells within trigger objects, ready for use at his or her desire and freeing up the Enchanter's mind for other spells.  Enchanters love to research and to study and to experiment, working out new applications for using magical power to transform the natural world and new methods of bind​ing new enchantments within crafted items.  Enchanters are effective in combat situa​tions, especially when using their powers to enhance the abilities of their allies, but their true strength lies in overcoming obstacles and shaping or altering the physical world to their advantage.

Those who aspire to learn the secrets of Enchantment tend to be curious, sharp-minded, and deeply analyti​cal.  They are not necessarily prone to profound philosophical insights, but they are fascinated by putting things together and taking them apart again.  They are eager to explore the world around them and are typically willing members of adventuring parties.  They are willing followers but tend to be reluctant leaders, disliking being forced to make decisions on instinct or allow interpersonal squabbles to distract from their observations and theorizing about the world and those they encounter within it.  Most soci​eties welcome Enchanters in their midst, generally considering them to be harmless eccentrics at worst and at best highly useful community resources.  They are generally able to make a decent living as teachers, advisors, inventors, and manufacturers of all things magical.

Requirements:  Enchanters use the Wizard advance​ment table and have four-sided hit dice and use the Wizard THAC0 and saving throw tables.  Enchanters begin with 1 weapon and 4 non-weapon proficiencies, and they gain one weapon and two non-weapon slots every six levels of experience.  Enchanters may be of any alignment, but they must have Intelligence, Wisdom, and Dexterity scores of at least 10.  Humans, elves, half-elves, gnomes, and tieflings can become Enchanters.

Weapon Proficiencies:  Like other wizards, En​chant​ers cannot wear armor or use shields.  Sorcerers are limited to the following weapons:  blowgun, dart (any), knife/dagger (any), sling (any), or staff.

Magical Philosophy:  Enchanters focus very directly upon the material, observable world and how they can use magic to shape and transform it to their will.  They have little interest in or patience for the vagaries of philosophy or speculation on the unobservable, and their magical training reflects this.  In addition to their Primary FOS in Enchantment, all Enchanters learn the realms of Conjuration, Elementalism, and Lore as Major Fields of Study.  They have no training, however, in the realms of Illusion, Necromancy, and Sorcery, nor do they have any interest in wasting their time on what they perceive as frivolous endeavors into such ill-defined and intangible fields that depart from the natural state of the world.  To an Enchanter, a magically-created force bubble is a temporary magical fantasy, but lasting transformations and understandings of the mechanics and structure of the world represent what is real and useful in the practice of magic.

Special Benefits:  Enchanters are familiar with a variety of mundane crafts, which they have learned during their apprenticeship for their usefulness in applying magical forces to ordinary tasks.  Thus, all Enchanters gain free proficiency in any one Crafts proficiency with a +1 bonus.  Their Crafts skill also enables them to start with a bit of extra money compared to other wizards, beginning with 2d4 x 10 g.p..  In addition to this mundane skill, Enchanters have a variety of unique magical talents:

Enchantment Enhancement:  Enchanters practice magic somewhat differently from other wizards, focusing much of their efforts on the storage of magical energy in various talismans and amulets, sometimes channel​ing ambient magical energy and sometimes recapturing energy from spells previously cast.  The net result is that an Enchanter is able to retain more magical energy than a standard mage and thus can memorize one additional spell of each level he or she can cast every day (e.g., a 3rd level Enchanter would gain bonus 1st and 2nd level spells); however, this addi​tional spell must be from the realm of Enchantment (as only these spells use such energy efficiently enough to allow empowerment through these residual magical energies).  

Enchanters are also skilled in changing and tinkering with the forces of magic.  This allows them to replace any single memorized spell with any Enchantment spell that they know of the same level.  The magical energy released by the memorized spell cast is trans​formed into the desired Enchantment spell at the moment of casting.  In order to do this, the Enchanter must have the material components for both spells (if any), and the casting time for the spell conversion is equal to the casting time of both spells combined.  This ability can be used once per day for each level of spells (e.g., a 3rd level Enchanter could replace one 1st and one 2nd level spell each day).

There are several limitations to this ability, however.  First of all, the exotic materials required to construct and maintain such devices cost 10 g.p. per level of the Enchanter per month.  Secondly, an Enchanter must choose one specific item as his or her 'focus item' to Enchantment Enhancement.  This item can be virtually anything, but materials for its construction will cost no less than 100 g.p. times the highest spell level usable by the Enchanter (a 1st level Enchanter begins play with a 100 g.p. 'focus item'--player's choice as to type) and must be replaced entirely each time an Enchanter gains a new level of spells.  An Enchanter's other miscellaneous magic-focusing and collecting devices need not be individually detailed and are con​sidered non-encumbering and individually unimportant (and subsumed in terms of cost within the monthly expenditure to maintain and replace them); only if an Enchanter is completely divested of his or her equipment will lack of these minor items come into play (precluding the use of Enchantment Enhancement).  In general gameplay terms, only an Enchanter's 'focus item' requires specific description.

If a 'focus item' is ever lost or destroyed, an Enchanter will be unable to use his or her Enchantment Enhance​ment devices to channel magical energy, so he or she will be unable to gain the extra spells normally allowed.  Construc​tion of a new 'focus item' must be done personally by the Enchanter (to ensure that it is properly calibrated with his or her other equipment and magical know​ledge and abilities) and will require 1d4 weeks of work in a magical forge or laboratory of some sort.

Magic Sense:  Because they are always alert for the workings of magic in the everyday world, Enchanters gain the ability to cast a detect magic spell once per day for every five levels of experience (rounding up).  This does not count against their normal allotment of spells.  In addition, when this ability is used an Enchanter has a 5% chance per level to determine the nature of any magic detected (e.g., magical item vs. spell aura, fire-based warding spell).

In addition, Enchanters are sensitive to magical traps and wards of all type, often noting something amiss and pulling back just before activating such a device, and they gain a +1 bonus to saves vs. magical traps, including symbol, glyph of warding, wyvern watch, fire trap, explosive runes, guards and wards, and even Leomund's trap, for every ten levels of experience (rounding up).

Quasimagic Creation:  At 9th level, Enchanters gain the ability to create temporary 'quasimagical' items.  Note that this ability is separate from the creation of magical items through the use of an enchant an item spell.  Virtually any known magical item (except for potions and scrolls) whose use is not restricted to non-wizards can be created, but an item made by Quasi​magic Creation will only function for the Enchanter who created it.  

To engage in Quasimagic Creation, an Enchanter must successfully research the process for creating the item, requiring one week per 500 x.p. value of the item at a cost of 100 g.p. per week.  This time is halved if the Enchanter has an actual example of the item to copy or if a legend lore, contact other plane, or similar spell is cast to aid research.  The Enchanter must succeed in a roll as if to know a spell in order to successfully com​prehend the process for creating a given quasi​magical magical item, and he or she may know a maximum number of Quasimagic Creation processes equal to the maximum number of spells of each level that he or she can know, as determined by Intelli​gence.  If the roll is failed, the Enchanter cannot comprehend the process for creating a temporary magical item of that type and may not try again unless his or her Intelli​gence score goes up.  If the roll is successful, however, the Enchanter can begin the actual construction of the item.  

Construction requires an amount of time equal to half the research time and an expenditure of 2d6 x 100 g.p. per week, plus the material cost of the item itself.  Fine materials are necessary to hold the enchantment, but the Enchanter need not acquire the normal rare and/or exotic materials required for true magical item construc​tion.  After completing the work, another roll as if to learn spells must be made in order to deter​mine whether the work was done correctly.  If the roll is failed, a glitch occurs in the Quasimagical Creation process and the item created will not func​tion.  An Enchanter may of course try again, starting afresh on item construction, and if the check at the conclusion of Quasimagical Creation succeeds the item has been successfully completed and becomes function​al for 1d6 days plus one day per level of the Enchanter (if a charged item, it carries one charge per level of the Enchanter, which will fade if not used within the time limit given above).  Once the en​chantment fades, it can be re-enchanted with another week of work, the expendi​ture of 2d6 x 100 g.p., and another successful roll to learn spells.  

Enchanters can, of course, create permanent magical items using normal rules with the enchant an item spell, with a +5% bonus to all chances of success when enchant​ing items.  Further, if they are en​chanting a permanent version of an item that they have successfully enchanted through Quasimagical Creation, all research and construction time and expense are reduced to the minimum.

Spell Storage:  At 5th level, Enchanters gain the ability to store spells within prepared items, thereby saving memorization slots for other spells.  Once placed in an item, a spell may be stored indefinitely for ready casting, though at no time can the number of spell levels so stored exceed half the Enchanter's experience level (rounding up; e.g., a 5th level Enchanter could have three levels of spells stored).

Preparing an item to receive a stored spell requires one uninterrupted week of work, and the actual process of Spell Storage requires one day and 500 g.p. per level of the spell.  The item must be of the finest workman​ship, worth at least 100 g.p. per level of spell that is to be stored within it.  Note that the item itself is never harmed by the discharge of the magic within; unlike a magical scroll, for example, after the spell it holds has been released an Enchanter can repeatedly use Spell Storage using the same item.  Only the Enchanter who stored the spell within the item can release it, except in very unusual circumstances.  Releasing a stored spell simply requires physical contact with the item and silent act of will, with a casting time of 1, and cannot be disrupted short of killing or incapaci​tating the Enchanter before he or she releases the magic.  In all other respects, it is treated as normal spell​casting.  An item can hold no more than one spell at a time; any attempt to cast another spell into the item will simply result in the old spell being negated and the new spell taking its place.

Special Hindrances:  The greatest hindrance that En​chanters face is that most of their special abilities require the use of arcane processes and the ability to obtain rare or magical components; as a result, they are very expensive to maintain in use.  Enchanters must work hard to keep themselves out of bankrupt​cy, and it is for good reason that they tend to feel most comfortable in large cities where they have access to a variety of supplies, consultants, and other resources for their studies.  An Enchanter without ac​cess to a laboratory can maintain his or her equipment for Enchantment Enhancement  and can use his or her Magic Sense ability, but cannot create or repair a 'focus item', engage in research of any type, or perform the work necessary for Quasimagical Creation or Spell Storage.  In addition, an Enchanter without access to a laboratory cannot learn new spells, as experimenta​tion with new magical methods is the foundation of an Enchanter's magical abilities.

All new Enchanters begin with access to (though not ownership of) a small magical library and labora​tory (base value 1,000 g.p.) in which to experiment and undertake magical their magical and mundane crafts​manship, generally the library and laboratory of their mentor or perhaps a local mage's guild or society or even an alchemist's shop.  However, if the character ever leaves the area he or she must buy, construct, or otherwise gain ac​cess to a suitable facility in order to use most of his or her class abilities, as described for each ability.  In order to allow an Enchanter to oper​ate at full ability, the laboratory he or she uses must have a value of at least 1,000 g.p. per spell level usable by the Enchanter.  During any month in which the la​boratory is in use by the Enchanter for any reason (even for just a few days), he or she must pay an 'up​keep' cost for materials, re​agents, and the like equal to 50 g.p. times his or her highest spell level, representing his or her share of costs of a shared lab as well as the cost for materials expended during use.  These costs are over and above those described for individual abilities listed above.  If an Enchanter's lab is not 'up to snuff', his or her spellcasting and general attributes are unaffected, but all special Enchanter abilities will function at a level equivalent to the value of the lab available.  Hence, if an Enchanter has access to a lab (whether his or her own lab or another character's lab) that is not up to his or her level ability (e.g., a 9th level Enchanter using a laboratory with only 2,000 g.p. worth of materials), would be unable to engage in Spell Storage or Quasimagical Creation at all, and could only create a 'focus item' for Enchantment Enhance​ment capable of working with 1st or 2nd level spells.  The materials and components available in such a lab simply would not support more advanced activities.

In addition to material concerns about costs and facil​ities, Enchanters have a profound philosophical disdain for magic that deals with things other than the real, present material world.  Hence, they can never learn spells of Illusion, Necromancy, or Sorcery, and in fact they will even refuse to use magical items that draw upon these areas.  In the case of multi-function items that include such effects within their powers, they will avoid such items in general but will not necessarily refuse to own or use them; they will not make use of such powers of an item, however, as they are simply beneath the Enchanter's dignity.  An Enchanter will not object to others using such items, though they may well find such use contemptible and a sign of small-mindedness in their comrades.  This avoidance does not include items such as rings or cloaks of protection or bracers of defense, nor does it apply to priestly healing magic and the like.

Bonus Proficiency:  any one Crafts proficiency

Required Proficiency:  Engineering

Preferred Proficiencies:  Ancient History, Arcanology, Armorer, Artistic Ability, Blacksmithing, Bookbind​ing, Calligraphy, Carpentry, Clockwork Creation, Engineering, Gem Cutting, Glassblowing, Language (Ancient), Lens Crafting, Magecraft, Metallurgy, Metalworking, Numeracy, Numerology, Papermaking, Research, Spellcraft, Supernumerate, Teach​ing, Time Sense, Weaponsmithing




ENCHANTER KITS
Alchemist
Description:  This type of Enchanter specializes in the creation of magical and non-magical brews, mixtures, and concoctions with a variety of uses.  Alchemists tend to be rather sedentary and are usually NPCs, but they can make effective adventurers when the need presents itself.  They are if anything even more inclined toward tinkering and experimentation than are typical Enchanters, and their curiosity often gets them into trouble, though they are masters of careful preparation and can deal with any number of situa​tions in which they just happen to have the perfect solution tucked away in their pocket.  Spell effects are frequently accomplished by an Alchemist through the combination of unusual material components.  The basis of their researches lies within elementalism and the interactions of the classical elements by the use of finely distilled and refined substances and reagents.  They are not as inclined toward combat as other wizards, but they are expert analysts of unusual items and materials encountered throughout an adventuring life, especially in the areas of chemicals and poisons.  They are frequently able to identify and counteract such deadly agents before they have a chance to work any harm upon an Alchemist's companions.

Requirements:  Alchemy requires a finely-tuned mind to understand its complexities and a good bit of manual skill in mixing precise quantities of materials, and hence requires at least a 14 Intelligence, 12 Dexterity, plus the normal 10 Wisdom required of Enchanters.  Alchemists may be of any alignment and share the same racial restrictions as standard Enchanters.

Weapon Proficiencies:  As a standard Enchanter, but it should be noted that Alchemists sometimes devise and use blowpipes or slung globes of crystal or ceramic of various sorts to spray acid, poison, Greek Fire, or similar dangerous substances upon their enemies.

Special Benefits:  Alchemists are master scientists (some might say 'mad scientists') and skilled magical innovators.  Their combination of magical and mun​dane skills grants them the following special abilities:

Alchemical Analysis:  An Alchemist's familiarity with all chemical and alchemical substances, poisons, and magical liquids and substances allows him or her to identify them through observation or experimentation, requiring 1d10 rounds, reduced by 1 round for every three levels of the Alchemist (rounding up; minimum of one round).  The base chance of successful identifi​cation is equal to his or her Chance to Know Spells (though this base chance is halved if an Alchemist does not have access to his or her laboratory at the time the identification is performed), with a bonus based on the type of material being examined, as follows:

Modifier
Type of Substance
5 x level
Common chemical, herb, acid, oil, preservative, blood, metal, etc.

4 x level
Exotic/rare chemical, herb, acid, oil, preservative, blood, metal, etc.

3 x level
Poison

2 x level
Magical potion

1 x level
Magical powder, dust, stone, etc.

In addition to this modifier, an Alchemist can choose one of several methods to identify the substance in question, some of which carry a risk of being affected in the process of experimentation (though the chance to be affected should be reduced by an amount equal to the Alchemist's level, as he or she becomes more practiced and skillful at handling potentially dangerous substances):

Modifier
Method of Identification

-20%
Sight - no chance to be affected


-10%
Odor - 5% chance to be affected


-
Taste - 10% chance to be affected (20% if a substance that works by ingestion)


+10%
Effects - no chance to be affected, but must examine a creature or object affected by the substance in question

The use of Alchemical Analysis will reveal the presence of a magical aura within a given substance without the need for detect magic.  It is worthwhile to note that a potion of delusion will ordinarily appear as a beneficial potion of the appropriate type when subjected to Al​chemical Analysis; however, an identification roll that succeeds by a margin of 50 or more allows an Alchem​ist to recognize a potion of delu​sion for what it is.  A failed roll yields no information unless 00 is rolled, in which case the Alchemist comes up with an incorrect result.  An Alchemist can try each method of identifi​cation only once upon a given sample; failure with that method indicates that the Alchemist will be unable to obtain accurate Alchemical Analysis of that sample using that method until he or she advances in level.

Alchemical Applications:  In addition to identifying potions and alchemical sub​stances, at 5th level an Alchemist gains the ability to create magical potions through the use of special chemical processes and tedious distillation and brewing but without the need for exotic components (e.g., salamander scales for a potion of fire resistance).  In order to brew potions in this fashion, an Alchemist must research the alchemi​cal formula and process re​quired for a given potion type, in a manner similar to spell research.  Each potion has a 'level' equal to its x.p. value divided by 100 (rounded up; e.g., a potion of clairvoyance, worth 300 x.p., would be considered a 3rd level potion).  An Alchemist cannot research a potion whose level is beyond his or her spellcasting ability.  Magical dusts, powders, and the like should be considered equivalent in level to their x.p. value divided by 200 (rounded up; e.g., dust of disappearance, worth 1,500 x.p., would be considered an 8th level potion).  Poisons, poison anti​dotes, acids, and similar substances can also be synthesized by the same process--consult the DM to determine the equivalent level of such a substance.  All Alchemists can manufacture Greek Fire without difficulty.

Research for a potion or oil formula requires two weeks of effort per potion level (doubled for non-potion dusts, powders, and the like; halved for non-magical poisons and substances), at a cost of 1d4 x 100 g.p. per week.  At the conclusion of this time, the Alchemist should make a percentile roll as per his or her Chance to Know Spells, with a bonus equal to his or her level and a penalty equal to triple the potion's level.  If the roll fails, the Alchemist has failed to learn that potion formula and cannot attempt to learn it again unless his or her Intelligence score increases.  If it succeeds, the Alchemist has learned that potion formula.  An Alchemist can learn a maximum number of formulae equal to the number of spells per level allowed based on his or her Intelligence score (non-magical substances do not count against this total).

Once a formula has been learned, an Alchemist can manufacture that potion in the future without needing to repeat the initial research.  Once a potion formula has been learned, an Alchemist can manufacture a dose of that potion by spending a week at work in his or her lab.  The cost of materials expended equals 30-180 g.p. times the 'potion level' (note that both cost and time required are doubled for non-potion alchemical substances).  At the end of this time, the Alchemist must make a 'learn spells' roll with a bonus equal to his or her level; success indicates that the potion is potent, but if it fails the potion will be inert and will do nothing if consumed.  Since this roll is made secretly by the DM, prudent Alchemists will test their creations using Alchemical Analysis to be sure that they will be reliable.

In addition to learning and manufacturing known po​tion types, it is possible for an Alchemist to perform research and invent entirely new potions, oils, and alchemical substances.  Such work is long and compli​cated, identical in difficulty and requirements to standard spell research, and must be handled on a case-by-case basis.

Note that in many ways an Alchemist's potion manu​facture is more expensive than traditional methods using exotic ingredients, but it is precisely that lack of dependence upon such materials that makes an Al​chemist's work profitable and stable in the long run.

One final Alchemical Application is learned by an Alchemist upon reaching 10th level, allowing them to extract three doses of any potion, poison, or substance from two existing doses of it.  Attempting this process requires 1d4 days of work in the Alchemist's lab and has a 5% chance of success for every level of the Al​chemist.  A successful roll produces an extra dose of the substance, but failure indicates that one of the two original samples has been destroyed.  This ability can be done only once with a given sample of a substance; i.e., additional doses cannot be extracted from the same samples.

Alchemical Expertise:  Alchemists are masters of the Alchemy, Brewing, and Herbalism non-weapon profi​ciencies gaining a +1 bonus to these proficiencies for every five levels of experience (rounding up).  In addition, when using the Alchemy proficiency to synthesize standard non-magical substances they measure the amount of time required in hours rather than days, costing 2 g.p. per hour spent in creating one of the listed substances.  

Beyond this mundane expertise in their field, Alchemists are able to use Alchemy spells of any level from all Realms of Magic without penalty, and when casting Alchemy spells an Alchemist need not use any verbal component.  When researching Alchemy spells, an Al​chemist treats them as if they were one level lower than their actual level for determining cost, difficulty, etc.  

In addition, each time an Alchemist gains a level of experience, his or her cumulative researches and expertise in matters of alchemy enables them to add a new spell of his or her choice from the school of Alchemy to their spellbook.  When adding a spell through Alchemical Expertise, an Alchemist does not need to make a roll to learn the new spell, and in fact he or she does not even need to have a copy of the spell to be learned!  All that is necessary is for the Alchemist to have seen the spell cast at least once and to spend one day per level of the spell experimenting in his or her laboratory (at a cost of 10-60 g.p. per day) to perfect the spell.  This experimentation can be done only once at each experience level; an Alchem​ist cannot 'save' this spell acquisition from one level to the next.

Quasimagical Creation:  As a standard Enchanter, except that an Alchemist can learn to create only a small number of alchemically oriented magical items.  It must be noted that the Quasimagical Creation pro​cesses for one of these items count against the total number of potion formulae that an Alchemist can learn in the course of his or her career (see Alchemical Applications).  The items an Alchemist can create include the following:

500:
eversmoking bottle, jar of preserving, Lorloveim's obsidian mortar and pestle
1000:
crucible of melting, decanter of endless water, everbountiful soup kettle, Nefradina's identifier, thought bottle, Zwann's watering can
1500:
beaker of plentiful potions, prism of light splitting
2000:
mist tent
3000:
alchemy jug, Mordrom's cauldron of air
Spell Storage:  As a standard Enchanter, except that an Alchemist stores spells within alchemical mixtures, potions, oils, powders, and the like, rather than crafted, finished items.  As a result, items used for Spell Storage by an Alchemist can only be used once but cost only one-tenth normal.  In all other respects, an Alchemist's Spell Storage ability functions in the same way as a standard Enchanter's.

Special Hindrances:  Alchemists are very single-minded in pursuit of their chosen specialty, and they are not as well-rounded as other Enchanters.  As a result, they do not learn the skill of Enchantment Enhancement that other Enchanters possess.  Similarly, the only magic that truly interests them is alchemy, and they lack the generalized Magic Sense that other Enchanters possess.  Alchemists can never research spells other than spells of Alchemy.  Finally, an Alchemist's focus on matters alchemical results in a reduced ability to understand and retain spells of other types.  Hence, they suffer a -15% penalty to their Chance to Know Spell when attempting to learn non-Alchemy spells.  In addition, the maximum number of spells an Al​chemist may learn of each level is halved (rounding up, to a maximum of 10 of his or her Intelligence is high enough to normally allow knowledge of all spells).  This limitation, however, does not apply to Alchemy spells.

Example:  An Alchemist with 16 Intelligence could normally learn 11 spells of each level, but with this limitation can learn only six spells of each level; however, Alchemy spells are exempt from this limit, so this Alchemist could learn up to five Alchemy spells (up to the normal maximum of 11) over and above the six spells normally allowed for an Alchemist.
In addition to the above, Alchemists are even more dependent upon their laboratories and require even more specialized equipment than a typical Enchanter.  Thus, the cost of creating and maintaining an Alchem​ist's lab is not based on his or her highest spell level, as an Enchanter's lab is, but rather upon his or her experience level.  The effects of using an insufficient lab match those faced by an Enchanter.  An Alchem​ist's lab can be used by an Enchanter and vice versa, but a lab of a different type should be treated as only half its true value, as much of the equipment con​tain​ed therein is useless for someone of a different kit.

Finally, Alchemists are even more sedentary and dis​inclined toward physical combat than normal wizards, suffering a -1 penalty to attack rolls with weapons or in weaponless combat, though not with spells.

Required Proficiencies:  Alchemy, Brewing, Herbalism

Preferred Proficiencies:  Appraising, Blacksmithing, Consume Alcohol, Cooking, Disease Resistance, Fire-building, Fungi Recognition, Gem Cutting, Healing, Herbalism, Identify Plant, Languages (Ancient), Magical Awareness, Metallurgy, Pottery, Reading/Writing

ENCHANTER KITS
Artificer
Description:  Artificers are masters of embedding magic within physical items, binding magical energy into a solid, tangible, controllable form.  In effect, the artificer is a wizard who creates temporary magical items and increases his or her spell power by binding magical spells within trigger objects, ready for use at his or her desire and freeing up memory space for other spells.  Artificers love to research and to study and to experiment, working out the methods of bind​ing new enchantments within crafted items.  Artificers are also tinkerers and experimenters with all manner of mechanical things, particularly combining magical energy and processes with mechanical applications.

Requirements:  An Artificer must be bright, discip​lined, and have excellent manual skill with tools and hands; thus, they must have at least 14 Dexterity, 12 Intelligence, and 10 Wisdom.  Artificers share the same race and alignment restrictions as standard Enchanters.

Weapon Proficiencies:  As a standard Enchanter, but an Artificer can also become proficient throwing hammer.

Special Benefits:  Artificers are skilled users of magic and talented craftsmen.  They gain a +1 bonus to the proficiency score their Engineering proficiency at 1st level.  At every odd-numbered level thereafter, they can add an additional +1 bonus to any one Preferred Proficiency that they know.  Because of their skill at craftsmanship in many fields, they begin with more money than is usual for wizards, beginning play with 2d8 x 10 g.p.

Familiar Construction:  As part of their education, all Artificers learn how to manufacture small clockwork devices which mimic the functions of a wizard's famil​iar, as the find familiar spell, save that no spell is required to construct one.  The creature must be the size and approximate form of one of the types of familiars described in the Player's Handbook (or a similar creature approved by the DM).  The machine moves and behaves exactly like a living familiar of the type it resembles (save that it never needs to eat or sleep, though it must be deactivated for at least 8 hours per day in order to recharge its energies), even conferring sensory powers (and a bonus to avoid sur​prise) upon their maker.  Unlike a standard familiar, however, if it is damaged or destroyed the Artificer suffers no ill effects and can manufacture another one whenever desired.  A dispel magic will cause a mechan​ical familiar to cease functioning for one round per level of the caster but will not harm it in any way.

Construction of a mechanical famil​iar requires one month of labor and at least 500 g.p. in materials, followed by a successful 'learn spells' roll with a bonus equal to the Artificer's level.  If the roll fails, the familiar has been improperly constructed and is non​functional, but 10-60% of the value of its components can be reused in the construction of a new familiar of the same type.  Note that an Artificer can only have one mechanical familiar at a time; if a second one is built, its predecessor will become per​manently inert.  It is, however, possible to build one or more familiars almost to completion in anticipation of the possible destruction of the original, though final attunement and adjustments requires at least one day of work in the lab (or one week if attempted outside of a lab).

Because of the unique attunement involved in Familiar Construction, it is not possible for an Artificer to create one for someone else, though Artificers can and do build and repair mechanical devices (including toys) for sale to others.

[At the DM's option, Artificers may be allowed to make 'improvements' to their mechanical familiars, following the rules for Clockwork Mages or for the improvement of gen familiars by Sha'irs described in the Complete Sha'ir's Handbook.]

Quasimagical Creation:  As a standard Enchanter, but this ability is gained at 7th level.  In addition, an Artificer engaging in Quasi​magical Creation is able to add his or her level as a bonus to any 'learn spells' rolls required to successfully research or complete Quasimagical Creation.  An Artificer can also learn double the normal number of Quasimagical Creation processes.  He or she also gains a +10% bonus when creating permanent magical items with enchant an item, rather than the normal +5% bonus for Enchanters.

Unlike other Enchanters, Artificers also have the ability to create temporary magical items usable by others.  An Artificer need not research an entirely separate process for this, but when actually construct​ing an item for another creature, that creature must be present during the entire construction or re-enchant​ment process.  If the in​tend​ed user is not present throughout the entire process, the item has only half the normal chance of working.

Spell Storage:  As a standard Enchanter, but this ability is gained at 3rd level and an Artificer can store a number of spell levels equal to his or her level (rather than half his or her level, as usual for an Enchanter).  In addition, the 'technomagical' devices can be manu​factured with more common and mundane materials than are usually required for Spell Storage; thus, using this ability costs only half the normal amount for an Artificer.  These devices can be used by any creature, as long as the manner of their use has been explained by the Artifi​cer who made them (or another character who is fami​liar with their use).  

Technomagical Expertise:  Artificers are highly know​ledgeable about all sorts of magical and mechanical devices.  They gain the Thief Abilities of Open Locks and Find/Remove Traps (including the ability to set traps), beginning at base levels (modified for race, ability scores, etc.) with no discretionary points and increasing by 5 per level.  

Artificers also have a 20% chance, +5% per level after 1st, to identify the general purpose and func​tion of any magical item simply by examining it for one full turn.  An Artificer can use this ability to identify mundane mechanical devices as well, but with double the normal chance of success.  If the identification roll fails, the Artificer cannot attempt to examine that device again until he or she gains a level.  This ability is similar in some ways to a Loremaster Bard's ability to identify magical items, but Artificers are interested more in the magical construction and enchantments inherent in a magical item and do gain no insight into its background, lore, or historical significance.

As a final note, Artificers are very familiar with all forms of magical constructs and how best to attack them.  As a result, Artificers gain a +2 bonus on rolls to hit golems, magical and mechanical constructs, animated objects and creatures (including animated skeletons and zombies, but not other types of undead).  If he or she is actively attempting to destroy a manu​factured item of some sort, an Artificer can also apply a -2 penalty to its item saving throw.  This does not apply to item saving throws that occur indirectly (e.g., simply being caught within a fireball cast at a nearby creature does not incur this penalty; it applies only to deliberate attempts to destroy an item).

Special Hindrances:  Artificers are very single-minded in pursuit of their chosen specialty, and they are not as well-rounded as other Enchanters.  As a result, they do not learn the skill of Enchantment Enhancement that other Enchanters possess.  Similarly, while they are skilled at careful analysis of magical and techno​logical devices, they lack the generalized Magic Sense that other Enchanters possess.  Artificers can never research spells other than spells of Artifice.  Finally, an Artificer's focus on magical construction and em​bed​ding processes results in a reduced ability to under​stand and retain spells of other types, suffering a -15% penalty to learn non-Artifice spells.  In addition, the maximum number of spells an Ar​tificer may learn of each level is halved (rounding up, to a maximum of 10 of his or her Intelligence is high enough to nor​mally allow knowledge of all spells).  This limitation, however, does not apply to Artifice spells.

Example:  An Artificer with 16 Intelligence could normally learn 11 spells of each level, but with this limitation can learn only six spells of each level; however, Artifice spells are exempt from this limit, so this Artificer could learn up to five Artifice spells (up to the normal maximum of 11) over and above the six spells normally allowed for an Artificer.
In addition to the above, Artificers are even more dependent upon their laboratories and require even more specialized equipment than a typical Enchanter.  Thus, the cost of creating and maintaining an Artifi​cer's lab is not based on his or her highest spell level, as an Enchanter's lab is, but rather upon his or her experience level.  The effects of using an insufficient lab match those faced by an Enchanter.  An Artifi​cer's lab can be used by an Enchanter and vice versa, but a lab of a different type should be treated as only half its true value, as much of the equipment con​tain​ed there​in is useless for someone of a different kit.

Bonus Proficiencies:  Clockwork Creation, Engineering

Preferred Proficiencies:  Ancient History, Arcanology, Armorer, Artistic Ability, Blacksmithing, Bookbind​ing, Calligraphy, Carpentry, Gem Cutting, Glassblowing, Leatherworking, Lens Crafting, Mage​craft, Metallurgy, Metalworking, Numeracy, Numero​logy, Papermaking, Research, Seamstress/Tailor, Spellcraft, Supernumerate, Teach​ing, Time Sense, Weaponsmithing


ENCHANTER KITS
Naturalist
Description:  From youth, the unbridled curiosity of Naturalists has led them to a fascination about every living thing that inhabits the world, particularly the observation of such beings in their natural wild habitats.  Their studies include the identification and classification of such creatures and their characteristics and extends to interactions of natural forces like weather, climate, and the natural flow of magical energy through the world and how that affects living creatures.  Naturalists often study the history of interrelations between sentient races and the natural creatures with whom they share the world.  Perhaps more than anything else, a Naturalist delights in the study of new plants and animals.  A Naturalist would think nothing of venturing into a haunted forest to observe a rare circle of toadstools or visiting a dragon's den to observe firsthand the miracle of hatching.  A Naturalist will only rarely interfere with the object of his or her study, preferring to observe and sketch or catalog rather than bringing home live (or dead) specimens.

Naturalists often undertake adventures out of sheer curiosity.  This presents a familiar role for many NPC Naturalists:  doddering sages or brash young know-it-all students seeking to observe some rarity and seeking the protection of an armed party of professional adventurers en route, perhaps hiring a party to escort them on a dangerous scientific mission, to indepen​dently verify a rumor or theory in the field, or to retrieve some unusual item for direct examination (or to protect a natural area or habitat from exploitation or destruction by others).

Requirements:  Naturalists must be patient and in good health in order to dedicate themselves to the profession, requiring at least 14 Constitution, 15 Intelligence, and 12 Wisdom, though unlike other En​chanters they have no minimum Dexterity require​ment.  Naturalists may be of any alignment and may be humans, elves, half-elves, or gnomes.

Weapon Proficiencies:  As a standard Enchanter, save that a Naturalist can also become proficient in axe (hand, hatchet), bow (short), lasso, net, or whip.

Special Benefits:  Naturalists are experts in the realms of Animal Lore and Herbalism, beginning with free proficiency in each and gaining a +1 bonus to their proficiency score for every five levels of experience (rounding up).  Their expertise in dealing with animals and plants of all sorts also renders them somewhat resistant to natural animal or plant poisons, gaining a +2 bonus to saving throws against such poison.  In addition to these mundane areas of knowledge within the field of Naturalism, Enchanters of this type gain the following special abilities:

Magic Sense:  As a standard Enchanter.

Natural Empathy:  Naturalists are adept at dealing with trained and wild plant and animal creatures, similar to a Ranger's Animal Empathy ability.  If a Naturalist carefully approaches or tends to any natural animal or plant creature (including giant-sized animals), he or she can try to modify the creature's reactions.  When dealing with domestic or non-hostile animals, a Naturalist can approach an animal and be​friend it automatically.  He or she can easily discern the qualities of a creature (e.g., spotting the best horse in the corral or seeing that the runt of the litter actually has great promise).  Likewise, a Naturalist can automatically determine the type, condition, maturity, and health of any natural plant.

When dealing with a wild animal, an animal trained to fight, or any sort of plant creature, the creature is entitled to a save vs. rods with a -1 penalty for every three levels of the Naturalist (round​ing up).  If the creature saves, it resists the Naturalist's overtures of friendship and behaves normally.  If it fails, however, its reaction can be shifted by one step in the direction chosen by the Naturalist (note that it is possible to use this ability to make an animal more agitated and prone to attack, though it is usually used to pacify a hostile creature).

In order to use Natural Empathy, a Naturalist must be at least 10' from any other humanoid creatures and the animal(s) to be affected must be able to see and hear the Naturalist.  The soothing effects of Natural Empathy begin at once, but the Naturalist must continue calmly speaking and gesturing to the targets for 5-10 (1d6+4) rounds, -1 round for every three levels of experience (rounding up, minimum of 1 round) in order to make the reaction adjustment permanent; otherwise, the affected animals will revert to their previous reaction as soon as the Naturalist stops soothing them.  If any creature take offensive action against an animal while a Naturalist is using this ability, the effects of Natural Empathy are immediately and permanently disrupted.  Unintelligent and highly intelligent animal types cannot be affected; an animal must have intelligence from Animal to Low (1-7) in order to be susceptible to Natural Empathy.  Some non-intelligent plants can be affected, but not molds, slimes, and similar growths.

Natural Enchantment:  Naturalists can learn and cast all spells dealing with or affecting plants or animals, regardless of school or Realm, gaining a +25% bonus to their Chance to Know spells of this type.  This category includes summoning and shape-changing spells that can but do not always bring animals or plant creatures (e.g., monster summoning I, which can bring giant rats but can also bring orcs or other non-animal monsters; polymorph self would also fall into this area).

A Naturalist can also attempt to learn Priest spells from the Animal, Nature, and Plant spheres, treating these as if they were wizard spells in a Major FOS.  He or she must study with a priest capable of casting a desired spell and make a learn spells roll (with no bonus) in order to successfully translate the priestly incantation into a form suitable for wizardly use.  Such spells count against his or her maximum number of spells of each level, as if they were wizard spells.

In addi​tion, Naturalists do not need to memorize spells, as their intimate and detailed knowledge of magical energy patterns and reservoirs or sources of power that exist throughout nature allow them to tap into this ambient magical energy to empower their spells, selecting enchantments as the need arises and then summoning up the needed energy to cast them from the environ​ment.  They use the same spell pro​gression table as other Wizards in terms of how many spells of each level they can cast, but they need not preselect which spells they will have available.  

When a Naturalist wishes to cast a spell, he or she simply decides upon a spell he or she knows and then begins to gather in ambient life energy.  To determine how long this gathering must be performed in order to summon the power to cast the spell, roll 1d10 for each level of the spell, modifying the results as follows:

Modifier
Condition/Terrain
-3/die

Wilderness (ancient forest, mountain peak, river source)*

-2/die

Wilderness (forest, mountain, river, coast)

-1/die

Wilderness (other)

no modifier
Rural (scattered settlements)

+1/die

Suburban (village/town)

+2/die

Urban (city)

+3/die
Urban (large city--e.g., Waterdeep, Suzail, Calimport, Huzuz, Greyhawk, Dyvers)

* including within a 'mythal', regardless of the degree of urbanization or development present or the base terrain type

No roll can be reduced below 1, but a roll can be increased beyond 10.  Once the result has been adjusted for terrain type, the Naturalist should subtract his or her own level from the total, doubled if the Naturalist is casting a plant- or animal-related Wizard spell (but not a translated Priest spell).  This total should then be divided by ten.  The result indicates the number of rounds that must be spent gathering energy.  Any leftover decimals equate to an initiative modifier before spellcasting can begin in that round.  Once energy has been gathered, the spell can be cast with its normal casting time.  If the result is 0 or less, sufficient natural magical energy exists to begin casting immediately, without needing to spend time gathering power.

Examples:
1.  A 6th level Naturalist wishes to cast fly in a rural area.  This is a 3rd level spell so 3d10 are rolled, totaling 18, with no modifier for terrain.  Subtracting the caster's level leaves 12, which divided by 10 is 1.2.  Thus, one full round must be spent gathering energy.  In the following round, the Naturalist suffers an initiative penalty of +2, and then the actual casting of the spell can begin.

2.  If the same Naturalist had instead tried to cast monster summoning I, the level modifier would have been doubled to -12 for a result of 6, indicating that the spell could have been cast within the first round, with an initiative modifier of +6 (to gather energy) followed by the spell's casting time of 3.

3.  If the monster summoning I spell had been cast within a forested wilderness, the 3d10 roll would have been modified by -2 per die based on the terrain, likely resulting in a -6 terrain modifier.  This would produce a net result of 0 for spell-gathering.  Thus, the area is so heavy with natural energy that the Naturalist would be able to instantly tap into it and begin casting the spell; energy-gathering essentially requires no time in this case.
While gathering energy, a Naturalist can move at his or her full normal movement rate (though cannot run or charge) but cannot attack or use magical items.  This gathering is not spellcasting, however, and cannot be disrupted; if a Naturalist is struck for damage while still gathering energy but before the round in which a spell will be cast, gathering proceeds normally and spellcasting is not disrupted.

A Naturalist is also capable of prememorizing spells as normal for a wizard; the option of drawing power and selecting spells at the time of casting offers a great deal of flexibility but at the cost of having a set arsenal of spells ready for instant use.  It is possible for a Naturalist to memorize some spells while leaving other 'spell slots' available for later use by this energy-gathering method.  Priest spells must be cast by gathering energy--they cannot be memorized ahead of time.

Spell Storage:  As a standard Enchanter, save that a Naturalist's magic-storing devices must be natural artifacts or hand-carved and shaped items obtain​ed from a wilderness area at least a day's travel from civilization.  These materials and associated rituals (often including offerings to nature spirits) cost only one-tenth the nor​mal amount.  A Natural​ist can only use Spell Storage to store Naturalism spells, but he or she can store a number of spell levels equal to his or her experience level (rather than halving his or her level as usual).

Special Hindrances:  Naturalists are interested in studying and cataloguing the wonders of nature, particularly focusing on the living bounty of the plant and animal world.  Though they faithfully record their observations and their theories and often keep extensive libraries of their own research and that of others, they have little interest in the cloistered laboratory study and experimentation practiced by most Enchanters.  As a result, unlike all other En​chanters, a Naturalist does not require a laboratory of any sort.  Of course, if he or she wishes to per​form spell research or magical item creation at some point during his or her career, it will be necessary to gain the use of appropriate facilities, but for the day-to-day practice of his or her craft, learning and casting spells, and use of his or her class abilities, a Naturalist has no need of a lab.  The down​side of this attitude is that a Naturalist also has no facility with Enchantment Enhancement and Quasi​magical Creation--two of the special skills that standard Enchanters have developed and refined through dedicated laboratory work.

In a similar vein, Naturalists devote far more of their time to the study of the natural world and magical ap​plications to it than other Enchanters, letting other magical skills 'fall by the wayside'.  As a result, though they retain their normal expertise in Enchant​ment and have special skill with both wizard and priest spells relating to plants, animals, and nature in general, they are much less skilled at other forms of magic than other Enchanters, treating the Realms of Conjuration, Elementalism, and Lore as Minor Fields of Study rather than Major.

Bonus Proficiencies:  Animal Lore, Herbalism

Preferred Proficiencies:  Agriculture, Ancient History, Animal Handling, Animal Noise, Artistic Ability, Cartography, Ecology, Fungi Recognition, Language (any), Numeracy, Reading/Writing, Research, Riding (any), Survival, Teaching, Weather Sense


ENCHANTER KITS
Transmuter
Description:  Transmuters form a natural extension of the art of the Enchanter, focusing with tremendous skill on those applications of magic which cause actual, tangible 'state changes' in the recipient of the magic.  Thus, while they respect the utility of spells which produce measurable effect through the application of magical energy (e.g., strength, fly, haste), they are much more interested in magic that creates a lasting, visible, and substantial change in the subject.  Hence, a Trans​muter would be far more interested in a spell like enlarge, actually altering the physical characteristics of the target, than a strength that accomplished a similar result through indirect magical reinforcement; like​wise, a Transmuter would prefer polymorph self (into an aerial creature) over fly if faced with the same challenge.  The magic of Transmutation does not create something out of nothing or reduce substance to nothingness, but it does deal with all manner of changes of one thing to another.  Most of the spells of Transmutation fall within the Realm of Enchantment (and to a lesser extent Ele​mentalism), but they can be found in some form with​in most of the Realms of Magic.

As might be expected, Transmuters tend to be flashy and flamboyant, preferring stunning and impressive applications of magic over quiet and subtle (but often equally effective) uses.  They can be brash and arro​gant, but their confidence and willingness to innovate serves them in good stead in overcoming challenges and often coming up with novel solutions to problems of all sorts.

Requirements:  Transmuters must be quick of mind and of hand to master the delicate and subtle twists and turns of their art.  They must thus have Intel​li​gence and Dexterity of at least 13 and Wisdom of at least 10.  Transmuters may be of any alignment but must be humans, half-elves, or tieflings.

Weapon Proficiencies:  As a standard Enchanter.

Special Benefits:  As noted, Transmuters are very devoted to their particular specialty and are highly skilled at magic that effects 'state changes' within creatures, objects, or substances, which allows them special abilities over and above those of a standard Enchanter when using such spells.  It should be noted that Transmuters are somewhat more ecumenical in their view of magic, and unlike other Enchanters they are not restricted in the types of magical items that they may use.  

Enchantment Enhancement:  As a standard Enchanter.

Glorious Transmutation:  With any spell of Transmu​tation, regardless of the school or Realm from which it is drawn, a Transmuter gains a +15% bonus to understand and learn it.  In addition, when cast such spells take effect as if the Trans​muter was one level higher than normal, and once per day he or she can cast a spell of Transmutation as if 1d4 levels higher than his or her actual level.  A Transmuter also reduces the casting time for Transmutation spells by 1, though this only applies to spells whose casting time is less than one round.  Finally, a Transmuter gains a +2 bonus to saves vs. Transmutation spells as well as all petrifaction and polymorph attacks, and he or she applies a -2 penalty to opponent saving throws vs. his or her Transmutation spells.

Magic Sense:  As a standard Enchanter.

Special Hindrances:  Transmuters do enjoy experi​mentation from time to time, but they tend to be far more action-oriented than other Enchanters, believing that the best experimentation is accomplished in the field testing out magical applications on 'real-life' obstacles and challenges.  Their laboratory and library is more of a place to record observations, reflect on experiences, and perhaps replicate a few theories and the like.  Hence, they do require the use of a lab, but not nearly on the scale normally seen with an En​chanter.  A Transmuter's lab costs only one-tenth the normal amount for an Enchanter's facility, and a Transmuter does not need to be in his or her lab in order to learn new spells.

A Transmuter's decreased dependence on his or her lab also reflects a loss of several abilities usually associated with an Enchanters experimentation.  Namely, Transmuters lack the abilities of Quasimagic Creation and Spell Storage possessed by other Enchanters.  Transmuters also have no special skill with crafts or engineering, and they begin play with only standard Wizard starting money (i.e., 20-50 g.p.).

Bonus Proficiency:  Spellcraft

Preferred Proficiencies:  Ancient History, Arcanol​ogy, Armorer, Artistic Ability, Bookbind​ing, Calli​graphy, Carpentry, Engineering, Gem Cutting, Glassblowing, Herbalism, Language (Ancient), Magecraft, Metallurgy, Metalworking, Mining, Numeracy, Numerology, Papermaking, Reading/Writ​ing, Research, Supernumerate, Teach​ing, Time Sense
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