{ nu'mber of level 1 spells you already Know.
drvrde in half for speIIs with a casting level less

i the’ tem is cursed The curse is determrned with a d4 roll: Enchantment
1d4 . Curse Result ; M
1 the item disintegrates immediately and tinker Level Enchantment Tiers  Class Eéaturgs fogiL
points spent are lost till the next short or long Lesser  Full g /o
rest. 3rd --- --- Enchant Item, Learn Arcane

teer % L L. i i §F 3
“.. the item is bound to the next person to equip it. g:: J{cankis) 0 8 L :
3 G2 3 % X (Cantrip)

If the item is unequipped, the enchantment is 6ih
“lost. 7th
The item is left intact, but the enchantment is 8‘:
lost. _. v
the item gives the usera “pins and needles " 11th
feeling. ‘ SRS 12th
- 13t

Items that can be enchanted are: b
- “helms, goggles, glasses, necklaces, light armor, medrurn ; 16th
«‘armor,heavyarmor gauntlets, gloves, rings, bracelets, | 17
belts, boots, simple weapons, martial weapons, shields, }g:
.ammo, wands, clockwork devices, and staffs (using ordinary 20th

; ,:\-ho_use:ﬁol.d objects can be allowed: if agreed with the DM)

Imitation "

.
E--f 5
W

UITULA DS BRBDRWWWNNRE R RO
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Full Trers

enchantments to a single item. This coul.d
same spell is applied to an item but in botf
passive forms, OR multiple spells of the¥sa
apphed toa srngle |tem If multrple encha?g\

. Lesser Trers,\
SALE Lesser Tie only 1 enchantment may be placed on
and the iiem cannot have been previously enchanted: however your,GM has a Vew over whatrca_

lther be passrve (background effects) or - done. Each enchantment: requrres its own A
B one checR farls the others rem n unaffe




arge: per Spéll IeveI (Cantrrp Ievel spells do fot

tinker 15 en
s)i If the item has an actlve enchantment you can e QMtS a1 ¥ |

Cost) \ - '
‘While enchantin eapon‘ugé ing:th tl\ﬁnchantment

method above, you may add an enhancam@i‘r tp‘the hit a
damage equal to 1/z your Maxrm

Level 14 o ;

As you experiment more with the Arcane ' %peg;n to
recognize patterns and begin understanding the forinatlons
of spells You can now break down spells of your -

Qﬁnker pornts = spell level + 1)

A Dmr“ ing a long rest, you can take an action to learn a spell
from a spell scroll, a spell book, an enchanted item, or a
potlon. "You must succeed an Arcana check with a DC of 10

o ﬁ‘eﬂ level: You learn this spell/enchantment permanently
n be used for enchanting. You can only learn spells
a_spell Ievel less than or equal to your enchantment tier.
hefé'p'ell scroII is consumed upon completion.

them. ‘\.a h) _;

When you wrtness a spell being cast, you may’ take
action to copy that spell. You must have sgmething to" gte
the spell down on (blank parchment) f:ﬁ%m study and J
learn later. You must also succeed on ah Intell ence c

s greater than twice that of the spell’s le’S/el
s At 17" level, skip the Intelligence | che 9th [
: Emhant Contraption learn the spell immediately.
“Level 6 ) :
*(tinker points = spell level + 1 + Contraption cost.)
r, After a contraptron has been made, you may |mmed|ately




