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This document provides the barest sketch of what a
Dungeon Master would need in order to run a
Dungeons & Dragons campaign in Mythic Europe, the
default setting of the Ars Magica fantasy role-playing
game.

This guide assumes an intimate knowledge of Ars
Magica as many of the concepts that form the basis of
the game and setting are not detailed in this document.
All amplifying information about the particulars of
mechanics and the world are contained in the forty-two
volumes that comprise the Ars Magica system.

It is best to think of this guide as notes on how to use
the D&D system to run a campaign in Mythic Europe.
Dungeon Masters will need to refer to the various Ars
Magica sources, particularly its core rulebook, in order
to fully detail and develop the campaign.

This document roughly follows the organization in the
D&D Player’s Handbook. How to use fantasy races in
in an all-human setting is detailed followed by new class
options to capture the spirit of the setting. Mythic
Europe backgrounds are included, making every Social
Status in the Ars Magica Core Rulebook into a suitable
D&D background. A short section on currency and
equipment follows. Customization options for
characters with rules for multiclassing and several new
feats are offered. Sections on ability scores,
adventuring, and combat add new options and aid in
conversion. The spell section is large with a listing of all
spells from the Ars Magica Core Rulebook. The game
details for spells have been converted for use with D&D
game mechanics.

D&D Sources

DUNGEONS & DRAGONS 5TH EDITION
Player’s Handbook (2014)

Dungeon Master’s Guide (2014)

Monster Manual (2014)

Elemental Evil Player’s Companion (2015)
Volo’s Guide to Monsters (2016)
Xanathar’s Guide to Everything (2017)
Tasha’s Cauldron of Everything (2020)

Ars Magica Sources

ARS MAGICA 5TH EDITION

Ars Magica Core Rulebook (2004)
The Fallen Fane (2004)
Calebais (2004)

Guardians of the Forest (2005)
True Lineages (2005)

The Divine (2005)

The Mysteries (2006)
Covenants (2006)

Mystery Cults (2006)

The Infernal (2006)

City & Guild (2006)

Ancient Magic (2007)
Societates (2007)

The Lion and The Lily (2011)
Art & Academe (2011)

Magic (2011)

Hedge Magic (2011)

Faerie (2011)

Tales of Mythic Europe (2011)
Magi of Hermes (2011)

Lords of Men (2011)

Rival Magic (2011)

The Sundered Eagle (2011)

The Church (2012)

Legends of Hermes (2012)

The Cradle & The Crescent (2011-2013)
Hermetic Projects (2011-2013)
Apprentices (2012)

Grogs (2012-2013)

Against the Dark (2012-2013)
Antagonists (2013-2014)

Tales of Power (2013-2014)
The Contested Isle (2013-2015)
Transforming Mythic Europe (2013-2015)
Hooks (2014-2015)

Faith & Flame (2014-2015)
Mythic Locations (2014-2015)
Between Sand & Sea (2014-2015)
Through the Aegis (2015-2016)
Thrice-Told Tales (2015-2016)
Lands of the Nile (2015-2016)
Dies Irae (2016)

ADVENTURES IN MIDDLE-EARTH
Player’s Guide (2016)
Loremaster’s Guide (2017)



1Races

IFantasy 1Races

These can be used in a D&D Mythic Europe campaign,
however there must be a change to the nature of these
races. A character using a non-human race from the
Player's Handbook or other source should consider
their character to have either the Faerie Blood, Giant
Blood, Strong Faerie Blood Virtue, or a similar Virtue.
Strong Faerie Blood is suitable for characters that use
the rules for dwarf, elf, gnome, and halfling (and perhaps
even goblin, hobgoblin, and bugbear). Faerie Blood is
suitable for half-elf or half-orc. Giant Blood would be
suitable for some of the optional races such as goliath
and half-ogre. Genasi would definitely be Jinn-Blooded
while aasimar and tieflings would have the Strong
Angelic Heritage and Demonic Blood Virtues,
respectively. Characters based on the orc template
would be Demon Blooded. Tritons could be considered
Atlanteans. Dragonborn have Mythic Blood. These
designations serve as descriptions of the Virtue the
character would likely have in the Ars Magica system,
given the player's non-human lineage. In this way, the
D&D races can still be used in a "human-only" milieu.
All of these characters can have The Gift.

D&D Race Aging Modifier = Mean Lifespan
Aasimar +3 100
Bugbear +1 80
Dragonborn +1 80
Dwarf +4 110
Elf +8 150
Firbolg +6 130
Genasi +2 90
Gnome +6 130
Goblin +0 70
Goliath +0 70
Half-elf +3 100
Halfling +2 90
Half-orc +0 70
Hobgoblin +0 70
Human +0 70
Orc +0 70
Tiefling +1 80
Triton +3 100

The characters look more or less human, without scales,
horns, tails, etc. Features and coloration can vary
outside of human norms but the characters appear
human. Any race of Small size should have an average
height of one foot more but the race still retains its
Small size category. These characters age as humans do
but their maximum average lifespan may be longer.
Normal maximum age is shown in the table above,
based on an average human lifespan of 70 years.
Apparent age will progress linearly, given their normal
lifespan (e.g., elves age about one year for every two
years after adulthood is reached). These characters do
not know any racial languages (as these do not exist in
Mythic Europe).

Aging

There are no rules in D&D 5e for aging, but there are
rules in Ars Magica. Aging is represented by penalties
to ability scores in Ars Magica (but not in D&D).
Humans under the age of 14 have all ability scores
lowered by an amount equal to 14 minus the character's
age (with a minimum ability score of 3). Thus, a 10-
year-old starting apprentice would have all ability scores
lowered by four. For human and near-human
characters, aging rolls begin after reaching age 35 in
Mythic Europe. Use the following simplified system.

Aging Roll:
1d10 + Age + 10 (rounded up)
— Living Conditions (LC) modifier
— Longevity Ritual (LR) modifier
— Racial Aging Modifier (RM)

Aging Threshold (AT):
3 + (LC + LR + RM) modifiers + 5 (rounded up)

Aging Roll  Effect
AT orless  No apparent aging

> AT Apparent age increases by one year
13 or more  Chance of Decrepitude

The details for most races are found in the Player’s
Handbook or Dungeon Master’s Guide. The rest are
found in Volo’s Guide to Monsters and the Elemental
Evil Player’s Companion. Other sources contain
information on other races as well.

If the result is 13 or more, subtract twelve from this
result and multiply by 10%. This is the chance that the
character gains one Decrepitude Point. When the
character has accumulated five Decrepitude Points, he
or she will die sometime that year. Current age is the
real age of the character while apparent age is the age
they appear to be.



Classes

Character Classes

Three sets of classes are used to simulate the characters
in Mythic Europe. Grogs can take levels in the sidekick
classes (expert, spellcaster, and warrior). Companions
can take levels in the companion classes detailed in this
document and the sidekick classes. The Gifted and
Mythic Companions can take levels in the D&D
character classes (artificer through wizard), the
companion classes, and the sidekick classes.

Keep in mind that there are no Hermetic Magus
archetypes for the grog and companion classes. Only
Hermetic magi can take Hermetic spells, conduct
Hermetic downtime activities, engage in certamen, etc.
The arcane companion and spellcaster classes receive
only D&D spells.

All characters can multiclass and the DM will have to
adjudicate situations where a duplication of class
features might occur, such as a companion taking levels
in the martial companion class and also the sidekick
warrior class.

Grogs

Grogs are made as sidekicks in Dungeons & Dragons.
Humans with suitable stat blocks are listed below. Refer
to Tasha’s Cauldron of Everything for all information
concerning sidekicks. Consult the Adventures in
Middle-earth Loremaster’s Guide for creatures that
have the LG source.

Grogs cannot have The Gift and can take any
Background except Hermetic Magus but the troupe
should keep in mind that these are meant to be minor
characters.

Creature Challenge Source Page
Acolyte 1/4 MM 342
Apprentice Wizard 1/4 Volo's 209
Bandit 1/8 MM 343
Commoner 0 MM 345
Cultist 1/8 MM 345
Farmer 1/8 LG 71
Guard 1/8 MM 347
Merchant 1/8 LG 69
Messenger 1/4 LG 70
Noble 1/8 MM 348
Sage 1/8 LG 72
Scout 1/2 MM 349
Singer 1/8 LG 73
Thug 1/2 MM 350
Thug 1/4 LG 73
Town Guard 1/4 LG 68
Tribal Warrior 1/8 MM 350
Warrior 1/2 LG 71

Companions

Companions are made as normal D&D characters and
can take levels in the four companion classes and the
three sidekick classes.

Companions can take levels in any of the companion
classes detailed below. They may not take levels in the
player character classes (artificer through wizard) unless
they have The Gift. However, Mythic Companions can
take levels in the normal player character classes even
though they do not have The Gift. Companions of all
types may have any Background except for Hermetic
Magus.



The Academic Companion

Proficiency
Level Bonus Class Features
1 +2 Common Knowledge, Cunning Linguist, Scholarly Inspiration (d6)
2 +2 Rousing Speech (d6)
3 +2 Academic Archetype, Expertise
4 +9 Ability Score Improvement
5 +3 Scholarly Inspiration (d8), Font of Inspiration
6 +3 Academic Archetype feature, Countercharm
7 *3 Astute Historian
8 +3 Ability Score Improvement
9 +4 Rousing Speech (d8)
10 +4 Expertise, Scholarly Inspiration (d10)
11 +4 Magical Secrets
12 +4 Ability Score Improvement
13 AF5 Rousing Speech (d10)
14 +5 Academic Archetype feature
15 AF5 Highly Educated, Scholarly Inspiration (d12)
16 +5 Ability Score Improvement
17 +6 Rousing Speech (d12)
18 +6 Commanding Knowledge
19 +6 Ability Score Improvement
20 +6 Savant-Sage, Superior Inspiration

ACADEMIC COMPANION CLASS FEATURES
All academic companion class features follow the rules for the bard class in the Player’s Handbook unless otherwise
noted below. Academic companions may take the archetypes detailed below.

HiT POINTS

Hit Dice: 1d8 per companion level

Hit Points at 1st Level: 8 + your Constitution modifier

Hit Points at Higher Levels: 1d8 (or 5) + your Constitution modifier per academic companion level after 1st

PROEICIENCIES

Armor: Light armor
Weapons: Simple weapons
Tools: Calligrapher’s supplies
Languages: Latin

Saving Throws: Choose one of the following from this list — (a) Constitution, (b) Dexterity, or (¢) Wisdom as well as
one of the following from this list — (d) Charisma, (e) Intelligence, or () Strength
Skills: Choose any four skills

EQUIPMENT

9 (a) a dagger or (b) a quarterstaff

9 (a) a holy symbol, a flask of holy water, and clerical robes or (b) calligrapher’s supplies
9 (a) a scholar’s pack or (b) an explorer’s pack



COMMON KNOWLEDGE

You know many things that are hidden from most and
tidings of distant events tend to reach you with
astonishing speed. The source of your knowledge is
obscure and you do not explain how you know the
things you do to others — it is enough that what you
know is true.

At the start of each adventure or after spending time at
a Hermetic covenant, the Dungeon Master should
inform you of one or two events of importance
occurring somewhere in the Tribunal.

Academics always know a little bit about everything and
the Dungeon Master should regularly give you rumors
or information based on your appropriate Passive ability
checks. For more clarity you can always make an active
ability check to learn more about a person, place, or
event. Once per adventure you can add +5 to one of
these active ability checks.

CUNNING LINGUIST

You know a little of many languages. You can hold a
simple conversation in any of the Latin-based languages,
and know a few common phrases in the languages of
other peoples — enough to offer a greeting, shout a
warning, or insult someone.

SCHOLARLY INSPIRATION
Use the rules for Bardic Inspiration.

ROUSING SPEECH
Use the rules for Song of Rest.

ASTUTE HISTORIAN

At 6th level, you find deeper meaning in the long
history of the world. If you remind another character of
arelevant tale from the history of their people, then that
character gains Inspiration. You may inspire a number
of characters equal to your proficiency bonus. Once
you have used this feature, you cannot use it again until
you have taken a long rest.

MAGICAL SECRETS
At 11th level, you gain either the Magic Initiate or
Ritual Caster feat.

HIGHLY EDUCATED

At 15th level, your learning is such that you know there
are few who can understand your concerns and worries,
and so you must look to yourself for wise counsel. You
may spend Inspiration to gain another use of a feature
that typically requires a long rest before you can use it

again, or is usable only once per adventure. Highly
Educated is itself only usable once per adventure.

COMMANDING KNOWLEDGE

At 18th level you are among the greatest academics in
the world. You may replace any Intelligence or Wisdom
ability check you make with a 15 (before adding
modifiers). You may do this a number of times equal to
your Intelligence modifier. You regain any expended
uses when you finish a long rest.

SAVANT-SAGE

At 20th level, your knowledge on one subject
approaches absolute and the educated widely recognize
you as the preeminent authority on matters pertaining
to your chosen lore. Choose one Intelligence or
Wisdom skill — you automatically succeed at all ability
checks using that skill. Additionally, you may spend
Inspiration to learn something completely hidden about
your chosen lore. Whether by shrewd guess or
seemingly chance insight, you learn a useful secret that
most could have no way of knowing. You must take a
long rest in a covenant before you use this feature again.

SCHOLAR ARCHETYPE

BONUS SKILLS

When you take this archetype at 3rd level, you gain one
skill. If you apply a choice to a skill you already have,
you gain expertise (as the rogue class feature).

CUTTING WORDS

Also at 3rd level, you learn how to use your wit to
distract, confuse, and otherwise sap the confidence and
competence of others. When a creature that you can
see within 60 feet of you makes an attack roll, an ability
check, or a damage roll, you can use your reaction to
expend one of your uses of Scholarly Inspiration, rolling
a Scholarly Inspiration die and subtracting the number
rolled from the creature's roll. You can choose to use
this feature after the creature makes its roll, but before
the DM determines whether the attack roll or ability
check succeeds or fails, or before the creature deals its
damage. The creature is immune if it can't hear you or
if it's immune to being charmed.

MAGICAL SECRETS
At 6th level, you gain either the Magic Initiate or Ritual
Caster feat.

PEERLESS SKILL

Starting at 14th level, when you make an ability check,
you can expend one use of Scholarly Inspiration. Roll a
Scholarly Inspiration die and add the number rolled to



your ability check. You can choose to do so after you
roll the die for the ability check, but before the DM tells
you whether you succeed or fail.

ORATOR ARCHETYPE

SILVER TONGUE

At 3rd level, you are a master at saying the right thing
at the right time. When you make a Charisma-based
ability check, you can treat a d20 roll of 9 or lower as a
10.

UNSETTLING WORDS

Also at 3rd level, you can spin words laced with notions
that unsettle a creature and cause it to doubt itself. As a
bonus action, you can expend one use of your Scholarly
Inspiration and choose one creature you can see within
60 feet of you. Roll the Scholarly Inspiration die. The
creature must subtract the number rolled from the next
attack roll, ability check, or saving throw it makes before
the start of your next turn.

UNFAILING INSPIRATION

At 6th level, your inspiring words are so persuasive that
others feel driven to succeed. When a creature adds
one of your Scholarly Inspiration dice to its ability
check, attack roll, or saving throw and the roll fails, the
creature can keep the Scholarly Inspiration die.

UNIVERSAL SPEECH

At 6th level, you gain the ability to make your speech
intelligible to any other person. As an action, choose
one or more people within 60 feet of you, up to a
number equal to your Charisma modifier (minimum of
one person). For the next hour, the chosen people can
understand what you are trying to convey, regardless of
the language you speak. Once you use this feature, you
can't use it again until you finish a long rest.

INFECTIOUS INSPIRATION

At 14th level, when you successfully inspire someone,
the power of your eloquence can now spread to
someone else. When a creature within 60 feet of you
adds one of your Scholarly Inspiration dice to its ability

10

check, attack roll, or saving throw and the roll succeeds,
you can use your reaction to encourage a different
creature (other than yourself) that can hear you within
60 feet of you, giving it a Scholarly Inspiration die
without expending any of your Scholarly Inspiration
uses. You can use this reaction a number of times equal
to your Charisma modifier (minimum of once), and you
regain all expended uses when you finish a long rest.

MEDICUS ARCHETYPE

EDUCATED CHIRURGEON

At 3rd level you gain proficiency in the Medicine skill.
If you already have the Medicine skill, you gain
expertise (as the rogue class feature).

SKILLED HEALER

Also at 3rd level, the healing time for patients under
your care become three days for a Light Wound, two
weeks for a Medium Wound, and six weeks for a Heavy
Wound. You may also automatically stabilize a creature
that has zero hit points without having to make an
ability check. You may attend to a number of patients
equal to your proficiency bonus.

SUPERIOR PRACTITIONER

At 6th level, patients under your care heal a Light
Wound after along rest. The healing time for a Medium
Wound becomes one week and the healing time for a
Heavy Wound becomes three weeks. You may attend
to a number of patients equal to your proficiency bonus.

MAGISTER IN MEDICINA

At 14th level, your skill at healing others seems almost
magical. Patients under your care heal a Light Wound
after a short rest and heal a Medium Wound after a long
rest. The healing time for a Heavy Wound becomes one
week. You may attend to a number of patients equal to
your proficiency bonus.



The Arcanc Companion

Proficiency Cantrips  Spells
Level Bonus Class Features Known  Known 1st 2nd  3rd  4th 5th
1 +2 Spellcasting, Ritual Casting 2 1 2
2 +92 Arcane Archetype 2 2 2
3 2 2 3 3
4 +2 Ability Score Improvement 3 3 3
5 +3 3 4 4 2
6 +3 Arcane Archetype feature 3 4 4 2
7 +3 3 5 4 3
8 +3 Ability Score Improvement 3 5 4 3
9 +4 3 6 4 3 2
10 +4 Arcane Archetype feature 4 6 4 3 2
11 +4 4 7 4 3 3
12 +4 Ability Score Improvement 4 7 4 3 3
13 +5 4 8 4 3 3 1
14 +5 Arcane Archetype feature 4 8 4 3 3 1
15 +5 4 9 4 3 3 2
16 +5 Ability Score Improvement 4 9 4 3 3 2
17 @ 4 10 4 3 3 3 1
18 +6 Wonderworker 4 10 4 3 3 3 1
19 +6 Ability Score Improvement 4 11 4 3 3 3 2
20 +6 Arcane Master 4 11 4 3 3 3 2

ARCANE COMPANION CLASS FEATURES

HiT POINTS

Hit Dice: 1d6 per companion level

Hit Points at 1st Level: 6 4+ your Constitution modifier
Hit Points at Higher Levels: 1d6 (or 4) + your Constitution modifier per arcane companion level after 1st

PROFEICIENCIES
Armor: None

Weapons: Simple weapons
Tools: Choose either alchemist’s supplies, calligrapher’s supplies, or herbalism kit

Saving Throws: Choose one of the following from this list — (a) Constitution, (b) Dexterity, or (¢) Wisdom as well as
one of the following from this list — (d) Charisma, (e) Intelligence, or (f) Strength
Skills: Choose any three skills and Arcana

EQUIPMENT

9 (a) a dagger or (b) a quarterstaff
9 (a) alchemist’s supplies, (b) calligrapher’s supplies, or (c) an herbalism kit
9 (@) a scholar’s pack or (b) an explorer’s pack
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SPELLCASTING

Arcane companions have the ability to cast D&D spells.
They do not get the ability to cast Hermetic spells and
a Hermetic magus who takes levels in this class must
take D&D spells when entitled to gain spells when
advancing as an arcane companion.

CANTRIPS

The arcane companion knows the number of cantrips
indicated on the chart above. Cantrips can be selected
from any D&D spell list.

SPELL SLOTS

The table above shows show many spell slots the arcane
companion has to cast spells of 1st level and higher. To
cast one of these spells, the arcane companion must
expend a slot of the spell’s level or higher. The arcane
companion regains all expended spell slots after a long
rest.

SPELLS KNOWN

The Spells Known column on the table above shows
how many spells of 1st level or higher the arcane
companion knows. Each of the spells in the Spells
Known column must be of a level for which the arcane
companion has spell slots, as shown on the table and the
arcane companion can choose spells from any D&D
spell list.

SPELLCASTING ABILITY

The arcane companion’s spellcasting ability is the
highest from among Intelligence, Wisdom, and
Charisma

Spell Save DC = 8 + your proficiency bonus + your
spellcasting ability modifier

Spell attack modifier = your proficiency bonus + your
spellcasting ability modifier

SPELLCASTING Focus
You can use a focus of any type as a spellcasting focus
for your arcane companion spells.

RITUAL CASTING
You can cast a spell you know as a ritual if that spell has
the ritual tag.

WONDERWORKER

At 18th level, choose one of the following: (a) gain the
wish spell or (b) gain the Divine Intervention cleric class
feature or (c) gain the Timeless Body druid class feature.
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ARCANE MASTER

At 20th level, the arcane companion can draw on an
inner reserve of mystical power to regain expended spell
slots. The arcane companion spends one minute
drawing upon the power of his Realm to regain all
expended spell slots from the arcane companion
Once spell slots have been
regained with this feature, the arcane companion must

Spellcasting feature.
finish a long rest before being able to do so again.
ABJURER ARCHETYPE

2ND LEVEL — ABJURER

You gain one D&D 1st level abjuration spell. You also
gain one D&D abjuration spell of a level you can cast
each time you gain a level in arcane companion. Choose
one Realm, either Divine, Faerie, Infernal, or Magic.
You are aligned to the chosen Realm.

You gain the following wizard class features at the
indicated levels:

2ND LEVEL — ARCANE WARD

6TH LEVEL — PROJECTED WARD

10TH LEVEL — IMPROVED ABJURATION
14TH LEVEL — SPELL RESISTANCE

BARD ARCHETYPE

2ND LEVEL — BARD

You gain one 1st level spell from the bard spell list. You
also gain one spell from the bard spell list of a level you
can cast each time you gain a level in arcane companion.
Choose one Realm, either Divine, Faerie, Infernal, or
Magic. You are aligned to the chosen Realm.

You gain the following bard class features at the
indicated levels:

2ND LEVEL — SONG OF REST

6TH LEVEL — COUNTERCHARM
10TH LEVEL — MAGICAL SECRETS
14TH LEVEL — MAGICAL SECRETS

BLADESINGER ARCHETYPE

2ND LEVEL — BLADESINGER

When you choose this archetype you gain one 1st level
spell from the bard spell list. You also gain one spell
from the bard spell list of a level you can cast each time
you gain a level in arcane companion. You are aligned
to the Faerie Realm.



You gain the following wizard class features at the
indicated levels (found in Tasha’s Cauldron of
Everything):

2ND LEVEL — TRAINING IN WAR AND SONG
2ND LEVEL — BLADESONG

6TH LEVEL — EXTRA ATTACK

10TH LEVEL — SONG OF DEFENSE

14TH LEVEL — SONG OF VICTORY

CLERIC ARCHETYPE

2ND LEVEL — CLERIC

You gain one 1st level spell from the cleric spell list.
You also gain one spell from the cleric spell list of a level
you can cast each time you gain a level in arcane
companion. You are aligned to the Divine Realm.

You gain the following cleric class features at the
indicated levels:

2ND LEVEL — CHANNEL DIVINITY (1/REST)
6TH LEVEL — CHANNEL DIVINITY (2/REST)
10TH LEVEL — DIVINE INTERVENTION
14TH LEVEL — DESTROY UNDEAD (CR 3)

CONJURFR ARCHFTYPE

2ND LEVEL — CONJURER

You gain one D&D 1st level conjuration spell. You also
gain one D&D conjuration spell of a level you can cast
each time you gain a level in arcane companion. Choose
one Realm, either Divine, Faerie, Infernal, or Magic.
You are aligned to the chosen Realm.

You gain the following wizard class features at the
indicated levels:

2ND LEVEL — MINOR CONJURATION
6TH LEVEL — BENIGN TRANSPOSITION
10TH LEVEL — FOCUSED CONJURATION
14TH LEVEL — DURABLE SUMMONS

DIVINER ARCHETYPE

2ND LEVEL — DIVINER

You gain one D&D 1st level divination spell. You also
gain one D&D divination spell of a level you can cast
each time you gain alevel in arcane companion. Choose
one Realm, either Divine, Faerie, Infernal, or Magic.
You are aligned to the chosen Realm.

You gain the following wizard class features at the
indicated levels:
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2ND LEVEL — PORTENT

6TH LEVEL — EXPERT DIVINATION
10TH LEVEL — THE THIRD EYE
14TH LEVEL — GREATER PORTENT

DRUID ARCHETYPE

2ND LEVEL — DRUID

You gain one 1st level spell from the druid spell list.
You also gain one spell from the druid spell list of a level
you can cast each time you gain a level in arcane
companion. You are aligned to the Faerie Realm.

You gain the following druid class features at the
indicated levels:

2ND LEVEL — WILD SHAPE

6TH LEVEL — WILD SHAPE IMPROVEMENT (4TH)
10TH LEVEL — WILD SHAPE IMPROVEMENT (8TH)
14TH LEVEL — BEAST SPELLS

ENCHANTER ARCHETYPE

2ND LEVEL — ENCHANTER

You gain one D&D 1st level enchantment spell.  You
also gain one D&D enchantment spell of a level you can
cast each time you gain a level in arcane companion.
Choose one Realm, either Divine, Faerie, Infernal, or
Magic. You are aligned to the chosen Realm.

You gain the following wizard class features at the
indicated levels:

2ND LEVEL — HYPNOTIC GAZE

6TH LEVEL — INSTINCTIVE CHARM
10TH LEVEL — SPLIT ENCHANTMENT
14TH LEVEL — ALTER MEMORIES

[LLUSIONIST ARCHETYPE

2ND LEVEL — ILLUSIONIST

You gain one D&D 1st level illusion spell. You also gain
one D&D illusion spell of a level you can cast each time
you gain a level in arcane companion. Choose one
Realm, either Divine, Faerie, Infernal, or Magic. You

are aligned to the chosen Realm.

You gain the following wizard class features at the
indicated levels:

2ND LEVEL — IMPROVED MINOR ILLUSION
6TH LEVEL — MALLEABLE ILLUSION

10TH LEVEL — ILLUSORY SELF

14TH LEVEL — ILLUSORY REALITY



INVOKER ARCHETYPE

2ND LEVEL — INVOKER

You gain one D&D 1st level evocation spell. You also
gain one D&D evocation spell of a level you can cast
each time you gain a level in arcane companion. Choose
one Realm, either Divine, Faerie, Infernal, or Magic.
You are aligned to the chosen Realm.

You gain the following wizard class features at the
indicated levels:

2ND LEVEL — SCULPT SPELLS

6TH LEVEL — POTENT CANTRIP

10TH LEVEL — EMPOWERED EVOCATION
14TH LEVEL — OVERCHANNEL

NECROMANCER ARCHETYPE

2ND LEVEL — NECROMANCER

You gain one D&D 1st level necromancy spell. You also
gain D&D one necromancy spell of a level you can cast
each time you gain a level in arcane companion. Choose
one Realm, either Faerie, Infernal, or Magic. You are
aligned to the chosen Realm.

You gain the following wizard class features at the
indicated levels:

2ND LEVEL — GRIM HARVEST

6TH LEVEL — UNDEAD THRALLS
10TH LEVEL — INURED TO UNDEATH
14TH LEVEL — COMMAND UNDEAD

SORCERER ARCHETYPE

2ND — SORCERER

You gain one 1st level spell from the sorcerer spell list.
You also gain one spell from the sorcerer spell list of a
level you can cast each time you gain a level in arcane
companion. Choose one Realm, either Divine, Faerie,
Infernal, or Magic. You are aligned to the chosen
Realm.

You gain the following sorcerer class features at the
indicated levels:

2ND LEVEL — FONT OF MAGIC
6TH LEVEL — METAMAGIC (3RD)
10TH LEVEL — METAMAGIC (10TH)
14TH LEVEL — METAMAGIC (17TH)
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TRANSMUTER ARCHETYPE

2ND LEVEL — TRANSMUTER

You gain one D&D 1st level transmutation spell. You
also gain one D&D transmutation spell of a level you can
cast each time you gain a level in arcane companion.
Choose one Realm, either Divine, Faerie, Infernal, or
Magic. You are aligned to the chosen Realm.

You gain the following wizard class features at the
indicated levels:

2ND LEVEL — MINOR ALCHEMY

6TH LEVEL — TRANSMUTER’S STONE
10TH LEVEL — SHAPECHANGER

14TH LEVEL — MASTER TRANSMUTER

WAR WIZARD ARCHETYPE

2ND LEVEL — WAR WIZARD

When you choose this archetype you gain one 1st level
spell that does hit points of damage. You also gain one
spell that does hit points of damage of a level you can
cast each time you gain a level in arcane companion.
Choose one Realm, either Divine, Faerie, Infernal, or
Magic. You are aligned to the chosen Realm.

You gain the following wizard class features at the
indicated levels (found in Xanathar’s Guide to
Everything):

2ND LEVEL — ARCANE DEFLECTION
2ND LEVEL — TACTICAL WIT

6TH LEVEL — POWER SURGE

10TH LEVEL — DURABLE MAGIC
14TH LEVEL — DEFLECTING SHROUD

WARLOCK ARCHETYPE

2ND LEVEL — WARLOCK

You gain one 1st level spell from the warlock spell list.
You also gain one spell from the warlock spell list of a
level you can cast each time you gain a level in arcane
companion. Choose one Realm, either Divine, Faerie,
Infernal, or Magic. You are aligned to the chosen
Realm.

You gain the following warlock class features at the
indicated levels:

2ND LEVEL — ELDRITCH INVOCATIONS (2)
6TH LEVEL — ELDRITCH INVOCATIONS (3)
10TH LEVEL — ELDRITCH INVOCATIONS (4)
14TH LEVEL — ELDRITCH INVOCATIONS (5)



The Martial Companion

Proficiency

Level Bonus Class Features
1 +2 Fighting Style, Second Wind
2 +2 Action Surge (one use)
3 42 Martial Archetype
4 +9 Ability Score Improvement
5 *3 Extra Attack
6 +3 Ability Score Improvement
7 +3 Martial Archetype feature
8 +3 Ability Score Improvement
9 +4 Indomitable (one use)
10 +4 Martial Archetype feature
11 +4 Extra Attack (2)
12 +4 Ability Score Improvement
13 +5 Indomitable (two uses)
14 +5 Ability Score Improvement
15 +5 Martial Archetype feature
16 +5 Ability Score Improvement
17 +6 Action Surge (two uses), Indomitable (three uses)
18 +6 Martial Archetype feature
19 +6 Ability Score Improvement
20 +6 Extra Attack (3)

MARTIAL COMPANION CLASS FEATURES
All martial companion class features follow the rules for the fighter class in the Player’s Handbook. Martial companions
may take the Battle Master, Cavalier, Champion, and Knight (i.e., Samurai) archetypes and those below.

HiT POINTS

Hit Dice: 1d10 per companion level

Hit Points at 1st Level: 10 + your Constitution modifier

Hit Points at Higher Levels: 1d10 (or 6) + your Constitution modifier per martial companion level after 1st

PROEICIENCIES

Armor: All armor, shields

Weapons: Simple weapons, martial weapons
Tools: None

Saving Throws: Choose one of the following from this list — (a) Constitution, (b) Dexterity, or (¢) Wisdom as well as
one of the following from this list — (d) Charisma, (e) Intelligence, or () Strength
Skills: Choose any two skills

EQUIPMENT

9 (a) one full suit of medium armor (light armor if Squalid or Poor, heavy armor if Comfortable, Wealthy, or
Aristocratic) and (b) one shield

9 (a) two martial weapons

9 (a) a dungeoneer’s pack or (b) an explorer’s pack
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CAPTAIN ARCHETYPE
You gain the following Captain Archetype features at
3rd, 7th, 10th, 15th, and 18th level.

TUuRB LEADER

At 3rd level, when initiative is rolled, the captain may
take a reaction to form a fighting group that consists of
himself and a number of additional characters equal to
his proficiency bonus. The characters must use a
reaction to join the group.

Once the fighting group is formed, the captain gains a
Leadership Die, which starts as a d6 at 3rd level. Each
round the captain decides how to apply the Leadership
Die. The Leadership Die can be applied to an attack
roll, a damage roll, an ability check, or a saving throw of
one of the other members of the fighting group. When
applied, the die is rolled and the result is added to the
roll is was applied to. The Leadership Die must be
applied before the other roll is made. The Leadership
Die becomes a d8 at 7th level, a d10 at 10th level, and a
d12 at 15th level.

ALL FOR ONE

At 7th level, the captain may redirect the damage
suffered by a member of the fighting group. The
captain may use a Leadership Die to transfer damage
suffered by one other member of the fighting group that
round to another. The captain can transfer damage to
herself but cannot transfer her damage to another. Roll
the Leadership Die and transfer this much damage, up
to the full amount that was suffered.

ONE FORALL

At 10th level, the captain may use a Leadership Die to
affect a type of roll made by all members of the fighting
group. Choose either attack roll, damage roll, ability
check, or saving throw. All members of the fighting
group get the bonus to the type of roll chosen during
that round. Once you use this effect, you must finish a
long rest before you can use it again.
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INSPIRING LEADER

At 15th level, when the captain forms a fighting group,
all other members of the fighting group, besides the
captain, gain Inspiration.

SUPERIOR TACTICS

At 18th level, the attack rolls of all members of the
captain’s fighting group, besides the captain, are made
with advantage.

VANGUARD ARCHETYPE
You gain the following Vanguard Archetype features at
3rd, 7th, 10th, 15th, and 18th level.

TouGH

At 3rd level, all of your hit dice from the martial
companion class become twelve-sided rather than ten-
sided and you also permanently add two hit points to
your hit point maximum. When you gain this feature at
3rd level, your hit die is a d12. You may roll your hit
die and add the result to your total hit points or take
seven hit points to add to your hit point total.

MARTIAL INSTINCT

At 7th level, your instincts are so honed that you have
advantage on initiative rolls. Additionally, if you are
surprised at the beginning of combat and aren't
incapacitated, you can act normally on your first turn.

ARMORED DEFENSE
At 10th level, you add your Constitution modifier to
your Armor Class if you are wearing armor.

RETALIATION

Starting at 15th level, when you take damage from a
creature that is within 5 feet of you, you can use

your reaction to make a melee weapon attack against
that creature.

MARTIAL PARAGON

At 18th level, your Strength and Constitution scores
increase by 4. Your maximum for those scores is now
24.



The Skilled Companion

Proficiency Sneak

Level Bonus Attack Class Features
1 42 1d6 Expertise, Sneak Attack
2 +2 1dé6 Cunning Action, Jack of All Trades
3 42 2d6 Skilled Archetype
4 +9 2d6 Ability Score Improvement
5 +3 3d6 Uncanny Dodge
6 +3 3d6 Expertise
7 *3 4d6 Evasion
8 +3 4d6 Ability Score Improvement
9 +4 5d6 Skilled Archetype feature
10 +4 5d6 Ability Score Improvement
11 +4 6d6 Reliable Talent
12 +4 6d6 Ability Score Improvement
13 +5 7d6 Skilled Archetype feature
14 +5 7d6 Blindsense
15 +5 8d6 Slippery Mind
16 +5 8d6 Ability Score Improvement
17 +6 9d6 Skilled Archetype feature
18 +6 9d6 Elusive
19 +6 10d6 Ability Score Improvement
20 +6 10d6 Stroke of Luck

SKILLED COMPANION CLASS FEATURES
Skilled companion class features follow the rules for the bard and rogue classes. Skilled companions may take the
Assassin, Inquisitive, Mastermind, Scout, Swashbuckler, and Thief archetypes and those below.

HiT POINTS

Hit Dice: 1d8 per companion level

Hit Points at 1st Level: 8 + your Constitution modifier

Hit Points at Higher Levels: 1d8 (or 5) + your Constitution modifier per skilled companion level after 1st

PROEICIENCIES

Armor: Light armor, medium armor, and shields

Weapons: Simple weapons

Tools: Choose any two from the table on page 154 of the Player’s Handbook

Saving Throws: Choose one of the following from this list — (a) Constitution, (b) Dexterity, or (¢) Wisdom as well as
one of the following from this list — (d) Charisma, (e) Intelligence, or () Strength
Skills: Choose any four skills

EQUIPMENT

9 (a) a dagger or (b) a club

9 (@ two sets of tools

9 (a) a burglar’s pack, (b) a dungeoneer’s pack, or (c) an explorer’s pack
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COURTIER ARCHETYPE
At 3rd, 9th, 13th, and 17th level, you gain the Courtier
Archetype features below.

SKILLED COMMUNICATOR

At 3rd level, choose a skill from the following list:
Deception, Insight, Intimidation, Performance, or
Persuasion. You have advantage on ability checks with
the chosen skill.

MASTER MANIPULATOR

At 9th level, the courtier gains an almost supernatural
ability to influence the actions of others. Choose from
among the following spells each time you wish to invoke
this feature: calm emotions, enthrall, or suggestion.
The courtier may produce a non-magical effect that
mimics the chosen spell. Saving throws still apply, if
applicable. Once you use this feature, you must finish a
long rest before you can use it again.

SMOOTH-TONGUED ELOQUENCE

At 13th level, you may invoke a non-magical effect that
mimics the glibness or mass suggestion spell. You can
choose either spell each time you use this feature.
Saving throws still apply, if applicable. Once you use
this feature, you must finish a long rest before you can
use it again.

PRIME MINISTER

At 17th level, whenever you make an ability check for
the skill you chose at 3rd level for the Skilled
Communicator feature, you may treat a d20 roll of 19
or lower as a 20 (but this is not considered a “natural”
20). Also at 17th level, you may invoke a non-magical
effect that mimics the mind blank spell. Once you use
this effect, you must finish a long rest before you can
use it again.

EXPERT ARCHETYPE

At 3rd, 9th, 13th, and 17th level, you gain one of the
Expert Archetype features below. You may not choose
a feature more than once.

EXPERT ADVANTAGE

Choose one skill or tool that you have expertise in. If
you do not have expertise in a skill, then choose a skill;
you gain expertise in this skill. In either case, you have
advantage on all d20 ability checks involving the chosen

skill.

EXPERT TALENT
Choose one ability score. Increase that ability score by
2, to a maximum of 20.

18

EXPERT KNOWLEDGE
Choose two skills. You gain expertise with these skills
(as the rogue class feature).

EXPERT SKILL

You may add half your skilled companion level, rounded
up, to one ability check involving a skill you are
proficient with. You may wait to see if the roll succeeds
or fails before adding this bonus. You may not use the
Expert Skill feature again until after a short or long rest.

HERALD ARCHETYPE
At 3rd, 9th, 13th, and 17th level, you gain the Herald
Archetype features below.

MARTIAL TRAINING
At 3rd level, you gain proficiency in martial weapons
and heavy armor.

BATTLEFIELD ADVICE

Also at 3rd level, you gain a number of dice equal to
your proficiency bonus and this number of dice
increases as your proficiency bonus increases. These
dice start as d6 but become d8 at 5th level, d10 at 10th
level, and d12 at 15th level. You may expend one die
to give all of your allies within 30 feet a bonus equal to
the roll of the die to their next attack roll. Alternatively,
you may spend one die to increase the weapon damage
roll of one ally within 30 feet by a roll of the die.

EXTRA ATTACK
At 9th level, you can attack twice, instead of once,
whenever you take the attack action on your turn.

BREAK RESOLVE

At 13th level, your steely gaze causes lesser foes to falter
before you. As an action, you may attempt to instill fear
in one creature within 30 feet of you that can see you by
making a DC 15 Charisma (Intimidation) check. The
affected creature must make a Wisdom saving throw
(DC equals the result of your Charisma check) or gain
the Frightened condition. You may use this ability only
once, regaining it after a short or long rest.

AN END WORTHY OF SONG

At 17th level, your stirring words help your allies stand
against any challenge, even if it is to be their last stand.
As an action, you can speak words of hope and valor that
move you and all of your allies within 30 feet, granting
each of you a +2 bonus on all attack rolls, a pool of
temporary hit points equal to your character level and
immunity to being Frightened. This effect lasts a



number of rounds equal to your Charisma modifier +1
(minimum of 1). You must take a long rest in a
Hermetic covenant (or your home) before you can use
this ability again.

SENTINEL ARCHETYPE
At 3rd, 9th, 13th, and 17th level, you gain the Sentinel
Archetype features below.

MARTIAL TRAINING
At 3rd level, you gain proficiency in martial weapons
and heavy armor.

GUARDIAN

Starting at 3rd level when you choose this archetype,
when a creature you can see attacks a target within 5
feet of you (other than yourself), you can use your
reaction to impose a disadvantage on the attack roll.

CEASELESS GUARD

At 9th level, you can use your reaction in order to
interpose yourself in front of an attack meant for
another within five feet of you. You make a Dexterity
saving throw with a DC equal to the enemy’s attack roll.
If you succeed, the attack is automatically directed at
you. You may increase your AC by your proficiency
bonus against this attack.

A CREATURE OF STONE AND STEEL

At 13th level, you gain a permanent pool of temporary
hit points equal to 12 + your Constitution modifier.
This pool replenishes after finishing a long rest.

UNYIELDING GUARD

Starting at 17th level, your skill at protecting yourself
and others reaches its zenith. You can use your action
to utterly thwart your enemies. Choose any number of
opponents within 10 feet of you whose total Challenge
and/or Hit Dice are equal to or less than your own
number of Hit Dice. For the following round, these
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opponents do not roll their attack dice — all of their
attacks automatically miss. You cannot use this ability
again until you’ve taken a short or long rest.

PERFORMER ARCHETYPE

Requirement: Expertise in a musical instrument.

At 3rd, 9th, 13th, and 17th level, you gain the Performer
Archetype features below.

BARDIC INSPIRATION
At 3rd level, you gain the Bardic Inspiration class feature
from the bard class.

SONG OF REST
Also at 3rd level, you gain the Song of Rest class feature
from the bard class.

FONT OF INSPIRATION
At 9th level, you regain all of your expended uses of
Bardic Inspiration when you finish a long or short rest.

COUNTERCHARM
Also at 9th level, you gain the Countercharm class
feature from the bard class.

ENCHANTING MUSIC

At 13th level, you may invoke a non-magical effect that
mimics one of the following spells of your choice each
time you use it: animal friendship, charm person, calm
emotions, enthrall, compulsion, confusion, mass
suggestion, modify memory, sleep, or suggestion.
Saving throws still apply, if applicable. Once you use
this feature, you must finish a long rest before you can
use it again

SUPERIOR INSPIRATION
At 17th level, when you roll initiative and have no uses
of Bardic Inspiration left, you regain one use.



Inermetic Magi
Inermetic Class Archetupes

The following class archetypes can be used to simulate
Hermetic magi in the Dungeons & Dragons 5th Edition
system. A character must have the Hermetic Magus
background to take these class archetypes.

There is one class archetype for each of the thirteen
character classes. When the decision point is reached,
typically at 1st, 2nd, or 3rd level, a character may
choose the Magus archetype for their class (but need
not). For the spellcasting classes, this adds the entire
Hermetic spell list to the spell list of their class. For the
non-spellcasting classes (barbarian, monk, fighter, and
rogue), the character gains the Hermetic Dabbler feat.

ARTIFICER: MAGUS

ARTIFICER - 3RD LEVEL - HERMETIC MAGIC
You gain the Hermetic Magic feat.

ARTIFICER - 5TH LEVEL - MAGIC SHIELD
You gain the Magic Shield feat.

ARTIFICER - 9TH LEVEL - SPELLMASTER
You gain the Spellmaster feat.

ARTIFICER - 15TH LEVEL - SPELL PENETRATION
You gain the Spell Penetration feat.

BARBARIAN: PATH OF THE MAGUS

Barbarians wishing to take this Path are encouraged to
take Hermetic feats (Hermetic Initiate through
Hermetic Magus) at 4th, 8th, 12th, 16th, and 19th level,
if possible.

BARBARIAN - 3RD LEVEL - HERMETIC MACGIC
You gain the Hermetic Magic and Hermetic Dabbler
feats.

BARBARIAN - 6TH LEVEL - MAGIC SHIELD
You gain the Magic Shield feat.

BARBARIAN - 10TH LEVEL - SPELLMASTER
You gain the Spellmaster feat.

BARBARIAN - 14TH LEVEL - SPELL PENETRATION
You gain the Spell Penetration feat.
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BARD: COLLEGE OF THE MAGUS

BARD - 3RD LEVEL - HERMETIC MACGIC
You gain the Hermetic Magic feat.

BARD - 6TH LEVEL - MAGIC SHIELD
You gain the Magic Shield feat.

BARD - 14TH LEVEL - SPELL PENETRATION
You gain the Spell Penetration feat.

BARD - 14TH LEVEL - SPELLMASTER
You gain the Spellmaster feat.

CLERIC: MAGUS DOMAIN

CLERIC - 1ST LEVEL - BLESSINGS OF KNOWLEDGE

You learn two languages of your choice. You also

become proficient in your choice of two of the
following skills: Arcana, History, Nature, or Religion.
Your proficiency bonus is double for any ability check
you make that uses either of those skills.

CLERIC - 2ND LEVEL - HERMETIC MAGIC
You gain the Hermetic Magic feat.

CLERIC - 6TH LEVEL - MAGIC SHIELD
You gain the Magic Shield feat.

CLERIC - 8TH LEVEL - SPELLMASTER
You gain the Spellmaster feat.

CLERIC - 17TH LEVEL - SPELL PENETRATION
You gain the Spell Penetration feat.

DRUID: CIRCLE OF THE MAGUS

DRUID - 2ND LEVEL - HERMETIC MAGIC
You gain the Hermetic Magic feat.

DRUID - 6TH LEVEL - MAGIC SHIELD
You gain the Magic Shield feat.

DRUID - 10TH LEVEL - SPELLMASTER
You gain the Spellmaster feat.

DRUID - 14TH LEVEL - SPELL PENETRATION
You gain the Spell Penetration feat.



FIGHTER: MAGUS

Fighters wishing to take this Archetype are encouraged
to take Hermetic feats (Hermetic Initiate through
Hermetic Magus) at 4th, 6th, 8th, 12th, and 14th level,
if possible

FIGHTER - 3RD LEVEL - HERMETIC MAGIC
You gain the Hermetic Magic and Hermetic Dabbler
feats.

FIGHTER - 7TH LEVEL - MAGIC SHIELD
You gain the Magic Shield feat.

FIGHTER - 10TH LEVEL - SPELLMASTER
You gain the Spellmaster feat.

FIGHTER - 15TH LEVEL - SPELL PENETRATION
You gain the Spell Penetration feat.

FIGHTER - 18TH LEVEL - WAR MAGIC

When you use your action to cast a D&D or Hermetic
cantrip, you can make one weapon attack as a bonus
action.

MONK: WAY OF THE MAGUS

Monks wishing to take this Archetype are encouraged
to take Hermetic feats (Hermetic Initiate through
Hermetic Magus) at 4th, 8th, 12th, 16th, and 19th level,
if possible

MONK - 3RD LEVEL - HERMETIC MAGIC
You gain the Hermetic Magic and Hermetic Dabbler

feats.

MONK - 6TH LEVEL - MAGIC SHIELD
You gain the Magic Shield feat.

MONK - 11TH LEVEL - SPELLMASTER
You gain the Spellmaster feat.

MONK - 17TH LEVEL - SPELL PENETRATION
You gain the Spell Penetration feat.

PALADIN: OATH OF THE MAGUS

PALADIN - 3RD LEVEL - HERMETIC MAGIC
You gain the Hermetic Magic feat.

PALADIN - 7TH LEVEL - MAGIC SHIELD
You gain the Magic Shield feat.

PALADIN - 15TH LEVEL - SPELL PENETRATION
You gain the Spell Penetration feat.
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PALADIN - 15TH LEVEL - SPELLMASTER
You gain the Spellmaster feat.

PALADIN - 20TH LEVEL - PALADIN ASPECT

Choose one 20th level paladin Oath feature (such as
Holy Nimbus, Elder Champion, or Avenging Angel).
You gain this feature.

RANGER: MAGUS

RANGER - 3RD LEVEL - HERMETIC MAGIC
You gain the Hermetic Magic feat.

RANGER - 7TH LEVEL - MAGIC SHIELD
You gain the Magic Shield feat.

RANGER - 11TH LEVEL - SPELLMASTER
You gain the Spellmaster feat.

RANGER - 15TH LEVEL - SPELL PENETRATION
You gain the Spell Penetration feat.

ROGUE: MAGUS

Rogues wishing to take this Archetype are encouraged
to take Hermetic feats (Hermetic Initiate through
Hermetic Magus) at 4th, 8th, 10th, 12th, and 16th, if
possible

ROGUE - 3RD LEVEL - HERMETIC MAGIC

You gain the Hermetic Magic and Hermetic Dabbler
feats.

ROGUE - 9TH LEVEL - MAGIC SHIELD
You gain the Magic Shield feat.

ROGUE - 13TH LEVEL - SPELLMASTER
You gain the Spellmaster feat.

ROGUE - 17TH LEVEL - SPELL PENETRATION
You gain the Spell Penetration feat.

SORCERER: HERMETIC TRAINING

SORCERER - 1ST LEVEL - HERMETIC MAGIC
You gain the Hermetic Magic feat.

SORCERER - 6TH LEVEL - MAGIC SHIELD
You gain the Magic Shield feat.

SORCERER - 14TH LEVEL - SPELL PENETRATION
You gain the Spell Penetration feat.



SORCERER - 14TH LEVEL - SPELLMASTER
You gain the Spellmaster feat.

SORCERER - 18TH LEVEL - APEX POWER

Choose one 18th level sorcerer Origin feature (such as
Draconic Presence or Spell Bombardment). You gain
this feature.

WARLOCK: THE MAGUS

WARLOCK - 1ST LEVEL - HERMETIC MAGIC
You gain the Hermetic Magic feat.

WARLOCK - 6TH LEVEL - MAGIC SHIELD
You gain the Magic Shield feat.

WARLOCK - 10TH LEVEL - SPELLMASTER
You gain the Spellmaster feat.

WARLOCK - 14TH LEVEL - SPELL PENETRATION
You gain the Spell Penetration feat.

WI1ZARD: HERMETIC TRADITION

WIZARD - 2ND LEVEL - HERMETIC MAGIC
You gain the Hermetic Magic feat.

WIZARD - 6TH LEVEL - MAGIC SHIFLD
You gain the Magic Shield feat.

WIZARD - 10TH LEVEL - SPELLMASTER
You gain the Spellmaster feat.

WIZARD - 14TH LEVEL - SPELL PENETRATION
You gain the Spell Penetration feat.

MAGUS ARCHETYPE TABLE

For reference, the levels at which various magus
archetype features are gained for each class are shown
below.

See the Customization Options section for more
information on multiclass Hermetic magi and the Feats
section for a table showing the earliest levels that
Hermetic barbarians, fighter, monks, and rogues can
attain spellcasting levels 1st through 6th.
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Magus Archetype Features

Class HM MS SM Sp

Artificer 3rd 5th 9th 15th
Barbarian 3rd 6th 10th 14th
Bard 3rd 6th 14th 14th
Cleric 2nd 6th 8th 17th
Druid ond 6th 10th 14th
Fighter 3rd 7th 10th 15th
Monk 3rd 6th 11th 17th
Paladin 3rd 7th 15th 15th
Ranger 3rd 7th 11th 15th
Rogue 3rd 9th 13th 17th
Sorcerer 1st 6th 14th 14th
Warlock 1st 6th 10th 14th
Wizard 2nd 6th 10th 14th

HM: Hermetic Magic
MS: Magic Shield

SM: Spellmaster
SP: Spell Penetration

Making Your Idermetic Magus

To make a Hermetic magus character use these steps:
9 First, choose the Hermetic Magus background.

9 Choose a normal D&D class and decide if you want
the Hermetic archetype for that class later or if you
will pick another archetype from D&D material.

- If you will choose the Hermetic archetype, you will
gain the proper Hermetic feats as you advance,
leaving your Ability Score Improvement class
features free for ability score increases or feats.

- If you will choose another archetype, plan on taking
the following Hermetic feats as early as possible as
you advance: Hermetic Magic, Magic Shield,
Spellmaster, and Spell Penetration.

9 If you chose a non-spellcasting class, such as
barbarian, fighter, monk, or rogue, and decide that
you will choose the Hermetic archetype, take the
Hermetic feat series that begins with Hermetic
Dabbler and ends with Hermetic Magus when you
can.

9 If you chose a non-spellcasting class and decide that
you will take another archetype as you advance, you
must balance your feat choices. Take the Hermetic
Magic feat first and then take Hermetic Dabbler
when you can, advancing along that track. You may
wish to take the Magic Shield feat at some point,
foregoing a feat that increases your caster level. This
will make a character that is only barely “Hermetic.”



Familiars

Even though there is a find familiar spell in D&D, this
magical spirit merely takes the form of a small animal
and is not a familiar in the Hermetic sense (even
Bjornaer wizards can cast this spell, since it does not
summon a true familiar, merely a magical companion
Spirit).

A familiar is created as a sidekick. Choose a naturally
occurring tiny or small beast with a Challenge of 1/2 or
less. From there, use the sidekick rules to make the
familiar. The familiar does not gain armor or weapon
proficiencies. The familiar may take class levels in the
expert, spellcaster, and warrior classes. Familiars do not
need to speak or gesture to cast spells (i.e., ignore the
verbal and somatic components). They may also forego
the material component of a spell as long as it does not
have a gold piece value. For this reason, familiars rarely
learn spells requiring material components with a cost.
The familiar can become a multiclass character as well.

Familiars grant their magi a number of benefits. The
magus and familiar are bound by three Cords — the
Golden, the Silver, and the Bronze. Each Cord has a
Cord score, equal to the character’s proficiency bonus
minus one. The Golden Cord reduces the maga’s botch
chance (normally 1%, but can be higher). The Silver
Cord grants the maga a bonus on saving throws against
mental effects and verbal trickery. This bonus stacks
with any saving throw proficiency the maga may have.
The Bronze Cord increases the maga’s AC and also acts
as a bonus to aging rolls.

Apprentices

Technically speaking, Hermetic apprentices would be
Hermetic magi of character levels one through five.
The Apprentice would spend a number of years at each
character level equal to that level (i.e., one year at 1st
level, two years at 2nd level, etc.). They would become
a full Hermetic magus upon attainment of 6th level. It
is assumed that apprentices have much more freedom
under D&D rules when compared to their normal lot in
Ars Magica. Masters would most certainly send
apprentices out to seek magical material components,
investigate situations troubling the covenant, travel to
other covenants to conduct business, etc. The D&D
group may wish to roleplay each character's Gauntlet at
the end of 5th level to make it more memorable. It is
interesting to note that these apprentices would be
quite young at start (10 years old at 1st level). A child's
ability scores are equal to the adult (normally rolled)
scores penalized by an amount equal to 14 minus their

current age. At 14 years of age, the characters are
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assumed to have their "adult" ability scores. Of course,
characters could also start as adults; it doesn't take
fifteen years to reach 6th level in most D&D campaigns.

Spellcasting Characters

Hermetic magi are not the only spellcasters in the
setting. The Ars Magica rulebooks detail a host of other
traditions. As a simple rule-of-thumb, non-Gifted
magic-using characters should take levels in the
spellcaster sidekick class or the arcane companion class
and Gifted characters and Mythic Companions should
take levels in the normal D&D character classes
(artificer through wizard).

For a non-Gifted character, the spells known should be
in keeping with the magical powers of the source
tradition. For example, a spellcaster that is based on the
elementalist hedge magic tradition should choose
elemental spells. Spellcasters without The Gift cannot
select Hermetic spells.

For a Gifted character, choose a D&D spellcasting class
that most adheres to the spirit of the source tradition.
To extend the example, a Gifted elementalist may be a
druid, sorcerer, or wizard.

Magic-users of the other Realms (Divine, Faerie, and
Infernal) will convert to D&D in the same manner.
Gifted practitioners of Divine traditions will most likely
be clerics but need not be if another class simulates the
tradition better (such as bard for the cantores in Realms
of Power: Divine, page 93). Many Gifted infernalists
would be warlocks but other spellcasting classes are
good fits as well (sorcerer and wizard). Gifted Faerie
spellcasters could take levels in just about any
spellcasting class.

Ton-Plaper Character Magi

The rate of advancement for apprentices can be used to
estimate the D&D level of older magi. For example,
Darius, who is 62 years past Gauntlet, would have a total
of 77 years as a Hermetic apprentice and magus. He
would be 12th level. In one more year, he would attain
13th level. By contrast, Bartholomew (of Devil's Lane)
has a listed age of 193. Assuming he began Hermetic
training at age 10, he would be a 19th level Hermetic
magus. To quickly find a maga's level, use the
Advancement Table substituting the maga's years as a
Hermetic character and consulting the row in the Art
"To Buy" column that is equal to their "Hermetic age."
The Score to the left on that same row, plus one, will
tell you the D&D Hermetic level (see D&D Level



below). The default character class is sorcerer, unless
another class fits better.

(sing Published Characters

The following rules are guidelines for figuring out how
to translate the quickly-sketched Ars Magica characters
from the rule books into D&D characters.

D&D Leocl

The only clue given to establish the D&D level of a
character from Ars Magica source material is the
character’s age. Use the following table to derive a
D&D level from the age. Magi are assumed to start
advancing at age ten (the beginning of a standard
apprenticeship). All other characters begin at age
fifteen. This table is for normal human characters.

D&D Level Age: Magus Age: All Others

0 <10 <15

1 10 15

2 11-12 16 —17
3 13 -15 18 —20
4 16 —19 21 —-24
5 20 —24 25-29
6 25 -130 30—-35
7 31 —37 36 —42
8 38 —45 43 - 50
9 46 — 54 51 -59
10 55 — 64 60 — 69
11 65 —-75 70 — 80
12 76 — 87 81 -92
13 88 — 100 93— 105
14 101 —114 106 — 119
155 115-129 120 — 134
16 130 — 145 135 —-150
17 146 — 162 151 - 167
18 163 — 180 168 — 185
19 181 —199 186 — 204
20 200 + 205 +
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D& D Class

The default class and archetype for Hermetic magi is
sorcerer with the Hermetic Training origin. Of course,
the DM is free to designate any class and archetype for
the Hermetic magus characters found in the Ars Magica
sourcebooks. If the description of a Hermetic magus
includes spells, then the magus knows all of those spells.

Mundane characters default to the sidekick classes of
expert and warrior unless a companion class is a better
fit (such as skilled companion for a Redcap).

Un-Gifted magic-users would default to the spellcaster
sidekick class or the arcane companion class (as
previously mentioned in this document).

Grogs would take sidekick classes. Companions would
take companion classes and/or sidekick classes.

Mythic Companions can have levels in any of the D&D
classes (their special origin being a substitution for The
Gift). Gifted characters who are not Hermetic magi can
also take levels in any of the D&D classes (but have no
access to Hermetic spells). Of course, both Mythic
Companions and Gifted characters can take sidekick
and companion classes if desired.












































































































































































































































































































































































































































































































