© 2002 William J. Scott III


Artificer Prestige Class

Artificer

Artificers are those who devote their lives to the understanding of magical items.  They are master artisans and expert technicians who weave powerful magical effects into physical objects, ultimately learning the long lost secrets bound up in ancient artifacts.  (There is a psionic version of this prestige class as well, as most of the magical concepts involved have a direct psionic analog.)


Hit Die: d4.

Requirements

To qualify to become an Artificer, a character must fulfill all the following criteria.

Spellcasting:  Ability to cast identify and detect magic.

Knowledge (Arcana):  10 ranks.

Craft (any):  4 ranks.
Feats:  Craft Wondrous Item, plus any one of the following feats:  Craft Magic Arms and Armor, Craft Rod, Craft Staff, Craft Wand, Forge Ring.
Special:  The character must own at least 5 magic items worth a total market price of at least 25,000 gold.  The character must also have destroyed magic items worth a total market price of at least 5,000 gold by taking them apart to see how they work.

Class Skills

The Artificer’s class skills (and the key ability for each skill) are Appraise (Int), Concentration (Int), Craft (Int), Knowledge (arcana) (Int), Profession (Wis), Scry (Int), Spellcraft (Int), and Use Magic Device (Cha).  See Chapter 4: Skills in the Player’s Handbook for skill descriptions.


Skill Points at Each Level:  2 + Int modifier.

The Artificer

	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special
	Spells per Day

	1st
	+0
	+0
	+0
	+2
	Signature Item, recharge
	+1 level of existing class

	2nd
	+1
	+0
	+0
	+3
	Item lore +2
	+1 level of existing class

	3rd
	+1
	+1
	+1
	+3
	Magical artisan 90%
	+1 level of existing class

	4th
	+2
	+1
	+1
	+4
	Power user +1
	+1 level of existing class

	5th
	+2
	+1
	+1
	+4
	Item lore +4
	+1 level of existing class

	6th
	+3
	+2
	+2
	+5
	Magical artisan 80%
	+1 level of existing class

	7th
	+3
	+2
	+2
	+5
	Power user +2
	+1 level of existing class

	8th
	+4
	+2
	+2
	+6
	Item lore +6
	+1 level of existing class

	9th
	+4
	+3
	+3
	+6
	Magical artisan 70%
	+1 level of existing class

	10th
	+5
	+3
	+3
	+7
	Power user +3, artifact creation
	+1 level of existing class


Class Features

All of the following are class features of the Artificer prestige class.


Weapon and Armor Proficiency:  Artificers gain no proficiency in any weapon or armor.


Spells per Day:  An Artificer continues training in spell casting as well as magic item creation.  When a new Artificer level is gained, the character gains new spells per day and new spells learned as if she had also gained a level in a spellcasting class she belonged to before she added the prestige class.  She does not, however, gain any other benefit a character of that class would have gained.  She adds the level of Artificer to the other spellcasting class to determine her caster level.  If she has more than one other spellcasting class, she decides which other caster level to increase each time she adds a new level of Artificer.


Signature Item (Su):  In an 8-hour ritual that costs 1000 gold, the Artificer may designate one magic item he owns as his Signature Item.  An Artificer’s Signature Item is his best piece of equipment, his favorite toy, and his masterpiece of magical construction.  Any item which the Artificer owns and is able to modify (through item creation feats) can become a Signature Item, except for scrolls, potions, magical traps, constructs, and any item that gets used up but cannot be recharged (wands, staffs, rods, and charged rings can be recharged, and so may become Signature Items).


The item gets +10 to all saving throws, +10 hardness, and double the normal hit points.  It radiates Strong magic no matter what abilities and spells you place in it.  Someone in possession of the item can research your identity with a Knowledge (arcana) check (DC 20 + your class level).

You may use item creation feats to add strange and unusual features into the item for your own use.  These features will only function for you; if another creature tries to use the item, it retains its original magical properties, but not the features added through Personal Modification (no form of magic short of a wish or miracle can fool the item).  Adding a feature costs 50% normal in terms of time, material costs and XP cost.  Your Signature Item may only have one such Personal Modification feature per class level; removing a feature takes 8 hours and costs nothing.

You may only have one Signature Item at a time.  If you designate a new item as your Signature Item, the old item (if it still exists) loses all benefits of being a Signature Item and becomes a normal magic item with its original magical properties.  A damaged Signature Item may be repaired using the normal rules for repairing magic items.


Recharge (Ex):  An Artificer can recharge a wand, staff, or other item that has had some, but not all, of its charges expended.  This works exactly like crafting such an item (and requires the appropriate item creation feats, spells known, and other prerequisites), but the cost is reduced.  The time, raw material costs and XP costs for adding a single charge is 1% the cost of creating the item normally, although charges can be added in batches (for example, adding 36 charges to a staff requires 36% of the time, materials, and XP normally required).  An item can’t hold more than its normal maximum number of charges (50 for most wands and staffs).
Item Lore (Ex):  A +2 competence bonus is applied to all of the Artificer’s Knowledge (Arcana), Spellcraft, Craft, Use Magic Device, and Appraise checks involving magical items.  This bonus increases to +4 at 5th level and +6 at 8th level.
The Artificer may use his Appraise skill to calculate correctly identified magic item prices using the method for appraising common items, rather than method for appraising rare and magical items.  (See the entry for the Appraise skill in the Player’s Handbook for the difference between appraising common and rare items.)
In addition, the Artificer becomes so adept at casting the identify spell, that he may cast it with a casting time of 1 full round instead of its normal casting time.

Magical Artisan (Ex):  When using any item creation feat to create, modify, or repair, or recharge an item, calculate the time, raw materials cost, and XP cost as if the market price of the item were 90% of its normal cost.  At 6th level, this cost is reduced to 80%, and at 9th level to 70%.  This ability does not stack with other abilities that reduce the cost of using item creation feats (such as the 50% reduction for modifying a Signature Item or the reduced cost of recharging an item); use only the better discount.
Power User (Ex):  Add a +1 competence bonus to the DC for all saving throws against abilities from magic items when those items are used by the Artificer.  Conversely, the Artificer gains a +1 competence bonus to her saving throws when resisting the abilities of magical items.  The Artificer also gains a +1 competence bonus to caster level checks to overcome spell resistance when using a magical item ability against a creature with spell resistance.  Power User bonuses do not apply to scrolls, potions, magical traps, or constructs.

At 7th level the bonuses increase to +2, and at 10th level to +3.


Artifact Creation (Ex):  At 10th level, the Artificer has become so proficient at creating, using and analyzing items that he may now make lesser artifacts, including original magic items of artifact strength, as standard magical items.  Creating an artifact is still difficult and requires lots of research and rare, difficult-to-obtain material components; this ability simply provides a reasonable explanation as to why the Artificer can produce lesser artifacts while normal characters cannot.  The actual details of creating the artifact are up to the DM.
