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Introduction

For the most part, I very much liked what was done in R3.0 of D&D regarding magic item creation.  Under the hyper-vague and draconian requirements of prior rules systems, I am surprised that any magic items at all got crafted.  D&D 3.0 has given us some good guidelines. Its creators deserve a lot of credit for whipping together a useable system and preserving most of our old favorite items while introducing many new basic concepts such as feats and skill levels.  That said, I think there is much room for improvement in the magic item creation system overall.  I find that categories such as wondrous and weapons are perceived as catch-alls, while 'craft staff' as written is definitely not worth expending a feat over.  The guidelines for item creation in the DMG are sketchy and subject to abuse.  In this document, I will present an enhanced, alternative magic item creation system with the goal of progressing from the present general guidelines to a more detailed rules system for use in my campaign.

In general, magic items will still require gold and experience points to produce, but they will also require study, research, skills and some luck.  It should be difficult for any but the greatest of loremasters to excel in all areas of magic item creation.  On the other hand, creation of particular specialty items should become easier with experience, and mastery of a good variety of forms and types of item magic should be possible for most dedicated practitioners.  Moreover, I want a system that players can use to craft the items they want without a lot of false starts and back-and-forth discussion with the DM.  Of course, the DM’s interpretation is still the right one, and he or she should still feel free to modify or disallow some uses and combinations.

All spellcasters are already trained in the most basic tenets of magic.  Through ritual and incantation, they can directly bring about magical effects known as spells.  The art of crafting a magic item requires that they imbue some worthy receptacle such as a ring or wand with magical energies to be released at the direction of its user.  This magic item can come in many shapes and sizes.  Before enchanting an item, the spellcaster should attain a feel for the item itself and how his magic will interact with it.  Each general type of item is researched separately by the magician to acquire mastery of its 'form' and or 'substance' before that type of item can be suffused with the caster's magic.  Some forms have inherent limitations or advantages.  Also, there are form and substance synergies that can grant specific benefits.

Relevant Feats (Magic Item Creation Techniques)

The following is an overview of the eight principle techniques of magic item creation.  Each of these has a corresponding 'Imbue' feat.  These eight feats will replace the standard eight D20 item creation feats pretty much one-for-one, and also account for intelligent item creation.  These rules present a different perspective on the standard D20 rules.  

CL*
Feat
Description
Basic Form

 1
Imbue Unconsummated Spell
Spell completion item 
Scroll

 1
Imbue Commodious Magic
Spell energy useable by anyone
Potion

 3
Imbue Recurring Spell
Multiple identical charges 
Wand

 5
Imbue Augmenting Magic
Raw magical power 
Choose

 6
Imbue Perennial Magic
Self-renewing instances
Choose

 9
Imbue Manifold Magics 
Multiple simultaneous powers
Staff

12
Imbue Enduring Spell
Continuous enchantment 
Ring

15
Imbue Item Ego
Intelligent item
None

* Minimum spellcaster level required.

Imbue Unconsummated Spell

Requirements:  Spellcaster Level 1

Perhaps the simplest principle for a spellcaster to grasp is that of placing a spell that he knows into an object to await release.  All basic character classes that begin with spell use (Bards, Clerics, Druids, Sorcerers and Wizards) are granted this talent at first level as a free feat.  The basic form that is learned when the feat is first acquired is the scroll.  In the case of a scroll, reading it aloud is the activation method that unleashes its magic.  Items (such as scrolls) imbued with unconsummated magic require that the one who invokes their magic be a capable spellcaster and have at least some basic knowledge of the spell to be released.  Alternately, savants of the skill, ‘Use Magical Device’ can attempt to release such magic.  Unconsummated spell items use the spell completion trigger or the spell trigger as described in the core D20 rules.  The user of such an item can 'fill in the final variables' of the spell to be released such as range, target(s), width of a lightning bolt, and so forth, but is susceptible to attacks of opportunity.  

Imbue Commodious Spell

Requirements:  Spellcaster Level 1

Wizards are granted this talent at first level as a free feat.  A little more difficult than Unconsummated Magic, Commodious Magic stores a spell's energies such that even non-spellcasters can activate them.  The use activation method and simple triggers (such as the command word trigger) are learned when this feat is acquired.  The basic form that is learned when the feat is first acquired is the potion.  In the case of a potion, drinking it is the use activation method that unleashes its magic upon the imbiber.  Only spells that can target another creature can be infused into a potion, and a potion must use the ‘use activation’ trigger.  These are examples of form limitations.  Other forms may be learned by researching them.  For many of these, the trigger is a command word that the user must utter, but it need not be.  It could be a firing stud to be depressed on a commodious wand, or clicking the heels of magical boots together.  Other than extremely rare exceptions, commodious magic items require at least a standard action to activate.  

The creator of a commodious item must determine any variables of the spell to be cast ahead of time.  This could make some spells less than optimal candidates for this technique.  For example, the user of a commodious fireball wand cannot set the distance at which the effect will be centered.  Typically, the wand is pointed, and the fireball will detonate when something solid is encountered or at maximum range - - whichever comes first.  

Imbue Recurring Spell

Requirements:  Spellcaster Level 3, and either Unconsummated or Commodious Magic

A technique that is still more difficult is preparing an item to accept multiple, identical spells to be released in succession.  Once an item has been prepared to accept a particular spell, subsequent instances of the same magic can be more easily added (up to a point).  For unconsummated spells, the spell trigger is learned as an alternative to the spell completion trigger.  This trigger is simpler and provokes no attacks of opportunity.  The recurring spell technique requires that the spellcaster already understand the principles of either unconsummated magic or commodious magic.  The basic form that is learned when the feat is first acquired is the wand.  Wands can be built using either principle.  Commodious wands, though more difficult and expensive to construct, can be used even by non-spellcasters.  In all cases, the recurring spell technique requires a standard action to activate each ‘charge’ or instance.

Imbue Augmenting Magic

Requirements:  Spellcaster Level 5

This general technique takes the spellcaster somewhat beyond the realm of spells.  At its simplest, Augmenting Magic takes a quality of the item to be enchanted and enhances it.  Armor protects better, weapons become more deadly, and a shield might do either.  These are called enhancement augmentations.  Another type of augmentation is demonstrated when the item enhances a quality, skill or ability of the person wearing or otherwise making use of it.  This is known as a transference augmentation.  When the feat is first acquired, the magician may select to learn any single form capable of receiving augmentation.  This is often a form of implement or apparel.  Any prerequisites for the form chosen should be met at that time.  Additional forms may be learned by researching them normally.  Some augmentations function constantly without a need to be triggered.  The powerful ‘strike’ and ‘critical strike’ triggers are also learned when this feat is acquired.  Though they can usually be employed by anyone, augmentations are not considered to be unconsummated or commodious magic, but rather a third principal type.

Imbue Perennial Magic

Requirements:  Spellcaster Level 6, and Commodious Magic

Imbuing and item with Perennial Magic gives it a permanent affinity for a particular spell or effect. It has a reservoir of spell energy that slowly renews itself from the energies of the world around it.  The basic form that is learned when the feat is first acquired may be freely chosen by the spellcaster.  For example, the spellcaster may select as his first endeavor to craft and imbue Gloves of Shocking Grasp which function once per day.  In this case, any prerequisites for the form, 'Handwear', should be met.  Other forms may be learned by researching them normally.  The Perennial Magic technique requires that the spellcaster already understand the principles of Commodious Magic.  The deactivate trigger is learned when this feat is acquired.  

Imbue Manifold Magics

Requirements:  Spellcaster Level 9, and either Unconsummated or Commodious Magic

This is a very advanced technique whereby the spellcaster instills a variety of discrete magical effects into a single item of power, and then binds them together with a finishing ritual.  These magical energies must be precisely balanced to work in concert with one another.  The basic form that is learned when the feat is acquired is the staff.  Prerequisites for a specific type of staff should be met at that time.  Typically, the spellcaster's first creation has an enhancement augmentation and one or more recurring or perennial enchantments.  Manifold magical effects can all occur simultaneously; however, those effects requiring an action to trigger can only be activated one at a time.  Other forms may be learned by researching them normally.  The event trigger is learned when this feat is acquired.  Simple event triggers can activate an item in response to a condition such as “Wearer is falling” or “Possessor is submerged”.  Items with manifold magics can be given several well-defined modes of operation.

Imbue Enduring Spell

Requirements:  Spellcaster Level 12, and either Unconsummated or Commodious Magic

This technique allows a spell or spell-like effect to be permanently infused into an item to function either constantly or at will.  A ring of water walking, for example, is considered to be constantly functioning.  A ring of jumping functions at will.  The basic form that is learned when the feat is first acquired is the ring.  Any prerequisites for the specific type of ring chosen should be met by that time.  Many other interesting forms including constructs and permanent inter-dimensional portals become possible when one acquires this technique.

Imbue Item Ego

Requirements:  Spellcaster Level 15, Manifold Magics, and either Enduring, Perennial or Augmenting Magic

Touted by some as the pinnacle of magical achievement, imbuing an item with its own intelligence and volition is certainly an incredible feat.  No basic form is learned when the feat is acquired.  Any form of permanent item (perennial, augmented or enduring) can be granted intelligence and an ego.  The spellcaster may freely choose his first work. The trigger learned with this technique is the self-willed trigger, from which even an unconscious character may benefit.  Powers being triggered by the item itself are under the control of the DM, but guidelines for their use can be agreed upon in advance between the item and the possessing character.  Learning this technique also teaches the spellcaster how to apply strictures to protect a magic item from misuse.
Item Classification, Form and Substance

What is a Form, and Why Should I Learn One?

A spellcaster need only have the appropriate feat(s) to attempt imbuing an item with magic.  The forms define the limitations and special benefits available for certain types of items.  When crafting a magic item, it is helpful to be familiar with its form and possibly its substance as they relate to magical energies.  Though often successful and occasionally brilliant, magic item creation undertaken without adequate study can result in failure.  Worse still, a partial success can result in a flawed or even cursed item.  In the opinion of the legitimate magical community, such inferior goods impugn the reputation of credible practitioners everywhere.  Usually, only hedge-wizards, primitive shamen, or charlatans undertake major activities lacking form familiarity, and they often pay the price (or their customers do).  
It may seem as though the goal of studying form and substances is to enable the spellcaster to craft the items in question.  This is not the case.  Rather, it is to ensure that he can recognize how the making and shaping of the item relates to the magic he will imbue.  It allows him to determine whether a particular item is suitable for enchantment, or to direct the proper crafting of a physical item that will work optimally with his magic.  For example, although a robe might be of very high quality and quite valuable, a form-familiar spellcaster would notice if the particular weave selected would inhibit the flow of energies relating to illusion, or whether the dye used might cause unpredictable side effects if imbued with transmutation magic.  However skilled the weaver may be, he cannot guess these things unless he himself possesses arcane knowledge.

Chance of Success, Flaw, or Failure

The chance for failure in any magic item creation endeavor is the enchantment's required caster level (CL) squared minus the practitioner's ranks in the skill Knowledge (Arcana).  Thus, if Andrew the Arcane had four ranks of Knowledge Arcana and wanted to make a +1 sword, all he would need is the feat, Imbue Augmenting Magic.  A +1 enhancement by itself is considered CL2.  His chance of failure is (2 * 2 - 4 = 0%).  On the other hand, to make a +2 Ghost Touch blade, he would probably want familiarity with the weapons form.  Such an item requires CL6.  Without form familiarity, success is still likely, but no longer assured.  His chance of failure is (6 * 6 - 4 = 32%).  On percentile dice, Andrew must roll 33% or greater to succeed.  If he rolls less than 33%, he either fails outright, or the resulting weapon is flawed or accursed in some manner.  
The chance of a total failure is the enchantment's required caster level (CL) minus the practitioner's rank in the skill Knowledge (Arcana).  Notice that we did not square the caster level this time.  So, the number to roll under to salvage something from this mess is (6 - 4 = 2%).  On a roll of ‘01’ or ‘02’, the imbuing ritual is an abysmal failure.  Let us suppose that William rolls 25%.  The DM might secretly note that the weapon is +1 and ghost touch only works in moonlight.

Researching a Form – Form Familiarity

The magician studies to become intimately familiar with the type of item he is considering enchanting.  During the course of this study, he will access libraries, review the personal notes of old masters, consult with learned sages and colleagues, and observe such items being created (physically created - not necessarily imbued with magic).  The item crafter will take detailed notes during the course of this process.  He will borrow, purchase or create several items or models having the form in question.  He will draw diagrams, and ponder the principles of magic as they relate to this type of item.  

Though to properly research a form takes about a month, it is all performed at the spellcaster’s leisure, and can be interrupted by travel, adventure or other activities (as long as his notes and models remain undisturbed).  Each form will have as its prerequisite a certain level of the skill, ‘Knowledge, Arcana’.  Each may also list other prerequisites.  This usually entails having or taking a rank of a related craft or knowledge skill.

At the end of this time, the magician must successfully create a minor item of the type in question called his journeyman work.  He will then collect his notes and diagrams, organize them, and recopy them into a bound manual dedicated to this particular form.  Thereafter, for as long as the magician has this manual (or a personally made copy) to reference, he is considered to be familiar with this form, and may reliably imbue his magic into items of this type.  Over time, the manual is updated to reflect new discoveries and insights, and usually journals each item of this type that the spellcrafter creates.  Models may be returned, sold off or otherwise disposed of, though many prefer to pack them away or to keep them on display as decorations.

Benefits of Form Familiarity

A form-familiar practitioner has the ability to reliably imbue an item of the type selected with magical energies with no chance of flaw or failure.  He receives a discount on the second or subsequent creation of the same magic item (see Cost Reduction – Recipes).  He is also able to upgrade magical items for the difference in gold and experience between the original and modified item.  This includes the ability to recharge items that contain recurring spells.  

Costs to Acquire Form Familiarity 

A bound book, a month’s time, most likely a skill point or two as detailed within each individual form, about 100 GP of various and sundry consultations, and about three times the cost of a typical (non-magical) item of the form selected in examples and models.  Additionally, there is the cost of the journeyman work.

Researching a Form – Form Mastery

Many magic item crafters find the study of a particular form so compelling or worthwhile, that they choose to undertake advanced training.  This is not strictly necessary in order to create magic items of the type in question, but does confer additional benefits to these specialists.  

Attaining form mastery involves activities similar to standard form research, but has more rigorous requirements.  The would-be form master spends about a year’s time immersed in the study of a particular form. This can span several years with periods of interruption.  One can even discontinue form mastery studies to acquire simple familiarity with a different form altogether and then resume.  The magician can only pursue one form mastery at a time, however.

During this time, he builds (or rents) and maintains an edifice dedicated to the form in question.  This could be a smithy, an alchemical laboratory or a small haberdashery, for example.  The edifice can be a private workshop or a public place of business.  The edifice need not be kept or maintained after achieving form mastery, but many masters continue its upkeep and even expand such workshops.

Usually, several journeys are undertaken to confer and study with other living spellmasters of the form, or with legendary craftsmen who create the finest or most innovative examples of the form.  Before mastery can be attained, the spellcrafter must have imbued no fewer than seven different magical items in the form selected.  

When all of these conditions are met, the journeyman creates and imbues a magic item known as his masterpiece.  It must be challenging enough to give the journeyman some chance of flaw or failure, and he must do it without reference to his notes.  Should the masterpiece fail, the spellcrafter may try again after considering for about a month where it went awry.  If it turns out flawed, the spellcrafter may attempt to correct the flaw after a similar period of reflection.  As a point of pride, many form masters make as their masterpiece an item for personal use. 

Benefits of Form Mastery 

A form master need no longer reference a manual in order to imbue an item of his favored type, having an intrinsic feel for how his own magic will interact with such an item.  Most still maintain and update their manuals for future knowledge-seekers and to increase their value.  Libraries will often trade their services for a copy of his written work.  This, in turn can heighten his stature in the magical community.  As an acknowledged master of a form, the master may be sought out by journeymen willing to part with coin or assist with rituals for some of the master’s time and advice.  

Though he need not do so, a form master is likely able to handcraft his own items in a pinch.  He may place his sigil on items he has imbued next to the maker’s mark of the craftsman (if different).  He can use his ‘Knowledge, Arcana’ check to identify the maker(s) of a mastered item.  A form master receives a +2 bonus to appraise items of his favored type (both the normal and the magical variety).  When using the spell, “Identify”, on a mastered form all of its magical properties are revealed. 

A form master can design a special ritual to create superior items at a discount (see Cost Reduction – Forged with this Purpose in Mind).  He can also recognize flawed items and design a ritual to fix them at one-fifth the cost of imbuing a new item.  Finally, some forms list additional options or variants available to those with form mastery.  
Cost to Acquire Form Mastery 

A years time, most likely four additional skill points, about 1000 GP of various and sundry consultations, the costs of acquiring and maintaining an edifice.  There is also the cost of creating no fewer than six magical items beyond the journeyman work, and the creation of one’s masterpiece.

Record Keeping

The player should keep track on his character sheet any form familiarities or form masteries that his character has learned.  It is also suggested that he keep a separate document that briefly details each item he has created or modified, and any power components and substance synergies he has discovered in the course of his research.

A List of Item Types

There are an incredible number of different items that a spellcaster could enchant.  They have been broken down into the following categories to organize them somewhat.  Underlined items are distinct forms worthy of individual study.  In parentheses are other common names by which the form is known or specific examples of items belonging to this form.  In italics are a few examples of substances.

Apparatus


Ballistic
(Atlatl, Blowgun, Bow, Crossbow, Sling)


Contrivance
(Bellows, Fan, Hourglass, Key, Kit, Lantern, Lock, Mirror, Spyglass, Whetstone)


Conveyance
(Boat, Cart, Coach, Gurney, Palanquin, Raft, Rickshaw, Sled, Wagon, Wheelbarrow)


Musical
(Bell, Chime, Drum, Flute, Gong, Harp, Horn, Lyre, Lute, Pipes)

Apparel


Amulet
(Amulet, Brooch, Collar, Medallion, Necklace, Pectoral, Pendant, Periapt, Phylactery, Pin, Scarab, Torc)


Eyewear
(Eyes, Goggles, Lenses, Mask, Spectacles, Visor)


Footwear
(Boots, Crampons, Horseshoes, Shoes, Skates, Slippers)


Handwear
(Bracers, Bracelets, Bucklers, Gauntlets, Gloves, Shields)


Headgear
(Bonnet, Cap, Circlet, Crown, Hat, Helm, Skullcap, Tiara, Wig)


Raiment
(Armor, Barding, Robe, Shirt; Cape Cloak, Mantle, Stole; Apron, Tabard, Surcoat, Vest, Vestment; Belt, Girdle, Saddle, Sash)


Ring
(Ring)

Construct
(Golems, Automata, Eidolon)

Consumable


Application
(Dust, Glue, Ink, Oil, Ointment, Pigment, Poultice, Salve, Stain, Unguent, Wash)


Confection
(Cake, Cracker, Loaf, Pie)


Incendiary
(Brand, Candle, Incense, Log, Oil, Taper)


Potion
(Draught, Elixir, Infusion, Philter, Tonic)


Projectile
(Arrow, Bullet, Bead, Bolt, Dust, Grenade, Needle, Pellet)

Container


Bone
(Scroll case)


Ceramic
(Bowl, Firkin, Flagon, Jug, Urn, Vase)


Cloth
(Bag, Sack, Satchel)


Glass
(Bottle, Bowl, Decanter, Glass, Jar)


Leather
(Backpack, Case, Haversack, Pouch, Quiver, Scabbard)


Metal
(Brazier, Bucket, Candelabra, Flask, Kettle, Pot, Spoon)


Wood
(Barrel, Bin, Box, Chest, Crate, Keg)

Drapery
(Altar cloth, Blanket, Bedroll, Carpet, Covering, Fleece, Handkerchief, Mat, Rug, Shroud, Tablecloth, Tarpaulin, Tent)

Effigy
(Bust, Cameo, Deck, Doll, Figurine, Idol, Painting, Portrait, Puppet, Manikin, Sculpture, Statuette, Tapestry, Tattoo)

Implement


Staff
(Rod, Scepter, Staff)


Tool
(Belaying Pin, Broom, Chain, Crowbar, Hammer, Mallet, Mattock, Maul, Pick, Pitchfork, Ram, Rope, Shovel, Tongs)


Weapon
(Axe, Dagger, Flail, Hammer, Mace, Spear, Sword…)

Inscription


Glyph
(Glyph, Icon, Rune, Sigil, Symbol, Tattoo)


Scroll
(Engraving, Scroll, Tablet)


Tome
(Book, Folio, Great scroll, Libram, Manual, Scripture, Tome)

Jewel
(Bead, Crystal, Cube, Gem, Orb, Pearl, Stone)

Portal
(Aperture, Conduit, Gate, Threshold)

Talisman
(Feather, Pelt, Relic, Scale, Token, Tooth, Skull)

Structure


Feature
(Alcove, Archway, Balcony, Bier, Carving, Chamber, Column, Diaz, Fireplace, Inscription, Ledge, Merlon, Passageway, Room, Seat Stairway, Wall; Cave, Cliff, Glade, Hollow, Mesa, Mound, Outcropping, Pond, Tide pool)


Fixture
(Basin, Catwalk, Closet, Door, Fountain, Mosaic, Mural, Plaque, Sconce, Shelf, Seal, Window, Throne; Bush, Tree)


Furnishing
(Ballista, Bed, Bookshelves, Cabinet, Carpet, Catapult, Chair, Church bells, Desk, Grinding Wheel, Loom, Pipe Organ, Spinning Wheel, Statue, Stool, Table, Tank, Tapestry, Trophy case; Standing Stone)

Wand
(Baton, Caduceus, Pointer, Wand)

A List of Substance Requirements

Some forms, such as containers, will list as a prerequisite for familiarity or mastery that a substance requirement be met.  This means that you must meet at least one of the following substance requirements, and can only imbue items of that form using a substance you know.  

Bone:
Knowledge Nature (1 rank); Mastery:  Craft, Scrimshaw / Etching (1 rank)

Clay:
Craft Pottery (1 rank); Mastery:  Craft Pottery (3 ranks), Craft Glazer (1 ranks)

Cloth:
Craft, Weaving (1 rank); Mastery:  Craft, Spinning/Dying (1 rank), Craft, Embroidery (1 rank)

Crystal:
Meet requirements for both Gem and Glass

Flesh:
Knowledge Nature (1 ranks); Mastery:  Craft, Tattooing (1 rank), Profession, Butcher (1 rank)

Glass:
Craft Glassblowing / Glass casting (1 rank); Mastery, Craft Glassblowing / Glass casting (3 ranks), Craft Glazer (1 ranks)

Gem:
Craft Jeweler / Gem cutter (1 rank); Mastery, Craft Jeweler / Gem cutter (3 ranks), Craft Lapidary (1 rank)

Ivory:
Knowledge Nature (1 rank); Mastery, Craft, Scrimshaw / Etching (1 ranks)

Leather:
Craft, Leatherworking (1 rank); Mastery:  Craft, Leatherworking (3 ranks); Profession, Tanner (1 rank)

Metal:  
Craft, Blacksmith (1 rank); Mastery:  Profession, Miner (1 rank), Profession, Smelter (1 rank)

Paper:
None; Mastery:  Profession, Parchmenter (1 rank) or Profession, Papermaker (1 rank)

Rope:
Craft, Rope Making (1 rank); Mastery:  Rope Use (1 rank)

Stone:  
Craft, Sculptor (1 rank); Mastery:  Craft, Sculptor (3 ranks), Profession, Miner (1 rank)

Wood:
Craft, Carpentry (1 rank); Mastery:  Craft, Carpentry (3 ranks), Knowledge, Nature (2 ranks) 
Ritual of Creation

Metagaming

A ritual of creation is a group of activities that is performed to infuse an item with magic.  The greater the magic to be imbued is, the more exacting, lengthy, and convoluted the ritual must be.  For the most part, the players and the DM do not need to track or care about the exact steps of the rite to be enacted.  This is abstracted into creation costs and times and any other requirements the DM would like to impose.  The player writes up the item that he or she would like to create.  The DM informs the player of any objections and may impose specific circumstance limitations.  If the DM wishes to allow an item but to limit its production, he might decree that part of the ritual will need to be conducted during a thunderstorm or during a certain phase of the moon.  Also, although a spellcaster who is form-familiar can design a flawless ritual, this does not insure that it will be executed properly.  The DM may decide that this is a good opportunity for a game scenario he would like to run.  Perhaps the character’s enemies, seeing his preparations, will set out to sabotage his ritual in some way.

The section that follows is primarily to establish some common terminology that we can use throughout this document, and to inspire ideas on how to roleplay if a running game includes a ritual or two.  What do you do if you come upon a group of bugbears whose shaman is imbuing an amulet?

Conducting the Ritual

Usually, one starts with a suitable finished non-magical item and all required paraphernalia.  Each specific magic item to be created will have its own ritual designed by the character possessing the relevant imbue feat.  Hereafter, we will refer to this person as the practitioner.  There could be several practitioners if the item is to be imbued using more than one technique.  In that case, the practitioner who supplies ‘Imbue Manifold Magics’ is referred to as the conductor.  It is also common to have one or more assistants who are somewhat familiar with performing rituals.  The assistant attends to the dreary details while the practitioners are otherwise engaged.

Although the practitioner alone can perform a typical ritual, there may be experience point cost impacts for using other spellcasters or donors in the ritual.  In very powerful rituals, other participants might include guardians, craftsmen, choirs, worshipers, or even sacrifices (for evil ceremonies).  Once the ritual begins, all named participants must attend it until its conclusion.  Anyone else observing the ritual is referred to as a spectator, and it typically hedged out of certain areas or the circle of participants lest they taint the ritual.

Common Parts of a Ritual

Preparation and Setup – This includes things like filling the big cauldron with water and starting a fire under it.  Most preparations can be handled by an assistant, but must be reviewed by the practitioner to assure that nothing is missed that might taint the proceedings.

Greetings and Welcome – Early in the ritual, there is always a ceremony in which all participants of the ritual are named and their purpose is stated.

Cleansing (or Smudging) – There is always at least one phase of the ritual (and often many) in which a locale, participants, the item, or other props are ritually cleansed.  This is to make them worthy of participating in or receiving the magic.  It is also done to remove other taints or random influences that could lead to failure or corruption of the ritual.  Evil ceremonies sometimes defile an area, object, or creature instead.  This is called ‘smudging’.

Protections and Wards – These range from simple incantations up to elaborate and expensive spells.  There could be physical representations such as a ring of lit torches or standing stones.  Their purpose is to keep at bay uninvited forces, which might otherwise seek to disrupt or taint the proceedings.

Inviting and Summoning – The practitioner calls upon powerful spiritual entities to bless, guard or protect the proceedings.  This could include deities, elemental forces, ancestors, spirits, or fairy folk.  Offerings might be made.

Buildup or Focusing of Energy – This can become a lengthy ordeal for more powerful magic.  It might involve chanting, song, drumming or other music, dance or repetitive movement, meditation, prayer, screaming, weeping, or other emotional release.

Imbuing the Item – This is what we’re here for, after all.

Concluding Rites – Giving thanks can be an important step to avoid offending any powerful entities that were called upon.  Grounding releases the item from any enchantments that were keeping it receptive to magic.  Any protections that had been erected are then dissolved and wards broken.  Finally the participants are released and any mundane cleanup can take place.

Duration of the Ritual (General Rules)

Later, we will show how ritual costs are figured for each magical technique.  For now, just accept that magic item creation takes about one day per 1000 GP of ritual cost.  Up to eight hours of each day can be productively spent engaging in ritual activities.  

For rituals with costs lower than 1000 GP, the time required is some fraction of these eight hours.  Thus, when Penelope the Fair brews a level one potion (with ritual costs of but 20 GP), it takes her only 20 1000ths (or 2%) of an eight-hour day.  An individual can only participate in one ritual of creation on any given day.  They are marked by the lingering energies from even the simplest creation rituals.  This would surely taint even another identical attempt at item creation.  Thus, although Penelope can brew a level one potion in about ten minutes, she cannot imbue any more items until the following day.  After her ritual is concluded, however, she can spend the remainder of the day engaging in any activity.  

For very potent and expensive items, the ritual can take months.  When Penelope considers crafting a +5 vorpal blade, for example, she can plan on it taking 100 days.  While this ritual is occurring, about eight hours of each day is spent engaged in ritual activities.  The remaining time is for sleep, meals, and partaking in leisurely pursuits such as a quiet walk.  Penelope must see that all distractions are kept at bay during all this time.  She should provide ahead of time for the managing of her affairs, and make sure that someone attends to food, drink, and other basic necessities for all of the participants in the ritual.

If a ritual should fail due to outside interference or some similar reason, assume that all ritual costs up to that day and for one week following are forfeit.  For example, imagine that Penelope is on the 30th day of her 100-day ritual when a marauding band of trolls invades her property and kills her colleague who was a named participant in the ritual.  She would be out 37,000 GP and a similar fraction of the experience point cost - - a tragedy.

Exceptions

Use the ritual time guidelines above by default.  Also, assume that any spell to be imbued must be cast once during each day of the ritual.  Some techniques, however, have special rules about the length of time a ritual takes or when spells must be cast.  The recurring spell technique, for example, has a more specific way of tracking progress.  For the recurring spells technique, use the general guidelines only with regards to item preparation time.  The perennial spell technique, to name another, has a special three-day ‘training period’ for the item during which all instances of the spell to be imbued are cast at increased expense.  In short, use the general rules above only by default.
Cost Calculation

Magic Item Costs Described

Initial Item Price and Suitability

In general, an item to be imbued with magic should be the sturdiest and finest example of an item of its kind.  If masterwork quality is available, then this is required.  Otherwise, a good rule of thumb is to price a basic item of the highest quality available and then double it.  This should result in a base item that meets a spellcaster’s exacting specifications.

For example, the fine vellum for a scroll would cost about 2 gold coins.  This represents about the finest specimen of young, unblemished goat-hide one is likely to find, carefully dried and stretched by the parchmenter, powdered and pumiced to smooth perfection. This cost will be the same for any typical scroll, whether it is to be inscribed with a mighty wish or merely a humble cantrip.  

Price alone, however, does not determine an item’s suitability for enchantment.  The above cost guidelines assume that the spellcaster has a reasonable selection of goods from which to choose, and can select a quality item.  If demand is high and supply is low, the fact that a merchant wants to charge 2 gold coins for an inferior parchment does not make it of suitable quality for enchantment.  Further item cost guidelines will be outlined for each form.
Experience Points to Imbue

Imbuing an item with magical power costs life force.  This is tracked by deducting experience points from the character(s) that imbue it.  How many and who pays them depends on the technique employed and the strength of the magic to be bestowed.  Usually, the spellcaster with the proper feat bears the lion’s share, but this cost can be split out among other participants in the ritual or reduced in other creative ways.  For imbued spells that have experience point costs in their spell descriptions, these costs must also be met for each casting of the spell.

Monetary Cost to Imbue

The monetary cost is for rare ingredients that are expended in the ritual of creation and the cost of services to be performed throughout it.  As with experience point costs, these also depend on the imbuing technique(s) used and the magic to be bestowed.  Such expenses, however, can be paid by anyone.  The monetary totals presented in this section are an abstraction for the best price one can reasonably expect to incur for the goods and services needed.  For imbued spells that have significant material component costs in their spell descriptions, these costs must also be met for each casting of the spell.

Market Value

The final market value of a magic item is, of course, whatever you can get for it.  Realistically, this will depend on the number of potential buyers, competitors, the setting, circumstances, your reputation, your skill as a salesman, and a thousand other factors.  But, as a reasonable abstraction, sum the initial item cost with the monetary cost to imbue and then add five gold coins per experience point.  This is the total cost of the magic item.  

In an average cosmopolitan setting, the magician can add a profit to reflect his time and skill.  This profit should be roughly the base monetary cost of the technique used times the level of the spell or effect imbued.

Calculating Imbuing Costs

Unconsummated Spells

Experience Points
= Caster Level * Caster Level

Monetary Cost
= Caster Level * Spell Level * 10

Commodious Magic

Costs are the same as for imbuing unconsummated spells except that the caster level used in calculations must be one higher than what is actually imbued.

Recurring Spells

Costs are the same as for Unconsummated or Commodious except as follows:

Item Preparation
= 3 times the cost of a single imbue

Each Charge Attempt
= Half the cost of a single imbue

Augmenting Magics

Experience Points
= Caster Level * Caster Level * 20

Monetary Cost
= Caster Level * Augmentation Level * 500

Perennial Magic

Experience Points
= Caster Level * Caster Level * 10 * TimesPerDay * 3

Monetary Cost
= Caster Level * Spell Level * 100 * TimesPerDay * 3

Caster level used in calculations must be one higher than what is actually imbued.

For split duration, double all costs.

Manifold Magics

Experience Points
= Each magic taken individually + Binding Force

Monetary Cost
= Each magic taken individually + Binding Force

Binding Force
= 20% of each magic less theme discounts

Enduring Spell

Experience Points
= Caster Level * Caster Level * 100

Monetary Cost
= Caster Level * Spell Level * 1000

Item Ego

Experience Points
= Total ability score bonus * 1000

Monetary Cost
= Total ability score bonus * 10,000

Sharing the Costs

Collaborators, Donors, and Patrons

Under certain conditions during the imbuing magic; other spellcasters and even non-spelllcasters may participate in the ritual and supply some of the magic imbued into an item.  Collaborating spellcasters pay a portion of the experience point cost commensurate with their role.  During the imbuing of transference augmentations, someone who supplies a set of skills or an ability to be mimicked is called a donor.  The donor must willingly participate in the ritual.  They, too, bear a portion of the experience point cost.  Of course, anyone can become a patron by helping to meet monetary costs.  

Using Item Charges to Imbue Other Items

This is more of a facilitating technique than a true cost savings.  It is best explained by an example.  Tamara the Swift is a druid who is frequently asked to join in rituals of creation by her wizard colleague Andrew the Arcane.  Andrew needs Tamara to cast ‘Barkskin’ to confer a highly desirable natural armor bonus to many of his items.  Rather than partake in all of these rituals, Tamara opts instead to create and charge a commodious wand that she can sell to Andrew to use in his rituals.  Tamara pays experience and monetary costs normally to create the wand.  She even pays a premium to make it commodious.

The next time someone approaches Andrew to make them a ‘Belt of Barkskin’ with ten charges, Andrew can use the wand to provide the spell.  There is no free lunch, however.  As the user of the wand, Andrew must pay the experience points required to charge the new item.  Andrew can even require that his non-spellcasting customer join in the ritual and use the wand (and hence, his own experience points).  Of course, this has the drawback that the inexperienced customer might not be very good at overcoming charge resistance and might waste a few charges.

The wand is quickly depleted.  When Andrew approaches Tamara for a new wand, Tamara decides instead to make a perennial amulet that can cast ‘Barkskin’ twice per day.  This should shut Andrew up for a long time to come, but it’s going to cost him!

Only items that release charges can be used in this way.  This includes one-shot items, recurring magic items, and perennial items.  One cannot use item augmentations or enduring properties to supply such energies.  

Using Items to Enhance Donors

Again, this is more of a facilitating technique than any true cost savings.  Here is a nicely complex example.  Let us suppose that Andrew the Arcane has been commanded by the king to create a ‘Belt of Giant Strength +4’.  He has ‘Gauntlets of Ogre Power +2’, and one of the king’s knights (strength 16) willing to participate in the ritual as a donor.  

The knight must wear the gauntlets throughout the ritual.  This brings his strength modifier up to the +4 bonus that is needed to imbue the belt.  When the transference ritual is performed, the experience costs are tallied as follows:

· As a donor, the knight pays half of the experience point cost for this transference augmentation (320 XP).  He is enfeebled to a strength score of 6 (eight while still wearing the gauntlets).  Barring restoration or lesser restoration, his strength will recover at a rate of one point per day.

· As the practitioner of the transference augmentation technique, Andrew pays half of the entire transference (320 XP).  He is not otherwise fatigued.

For specifics on how we arrived at the total experience point cost of 640 XP, reference the section on augmentation in ‘Magic Item Creation Techniques in Detail’.

Cost Reduction

Recipes

For our recipe example, we will use a wizard imbuing a scroll of the spell, 'Fireball'.  His name is William the Wise.  He is using the feat, 'Unconsummated Magic', in the form, ‘Scroll’.  

The first cost is that of the base item.  The fine vellum and basic ink cost William 2 gold coins.  The experience point cost to craft such an item is simply the caster level squared.  To cast fireball, the wizard must use at least caster level 5.  As William is an 11th level wizard, he could choose to create a more powerful scroll (up to level 10), but he opts instead for the minimum.  This will cost William 25 experience points, and result in a scroll that produces a 5d6 fireball.

The final cost is for rare ingredients that are expended in the ritual of creation.  Perhaps a large plume steeped in the blood of a salamander is used to write the scroll.  A paper fan, a palm leaf and five unblemished fire blossoms are burned in an iron vessel etched with symbols of flame and heat.  Their ashes are added to the ink, which is then slowly boiled for an hour over a flame of hazelnut oil and bat dung.  Meanwhile, the vellum is rinsed in a pail of water that was used three times that day to quench steel in a blacksmith's shop then rubbed carefully with beeswax...

We don't actually care about the specifics of the ritual.  We just know that in gold it will cost William the spell's level (3) times the caster level employed (5) times ten.  The total cost of the ritual is 150 GP.  William must also cast the spell, 'Fireball', at fifth level, supplying any needed components.  The time required is per the core D20 rules.

A month later, William has used his scroll of fireball on an adventure and wants to make another one.  He references his journal.  William had dutifully recorded all of the steps required along with personal notes and observations.  He finds he can now create this exact same item at a 10% monetary discount on the ritual costs.  He knows not to mix up so much hazelnut oil this time.  He knows the town blacksmith and has bought him an ale or two at the local tavern.  And, he thinks he still has that iron vessel somewhere around here...  Yes, he feels certain that he can cut his cost down to 135 GP plus the 2 GP item cost.  Of course, if William opts to create a more powerful scroll of 'Fireball', he must pay full price, as the ritual will be somewhat different.

Recipes are specific to the practitioner.  William could show his recipe to another wizard, but the discounts would not apply to that wizard’s creations.  The other wizard could not properly interpret William’s scribbled notes in the margins.  He would lack William’s reusable equipment and personal contacts.  The only way for William to 'share' his recipe is to invite the other practitioner to take part in such a ritual and make his own notes.

	Power Components – An Example

On his last adventure, William and his companions fought and slew a young red dragon.  William harvested all of its teeth because in his research of his first 'Fireball' scroll, he read that adding a crushed red dragon tooth to the pail of water in step eighteen makes the parchment of a fire scroll more receptive to one's magic.  He decides to try it.  He finds that the passage he read spoke truly.  He had been half afraid that this was one of the cruel pranks that some old wizards are known to play that make a novice's inkpot explode or some such mischief.  Anyway, he finds that inscribing this scroll requires 5 fewer experience points (20 instead of the usual 25).  Now, if his group could only find and defeat a phoenix! Substituting one of its flight feathers for the plume used would supposedly save him the cost of the salamander blood, make the inscribing easier still, and make his fireball more difficult to resist! 




	Power Components – A DM Option

Power components are completely at the discretion of the DM.  When a spellcaster becomes familiar with a new form, there may be vague hints at what substances may prove efficacious.  These may solidify somewhat after a character makes his first item to which the benefit might apply.  Some references, for whatever reason, may prove inaccurate or misleading.  The best way for a character to prepare for power components would be to become familiar with the 'Container' form and craft a few minor items that preserve things until needed (not all power components are as hard as teeth).  One could also become familiar with the 'Talisman' form to increase the likelihood of having knowledge in this area.  Such knowledge would help to dispel common hoaxes and myths about the supposed efficacy of magical substances.

After successfully using a power component, the practitioner thereafter knows how it will interact with that form, and should note it in his form manual.  William now knows for certain that a red dragon tooth will save him five experience points on scrolls of any spell with the ‘fire’ descriptor.  He would know whether using two teeth would save him ten points (probably not).  Using a tooth on a scroll of ‘Endure Elements (Fire)’, which normally only costs 1 XP, would be wasteful.  But, perhaps he could place five such minor spells on the same scroll to benefit fully.  The player should describe and detail what this power component does in his or her records.  The DM should do likewise, because the power component should work the same for all practitioners.  William can share this knowledge or keep it a trade secret.  

Notice that William would still get the ‘recipe’ discount on this attempt.  Although he is adjusting his ritual a bit, it is still the exact same item that he is creating.

Limited power components - Some power components may confer a limitation upon items crafted using them.  For example, the ectoplasm of a wraith might act as a power component for adding the ‘Ghost touch’ quality to a weapon.  A practitioner might use it to absorb some of the monetary or experience point costs of the item’s imbuing ritual only to find that none of the powers of the item work in direct sunlight.  

Ideal power components - Some power components discovered in bygone days mesh so perfectly with a particular spell that they supply all of the necessary experience points and shorten the ritual to a simple affair.  ‘Bless Water’ has an ideal power component of silver powder.  ‘Continual Flame’ found an ideal power component in ruby dust.  Researchers are forever seeking such perfection for their own recipes, though it is seldom achieved.




Form Affinities and Other Form Benefits

Being a pretty basic form, the scroll in our example does not offer any form affinities.  Some forms grant specific benefits to the imbuer of such an item, and these can involve cost.  Amulets, for example have a form affinity for abjuration magic.  

A form affinity allows the practitioner to increase an item’s effective caster level by one free of charge and also discounts its ritual imbuing costs (both monetary and experience) by 20%.

The discounts for this benefit along with any specific form benefits are calculated first.  Only then are any other discounts applied to the remaining total.  Let us suppose that William is creating an amulet with one instance of 'Protection from Elements, Fire', that he can activate (once) with the spell completion trigger.  Imbuing the spell would normally cost the spell's level (3) times the caster level used (5) times ten - for a total of 150GP (and 25 XP).  Because it is an abjuration on an amulet, the ritual costs only 120GP (and 20 XP).  If William also has a recipe, the 10% reduction for this would bring the monetary cost down to 108GP (and 20 XP).  There would be an additional cost reduction as well which we will cover in chakras.  Note:  experience points round up any fractions after all calculations have been completed.  If William is at least caster level six, the finished amulet is CL 6 rather than CL 5. 

	Substance Synergies – A DM Option

Some forms offer a wide choice of substances from which they might be constructed.  The DM is encouraged to create a secret list of substances that grant special benefits.  

Example:

Let us suppose that William wants to make a one-shot wand of ‘Fear’ with the spell trigger.  Imbuing the spell would normally cost the spell's level (4) times the caster level used (7) times ten - for a total of 280GP.  The stick of wood on which the wand is based normally costs only 2GP.  William might instead choose to use bone as the substance, having read that this has specific benefits relating to necromancy magic.  

Substance synergies are only available for items made primarily of one particular substance.  They might affect the cost or other features of an item, and must be attempted to gain full knowledge of their benefit(s).  As with power components, substance synergies are the same for everyone, and should be recorded by both the player and the DM.

After crafting his wand, William finds that ‘Bone’ costs only slightly more than wood for wands (4GP).  There is no adjustment to the imbuing costs of the item, but it grants an item’s necromancy spells a +2 on their saving throw difficulty class.




Forged with this Purpose in Mind

The imbuing ritual for a magic item generally begins with a finished masterwork item awaiting enchantment.  There may be a cost benefit, however, to beginning the ritual of creation with just the raw materials.  The participation of a form master is required to design such a rite.  The item crafter(s) as well as the imbuer(s) and any donors must attend the entire process of crafting the item through imbuing it with magic.  This is generally only done for very costly magic items, as the participation time of all of these individuals might be worth more than the savings.  Of course, a form master might himself be able to mastercraft and imbue the item, using himself as a donor as well (should one be needed).  He might deem this a worthy use of his time even in the crafting of a simple scroll.  

The monetary cost for crafting the base item is doubled, and the item reflects this.  For example, a longsword forged to become a flametongue, in addition to being of masterwork quality, is also very ornate, with a large fire opal embedded in its pommel of gleaming gold.  Its blade is etched with fine scrollwork and runes of power.  Even without magic, it has a market value double that of a masterwork longsword (about 730GP).

The monetary imbuing costs for items ‘forged with this purpose in mind’ are discounted by 10%, while the experience cost is 20% less.  These benefits are additive with the ‘recipe’ discount if that also applies.  Normally, a flametongue longsword, having a single enhancement augmentation and two points of essence augmentation on a strike trigger would require the expenditure of 360 XP and 9000 GP to imbue.  When ‘forged with this purpose in mind’, the flametongue requires only 288 XP and 8100 GP to imbue.  Having a recipe as well would bump the monetary cost down to 7200 GP.

Spell Variants

Sometimes it can be a valuable cost savings to research new spells with magic item creation in mind.  Often, these are limited versions of existing spells, having no range or affecting only one target instead of many.  Such spells are weaker than the standard versions, and may merit a reduction in spell level.  This can translate to large XP and GP savings when imbuing an item.  

For example, Alfonse the Inscrutable, a well-known prankster, has researched a variant of ‘Hideous Laughter’ that has a range of zero.  He likes to imbue it into cloaks, belts and other items he makes triggered by a command word.  His version, Alfonse’s Sudden Gigglefit, has no practical use in combat or social encounters, since the wizard could normally only cast it upon himself.  It might be rated as a level one spell instead of level two.  Over the years, this translates into good savings on Alfonse’s prank items.

	As always, if a player character wishes to engage in spell research, it is up to the DM to set the requirements, costs, and to determine success or failure of each attempt.  If a player intends to use the new spells in magic item creation, it is only courteous to be upfront with the DM about it.  Make sure he or she knows ahead of time so that the spells effects when made enduring or placed on a projectile can be considered.  

Characters research new spells to seek benefit, advantage, and variety.  Your DM understands this, and should be willing to reward enterprising characters who find creative new ways to enhance their spell repertoire.  


Chakras

The standard D20 rules place a limit on magic items that can be effectively worn based on body locations.  We will call these body locations ‘chakra’, after the ancient eastern lore that is so well accepted in new age healing.  Magic items crafted and imbued to use the chakra enjoy a 50% discount in both monetary and experience point expenditures.  Though some forms are designed to occupy a given chakra, it is possible to place other forms in them instead.

The chakra presented here are as follows:


1 Headband, Hat or Helm
1 Pair of Eye Lenses or Goggles


1 Cloak, Cape, or Mantle
1 Amulet, Brooch or Necklace


1 Armor, Robe, or Shirt
1 Surcoat, Tabard or Vest


1 Pair of Bracers or Bracelets
1 Pair of Gloves or Gauntlets


2 Rings
1 Belt, Girdle, or Sash


1 Pair of Boots, Shoes or Slippers
1 Shield

My alterations to the base D20 rules eliminate the ability to wear both a robe and armor simultaneously, and move shirt out of the ‘vest’ category.  I have also added the shield as its own chakra.  This is important because it nicely solves why shield enchantments are generally half of the cost of weapon enhancements.
When an item contains more than one power (see manifold magics) only one may benefit from a given chakra.  A cloak of resistance that can also blur the wearer three times per day, for example, may only use the cloak chakra to discount the cost of one of these powers (usually the most expensive one). The stack of all augmentations counts as but a single power for this purpose.  Of course, an item may occupy several chakras.  If this were a hooded cloak, the resistance power could use the cloak chakra, and the perennial charges of blur could be discounted by occupying the headgear chakra.

Magic Item Activation

The means of releasing the magic housed in an item is called a "trigger" or "activation method".  Triggers are initially learned when the magical practitioner acquires a specific imbue feat (technique).  Thereafter, the practitioner can use any trigger personally known upon magic items created provided that the form and type of magic (unconsummated vs. commodious) allows it.

Example of Selecting a Trigger

For example, Horace the Avenger is an eleventh level cleric who is familiar with the unconsummated spell, commodious magic and recurring magic techniques.  He has just recently completed studies to become fully familiar with the form, 'Footwear'.  Horace wants to create boots with ten charges of 'Air Walk'.  As a form limitation, footwear must be enchanted with commodious magic and must be worn to function.  The recurring magics technique allows him to place multiple commodious charges in the boots.  Horace can select any trigger that he knows to activate the magic:

When the unconsummated magic technique was acquired, Horace learned the 'spell completion' trigger.  If he chooses this trigger, then activating the boots would be a standard action requiring concentration by someone with the divine spell, 'Air Walk', on his potential spell list.  Activation could be interrupted and would provoke attacks of opportunity unless combat casting were invoked.  Obviously, Horace has better choices.  

When the commodious magic technique was acquired, Horace learned the 'use', 'command word', and 'simple' triggers.  The use trigger (donning the boots) would be an awkward way of triggering the magic since a charge would be expended immediately every time he pulled the boots on.  He would most likely choose a command word or simple trigger such as clicking the heels together.

When the recurring magic technique was acquired, Horace learned the Spell trigger.  Should Horace select this trigger, the boots could only be activated by a wearer with the divine spell 'Air Walk' in his or her potential repertoire.  No significant concentration would be required, and the wearer of the boots would not need to be of a high enough level to actually cast the spell. 

Activation Time

As a default rule, activating a spell from an item takes just as long as casting the spell in question.  This is usually a standard action, but could be a longer for spells like 'Monster Summoning I' or shorter for spells such as 'Feather fall'.  Metamagic feats such as quicken may be used to adjust these times by increasing the caster level required and associated costs.  

At will activation of items created by the enduring spell technique is treated as though the spell were metamagically quickened.

Non-spells imbued into an item are considered to be spell-like abilities.  Their activation time is usually subsumed within performing the skill, feat, or activity to which they relate.

Who Can Activate

Unconsummated magic can only be activated by a person whose class permits them the use of the spell.  This is regardless of what trigger is placed upon the item.  For example, if a powerful and puissant wizard creates a wand containing charges of unconsummated haste spells activated at the will of the user, that user still must be of a class that is potentially capable of casting the spell, 'Haste'.

In general, anyone can make use of commodious magic.  Several things might prevent them from doing so.  If the spell completion trigger or the spell trigger is used, then a non-spellcaster attempting to use the item would be like a mute person trying to use a command word item.  However, any spellcaster could activate the completion-triggered commodious item, and any potential spellcaster (such as a first level paladin) could activate the spell-triggered item.

Anyone can make use of augmentations unless there are specific strictures laid upon the item by its creator.

Specifying Conditions

Several techniques such as event triggering, strictures, and modes of operation allow the practitioner to specify a condition that modifies how an item will behave.  To reflect that such events must be simply stated, the practitioner is limited to ten words to describe the condition.  Thus, 'When wearer has fallen nine feet' would be acceptable for a ring of feather fall, but a longer, more convoluted description might not.  

Specifying events do not confer divination abilities.  'Wearer is approached by a rogue' is not a valid event unless the item has some way of discerning whether or not the approaching figure is indeed a 'rogue'.  A ring that has the power to 'Detect Invisibility' could trigger charges of 'Invisibility Purge' whenever an invisible creature is near, but this trigger might not differentiate friend from foe.  The condition must be something that would normally be detectable by the practitioner in the possessor's circumstances and is limited to a 30 foot spread.  Thus, 'When a goblin is near' would not work around corners or through closed doors.  Depending on circumstances, the DM may set a spot or listen check DC to detect, for example, a goblin creeping up on the possessor through obscuring mist or in disguise.  Such checks use d20 plus the item's caster level.  If the goblin were creeping up on the possessor in total darkness, there might be no chance for the trigger to be set off unless the item is also invested with dark vision or the scent feat.

One exception to non-divination rule above relates to the item's owner.  Even if an item does not specifically have the power to detect evil, for example, it can discern this quality in its owner / possessor.  For the purpose of placing strictures or setting other conditions, assume that any item can detect the alignment of its possessor, his race, class, and deity.  This detection can only be fooled as described in the skill, 'Use Magical Device'.

Magic Item Activation Methods in Detail 

At Will Activation

This is among the most advanced activation methods and is learned when the feat, 'Imbue Enduring Spell', is selected.  The magic functions when the possessor of the magic item wills it so.  For items imbued using the enduring spell technique, this is a free action that counts as a quickened spell (i.e. you can only activate 1 such power by will in a combat round).  If the 'At Will' trigger is used with any other technique (to activate perennial or recurring charges, for example) it is counted as a standard action.  Even as a standard action, it has very few drawbacks.  It does not require gestures, speech or any special circumstances.  Even a held individual can will activation of such devices.  Moreover, at will activation allows the person activating such an item to fill in any variables of spell effects such as range, area, direction, or type.  The item may also be activated at a lowered caster level if desired down to the minimum available for the effect.

Also, several limitations involving this trigger used with targeted spells are discussed under advanced topics.

Changing Modes of Operation

Learned when the feat, 'Imbue Manifold Magics', is selected; this is not a 'trigger' per se.  Rather, it is an advanced feature that governs when triggers, augmentations, and spell-like effects will be active or inactive.  The Rod of Alertness and the Rod of Lordly Might are examples of items that can change modes of operation. 

Constant Activation

Learned when the feat, 'Imbue Enduring Spell', is selected; this is more a state of being than a true trigger.  The magic functions constantly and unless it is somehow suppressed, it is always considered to be active.  A ring of fire resistance could be an example of this non-trigger, always faithfully conferring its benefits.

Deactivation

Learned when the feat, 'Imbue Perennial Magic', is selected; this is actually a second trigger.  It allows the user of the item to turn off an activated power in order to preserve its allotted duration to use throughout the day at discrete times.  A pair of Boots of Haste is an example of an item that can be de-activated.  Some conventional trigger is selected for activation, and another for de-activation.  Dividing the duration of charges in this manner is a bit more costly and can only be done with perennial charges.  Spells with a duration of 'instantaneous' or 'concentration' obviously cannot make use of deactivation. 

Event Trigger

Learned when the feat, 'Imbue Manifold Magics', is selected; this is an extremely powerful and versatile trigger.  It lets the practitioner specify an external event related to the possessor that will trigger the magic.  For example, 'Wearer is submerged' might trigger a charge of water breathing. Review the section on specifying conditions for an outline of what conditions are possible.

Self-willed Activation

Learned when the feat, 'Imbue Item Ego', is selected; this is not a 'trigger' per se.  Rather, the practitioner can designate whether the item itself can will activation of one or more of the powers imbued.  If an intelligent helm, for example, has the power to heal its wearer, it may choose to do so even after the wearer has been rendered unconscious.  Such activation is in the province of the DM, but a character can always expect alignment correct behavior from an item with ego.  Some powers imbued in an intelligent item may be designated as exclusively triggered by the item itself.  Such powers cannot be triggered by the possessor and might be constrained to activities in pursuit of some special purpose for which the item was created ("Gee I'd like to heal you, boss, and I would if we were fighting goblins!").  One powerful advantage of item activated powers is that they do not cost the possessor an action.  He or she is free to perform other actions while the item triggers the spell or ability. Moreover, self-willed activation allows the item to fill in any variables of spell effects such as range, area, direction, or type.  The item may also perform at a lowered caster level if it desires down to the minimum available for the effect and may apply any metamagic effects with which it may be endowed.

Simple Trigger

Learned when the feat, 'Imbue Commodious Magic', is selected; this trigger releases magic when the possessor of an item performs a specified standard action.  

Command word:  This commonly used method is an example of a simple trigger.  A specific word or phrase must be spoken by the item's possessor to activate its magic.

Use Activation:  This simple trigger can (and sometimes must - depending on form) be employed when there is an obvious way to use an item integral to its normal operation.  A brazier or candle might be activated when lit.  The magic of a potion might be activated when drunk.

Other Simple Triggers:  There are many possibilities for simple triggers.  Most are verbal or somatic.  A cloak with charges of invisibility, for example might be activated by the wearer taking hold of its edge and whirling it up in front of himself.

Spell Completion Trigger

Learned when the feat, 'Imbue Unconsummated Spell', is selected or granted; this trigger releases magic when a spellcaster recites the spell not from memory, but from where it has been stored in an item. Most commonly associated with scrolls, it can be used to activate any instance-based magic.  This can include one-shot spell effects, recurring or perennial charges, or possibly even such augmentations as spell storing.  This trigger has many drawbacks.  Concentration by a suitable spellcaster is required.  Level differences between the spell and the item user can lead to activation failure or mishaps.  And such activation in melee provokes attacks of opportunity.  One advantage it offers, however, is that the person successfully activating such an item may fill in any available variables of spell effects such as range, area, type, and direction.

Spell Trigger

Learned when the feat, 'Imbue Recurring Magics', is selected; this trigger releases magic when a spellcaster performs the final gestures and vocalizations of a spell held in abeyance within the item.  Most commonly associated with wands, it can be used to activate any instance-based magic.  This can include one-shot spell effects, recurring or perennial charges, or possibly even such augmentations as spell storing.  This trigger has the drawback that a suitable spellcaster is required to activate the item, though no great concentration is required and his level can be well below that needed to actually cast the spell.  The person successfully activating such an item may fill in any available variables of spell effects such as range, area, type, and direction.

Strictures

Learned when the feat, 'Imbue Item Ego', is selected; these are not 'triggers' per se.  Rather, they are a very powerful means of protecting the powers of a magical device from misuse. Review the section on specifying conditions for an outline of what conditions are possible.  

Strictures may be placed upon any item of permanent magic.  Though the item need not actually be intelligent, it must meet the requirements for imbuing intelligence.  

There are two strictures that can be placed upon an item.  The practitioner can imbue either, both, or neither.  

· The first type of stricture simply causes specified powers of the device not to function if the would-be wielder does not meet the alignment, race, class or other requirements imposed.  

· The second type of stricture can bestow a 'negative level' upon any possessor not meeting the criteria selected.  

If both strictures are placed upon an item, the conditions under which they operate can differ from one another.  For example, the creator of a holy dwarven war hammer +5 might place the first stricture such that three of the enhancement bonuses are unavailable to non-dwarves.  He might also place the second stricture to confer a negative level upon any evil possessor.  

An intelligent item has an additional stricture of the second type that always affects owners whose alignment opposes that of the item.  An intelligent item may choose whether or not to enforce any strictures based upon the circumstances in which it finds itself. If the holy dwarven war hammer +5 in our example, were lawful good and was trapped in a dragon's treasure horde, it might opt to confer its full benefits upon a chaotic good human rescuer for long enough to win free of the situation.  Strictures placed on non-intelligent items are more absolute.

A note on captive items:  An item's strictures are enforced out to a distance of thirty feet.  If an evil warlord places a holy sword in his vault, although he is technically its possessor, he is not affected by negative levels and the like outside of that radius.  Of course, he probably doesn't much enjoy visiting his vault.  Likewise, an evil blade cannot be 'safely' transported by a good person even if wrapped in cloth or the individual is just 'carrying it as party treasure'.  It could be dragged behind by a 50' rope or carried by an intelligent summoned creature.  Otherwise, even temporary owners are affected.

Strike and Critical Strike Triggers

The strike trigger is a powerful triggering mechanism that is learned with the augmenting magic technique.  It allows one to imbue powers and effects that are unleashed when an attack action is successfully undertaken with the item in question.  Once learned, it can be applied to magical techniques other than augmentations.  For example, a wizard might choose to enchant his dagger with recurring or perennial charges of shocking grasp on a strike trigger.  More typically, he will simply give his dagger an electrical essence augmentation.  Strike triggering (and its cousin, critical strike triggering) is only possible for forms that specifically list it as a form benefit.  These are usually (but are not always) weapons.  An item may only have one strike trigger and/or one critical strike trigger.

Magic Item Creation Techniques in Detail

Unconsummated Spell Technique

The spell to be imbued is cast just once.  This offers no real opportunity to share the costs other than perhaps having someone cast the spell from an item.  Here is a chart of costs that assumes the minimum caster level with the base item cost fixed at 2 GP to go with our example:

	Spell Level
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9

	Caster Level
	1
	1
	3
	5
	7
	9
	11
	13
	15
	17

	Experience Cost
	1
	1
	9
	25
	49
	81
	121
	169
	225
	289

	Ritual Cost
	0
	10
	60
	150
	280
	450
	660
	910
	1200
	1530

	Base Item Cost
	2
	2
	2
	2
	2
	2
	2
	2
	2
	2

	Market Value
	7
	27
	127
	307
	567
	907
	1327
	1827
	2407
	3067


Example of Simple Unconsummated Spell

We will start with unconsummated magic items (like scrolls).  I have modified the basic cost chart somewhat.  You'll find that this method results in costs very similar to the core D20 rules overall.  For spells cast at a greater caster level than necessary, more of the additional cost is experience and less of it is gold.  For our example, we will use a wizard imbuing a scroll of the spell, 'Fireball'.  His name is William the Wise.  He is using the feat, 'Unconsummated Magic', in the form, 'Scroll'.

The first cost is that of the base item.  The fine vellum and basic ink cost William 2 gold coins.  This cost will be the same for all typical scrolls.  

The experience point costs to craft such an item is simply the caster level squared.  To cast fireball, the wizard must use at least caster level 5.  As William is an 11th level wizard, he could choose to create a more powerful scroll, but he opts instead for the minimum.  This will cost William 25 experience points, and result in a scroll that produces a 5d6 fireball.

The final cost is for rare ingredients that are expended and services that are hired during the ritual of creation.  In gold this will cost the spell's level (3) times the caster level employed (5) times ten.  The total cost of the ritual is 150 GP.  William must also cast the spell, 'Fireball', at fifth level, supplying any needed components.  The time required is per the core D20 rules.

The market value is calculated by summing the other costs (where 1 experience point is valued at about 5 gold), and then adding a markup of the technique’s base cost (10) times the spell level.

Commodious Magic Technique

Costs are the same as for imbuing Unconsummated Spells except that the caster level used in calculations must be one higher than what is actually imbued.  Here is a chart of costs that assumes the minimum caster level with the base item cost fixed at 15 GP to go with our example:

	Spell Level
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9

	Caster Level
	2
	2
	4
	6
	8
	10
	12
	14
	16
	18

	  Effective CL
	1
	1
	3
	5
	7
	9
	11
	13
	15
	17

	Experience Cost
	4
	4
	16
	36
	64
	100
	144
	196
	256
	324

	Ritual Cost
	0
	20
	80
	180
	320
	500
	720
	980
	1280
	1620

	Base Item Cost
	15
	15
	15
	15
	15
	15
	15
	15
	15
	15

	Market Value
	35
	65
	195
	405
	695
	1065
	1515
	2045
	2655
	3345


Example of Simple Commodious Spell

As with unconsummated magic, the first cost of a commodious item is the base cost of the item itself.  Let us suppose that William the Wise is creating a cloak with one instance of 'Resist Elements, Fire', which anyone can activate (once) using a command word.  The cost of weaving and crafting the cloak itself is no different regardless of which imbue technique is used.  Let us assume that the cloak itself is very finely made and costs fifteen gold pieces.

Imbuing a spell with commodious magic requires a caster level one higher than normal to produce the same effect.  The experience point costs to craft such an item is simply the caster level squared.  'Resist Elements, Fire' is a second level spell for William, normally requiring a caster level of at least three.  To make it so that anyone may use the item, however, William must pay experience points and gold for the ritual as though the caster level were four (and he must be at least caster level four).  Experience point cost would be caster level squared (16), and gold required for the ritual would cost the spell's level (2) times the caster level used (4) times ten - for a total of 80GP.  The resulting cloak is a CL3 item in terms of spell duration and effect with a command word trigger.  

Because it occupies the cloak chakra, the ritual costs only 8XP and 40GP (half cost to imbue items occupying a body slot).  If William also has a recipe, the 10% reduction for this would bring the monetary cost down to 36GP.

Instead of a command word, William could use any simple trigger that requires the wearer to take a standard action.  Thus “when wearer fans the cloak back and forth in front of himself” or “when wearer grips the cloaks corners tightly and jumps” are possible conditions.  “When wearer is falling”, or “when wearer is wounded” are not simple triggers.  They are event triggers.  They may be used only if the practitioner knows event triggering.  A use activation trigger could also be specified, but for a cloak, the choices would be limited to donning it and taking it back off.

Recurring Spell Technique

Recurring magic is one technique by which item crafters place multiple spells into a single item, or enchant several identical items when the form allows it.  Some forms, such as potions are not suitable recipients for recurring magic.  Suitable forms are those that list a value for ‘charge resistance’.  

The item is first prepared to receive charges by the practitioner of recurring magic (who may or may not know the spell in question).  The cost for this is three times the normal cost of imbuing a single charge of either unconsummated or commodious magic.

Any spellcaster who knows the spell can then attempt to add a charge.  To do so, he or she must overcome the item’s charge resistance.  He or she pays half the normal costs of imbuing a single charge of either unconsummated or commodious magic.  Initially, adding charges to an item is somewhat easy for an experienced spellcaster.  But, as each charge is added, saturating the item with more magic straining for release, a backpressure begins to build up.  The difficulty class of adding one charge is the ‘charge resistance’ listed for the form used plus the spell level squared.  A wand, for example, being an ideal candidate for recurring magic, has a charge resistance of zero.  After each charge is added, increase this DC by one.  The spellcaster rolls a D20 to which he may add his spellcraft skill bonus, his concentration skill bonus, and his will save.  

The item is considered complete and can receive no more charges when one of several conditions is met.  If the spellcrafters choose to complete the item, it is done.  If one or more of the named participants in the ritual leave, die, or engage in prohibited activities, the item is considered complete as is.  If the item receives no new charge for an entire day, it is done.  If a spellcaster attempts to cast an inappropriate spell into the item (differing in any way from those it was prepared to receive), it is ruined.  If a spellcaster attempts to add a charge and fails, he pays gold and experience for the attempt, but may try again.

Here is a chart of costs that assumes unconsummated magic cast at the minimum caster level with the base item cost fixed at 200 GP to go with our example:  Costs assume that all charge attempts are successful and that 30 charges are added.

	Spell Level
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9

	Caster Level
	1
	1
	3
	5
	7
	9
	11
	13
	15
	17

	Experience Cost
	18
	18
	162
	450
	882
	1458
	2178
	3042
	4050
	5202

	  Item Preparation
	3
	3
	27
	75
	147
	243
	363
	507
	675
	867

	  Imbuing Charges
	15
	15
	135
	375
	735
	1215
	1815
	2535
	3375
	4335

	Ritual Cost
	0
	180
	1080
	2700
	5040
	8100
	11880
	16380
	21600
	27540

	Base Item Cost
	200
	200
	200
	200
	200
	200
	200
	200
	200
	200

	Market Value
	290
	770
	2690
	6050
	10850
	17090
	24770
	33890
	44450
	56450


Example of Recurring Spell Technique

For our example, William the Wizard is approached by his friend, Sylvia the Sorcerer.  Sylvia would like William to help her to make a ‘Wand of Lightning Bolts’ usable by arcane spellcasters to hurl 7 dice lightning bolts.  Neither spellcaster has ever done this before.  Sylvia does not know the recurring magic technique, and would like William to prepare the item.  Sylvia does know the technique 'Imbue Unconsummated Spell (as she must to participate as a spellcaster).

The first cost is the form cost for the item itself.  Because it is a very basic form, the cost to carve the straight shaft of a wooden wand is not normally very high.  Sylvia, however, wishes her wand to enjoy the substance synergy that platinum confers to electrical spells, so a hollow tube is forged of platinum and etched with intricate carvings for a cost of 200GP.

Next, we calculate the normal cost of placing one instance of the unconsummated spell, ‘Lightning Bolt’ into an item.  Experience point cost would be the caster level squared (49 for 7-die bolts), and gold required for such a ritual would cost the spell's level (3) times the caster level used (7) times ten - for a total of 210GP.   

To use the recurring magic technique, the first stage of imbuing the item is preparing the item to receive charges.  This must be done by a spellcaster who knows the technique, ‘Imbue Recurring Spell’.  The cost for this is three times the normal totals of experience and gold to imbue the spell once into such an item.  It is decided that William will prepare the item and Sylvia will add all of the charges.  As the preparer, William pays 147 experience points and the preparation ritual costs 630 GP.  This might, for example, entail crafting and imbuing a special headband for the caster to use for the ceremony’s duration, and constructing an apparatus to capture and funnel the magical energies into the wand.  As part of the preparation ceremony, all participants are named and must be present through the remainder of the item’s imbuing.  Both William and Sylvia must attend the ceremony until its completion.

Once so prepared, the item can now begin to receive charges.  A spellcaster begins casting the chosen spell into the item repeatedly.  This can be the same individual who prepared the item, a collaborator, or several spellcasters working in tandem.  All spells to be imbued, however, must be identical.  Divine and arcane versions of the same spell cannot be mixed, the caster level used must be the same for all instances, and the ability bonus to the spell’s DC (if any) is constrained to the best commonly available to all participants.  At least one spell per day must be cast into the item as part of the charging ritual.

Lightning Bolt is a spell that grants a reflex saving throw.  It is calculated as ten plus spell level (3) plus ability score modifier.  Sylvia has a charisma bonus of +4, but William, alas, has an intelligence bonus of only +3.  William commits himself to learning “Fox’s Cunning” each day of the item’s creation to assure that his intelligence bonus will be at least +4.  The saving throw DC for the stored lightning bolts will therefore be 17.  
Adding each charge will cost Sylvia only one-half of the normal experience point and monetary costs of imbuing one instance of the spell (rounded up at the end of the ritual).  The charging ritual that is repeated for each charge might be something like the following.  William looks over his contraption and makes adjustments.  Sylvia, donning the ceremonial headband, walks three times around the wand chanting a plea to the powers of the storm while spreading clouds on incense from a golden censor.  She then places a valuable chip of amber into the end of the hollow tube, steps back, and casts the spell, Lightning Bolt.  

Sylvia is a level eight sorcerer with eleven ranks of spellcraft, nine ranks of concentration, INT 14, WIS 13, and CON 16.  Her spellcraft bonus (+13) plus her concentration check (+13) plus her will save (+7) combine for a total of +33.  She also wears a ring of resistance that adds +3 to her Will save bringing her total up to +36.  Sylvia can cast lightning bolt up to five times each day.  She does so with ease for the first five days of the charging ceremony, bestowing 25 charges to the wand.  On the sixth day, Sylvia begins to encounter some difficulty.  The DC on her five attempts for the day are:  34, 35, 36, 37, and 38.  Her bonus takes her handily through the first three attempts, and the D20 roll (always at least a 1) gets her through the fourth charge.  For the final  attempt of the day, she rolls a 16.  On day seven, Sylvia must roll at least 3, 4, 5, 6, and 7 to bestow more charges.  The first three attempts are successful, but on the fourth try, a fatigued Sylvia rolls a two, failing in the attempt.  After a bit of rest, Sylvia tries again.  This time, still needing only a 6 Sylvia rolls a 12 and is successful.  

So far, in 35 attempts, Sylvia has bestowed 34 charges into the wand.  The DC for adding new charges starts at 43.  She considers stopping at this point and calling the item complete.  After the colleagues confer, it is decided that William will try to add just a few more charges to the wand.  William is a level eleven wizard with twelve ranks of spellcraft, nine ranks of concentration, INT 17, WIS 14, and CON 8.  His spellcraft bonus (+15) plus his concentration check (+8) plus his will save (+10) combine for a total of +33.  William borrows Sylvia’s a ring of resistance, which adds three to his will save.  William can memorize lightning bolt up to five times each day, and also chooses to memorize Fox’s Cunning, Owl’s Wisdom, and Bear’s Endurance to enhance his chances.  

On days eight and nine, William adds nine more charges before experiencing his first failure.  William and Sylvia decide to conclude the ceremony.  They have a wand with 43 charges and pay the following costs.  Sylvia, who made 35 charging attempts, pays one half of the normal experience costs of imbuing Lightning Bolt thirty five times.  This works out to be 858 experience points.  William, who made 10 charging attempts, pays 245 experience points in addition to the 147 he paid to prepare the item.  The monetary cost for the 45 charging attempts is 4725 GP.  Adding this to the 630 GP to prepare and the 200 GP for the base item, we get a total monetary cost of 5555 GP.

Batching and Bundling Variations

The recurring spell technique usually places charges of an identical spell into a single magic item.  Some forms allow a different variation of this technique wherein a group or 'bundle' of identical items (candles for example) are all enchanted with one instance of the same spell.  This variation of the recurring magic technique is called 'bundling'.  There is also a variation in which the substance to be imbued with recurring charges (dust for example) can later be separated into single doses or portions.  Using the recurring spells technique to enchant such a substance is called 'batching'.  Batching and bundling are only possible for forms that specifically list this as a benefit.  

Replenishing Recurring Charges

An advanced practitioner can design and enact a ritual to replenish charges.  To do so, he or she must know the recurring spell technique.  He or she must have acquired familiarity with the form in question (for example, 'wand').  Such a practitioner begins by again preparing the item to receive new charges (at three times the cost of a single charge, as usual).  Any charges remaining within the item are retained and add to initial charge resistance just as new charges would.  The practitioner must match the nature of existing charges exactly.  He must cast the same spell at the same caster level and match the ability score bonus and type of magic (divine vs. arcane).

Augmenting Magic Technique

Augmenting magic is one technique by which item crafters can place lasting magic into an item.  Though specific spells may be employed in the ritual of creation, augmentations do not usually empower a specific spell effect.  Instead, the imbuer is working with the raw stuff of magic.  There are three basic kinds of augmentation:  enhancement augmentations, essence augmentations, and transference augmentations.  Depending on the form of the item to be imbued, one or more of these kinds of magic can be applied to it.  One can freely stack augmentations of differing sub-types on the same item.  In fact, all augmentations must stack and increase the costs exponentially.  Some forms (potions and wands, to name a few) are not suitable recipients for augmentation.  Other forms can receive only a certain subset of augmentation.  Footwear, for example, can be imbued only with transference augmentations relating to leg movement and strike-triggered enhancements to unarmed combat.  

A practitioner of this technique can imbue an item with one layer of augmentation for every two caster levels that he has attained.  As layers of augmentation are placed on an item, the cost rapidly increases by the ‘chart bonus’.  This is similar to the standard D20 rules, but the exact calculation of experience and gold required will differ as detailed below.  An item can have a maximum of ten levels of augmentation.

	Augmentation
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10

	Caster Level
	0
	2
	4
	6
	8
	10
	12
	14
	16
	18
	20

	Experience Cost
	0
	80
	320
	720
	1280
	2000
	2880
	3920
	5120
	6480
	8000

	Ritual Cost
	0
	1000
	4000
	9000
	16000
	25000
	36000
	49000
	64000
	81000
	100000

	Base Item Cost
	1650
	1650
	1650
	1650
	1650
	1650
	1650
	1650
	1650
	1650
	1650

	Market Value
	1650
	3550
	8250
	15750
	26050
	39150
	55050
	73750
	95250
	119550
	146650


Fundamental Augmentation

Fundamental augmentations are an oddity of the craft.  They are an optional level zero enchantment that can be placed on any item that has augmentation magic.  It has no cost if there is a level one or better augmentation anyway.  For worn apparel, this is usually the ability to adjust to fit any small or medium humanoid.  For weapons, the ability to shed light as the cantrip / orison ‘Light’ is common.  Some other possibilities are ‘Looks ordinary or tattered until worn / wielded’, ‘Chilly or Warm to the Touch’, or any other simple cantrip level magic made permanent.

Enhancement Augmentations

These enhancements toughen the item and make it better at performing its primary function.  They are given numeric ratings +1 through +5.  For some forms like weapons and raiment, at least one enhancement is required before other augmentations may be added.  No enhancement greater than +5 is possible.  Only one enhancement augmentation can be placed on an item for every three caster levels possessed by its creator.  So, even though a caster of level six can bestow three layers of augmentation, only two of them may be enhancements.

Essence Augmentations

Essence Augmentations are detailed in the core D20 rules.  They come in four flavors:  Offensive Melee, Offensive Ranged, Defensive Armor, and Defensive Shield (with some overlap among the types).  Some add more than one ‘chart bonus’, and therefore count as several layers of augmentation.  

Transference Augmentations

Each form will list which transference augmentations (if any) it allows.  Here is a basic list:

· Feats:  A single feat can be transferred as one level of augmentation.  In this case, the donor suffers ten points of temporary ability damage to the prerequisite ability or is temporarily debilitated as specified by the DM.  Any prerequisite feats must be supplied either by the item itself or by its wielder, as is the case for a ‘Mighty Cleaving’ weapon.  With the DM’s permission and the proper willing donor, it is possible to transfer some monstrous abilities (such as Flyby Attack) or even class or racial abilities ala ‘Belt of Dwarvenkind’.  Handle these the same as you would feats.

· Spell Slots:  Some forms allow spellcasters (and only appropriate spellcasters) to use of one or more extra spell slots.  In terms of cost, treat each extra spell slot granted by an item as a transferred feat requiring one level of augmentation.  The ‘Ring of Wizardry’ is a prime example.  Items that grant limited extra spell slots such as those granted by the ‘Pearl of Power’ are probably the results of the same ability that has been built more cheaply by using a limiting power component.  

The donor for this kind of augmentation can imbue as many slots of a given level as he or she is able to cast in a day. The donor must have at least one bonus spell of the level to be imbued due to a high ability score.  The donor must be able to cast spells one level higher than the slot to be imbued.  

For example, a wizard with an intelligence score of 18 who is at least level 9 can imbue an item with one or more additional 4th level spells.  The donor suffers ten points of temporary damage to the ability score that sets the difficulty class for his or her spells.  The item user must be a spellcaster of the same type as the donor.  The item user can use as many of extra slots as he or she has slots of the level in question or the number imbued - whichever is fewer.

· Abilities:  Raw ability scores can be transferred as one level of augmentation for each +1.  The donor must possess a positive ability modifier of at least the amount to be transferred, and suffers ten points of temporary damage to that ability.  

· Skills:  Skill ranks can be transferred from an appropriate donor to an item.  Note that all ranks in a given skill must be supplied by the same donor.  A bonus from skill focus counts as ranks for this purpose, but bonuses granted by assistants or superior equipment do not aid the donor.  The item thereafter confers a number of competence bonuses upon its owner to perform the skill in question.  These competence bonuses stack freely with a character’s inherent skill ranks, but not with competence bonuses from another item or source.  The cost of imbuing ranks of a skill depends upon the type of skill:


One augmentation contains…
…and confers

Physical everyman skills
Up to 10 donor ranks
up to +10 bonus

Other everyman skills
Up to 5 donor ranks
up to +5 bonus

Trained only skills
5 donor ranks
+1 bonus

Everyman skills are those that anyone may attempt without special training.  Some of the well defined augmentations detailed in the core D20 armor rules such as ‘Slick’, ‘Shadow’, and ‘Silent Moves’; grant the wearer a competence bonus of +10 to a skill.  Some other items such as ‘Boots of Springing and Striding’, and ‘Gauntlets of Swimming and Climbing’, do likewise.  These are all examples of physical everyman skills.  Physical everyman skills are those based on strength or dexterity, and are the easiest to imbue.  Other everyman skills include such skills as bluff, concentration, crafts, sense motive, spot, and the like.  Other everyman skills are a little harder to imbue in terms of cost.

Items conferring trained only skills are even more difficult to imbue.  Exclusive class skills are also considered to be of this type.  Trained only skills thus include such worthies as Alchemy, Animal Empathy, Knowledge, Open Locks, Perform, Profession and Scry.  The magic item actually confers the ability to use the skill in question, but each layer of augmentation only grants a +1 competence bonus.  It is possible using five layers of augmentation to create +5 items of this type, but note that the donor would have to be on the order of a 20th level character with maximum ranks in a class skill and a skill focus feat.  It is very much more common to find +1 items of this sort.  For the skill ‘Speak Language’, where ranks and bonuses are irrelevant, the donor need only know the language in question.

At the conclusion of the ritual, the donor will suffer ten points of temporary damage to the ability score that underlies the skill, and pays half the experience point total for the augmentation(s) in which he participated.  For the skill ‘Speak Language’, the owner is stricken dumb for a number of days equal to his participation.
Skill Transference or Spell Imbue?

There are some spells that confer abilities that act similar to skill transferences.  A crafty practitioner of the arcane arts would do well to consider what he wants the item to do and choose among the methods available to him.  The spell, ‘Jump’, for example grants +30 unnamed bonus to its recipient, and allows him to overcome maximum distance limits.  Making commodious enduring boots of ‘Jump’ activated at will is thus superior to crafting a similar item using skill transfers.  It even turns out to be somewhat less expensive.  On the other hand, a minor +10 item can be made for less expense using skill transfers and does not require the commodious or enduring feats.  With the manifold magics technique, one could even imbue both magics to a pair of boots.

A Note on XP Costs of Transference Augmentations

Donors pay half of the experience point cost for the levels of augmentation in which they participate.  This sum is deducted from the total experience point cost of the practitioner.  See the example for how this works.

Bundling Variation

Augmentations are usually placed into a single magic item.  Some forms, however, allow a powerful variation wherein a group or 'bundle' of identical items (arrows for example) are all augmented at the same time.  This use of the technique is called 'bundle augmentation'.  Bundle augmentation is possible only for forms that specifically list this as a benefit.  

Example of Augmenting Magics

For our example, let us imagine that Thorbald the Cleric, having just learned augmentation magic wishes to craft ‘Shadow Platemail of Fire Resistance’ for his warrior friend, ‘Grond the Chaotic’. Thorbald is a twelfth level cleric.  We will use the armor special abilities as presented in the core D20 system to define our augmentations.

The first cost is the form cost for the item itself. Thorbald acquires a suit of masterwork full plate armor from the city’s premier armorer, selecting it for its suitability for enchantment.  The cost is 1650GP.  

Next, we determine the total number of ‘chart bonuses’ to be placed on the armor, and their type.  Armors must have at least one level of enhancement bonus before other augmentations can be added. Thorbald decides to make it +2 armor for two ‘chart bonuses’.  Fire Resistance is an essence augmentation (fire). It has a chart bonus of +3.  To apply it, Thorbald must know at least one spell with the ‘fire’ descriptor of level 3 or above. The ‘Shadow’ special ability for armors is a skill transference augmentation based on ten ranks of the skill, Hide.  For it, the ritual must have a donor with a plus ten to this skill.  It has a chart bonus of +1.  As a twelfth-level cleric, Thorbald can bestow a total of 6 layers of augmentation.  Creating this item is just within his abilities.

Next, Thorbald readies the requirements for the ritual of imbuing.  Aside from gathering all of the costly brick-a-brac, Thorbald must prepare to meet the specific requirements for each augmentation.  For the essence, he thinks the Protection from Elements (Fire) spell will do nicely.  He will commit himself to memorizing at least one Protection from Elements (Fire) on each day of the item’s creation.  A donor for the ‘Hide’ skill is a bit more difficult. Thorbald approaches his friend, Slick Sam, who has the needed level of skill.  Slick Sam agrees to participate in the ritual because he owes Thorbald a big favor.  

The costs are as follows:

· The chart bonus (6) times the minimum caster level required (12) times the monetary base multiplier (500) sets the monetary cost for the ritual of creation to 36,000 gold pieces.  Because the armor is to be a worn item, a 50% discount applies bringing the total cost for the ritual down to 18,000 gold.

· Slick Sam pays half of the experience point cost for the +1 chart bonus for which he acted as a donor.  This works out to a mere 20XP after discounts.  Sam's is also weakened by the ordeal.  His dexterity of 18 is lowered to 8.  This will recover naturally at a rate of one point per day of rest, or could be helped along by restoratives from the clergy.

· The practitioner pays the remaining experience points (1,420 XP after discounts).

Imbue Perennial Magic

To learn this technique the practitioner must already know the Imbue Commodious Magic feat.

Imbuing an item with Perennial Magic gives it a permanent affinity for a particular spell or effect. It has a reservoir of spell energy that slowly renews itself from the energies of the world around it.  The essential ritual for 'training' such an item involves placing as many commodious uses per day within it at ten times the normal experience cost and ten times the normal cost in gold.  These charges are discharged and replenished on the following two days, after which there is a finishing rite that binds the power permanently to the item. 

Any spellcaster who knows the spell can bear some of the experience burden by adding one or more charges.  However, all spells must be identical.  Among other things, this means that divine and arcane versions will not mix, and the caster level and ability bonus must match.

Participant spellcasters must have the Imbue Commodious Magics feat.  Multiple castings of the spell to be imbued might need to be available.  For three days of the ritual, the spell must be cast the same number of times as the item will have daily uses.  This also means that the ritual to create a perennial item will require at least three days.

Charge resistance is not a factor when using the perennial magic technique.

Special Durations and Variable Effects Rules

Spells with a duration of 'Concentration' are permitted and use the concentration of the wielder.  Instantaneous spells are also allowed.  Neither of these spell types can use a deactivation trigger.  Other spells with durations greater than one standard round, however, may do so.  A deactivation trigger allows the effect to be turned on and off throughout the day as desired by the item’s owner to conserve its duration.  

There is an additional limitation when using the deactivation trigger.  Any variable effect of the spell in question is given the minimum value.  For many spells, this is not a drawback.  But, consider the spell, 'Bull's Strength'.  Although an item that conferred this power could be used throughout the day, the strength benefit would be only +2.

Also, spells with extremely long durations (greater than a day) receive a special discount when imbued as a perennial magic.  This is discussed under advanced topics.

Example of Perennial Magics 

Here is a chart of costs that assumes one use per day of spells cast at the minimum caster level with the base item cost fixed at 50 GP to go with our example:  These base costs assume that no deactivation trigger is to be used.  For additional uses per day, add a like amount.

	Spell Level
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9

	Caster Level
	1
	2
	4
	6
	8
	10
	12
	14
	16
	18

	Experience Cost
	30
	120
	480
	1080
	1920
	3000
	4320
	5880
	7680
	9720

	Ritual Cost
	0
	600
	2400
	5400
	9600
	15000
	21600
	29400
	38400
	48600

	Base Item Cost
	50
	50
	50
	50
	50
	50
	50
	50
	50
	50

	Market Value
	200
	1550
	5450
	11750
	20450
	31550
	45050
	60950
	79250
	99950


For our example, let us imagine that William the Wise, having just learned perennial magic and being familiar with the form, 'Apparel/Raiment', wishes to craft a belt that will cast the shield spell twice per day. William is a twelfth level wizard.  

The first cost is the form cost for the item itself.  William acquires a wide leather belt, sturdy and handsome with a large font buckle of gold in the shape of a knight's shield.  It was made to his exacting specifications to be suitable for enchantment.  The cost is 50GP.  

Shield is a first level spell that lasts one minute per caster level.  William may choose the time of day that the spell energies are considered replenished.  Presumably, the energies are always gathering little by little, but for game play a specific time like 'dawn' must be selected.  

William decides to cast the spell at the minimum caster level of one.  On each of three consecutive days of the ritual of creation, William must cast shield twice into the item.  Since he is imbuing commodious magic, he must cast the spell at caster level 2 - one greater than the spell level he wishes to imbue.  Each casting of the spell would cost William 40 XP and 200 GP (ten times the cost normally calculated for a single commodious charge), but since 'belt' is a slotted item, he gains a 50% discount for its chakra.  After a concluding rite, the belt is ready to use.

The costs are as follows:

· The practitioner pays the experience points (120 XP after discounts).

· The practitioner pays in gold (600 GP after discounts).

· The belt will activate twice per day for one minute (10 rounds) each time.  

If William wants a deactivation trigger for the belt in the example above, the ritual costs of experience and gold are doubled.  This would allow the wearer to activate shield for up to 20 rounds per day.  Such rounds would not need to be continuous. 

Imbue Manifold Magics

This is a very advanced technique whereby the spellcaster instills a variety of discrete magical effects into a single item of power.  

The costs of each power are figured normally and may be imbued by the same practitioner or by several working in concert.  All participants must attend the entire ritual.  The practitioner with this feat:  Imbue Manifold Magics, coordinates all activities of the creation ritual and is known as the conductor.  The conductor also performs the 'binding ritual' that is required to buffer the disparate magics to work in harmony.  He or she incurs the full experience point cost for the binding force.

The conductor of a manifold item creation ritual specifies the trigger for each power.  The trigger selected is either the one chosen by the imbuing practitioner or any other trigger with which he is familiar and the form allows.

Binding Force

Think of the binding force as a separate enchantment placed upon the item.  Its costs are twenty percent of the gold and experience of each separate magic.  Binding force is halved (reduced by 50%) for powers related by a clear theme.

Example of Manifold Magics

Let us select a nicely complex example. William the Wise, having long known the manifold magics technique, and being familiar with the form, 'Staff', wishes to craft a staff of fire.  

The first cost is the form cost for the item itself.  William acquires a straight shaft of an appropriate hardwood and has it shaped, treated, balanced, and capped in brass as a weapon of masterwork quality.  The cost is 600GP.  This is because a staff is a two-headed weapon, and it is presumed that masterwork quality is desired for both head and haft.

The powers he would like to have imbued include +2 enhancement augmentation, the fire essence augmentation, about 30 charges of 'Fireball', and the ability to confer Resist Elements (Fire) upon the wielder or any creature touched three times each day.  It is decided that only the head of the staff will receive augmentations.  

Being unfamiliar with augmenting magics, William enlists the aid of his colleague, Thorbald the cleric, to imbue the augmentations.  He will himself bestow the recurring and perennial magics involved.

The experience point costs are as follows.  The monetary costs are figured similarly, but can be paid by anyone:

· Thorbald pays the experience points for the augmentations (2000 XP).

· William pays the experience points for charges of 'Fireball' (c. 450 XP).

· William pays the experience points for perennial Resist Fire (3240 XP)

· The conductor (also William) pays the experience points for the binding force.

· 10% for charges of 'Fireball' (c. 45 XP).

· 10% for perennial Resist Fire (324 XP).

· 10% of the fire essence augmentations (cheapest 3 chart bonuses) = 72 XP

· 20% of the non-themed augmentations (2000-720) = 128 XP

· Total binding force = 569XP paid by William.  Because he is using the staff form, however, the cost of the binding force is halved to 285XP.
As the conductor, William selects the triggers to be used as follows:

· He leaves the augmentations on the strike trigger just as originally defined by Thorbald.

· The charges of Fireball are placed on a spell trigger, limiting their use to someone who can potentially cast fireball (a wizard or sorcerer of any level).  This has the advantage of making the charges cheaper (unconsummated charges can be used).  It also allows the user to specify variable effects such as range at the time of use.

· The perennial uses of Resist Elements (Fire) are placed on a command word trigger.

Inherent Limitation for Recurring Magics

Manifold magics are balanced in such a way that all powers originally imbued must be present for any power to work.  If one of the manifold magics is a single or recurring charge as in the example above, then all powers will work as long as at least one charge remains.  When the last charge is expended, the binding force (tied to that power) dissipates, rendering the item non-magical.  To avoid this problem, recurring charges are carefully monitored by owners of such an item.  Remember that a form familiar spellcaster can to replenish charges.  

Themes

In our example above, the fire theme is quite obvious and likely.  All spells and abilities having the same energy descriptor definitely qualify as 'themed'.  Another possibility would be a power set linked by school of magic such as illusion.  The DM may allow any theme discount he or she feels is appropriate on an item-by-item basis.  An item may only have one theme.

Modes of Operation

Most items have but a single mode of operation.  However, along with the manifold magics technique comes the understanding of how to confer several modes of operation and switch among them.

For each mode of operation that an item is to have, the conductor must enact a separate binding ritual and supply the binding force for each power to be included in the mode.  He must specify one as the "default" mode.  For each mode established, he must also choose a trigger to activate that mode.  Event triggers such as "When wearer is submerged" or "When planted firmly in the ground" are quite common.  

For each mode of operation defined, the conductor of the creation ritual may define which powers are and are not included, and what triggers each.  The trigger for a given power may be different than normal when the item is acting under a different mode of operation.

Charges of Differing Types

Using the manifold magics technique, recurring charges of different types can be placed within the same item.  For example, a staff could have 10 charges of 'Fireball' and 30 charges of 'Burning Hands'.  There is, however, only one pool in which to place recurring charges, so the total charge resistance must be overcome to imbue each charge.  Also, the preparation costs for each type of spell must be paid prior to adding any charges of that type.  Thereafter, the charges can be triggered in any order desired by its owner, and the item will function as long as one charge of any type remains.

Any number of perennial powers can be added with impunity.

Imbue Enduring Spell

This technique allows a spell or spell-like effect to be permanently infused into an item to function either constantly, at will, or automatically when conditions for the spell are met.  A ring of water walking, for example, is always functioning.  The basic form that is learned when the feat is first acquired is ‘Ring’. 

Special Duration Rules

An item can be imbued using the Enduring Spell technique with any spell that lists its duration in terms on minutes or some longer unit of time.  If, for example, a spell lists its duration as 1 round per caster level, it does not qualify.  This is true even if the caster is of a level high enough for the spell to last a full minute (10 rounds).  Spells with a duration of 'Concentration' are permitted, but will require concentration of the item wielder.  If the spell has a variable effect such as continuing damage of 2d4, then the enduring spell uses the minimum value (2 in this case).  Only one use of an enduring spell from an item can be active at one time, so enduring spells that summon creatures, for example, require that the first set of creatures be dismissed before new ones can be summoned.  Please note also that only duration is extended, other factors that cause a spell to expire are not affected by this technique.  The spell, 'Stoneskin', for example would be wasteful to imbue in this fashion.  It would last eternally - - or until it had absorbed the maximum number of damage points allowed.  Review the section ‘Adjudicating Lasting Magic’ for more on this topic.
Example of Enduring Spell

Here is a chart of costs for enduring spell that assumes the unconsummated spell technique is used.  The base item cost fixed at 400 GP to go along with our example:  

	Spell Level
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9

	Caster Level
	1
	1
	3
	5
	7
	9
	11
	13
	15
	17

	Experience Cost
	1
	100
	900
	2500
	4900
	8100
	12100
	16900
	22500
	28900

	Ritual Cost
	0
	1000
	6000
	15000
	28000
	45000
	66000
	91000
	120000
	153000

	Base Item Cost
	400
	400
	400
	400
	400
	400
	400
	400
	400
	400

	Market Value
	405
	2900
	12900
	30900
	56900
	90900
	132900
	182900
	240900
	306900


Here is another chart of costs for enduring spell that assumes the commodious spell technique is used.  The base item cost fixed at 400 GP to go along with our example:

	Spell Level
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9

	Caster Level
	1
	2
	4
	6
	8
	10
	12
	14
	16
	18

	Experience Cost
	1
	400
	1600
	3600
	6400
	10000
	14400
	19600
	25600
	32400

	Ritual Cost
	0
	2000
	8000
	18000
	32000
	50000
	72000
	98000
	128000
	162000

	Base Item Cost
	400
	400
	400
	400
	400
	400
	400
	400
	400
	400

	Market Value
	405
	5400
	18400
	39400
	68400
	105400
	150400
	203400
	264400
	333400


Archmage Cedric, knows the enduring spell technique, and is a master of the form, 'Jewel'. He wants to invest a large opal with the power to grant 'Resist Elements (Fire)' to its possessor on a continuing basis.  This would be a commodious magic available to any possessor.  This is a very costly endeavor.  Two journeymen seeking mastery of the Jewel form have approached Cedric recently. The first journeyman, William the Wise, knows the commodious magic technique.  The second journeyman, Andrew the Arcane, only knows the unconsummated and recurring techniques.  Cedric decides to exact the following price from these men for his assistance on their journey toward form mastery.  William will collaborate in the ritual and cast 'Resist Elements' two times into the jewel being created.  Andrew may observe and assist with the ritual, but must stay clear of the large pentagram chalked on the floor surrounding the gem.  Andrew must swear to defend the ritual from interference by any visitors or enemies that may come calling.

The first cost is the form cost for the item itself.  A guideline for the base item cost for the jewel form is 100 GP per caster level of spells or effects to be imbued.  As 'Resist Elements' is a level 2 spell, requiring CL 4 to imbue commodiously, Cedric acquires a flawless cut and polished opal the size of a hen's egg at a cost of 400 GP.

The jewel form offers no discounts, so the total costs are as follows:

· Experience points for the enduring spell (1600 XP).

· Ritual costs for the enduring spell (8000 GP).

Note that is takes Archmage Cedric 8 days of uninterrupted work to complete this ritual.  Assume that the spell is cast once on each of those days.  William's two castings (one quarter of the total number) will cost him 400 experience points.  Cedric pays the balance of 1200 experience points.  Both journeymen are credited with 8 days in pursuit of jewel form mastery.  As a participant, William may make specific notations in his form manual.  He now has a personal recipe for a Jewel of Fire Resistance and might make his own at a discount at some later time (but he thinks he will try a ruby).  This item also counts as one of the seven jewels that William must imbue to acquire mastery.

Imbue Item Ego

This technique allows lasting items to be endowed with intellect and a personality. Note that unlike many powers, the cost to imbue item intelligence can’t be reduced or modified by chakras, recipes or any form benefits aside from natural affinity for certain forms.  Item ego is always manifold with some other lasting charm (augmentations, and/or perennial, or enduring spells).

A donor is selected whose personality template will be used.  For each positive mental ability bonus the donor possesses (and he or she must have at least one), the ritual costs are 10,000 GP and 1000 XP.  The donor pays half of the experience point costs and the practitioner pays the remainder.  This can be the same individual.  Near the end of the ritual, the donor takes temporary ability damage of ten points each of intelligence, wisdom, and charisma.  If he or she does not have at least 1 point remaining in each of these ability scores, then the ritual fails.  This ability damage will recover naturally at a rate of 1 point per day each or may be assisted by restoration magic.  A copy of the donor's ego is imbued into the item.  This copy is imperfect, however.  To reflect this, roll three four-sided dice.  One die is subtracted from each of the three mental abilities of the item.  The practitioner will determine which die is subtracted from each.  Once cast, the ego of an item and its associated skills and powers cannot be modified even by a master of the form in question, though he could eradicate them entirely while leaving other standard item powers intact.

Personality

The item has the alignment of the donor as of the time of imbuing.  This never changes.  The item has the basic outlook and personality of the donor as well, but this can change slowly over a long period of time.  A lighthearted item can become embittered, for instance, or a cynical item can become cautiously optimistic or philosophical.  When not being interacted with, items tend to shut down their awareness of the passage of time.

Perception

In general, an item's own perceptions extend 30 feet.  They are similar to those native to the spellcaster imbuing item ego, but extend in a 360-degree sphere around the item.  When worn or wielded, an item also shares the senses and perceptions of its possessor.  The item initially has a sort of semi-empathy with its wielder, and can make its general desires known only by emitting throbs of pleasure or discomfort to a possessor who is wielding, wearing, or otherwise touching it.  This is considered to be an extraordinary ability.  For one skill point (see skills below), the item's semi-empathy with its possessor can be boosted to full empathy, where each understands what the other is feeling.  For yet another precious skill point, the item's empathy with its possessor can be increased to full telepathy.  This telepathy is only with the possessor and still requires touch.  

Skills

The item has no knowledge initially, but quickly gains a basic understanding of commonly known things.  It can also be taught specific skills.  Ranks of knowledge and perception skills such as Speak Language, Read/Write Language, Spellcraft, Knowledge, Appraise, Sense Motive, and the like can be purchased using the item's intelligence bonus (if any).  An item cannot learn class exclusive skills such as ‘Read Lips’ as the item is not considered to have a character class.  Nor is there a bonus to skill points for the spellcrafter being human.  The item itself is not considered to have a race (though some items will argue this).  Otherwise, all knowledge and perception skills are considered class skills, and ranks can be purchased for 1 point each.  Everyman skills such as Sense Motive and Appraise are available to the item using its basic ability bonus.  Most items are eager to quickly learn all they can, but some wise items might choose to keep a slot or two available in case they need to learn a new language a few centuries down the line.  Due to having such a limited number of skill points, most items content themselves with learning to speak and read the most common language and gain telepathy if able.  

Powers

In addition to the powers specifically imbued into an item per its ritual of creation, a sentient item has slots available based on the primary spellcasting ability of its creator.  These slots correspond to the extra spell slots available to a character for high ability scores.  An item built by a cleric, for example, would get 'bonus' powers of levels 1, 2, and 3, if its wisdom score were 16.  Here is what can be placed in these slots:

· One perennial use of a spell-like power of the level indicated.

· Three perennial uses of spell-like power of one level below that indicated.

· An enduring divination spell of one level below that indicated.

· A feat relating to the use of the item conferred upon the possessor is considered a level one power.

· A feat unrelated to the use of the item conferred upon the possessor is considered a level two power.

· Ten ranks of any perception skill conferred upon the item are considered a level one power.

Example of Imbuing Item Ego

Thorbald the cleric, has recently learned the technique, 'Imbue Item Ego', and is familiar with the form, 'Headgear'.  He decides to imbue an intelligent helm to help him in his many adventures.  He will model its personality on his own.  To be imbued with ego, it must be a lasting item (having one or more augmentations, perennial charges, or enduring spells).  Thorbald decides that the helm will contain several magics and will occupy both the headgear and the eyewear chakra.  The initial powers imbued will be as follows:

	Three layers of Augmentation on the headgear chakra
	360 XP
	4,500 GP

	  Fundamental:  Sizes to fit any head (free augmentation).

  Wearer gains +2 wisdom (2 augmentations).

  Wearer gains free use of the feat, Blindfighting (1 augmentation).
	
	

	Perennial Spell on eyewear chakra
	180 XP
	1,800 GP

	  Detect Secret Doors three times per day.
	
	

	Item Ego for seven positive modifiers 
	7,000 XP
	70,000 GP

	Binding Force with no theme discounts
	1,508 XP
	15,260 GP

	
	
	

	Total Costs:
	9,048 XP
	91,560 GP


Thorbald has the following mental abilities:  INT 13, WIS 19, and CHA 14.  His total positive modifiers are thus seven (7).  After spending 92 days in seclusion working on this item, Thorbald rolls 3d4 and gets (2, 4, and 1).  One of Thorbald's clerical domains is luck.  He decides to use his domain power, 'good fortune' to re-roll the four.  He does so and gets a three instead.  He decides to subtract the one from intelligence, the three from wisdom, and the two from charisma.  The item's ability scores are thus:  INT 12, WIS 16, and CHA 12.  The helm is neutral good just like Thorbald.

As the donor, Thorbald is drained to INT 3, WIS 9, and CHA 4 and requires 3 days of rest before he can again cast level 2 spells.  After that, he begins casting restorations upon himself until fully recovered.

Being a cleric, Thorbald's spells derive from wisdom.  His helm thus has power slots as though it were receiving spell bonuses for high wisdom - one power each of levels 1, 2, and 3.  Thorbald selects the following special powers at no additional cost.

· Level 1 power - 10 ranks of sense motive conferred upon the helm itself.

· Level 2 power - 3 uses of the spell 'Doom' per day delivered as a gaze attack (DC 14).

· Level 3 power - Enduring Detect Alignment.

(
Note that Thorbald must have access to these spells and abilities.

With an intelligence of 12, the helm is entitled to one skill point, which it chooses to spend on full empathy with its wearer.

Being neutral good, the helm has a natural antipathy for evildoers.  It can confer a negative level upon any evil wearer.  Thorbald re-enforces this inclination by declaring the following strictures on the helm's use.  First, evil possessors will receive another additional negative level.  Secondly, all powers will only work for good owners except the helm's own additional sense motive, which always functions.

	Shape vs. Form

Sometimes, a magic item creator has a specific purpose in mind that cannot be met using the traditional forms.  Or perhaps the practitioner just wishes to experiment with creating something novel.  Whatever their reasons, advanced spellcrafters can imbue magic of one type into an item seemingly of another. Some, well-known examples of cross-form items include:

· Gloves of Storing
(container form in handwear shape) 

· Necklace of Missiles
(projectile form in amulet shape)

· Dust of Appearance
(projectile form in application shape)

· Potion of Fire breath
(wand form in potion shape).

· Hand of Glory
(talisman form in amulet shape)




Rules for Cross-form Constructions 

To craft one of these cross-form constructions, the creator must be familiar with both forms involved or risk the standard chance of item creation failure.  Most normal benefits of the primary form apply.

1. The base item cost is for the host shape

2. Charge resistance is the higher of the values listed for the two forms.  

3. The item can use any chakra(s) available to the host shape.  Chakras are body locations that reduce the costs of crafting certain items that are worn.  For more information about chakra, see the section on cost reduction or the detailed form descriptions for apparel.   

4. Bundling or batching variants are only available if they are available for the host shape.

5. All other form benefits and limitations arise from the primary form.

6. Ritual costs are for the primary form.  These start at half again (150% of) the normal charges.  

Example of a Cross-form Construction

Let us say, for example, that Thorbald the cleric wishes to make a pair of boots that can cause an earthquake by stamping one on the floor.  This violates the form constraint that a boot's magic can target only itself or its wearer.

What Thorbald needs to do in such a case is to find a different simple form where such a usage would be possible.  He declares that he is building an item of that form in the mundane shape of boots.  For our example, let us assume that his holy eminence is building a wand of earthquake in the shape of boots.  Thorbald must be at least familiar with both forms – ‘Wand’ and ‘Footwear’.  ‘Wand’ is the primary form being used.  ‘Boots’ is the host shape.  Since earthquake is higher than 4th level, Thorbald must have wand mastery to imbue it.  

He would use all requirements, restrictions, and base costs for the wand form, and pay 150% of the ritual costs of building a wand.  He can, however, use the footwear chakra, bringing all ritual costs down to 75%.  The result would probably be a single magical boot (and a matching non-magical one) with commodious charges of earthquake activated by the simple trigger "Stomp on ground while saying boom".  

Because Thorbald has the Earth domain, he is able to cast the spell, ‘Earthquake’ as a seventh level spell.  This eases his requirements considerably.

Costs are as follows:

Base item cost is for boots
50 GP

Preparing the item 



3 * commodious lvl 7 spl * 75%
2205 GP
441 XP

Ten Charges (with no failures*)
3675 GP
735 XP

Total
5930 GP
1176 XP 

* Please note that charge resistance is going to be difficult for old Thorbald to overcome.  The base resistance for the ‘Boot’ form is 15.  Add to this the spell level squared (49), and you have a high level of difficulty even for adding the first charge.  Of course, to cast ‘Earthquake’, Thorbald is fairly high level.  If he were level 16 he would have a base clerical will save of +10.  Even if he has maxed ‘Spellcraft’ and ‘Concentration’ (+19 each), has good modifiers for INT, WIS, and CON (perhaps a +6 total) and augments these with magic (another +6 at least), he would still be starting out with only even odds of overcoming charge resistance after the first five charges.  Thorbald should either expect a few failures, wait a level or two, or opt for a more traditional wand.
Magical Item Forms in Detail

	Apparatus

These are contraptions of a somewhat complex nature.  They usually have moving parts and are often made of several different substances, which combine to accomplish a specific function.  There are four distinct forms in this category:  Ballistic, Contrivance, Conveyance, and Musical.




Ballistic

This form of apparatus has the specific purpose of aiming and imparting force to a ranged projectile.  Examples include:  Atlatl, Blowgun, Bow, Crossbow, and Sling.  Imbuing larger examples such as the Ballista and Catapult requires study of Structures.

Form Limitations:  A ballistic device can and must employ the strike trigger.  The imbuer of the item must know this trigger.  The ballistic device may have only one strike trigger (and optionally one critical strike trigger).  Ballistics can be imbued with augmentations, which it can, in turn, impart to its ammunition.  The augmentations allowed are well defined in the D20 rules for ranged weapons.  At least one enhancement augmentation must precede any essence or transference augmentations to be imbued.  

Form Benefits:  The enhancement augmentations bestowed by Ballistics upon their ammunition stacks with similar bonuses already possessed by the ammunition itself when calculating the chance to hit and the damage dealt.  This can be a very nice benefit.  Ballistic devices that impart augmentations may be fired freely at their wielder's full fire rate.

Form Familiarity Requirements:  Knowledge Arcana (7 ranks), Craft, Bowyer/Fletcher (1 rank), Must know strike trigger.  Mastery:  Craft, Bowyer/Fletcher (3 ranks).

Base Item Cost Guidelines:  Per sling, bows and crossbows in core D20 rules.  Such weapons must be of masterwork quality.
Contrivance

These are contraptions of a complex nature; they usually have moving parts often of different substances that combine to accomplish a specific function.  Examples include:  Bellows, Fans, Hourglasses, Lanterns, Locks, Mirrors, Parasols, and Spyglasses.  Most kits such as artisan tools and healing kits also belong in this category.  Imbuing larger examples such as a weaver’s loom, a water wheel, or a lighthouse requires study of Structures.

Form Limitations:  Though contrivances can be built to be sturdy, their very complexity renders them somewhat fragile and prone to failure.  Item crafters must meet a greater difficulty class to produce them.  Similarly, spellcasters who lack familiarity with this form experience a higher (double) failure rate when imbuing them.  They also break more easily and are subject to the skill, ‘Disable Device’.  Most item creators would prefer to entrust their costly magics to a good old-fashioned amulet.

Form Benefits:  Contrivances excel at containing magics that match their intended normal purpose.  The ‘Mirror of Opposition’, ‘Lantern of Revealing’, and ‘Wind Fan’ are prime examples.  If the spells imbued match the normal item’s intended purpose, the item has form affinity for that magic. Also, one can attempt to get extra uses from a perennial contrivance with a 20% cumulative chance of its permanent destruction upon each ‘extra’ activation.  Contrivances lend themselves reasonably well to the recurring magic technique (base charge resistance is 15).

Form Familiarity Requirements:  Knowledge Arcana (5 ranks), and Knowledge Engineering / Architecture (1 rank).  Mastery:  Knowledge Engineering/Architecture (4 ranks).

Base Item Cost Guidelines:  Add 50GP to the core D20 rules and supplements if the item is listed.  Per DM ruling if not.  A kit suitable for enchantment would be a masterwork kit.
Conveyance

These are vehicles in which or upon which creatures travel. There are often whole crafts and professions dedicated to their design, production, and use.  Some Examples include:  Boats, Carts, Coaches, Gurneys, Palanquins, Rafts, Rickshaws, Sleds, Wagons, and Wheelbarrows.  Imbuing larger examples such as ships and enclosed, live-in wagons such as a gypsy might use requires study of Structures.

Form Limitations:  Medium-sized conveyances like a simple travois or stretcher, and large conveyances such as a cart, canoe, dog sled or war chariot can be enchanted using standard rules with any spell that targets itself or its passengers.  The item itself is always subject to the effects it produces (if this is meaningful).  Conveyances lend themselves only somewhat to the recurring magic technique (base charge resistance is 20).

Form Benefits:  Conveyances excel at containing transmutation magic involving movement.  The spell, ‘Fly’, which normally affects a single creature, for example, can be imbued into a conveyance such as a canoe.  Effectively, then, the conveyance and all of its passengers can benefit from the spell.  A mighty raja might have his palanquin enchanted to allow ‘Expeditious Retreat’ three times per day upon his command.  When he activates the magic, all four of his attendant litter-bearers can carry him swiftly away while gripping its handles.  Any travel spell has form affinity when imbued on a conveyance.
Form Familiarity Requirements:  Knowledge Arcana (5 ranks), Knowledge Engineering / Architecture (1 rank).  Mastery:  Engineering/Architecture (2 ranks), one craft skill and one profession skill directly related to the type of conveyance if such exist.  For example, a simple travois would require no further skill.  A cart would require Craft Cartwright (1 rank) and Profession Teamster (1 rank).  A sailing ship would require Craft Shipbuilding (1 rank) and Profession Sailor (1 rank) as well as the study of structures.

Base Item Cost Guidelines:  Any conveyance in good working order is considered to be suitable for enchantment at the standard cost listed in the core D20 rules and supplements if listed.  Per DM ruling if not.

Musical

This form of apparatus (a musical instrument) has the specific purpose of playing a musical piece, or accompanying a performer or other such instruments in a performance.  Some examples are:  Bells, Chimes, Drums, Flutes, Gongs, Harps, Horns, Lyres, Lutes, and Pipes.  Imbuing larger examples such as church bells or pipe organs requires study of Structures.

Form Limitations:  Such items require use activation.  This means playing the instrument.  This is at least a standard action that provokes attacks of opportunity, and may require more time depending on the duration of the magic to be invoked.  Both the activation and the effect of such powers require sound.  Magical silence can render the item ineffective.  Spellcasters who lack familiarity with this form experience a higher (double) failure rate when imbuing them.  The item is also somewhat fragile, so it breaks easily and is subject to the skill, ‘Disable Device’.  
A musical instrument can be imbued with a transference augmentation of the skill, ‘Perform’ with respect to playing the instrument in question.  A musical instrument can also be imbued with almost any spell at normal cost, but imposes several limitations.  

First, spells with energy descriptors other than [Sonic] cannot be imbued.  This includes [Fire], [Acid], [Electricity], [Cold], and [Force].

Secondly, any spell that targets a creature or creatures will instead target a random listener or all listeners in a radius consistent with the spell’s normal range.  A spherical ‘safe-zone’ of any size centered on the instrument can be defined by the item’s creator when it is first imbued.

Finally, the magic of music is ephemeral, lasting only while the music is played, and perhaps a few rounds more while the tune echoes in the minds of the listeners.  Spells with an instantaneous duration will work normally, and their direct effects will be lasting.  Activated spells with longer durations only function while the music is playing and for as many rounds thereafter as there was startup time required for activation.  Startup time for activation is fixed when the item it created.

Form Benefits:  Musical instruments lend themselves well to the recurring magic technique (base charge resistance is 10).  Spells with the descriptor [Sonic] or [Mind-Affecting] are easier to imbue.  Such spells are considered to have form affinity.

The imbuer can choose to tie an item’s power to the performers ability.  This lowers the monetary cost of imbuing by half, but will thereafter require two ranks of the perform skill (including knowledge of the specific instrument) per caster level to activate and direct the magic.  This will also require that such a maestro participate in the ritual of creation to help develop the activating rhythms and melodies and to tune and test the instrument.

Appreciation of music is also somewhat universal.  The spell descriptor, [Language-dependant] can be ignored for any creature with at least some kind of a mind that is capable of hearing.  This allows the performer to convey commands, suggestions and the like to animals, and beings that have no language in common with the performer.  Mindless creatures such as constructs and lower level undead do not qualify under this rule, but vermin do, as do items with ego.
Form Familiarity Requirements:  Knowledge Arcana (5 ranks), Any Perform musical instrument skill (1 rank).  Mastery:  Perform skill (3 ranks), including the particular instrument to be crafted.

Base Item Cost Guidelines:  Any musical instrument in good working order is considered to be suitable for enchantment at the standard cost listed in the core D20 rules and supplements if listed.  Per DM ruling if not.

	Apparel

There are seven distinct forms in the Apparel category:  Amulet, Eyewear, Footwear, Handwear, Headgear, Raiment, and Ring.  They generally correspond to available chakra, but beware - - sometimes, items from other forms listed elsewhere encroach upon these slots.  For example, the ‘Necklace of Missiles’ is actually a charged item of the form, ‘Projectile’ that has been placed in a body slot to save expense.  It will prevent you from wearing an amulet, but is not built using this form.  Also, a single item can be created to occupy more than one chakra.  This might have benefits when using the manifold magics technique.  A helm for example, can occupy the chakra for headgear and come equipped with a visor that occupies the chakra for eyewear.  The hood of a hooded cloak may or may not occupy the headgear chakra depending on the desire of the practitioner who created it.

Base Item Cost Guidelines:  Per core D20 rules and supplements if listed.  Note that an “Explorer’s outfit” contains a good sturdy boots, breeches, belt, gloves, cloak, shirt, vest, scarf, and hat for a total price of about 10GP.  Let us estimate that any item of apparel suitable for enchantment would most likely cost about 3GP.




General Limitations on Worn Items

Unless the entry for a particular form specifically states otherwise the following rules hold true for items of apparel.  They must be worn to function.  Only one set may be worn at a time.  Possible use activations are donning the item or removing it.  Spell effects may only target the item itself and/or its wearer.  The only exception to this is that spells from the enchantment or illusion schools that have a direct visual effect may target all viewers.  Otherwise, any imbued spell effects which normally have a range, emanation, or area, target the item itself or its wearer instead.  The item itself is always subject to the effects it produces (if this is meaningful).  Spell effects may be unconsummated or commodious magic (including the perennial, manifold, and enduring varieties).  Imbued spell effects can use any activation method except strike or critical strike activation.  If otherwise permitted, conjurations may only be of the type, ‘Conjuration (Creation)’.  Any augmentations that are possible will be listed in the individual form entries.  

Amulet

This is a charm either worn about the neck, or clasped at the throat or above the heart.  Examples include:  Amulet, Brooch, Collar, Medallion, Necklace, Pectoral, Pendant, Periapt, Phylactery, Pin, Scarab, or Torc.  

Form Limitations:  Please review 'General Limitations on Worn Items' under the apparel heading.  Transference augmentations are limited to charisma and or any skill, feat, or special ability of a defensive nature such as 'Dodge', 'Evasion', and 'Mobility'.  Enchantments possible also include any skills or ability (such as Speak Language) that relies primarily on the voice.  Though amulets are often worn visibly, they need not be.  If an amulet is tucked under one’s shirt, then it does not offer its protection to the shirt.  This may or may not be relevant depending on the defense it provides.  Amulets may be defensive and/or punitive.  Spell effects imbued into an amulet may only target its wearer, or those that transgress against the amulet's protection.  Imbued spell effects which normally have a range, emanation, or area, instead target the wearer, or the transgressor.  

Form Benefits:  There is one ‘body slot’ that relates to this form (necklace).  The monetary and experience point cost to imbue items classified as an amulet is discounted by 50% for occupying this chakra.  Amulets are appropriate vessels for all magical techniques and for spells from all schools of magic and have form affinity with abjuration spells.  Though like most apparel, the magic of an amulet usually targets its wearer, several powerful special uses are possible with regards to spells directed at that wearer.  Amulets lend themselves well to the recurring magic technique (charge resistance is 10).  

Counter Spell Variant:  Using the event trigger, charges of a spell (single, recurring or perennial) can be imbued into the amulet to automatically function as counter spells when the exact same spell is used to attack the wearer.  Such counter spells are always held at the ready and are automatically effective.  This discovery made possible the ‘Brooch of Shielding’, one of but a few defenses possible against ‘Magic Missile’ attacks.  
Punitive Variant:  A punitive spell (either charged or enduring) may be imbued into an amulet on an event trigger.  A punitive spell may target the individual who transgressed against an amulet's protection by directing magic against its wearer.  An example of a punitive amulet might be one that casts 'Bestow Curse' upon anyone attempting to scry the wearer or perhaps one that casts 'Spell Turning' whenever the wearer is targeted by an enchantment or damaging energies.  Remember that area of effect spells do not directly target an individual, and thus, cannot transgress.  
Form Familiarity Requirements:  Knowledge Arcana (8 ranks).  Meet the appropriate substance requirement(s) for Gem.  Mastery:  Knowledge Religion (1 rank) and meet the appropriate substance requirement(s) for Gem mastery.

Base Item Cost Guidelines:  Let us estimate that as an item of apparel suitable for enchantment an amulet would cost about 3GP at a minimum.  To enjoy a substance synergy an amulet might have a much higher base cost.
Eyewear

These are items worn on or held up to the eyes to alter or enhance vision or visual perception in some way.   They can also deliver gaze attacks.  Some examples include:  Eyes, Goggles, Lenses, Masks, Spectacles, and the Visors of some helmets.  

Form Limitations:  Please review 'General Limitations on Worn Items' under the apparel heading.  Transference augmentations appropriate to eyewear include only those skills or abilities accomplished primarily by vision.  Some examples of this might be the skill, 'Decipher Script', 'Spot', 'Appraise' or 'Sense Motive', or the racial ability of dark vision.  Any divination or transmutation that has a visual effect such as ‘Detect Evil’, ‘Darkvision’, or ‘See Invisibility’ can be imbued normally.  Also, a ranged enchantment or transmutation that targets a creature (not an area) and grants a saving throw can be imbued into eyewear as a gaze attack.  To imbue a gaze attack the practitioner must know the ‘at will’ trigger, but additional limitations are imposed.  It requires line of sight to a target.  It does not work in darkness, while blinded, or under similar circumstances.  It must be a targeted spell and requires eye contact with the target for enchantment spells.  Eyewear lends itself moderately well to the recurring magic technique (charge resistance is 15).  

Form Benefits:  There is one ‘body slot’ that relates to this form (eyes).  The monetary and experience point cost to imbue items classified as eyewear is discounted by 50% for occupying this chakra.  

Form Familiarity Requirements:  Knowledge Arcana (6 ranks), Meet the appropriate substance requirements for Crystal. Mastery:  Meet the appropriate substance requirements for Crystal mastery.

Base Item Cost Guidelines:  Let us estimate that as an item of apparel suitable for enchantment eyewear such as a mask would cost about 3GP at a minimum.  To enjoy a substance synergy it might have a much higher base cost.

Footwear

These are items worn on a creature’s feet.  Some examples include:  Boots, Galoshes, Horseshoes, Mukluks, Shoes and Slippers.

Form Limitations:  Please review 'General Limitations on Worn Items' under the apparel heading.  Transference augmentations appropriate to footwear include only those skills or abilities accomplished primarily by leg movement such as the skills 'Jump', 'Balance' 'Perform (Dance)', or the feat 'Fleet of Foot'.  Unlike many items that are worn, footwear CAN make use of the strike trigger, either for touch spells or for enhancement augmentations (but not both).  Touch spells may be delivered when the wearer makes a successful unarmed strike (kick) while wearing the footwear in question.  These can be imbued as single instance, recurring, perennial, or enduring magics.  Enhancement augmentations are also possible and would apply to such unarmed attacks.  Similarly, essence augmentations available to melee weapons may be added after at least one enhancement augmentation is present.  Other spell effects possible with footwear include any travel spell and any spell primarily involving leg movement such as 'Jump' or 'Irresistible Dance'.  Any spell effects imbued into footwear must be commodious.
Form Benefits:  There is one ‘body slot’ that relates to this form (boots).  The monetary and experience point cost to imbue items classified as footwear is discounted by 50% for occupying this chakra. Footwear lends itself moderately well to the recurring magic technique (charge resistance is 15).  

Form Familiarity Requirements:  Knowledge Arcana (5 ranks), Meet the appropriate substance requirements (usually leather).  Mastery:  Craft, Cobbling (1 rank), Profession Farrier (1 rank) and meet the appropriate substance requirements for mastery.

Base Item Cost Guidelines:  Let us estimate that as an item of apparel suitable for enchantment footwear such as boots would cost about 3GP at a minimum.  

Handwear

These are items worn on a creature’s hands, wrists, or forearms.  Some examples include:  Bracers, Bracelets, Gauntlets, Gloves, Mittens and Wristbands. Shields are also included in this form.  There are three ‘body slots’ that relate to this form:  gloves, bracers, and shield.  Remember that a single item can be created to occupy more than one of these chakras.  This might have cost benefits when using the manifold magics technique.  A full gauntlet, for example, can be built to occupy the chakra for glove and the chakra for bracer.  

Form Limitations:  Please review 'General Limitations on Worn Items' under the apparel heading.  If otherwise permitted, conjurations may only be of the type, ‘Conjuration (Creation)’.  

For bracers, augmentations are limited to transferences of strength or any skill or feat primarily involving arm strength.  Examples of this might include the skill, 'Climb' or the feat 'Sunder'.  Any spell effects must be commodious magic (including the perennial, manifold, and enduring varieties).

For gloves, possible spell effects include any evocation, ray, or touch spell.  Such spell effects may be unconsummated or commodious magic (including the perennial, manifold, and enduring varieties).  Transference augmentations are limited to dexterity or any skill or feat primarily involving nimble use of the hands.  This could include, for example, perform skill with a harp.  Enhancement augmentations are also possible for attack forms such as a unarmed strike.  In this case, the imbuer must be familiar with and employ the strike trigger.  Similarly, any essence augmentations available to melee weapons may then be added.

For shields, effects are limited to enhancement, essence and transference augmentations listed for shields in the standard D20 rules and supplements.  To use a shield’s magic, the wearer must have shield proficiency either from a class ability or as a separate feat.

Form Benefits:  Handwear items are extremely versatile, allowing a wide variety of techniques, spell types and activation methods.  The monetary and experience point cost to imbue items classified as handwear is discounted by 50% for occupying their respective chakras.  Handwear lends itself very well to the recurring magic technique (charge resistance is 10).  

Form Familiarity Requirements:  Knowledge Arcana (7 ranks), Craft Armorer (1 rank), and meet the appropriate substance requirements (often for leather, but possibly cloth or metal).  Mastery:  Craft, Glover (1 rank), Craft Armorer (2 ranks) and meet the appropriate substance requirements for mastery.

Base Item Cost Guidelines:  Let us estimate that as an item of apparel suitable for enchantment handwear such as gloves would cost about 3GP at a minimum.  Shields are per the core D20 rules and supplements as listed.  A set of bracers should be figured as a buckler.

Headgear

These are accoutrements worn on the head or brow.   Some examples include:  Bonnets, Caps, Circlets, Crowns, Hats, Headbands, Helms, Skullcaps, Tiaras, Turbans, or Wigs.  

Form Limitations:  Please review 'General Limitations on Worn Items' under the apparel heading.  Headgear can contain spell effects as defined there.  Transference augmentations appropriate to headgear include only any mental ability (intelligence, wisdom, or charisma), and skills or feats accomplished primarily with the ears or with mental prowess (i.e., ‘Listen’, ‘Blindfighting’, ‘Iron Will’, and the like).  Headgear lends itself only somewhat to the recurring magic technique (charge resistance is 20).  

Form Benefits:  There is one ‘body slot’ that relates to this form (headgear).  The monetary and experience point cost to imbue items classified as headgear is discounted by 50% for occupying this chakra.  

Any divinations that can be thought of as having a hearing effect (such as ‘Detect Thoughts’, ‘Comprehend Languages’, or ‘Clairaudience’) are considered to have form affinity.  

Form Familiarity Requirements:  Knowledge Arcana (6 ranks), Meet the appropriate substance requirement(s). Mastery:  Craft Hatter (1 rank) and meet the appropriate substance requirement(s) for mastery.

Base Item Cost Guidelines:  Let us estimate that as an item of apparel suitable for enchantment headgear such as a hat would cost about 3GP at a minimum.  

Raiment

These are garments worn primarily on the torso.  Examples include:  Armors, Barding, Belts, Capes Cloaks, Girdles, Mantles, Robes, Saddles, Sashes, Shirts, Tabards, Vests and Vestments.

Form Limitations:  Please review 'General Limitations on Worn Items' under the apparel heading.  For raiment in general, effects are limited to spell effects and the augmentations appropriate to raiment vary by type as follows:

· All raiment types can have skill or feat transference augmentations that apply to the whole person and seem appropriate.  A good DM would probably disallow a 'Cape of Decipher Script', but might allow a 'Cape of the Matador' to grant the wearer the feat, 'Dodge'.

· Vests can have class ability transference augmentations as allowed by the DM.  These should be pretty basic abilities that apply to the whole person of the wearer such as a barbarian's improved movement.  Rare or high-level class abilities may require several levels of augmentation or may simply be unavailable.  Vests, including aprons, tabards, surcoats, and the like can also contain transference augmentations of most trained only skills.
· Armor:  The first armor augmentation must be a standard enhancement. Armor enchantment can include the well-defined set of enhancement, essence and transference augmentations listed for armor in the standard D20 rules and supplements. Such augmentations will require use of the 'robe or armor' chakra.  If any other magics are placed upon the armor using the manifold magics technique, they are done at full cost or make use of a different chakra such as belt.  To use an armor's basic protective magic, the wearer need not have armor proficiency.  However, any ability that requires specific activation will require this.

· For Belts:  enchantment can also include transference augmentations for physical attributes:  strength, dexterity, or constitution and for skills, feats, and abilities that require a strong diaphragm, such as singing, winding a horn, or endurance.

Raiment does not lend itself well to the recurring magic technique (charge resistance is 30).  

Form Benefits:  There are four ‘body slots’ that relate to this form (1 robe or armor, 1 vest or surcoat, 1 cloak or cape, and 1 belt).  The monetary cost to imbue items that occupy one of these chakras is discounted by 50%.  Raiment items are appropriate vessels for spells from all schools of magic.  

Form Familiarity Requirements:  Knowledge Arcana (6 ranks).  Armors in this form require Craft, Armorer (1 rank).  Any other item requires Profession, Tailor (1 rank).  Mastery:  Armors in this form require Craft, Armorer (5 ranks).  For any other item, the imbuer must meet the substance requirements for mastery.

Base Item Cost Guidelines:  Let us estimate that as an item of apparel suitable for enchantment, raiment items such as a cloak would cost about 3GP at a minimum.  

Ring

This is a small circlet worn on a finger.  Rings are usually made of precious metal, often with a gemstone inset.  To practitioners of magic item creation, the ring form is the philosopher's stone and Holy Grail all rolled into one.  

Form Limitations:  Although rings break many of the general rules, please review 'General Limitations on Worn Items' under the apparel heading for those few limitations that still do apply.  

Form Benefits:  There are 2 ‘body slots’ that relate to this form (1 ring for each hand).  The monetary cost to imbue items classified as a ring is discounted by 50% for occupying one of the ring chakras.  Rings can be imbued with any item creation technique.  Rings are appropriate vessels for spells from all schools of magic, including all types of conjuration.  Unlike most worn apparel, spell effects on rings may have range, area, and a target other than the wearer, and the item is not necessarily subject to the effects it produces.  Rings can use any trigger.  The strike trigger of another item held in the hand on which it is worn can be used to release its magic.  Transference augmentations can include ability score enhancement, skills, feats, race or class abilities, and even really unlikely qualities such as spell slots, elemental essences, or a creature's fast healing ability.  No enhancement or essence augmentations are available or required.  Rings lend themselves somewhat to the recurring magic technique (charge resistance is 20).  

Form Familiarity Requirements:  Knowledge Arcana (11 ranks).  Meet substance requirements for both gem and metal as well as the substance from which the ring to be imbued is made (if different).  Mastery:  Meet substance requirements for mastery of both gem and metal as well as the substance from which the ring to be imbued is made (if different).

Base Item Cost Guidelines:  Although worn, a ring is more an adornment than a standard item of apparel.  A plain band of metal fashioned as a ring and suitable for enchantment would cost about 50GP at a minimum.  To enjoy a substance synergy a ring might need to have gems inset and have a much higher base cost.
	Construct

Construct making is one of the more advanced and challenging forms to learn.  Mastery is rare.  It is possible to create lesser constructs using just the effigy, apparatus, or talisman forms.  Such creations generally lack permanence or the ability to act autonomously.  Also, some lesser undead such as animated skeletons strongly resemble constructs, but expert spellcrafters insist that they are something else entirely.

A greater construct is an item infused with a continuous animating force to act as a free-ranging, obedient servant.  The primary enchantment for a greater construct is an enduring magic to grant it animation and a semblance of life.  There are three main types of greater construct:  golems, eidolons, and automatons.  Options for building these is a topic worthy of its own complete rules system.  We will present just a few basics here.  




Personality & Perception

A construct has no alignment, outlook, or personality.  In general, a construct's own perceptions are similar to those of the creature which it is made to resemble, but excludes any exceptional or supernatural abilities unless separately imbued by its creator.  A construct has no true intelligence, only the ability to process commands.  Most can be considered to have an effective intelligence of about six in terms of how they interpret instructions and carry out tasks.

Golems (function follows form)

Like statues, golem bodies are constructed all of one particular substance.  Granting animation entails binding a spirit within it that has suitable control over materials of this substance.  The spell needed to animate the golem is 'Summon Monster or Summon Natures Ally'.  This spell is used to imprison an earth elemental of any size within a golem of similar size.  The spell must be imbued commodiously using the enduring spell technique.  A practitioner with mastery of the effigy form and familiarity with the substance used must oversee crafting by skilled sculptors or smiths.   The body of such a construct costs the bulk price for the raw material used.   The other costs are subsumed in the ritual cost.  The summoning magic used confers permanent control over the golem to the practitioner who casts this spell.  

Eidolons (the flesh remembers)

Eidolon bodies are not built, but rather are grown to order using advanced alchemical procedures and/or assembled from the limbs and organs of once living creatures.  A practitioner with mastery of the talisman form and familiarity with the substance, flesh, must oversee producing the body of the eidolon.  The spell needed to animate the Eidolon and give it the semblance of life is 'Simulacrum'.  

Automatons (form follows function)

Automaton bodies are built out of various materials with mechanical joints and components already capable of a range of motion.  Its body is more difficult to design and build than a golem body, but the animating spirit need not be as capable. The body of such a construct has significant cost and a practitioner with mastery of the apparatus/contrivance form must oversee its creation.  The spell which needs to be made enduring to power an automaton is 'Animate Object'.  

Form Limitations:  Part of a construct's ritual of creation must include a powerful plea for its life force.  Either 'Limited Wish' or 'Miracle' must be cast once during the ceremony.  Spellcrafters well versed in manifold magic may also imbue some additional perennial magics or augmentations.  They will find that there are limits to the number and power of abilities that can be usefully bestowed.

Form Benefits:  Constructs are not so much activated as they are tasked or commanded.  Commanding or tasking a construct is a move equivalent action for its master.  Simple tasks such as "destroy the intruders" will be pursued relentlessly until the construct is given some other directive or the task is complete.

Form Familiarity Requirements:  Knowledge Arcana (12 ranks); Knowledge, Nature (1 rank); Knowledge, the Planes (3 ranks); Knowledge, Engineering (1 rank); Craft, Sculpture (1 rank).  Mastery:  For golems meet the appropriate substance requirement for mastery and mastery of the effigy form is required.  For eidolons Alchemy (6 ranks) and mastery of the talisman form is required.  For automatons Knowledge, Engineering (6 ranks) and mastery of the form, ‘Contrivance’ is required.

Base Item Cost Guidelines:  These will vary widely and should be per DM ruling in every case.

	Consumable

There are five distinct forms in the Consumable category:  Application, Confection, Incendiary, Potion, and Projectile.  Forms in this category are expended when used (both the magic, and usually the item itself).  




General Limitations

Unless the specific form description states otherwise, the following is true of a consumable magic item.  It is limited to use activation.  Spell effects must be commodious and cannot use the perennial, manifold, enduring, or item ego techniques.  Activating an item of this form provokes attacks of opportunity.  
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Application

These are magical substances that are externally applied to a creature or object to cause their effects.  Examples include Balms, Pigments, Glues, Salves, Unguents, Oils, Poultices, Ointments, and Dusts.  Note that some dusts are considered projectiles while others are applications.  Which form is used depends upon how the dust is to be activated.

Form Limitations:  Please review 'General Limitations' under the consumable heading.   The range of using an application is limited to touch.  Activation time is a full round for a quick activation that uses two doses to gain the effect of one; or a full minute to carefully measure out and apply one dose.  An application cannot be applied to an unwilling subject unless it is completely helpless (held or unconscious).  Spells to be imbued must normally target one or more creatures or objects, or have an area of 'emanation'.  In the case of an emanation, the resulting spell-like effect will apply only to a single creature or object treated, and only by touch.  For example, if a cleric mixes up and imbues a batch of 'Repel Vermin Ointment', then avoidance and damage dealt applies to vermin that touch a treated individual rather than those who enter the area near him.  Applications are a little bulkier than potions.  Instead of a small phial that is all but weightless, a typical application comes in a wide lidded jar weighing half a pound and containing about five doses.  No augmentations are possible for this form.

Form Benefits:  Unlike potions, applications can be made in quantity using the recurring magic batch technique (charge resistance is 10).  This increases the quantity of the substance produced.  Charges can then be separated into small batches or even individual doses.  Applications have no base item cost (only that of a mundane container).  Applications have form affinity for healing and restorative magics, even including such spells as 'Make Whole', which operate on non-living objects.  Thus a ‘Salve of Cure Light Wounds’ made at caster level two would heal 1d8+2 points of damage, and could cost less than 10GP to make per dose if brewed up in a nice big batch from a recipe.  

Advanced research into the application form has discovered that the manifold magic technique actually can be imbued, but only in a somewhat wasteful fashion.  Since the same use trigger must apply to any powers imbued, and only one such power can be activated at a time, an application imbued with two or more separate magics will attempt to activate each in a clear order of precedence.  Normally, only the first magic is activated, consuming the substance and spoiling any further effect.  If, however, the first magic is prevented from activating due to an inappropriate target or some other factor, the second is activated, and so on.  For example, if a practitioner of manifold magic imbues a substance with both 'Make Whole' and 'Cure Serious Wounds', a dose rubbed onto a wounded creature would heal it, while a dose rubbed onto a torn parchment would mend it.  Either use would use up the substance.

Form Familiarity Requirements:  Knowledge, Arcana (7 ranks), Alchemy (1 rank), Heal (1 rank); Mastery:   Alchemy (3 ranks), Heal (3 ranks)

Base Item Cost Guidelines:  The costs of an application are entirely subsumed in the ritual of creation.  The base item cost is zero.  You will however need laboratory apparatus to create them, and some kind of standard container for the end result.
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Confection

A confections is a magical substance that are eaten by a creature to activate its spell effects.  Examples include Cakes, Crackers, Loafs, Pies, Puddings, Tarts and Stews.   From witches brew to gingerbread men, practitioners with familiarity or mastery of this form seem to be forever adjusting their recipes.  Not only is magical effect important to them, but also taste and other qualities.  Much rivalry exists among the confectioners.  The categories in their competitions can be most amusing, and judging the 'Most Savory Abjuration' at a cook-off can be quite the culinary ordeal.  

Form Limitations:  Please review 'General Limitations' under the consumable heading.  A confection can be imbued with a single or batch recurring commodious spell.  For recurring spells, charge resistance is 15.  Consuming a portion of the confection and digesting its magic takes ten minutes.  Once consumed, final activation of the spell effect can be held in abeyance for up to 24 hours.  An individual can only hold one such spell at a time.  The consumer of the spell feels a slight discomfort as though he or she needs to belch.  Thereafter, activating the spell is a standard action that does not provoke attacks of opportunity.  Although anyone can eat the confection and benefit from its power, all of a commodious spell's variables must be fixed ahead of time.  For example, a 'Change Self Cookie' might specifically allow you to take the semblance of an armored knight, a different semblance could not be chosen upon final activation.  Imbued confections retain their potency for but a week.

Form Benefits:  Just as with potions, spells so imbued must be able to target a creature, but can also have a target of 'self' (range zero). For example, a cleric could imbue a batch of 'Righteous Might Pudding' of which non-clerics could also partake.  Although using the recurring technique requires that exactly the same spell be imbued, and commodious magic requires that the details be fixed ahead of time, each separate charge (portion) might be given a different set of details.  A batch of 'Change Self Cookies' might be cut into different shapes before baking allowing a variety of semblances from which to choose.  Finally, although imbued confections go stale in a week's time, magic can be used to prolong this.  As long as the food is kept fresh by such means as 'Purify Food and Drink', the magic will remain potent.  For this reason, many confectioners make it a point to become familiar with the container form.

Form Familiarity Requirements:  Knowledge, Arcana (8 ranks), Profession, Cook (1 rank); Mastery:  Alchemy (3 ranks), Profession, Cook (3 ranks), Knowledge, Nature (1 rank)

Base Item Cost Guidelines:  The costs of a confection is 1GP per portion.  This is double the cost for a “good meal” in the core D20 rules.  
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Incendiary

These magical items are burned to release their magic.  Examples include Brands, Candles, Incense, Logs, Oil, Tapers, and Torches.  Note that most of the item is itself consumed in the process.  Some magic items that may seem to fit this category are actually something else.  Braziers, for instance, are actually containers - not incendiary items.  Likewise, a magical lantern is probably an apparatus form that happens to burn fuel.  Of course, magical oil or a magical candle might be burned in a mundane lamp. Also, review the sconcing variant under the container form.  Extremely large examples of incendiary magic like funeral pyres, signal fires, and lighthouses require the study of structures to imbue with magic.

Form Limitations:  Please review 'General Limitations' under the consumable heading.  Incendiaries must burn to be effective.  Unless a candle is protected from stiff breezes or a log is covered from heavy rains, the magic will fizzle.  Incendiaries can house any spells having an area of effect, spread, burst, or emanation.   Spell effects can be from any school of magic.  If instantaneous spells are imbued, they are activated when the incendiary is done burning (always requiring at least the spell's level in rounds).  If the spell's duration is 'concentration', the duration of the item is fixed at one round per caster level.  Incendiary items can be produced either singly or in batches or bundles using the recurring spell technique.  For recurring spells, charge resistance is 10.  Recurring charges can represent multiple small items, or a single one that burns longer.  For example, if an imbued spell's duration is 10 minutes, it might take six instances to imbue a large log that burns for an hour, or one might choose to imbue six lesser sticks.  All items must be roughly uniform, however.  By default, activating an incendiary is a full round action that provokes an attack of opportunity.  Using an alchemical tindertwig or a magical flarewand reduces this to a standard action, but still provokes the AOO.  

Form Benefits:  Incendiaries excel at emanations, having form affinity with such spells.   There is also form affinity for any spell with the 'Fire' descriptor.  Imbued into an incendiary, any spell's area of effect is changed to a circular emanation (or burst if instantaneous) of equal area.  Note that intervening solid objects may cast 'shadows' where the incendiary's effect will not penetrate.  The area of effect centers on the incendiary (range is zero), which is itself subject to the effect.  Flame strike, for instance, would surely destroy whatever is left of the candle that unleashed it.  

Special Qualities of Candles:  Candles are especially flexible in metamagical ways.  Even though perennial magic cannot be imbued into incendiaries, the deactivation trigger can be used on candles if the practitioner knows it.  Thus, one might have a little stub of a candle left over with a few rounds of 'Zone of Truth' left in it.  Even without using the manifold magic technique, layers of different wax can be joined to produce several, sequential effects.  There can even be intervening layers of mundane wax used as timers.  With the manifold magics technique, candles with multiple wicks can be constructed to run several spell effects concurrently.  The wicks can be tied together at the top to allow single activation the first time.

Form Familiarity Requirements:  Knowledge, Arcana (5 ranks), Craft, Candle maker (1 rank); Mastery:  Craft, Candle maker (3 ranks), Alchemy (1 rank), Knowledge Nature (1 rank)

Base Item Cost Guidelines:  The costs of an incendiary such as a candle or log are trivial compared to the imbuing costs.  The base item cost is effectively zero.  You will however need some kind of standard container in which to burn magical oils and the like. 
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Potion

These magical items are quaffed to release their magic.  Examples include Draughts, Elixirs, Infusions, Philters, Potions, and Tonics.  Potion making is learned automatically as part of learning the commodious spell technique.  If the pre-requisite alchemy skill is not met, then the practitioner must have the assistance of a competent alchemist for any endeavor.

Form Limitations:  Please review 'General Limitations' under the consumable heading.  A potion may contain a single instance of any spell that can target an individual.  This does not include zero range spells, which can only target the spellcaster.  Drinking a potion is a standard action that draws an attack of opportunity.  Form mastery must be attained to brew potions of spells higher than 3rd level.

Form Benefits:  Potions have the standard benefits and characteristics described in the D20 rules.

Form Familiarity Requirements:  Knowledge, Arcana (1 rank), Alchemy (1 rank); Mastery:  Alchemy (5 ranks)

Base Item Cost Guidelines:  The costs of a potion are entirely subsumed in the ritual of creation.  The base item cost is zero.  You will however need laboratory apparatus to create them, and some kind of standard container for the end result. 

Projectile

These magical items are launched or hurled to release their magic.  Examples include Arrows, Beads, Bullets, Bolts, Dusts, Grenades, Needles, and Pellets.  First, we must define what items are considered to be of the form, 'projectile'.  It is a fine distinction.  The only good litmus test is whether or not the item is intended for re-use after it has struck a blow to an opponent.  A javelin, for example, is expected to be retrieved and used again.  An arrow is generally not.  Arrows, sling bullets, crossbow bolts and other ammunition are broken or lost with a high enough frequency to be considered consumable projectiles.  

Although technically ‘projectiles’, melee weapons such as axes, daggers, and spears that can be hurled do not properly belong to the projectile form.  These weapons are usually enchanted under the rules for the implement/weapon form instead.  Despite being balanced specifically for ranged attacks, even items like darts, javelins, shuriken, and throwing daggers fall under the implement/weapon form.  A main indication of this is the considerable expense of their masterwork component (300 GP).  All such items could be enchanted as cross-form constructions ‘Projectile in Weapon Shape’, but there would be little benefit in doing so.

Single-use hurled items (grenades) including bladders of liquids or packets of dust can be enchanted as projectiles.  Bursting packets of these can either be hurled or delivered using a specialized ballistic such as a blowgun.  These substances are technically considered to be applications, but the item crafter often chooses to imbue them as a cross-form construction: ‘Projectile in Application Shape’.  As projectiles, they can have a range and their magics can be applied to unwilling recipients as a standard action.  As applications, their base item cost is zero and such substances can be produced in batches.  Review the section ‘Shape vs Form’ for specifics on how costs for such items are figured.

Form Limitations:  Please review 'General Limitations' under the consumable heading.  Unlike most consumables, a projectile can and must employ the strike trigger.  The imbuer of the item must know this trigger.  A projectile may have only one strike trigger, which it can use, in one of three ways:  

· The first option is to imbue the projectiles with bundle augmentations.  The augmentations allowed are well defined in the D20 rules for ranged weapons.  The maximum bundle size is fifty.  At least one enhancement augmentation must precede any essence or transference augmentations to be imbued.  

· The second option is to imbue the projectile(s) with any spell that can target an object or a creature, and it delivers this spell effect to the target of a successful attack.  The projectile is transformed into this effect, and does not do its standard damage as a missile first.  Instead, the projectile is consumed in the process.  Even spells that do not normally require a ‘to hit’ roll, though will fail and be wasted if the projectile misses.
· The third option is to imbue the projectiles with any spell with an area of effect that can be commodiously set to a radius around a point.  The spell, 'Web', for example can be shaped into a circular spread.  Spells with directional components like a path or a cone are not suitable.  Note that to be successful, the Web spell would still require anchoring points.
Either spell effect can be imbued singly or using the bundling variation of the recurring spells technique.  Projectiles with augmentations may be launched freely at their full fire rate, but those with spell effects require a standard action to prepare and fire.  This usually limits the launcher to one such attack in a single round of combat. 

Form Benefits:  A projectile can be imbued with spells that can target an object, an opponent, or an area.  This form is well suited to use of the recurring spell technique, but only in the bundling style (initial charge resistance is ten).   Imbuing projectiles can greatly extend the range of some spells.
Enhancement Alternatives:  Rather than placing an augmentation on an arrow or sling bullet, some spellcrafters use the recurring spell technique with 'Magic Weapon', or 'Greater Magic Weapon'.  Not having a true enhancement augmentation, such arrows will no longer be magical if retrieved after their spell duration runs out.  Also, note that even without using bundling, the spell, 'Greater Magic Weapon', allows the practitioner to imbue up to 50 projectiles at once.  This places them all on the same trigger (i.e. when one arrow is fired, all of them gain the bonus until the duration expires and then all become non-magical).  Spellcrafters generally agree that it is simpler and wiser to place 'Greater Magic Weapon' on the quiver with perennial charges or as an enduring magic.  This can grant a temporary enhancement bonus even to projectiles that are not of masterwork quality.  Please also note that the spell, 'True Strike', does not target a foe.

Form Familiarity Requirements:  Knowledge, Arcana (3 ranks), Craft, Bowyer/Fletcher (1 rank), Must know strike trigger; Mastery:  Craft, Weapon smith (2 ranks), meet substance requirements for simple familiarity with any substance used.

Base Item Cost Guidelines:  Masterworking such an item can be accomplished for the cost of only 7GP per projectile.  
	Container

This is an item that normally functions to contain or carry other items or substances.  Examples include:  Bags, Bottles, Bowls, Braziers, Chests, Flasks, Quivers, and Scroll cases.  Most rooms or chambers in a dwelling are considered to be extremely large containers for the purpose of enchantment, but require advanced study of the form 'Structures'.

A Clarification:  Some enchantments placed upon containers do not use this form at all.  For example, the bag of holding is actually using the form, 'Portal', defining the mouth of the bag as the aperture or frame for the portal.  This is a cross-form construction.




Form Limitations:  Containers can only be imbued with spell effects.  Ranges, targets, and area of effect for spell effects are limited to the container itself, its contents, or both.  Spells from any school of magic except for invocation can be imbued.  

Form Benefits:  Use triggers can include opening, closing, drawing an item forth from the container, or placing an item within the container.  For reasonably small containers, these are all move equivalent actions that do not provoke attacks of opportunity. This can especially be a boon for items such as quivers and scabbards when drawing forth an item is a prelude to or a part of an attack action.  Transmutation magic can increase the effective carrying capacity of a container by shrinking its contents.  Conjuration spells have form affinity with containers, and their results can even escape the confines of the container.  This makes items like the 'Bag of Tricks' and the 'Ever smoking Bottle' popular.  When imbued on the container itself, divinations such as 'Locate Object' can make retrieving items much simpler.  With abjuration, you could make a fireproof box.  Containers are appropriate vessels for spells from most schools of magic.  They lend themselves reasonably well to the recurring magic technique (charge resistance is 15).  

Sconcing Variant:  This is a special technique that can be selected when a container form plays host to a guest form.  Such containers can be imbued with any spell effects that are allowed for the ensconced object.  When activated, the effect transfers to an object of the correct type ensconced in the container.  A candleholder, for example, could be enchanted with a spell such as 'Circle of Protection from Evil'.  When a normal candle is placed in the candleholder and lit, the ten-foot emanation acts just as though the candle were supplying the magic.  To imbue a container with the sconcing variant, both the container form and the form to which it plays host ('incendiary' in our example) must be familiar to the practitioner.

Form Familiarity Requirements:  Knowledge Arcana (5 ranks) and meet the appropriate substance requirement(s).  Meet the substance requirements for mastery.

Base Item Cost Guidelines:  Double the cost of a standard item in the core D20 rules and supplements if listed.  Per DM ruling if not.  These costs vary widely based on the size and material of the container, but don’t tend to be extremely costly.  To enjoy a substance synergy, however, there might be a much higher base cost.

	Drapery

This is a magical item that confers its benefits upon creatures or objects that it covers.  Draperies can range in size from a diminutive handkerchief to a two-man (large) tent.  However, draperies that are huge or larger such as a pavilion tent must use the rules for structures.  Some other examples include Blankets, Bedrolls, Carpets, Covers, Nets, Rugs, Shrouds, Tablecloths, Tapestries and Tarpaulins.  

A Clarification:  Some enchantments placed upon draperies do not use this form at all.  For example, the ‘Portable Hole’ and ‘Well of Many Worlds’ actually use the form, 'Portal', defining the rim of the drapery as the aperture or frame for the portal.  This is a cross-form construction.




Form Limitations:  Ranges, targets, and area of effect for most imbued spells are limited to the drapery itself and the creatures or objects covered by it (or standing/sitting on its surface as appropriate).  The entire object(s) or creature(s) to be affected must be covered for the drapery to be effective.  For example, a ‘Shroud of Preserving’ based on the spell, ‘Gentle Repose’ would need to be large enough to cover a whole corpse.  Likewise, someone standing halfway on a rug is not generally subject to its effects.  Imbued magic applies to only one side of the drapery, although the same or different magic could be added separately to the other side with the manifold magic technique.  The item itself is always subject to the effects it produces (if this is meaningful).  For example, a ‘Shroud of Cremation’ based on the spell, ‘Fireball’ would itself need to save against the immolation it invokes and successfully resist the damage to remain whole. If there are charges, activation time can vary.  Command word activation is required for charged items in this form, and is a standard action as usual.  This presupposes that the drapery is already in place.  If the item is the size category of its user or smaller, it can be positioned as desired as a move equivalent action which does provoke attacks of opportunity.  An example of this would be spreading a small tablecloth or blanket.  Larger draperies can require a full round action or more.  Unrolling a large carpet and pitching a large tent are examples of this.  

Form Benefits:  Draperies are good at shaping zones of effect. For example, a ‘Rug of Peaceful Reflection’ based on the spell, ‘Silence 15 foot Radius’, might instead be ten by thirty foot oblong or a twenty-foot square.  A simple cost multiplier is used for any major difference in spell area or volume.  Draperies are capable of receiving perennial, manifold, and enduring magics. Draperies lend themselves quite well to the recurring magic technique as well (charge resistance is 10).  Draperies resonate strongly with divine magics.  Any divine spell imbued into a drapery has form affinity.

Net Variant:  Some draperies can be given a strike trigger if they are intended to affect an unwilling creature.  A good example of this would be a net.  Such a drapery must be larger than its intended victim.  When a drapery is used in this fashion, it is a full-round action to cover an adjacent creature of the user’s size, or a standard action to cover smaller creatures.  This is considered to be a ranged touch attack in that that attacker’s dexterity modifier applies and the target’s armor is bypassed.

Form Familiarity Requirements:  Knowledge Arcana (7 ranks) and meet the appropriate substance requirement.  Mastery:  Meet the substance requirement for mastery.

Base Item Cost Guidelines:  Double the standard cost listed in the core D20 rules and supplements if the item is specifically listed.  Per DM ruling if not.  The cost of a silk handkerchief or a burial shroud might be 1GP.  A small tent, rug, or tapestry might be 10GP.  An item using the net variant must have a masterwork weapon component added for 300GP. 
	Effigy

These are items that portray or depict a creature, object, or sometimes a locale.  Some examples include:  Decks, Figurines, Idols, Portraits, Statues, and Statuettes.  A tapestry, sometimes considered a drapery, could instead be considered an effigy if its magic involves depiction rather than contact.  A realistic tattoo might be considered an effigy rather than an inscription or glyph. 




Form Limitations:  Effigies must use the commodious magic technique.  Effigy magic can be activated by any known triggers except for strike triggers.  Use activation can be ‘upon viewing’, but this can eat up charges rather quickly.  More often, other simple triggers such as command words are used.  
Effigy magic can enable some kind of sympathy with the subject of the effigy, perhaps summoning a depicted being, allowing communication with it, or scrying upon its doings.  This use requires willing participation during the item’s creation of the being in question or a being that can summon creatures of the type depicted.  Alternately, an effigy can store an illusion of a depicted creature, individual, or locale.  As art, an effigy can stir the emotions.  Therefore mind-affecting enchantments such as 'Hideous Laughter' or ‘Confusion’ that targets a random viewer or all viewers within the spell’s normal range can be imbued.  Finally, an effigy can store transmutation magic that targets the item itself (animate object is a favorite).  Within the bounds described above, effigies can contain spells of the schools:  Conjuration, Divination, Enchantment, Illusion, and Transmutation.  
Permitted magics that have variable effects (such as Minor Image, or Monster Summoning spells) must have the specifics selected when the item is imbued, though these can differ for each instance if the recurring magic technique is used.  A good example of this is the Deck of Illusions.  When charged instances differ, the result of activating the item is determined randomly.

Form Benefits:  Some very strange and useful effects can be stored in an effigy once this form is familiar or mastered.  The figurines of wondrous power are built on this form.  The spell, ‘Status’, for another example can be keyed to individuals living in one’s stronghold and imbued into a model or map of the place.  Consulting the model would then yield details on those individuals’ whereabouts and condition.  A locket with a small portrait of your paladin friend could be imbued with ‘Telepathy’ to allow you to communicate with her once per day.  A framed painting of a town far away might change daily to show new buildings and the weather there when enchanted with ‘Clairvoyance’.  You could even step through such a portrait if ‘Teleport’ were imbued as well using the 'Portal' form.  Effigies lend themselves well to the recurring spell technique (charge resistance is 5).  The bundling variation of recurring spells is available when effigy magic is imbued into items like decks of cards or the pages of a book.  Spells from the divination and transmutation schools of magic have form affinity with effigy magic.

Form Familiarity Requirements:  Knowledge Arcana (5 ranks), Craft Painting (1 rank) and meet the appropriate substance requirement(s) for any specific item.  Mastery:  Forgery (1 rank), and meet the substance requirements for mastery for any specific item.

Base Item Cost Guidelines:  Use the guidelines for an art object in the core D20 rules.
	Implement

An implement is a simple device used to direct and amplify force.  They are usually all of one piece and made from relatively few materials.  Most have one or more grips and the ability to strike a physical blow.  The three main forms in this class are Tool, Weapon, and Staff.




General Limitations

An implement must be in hand (brandished or wielded) for its magics to be used.  At least one enhancement must be imbued before any other type of augmentation can be added. Only one item power may use the strike trigger.  This could be its entire stack of augmentations, or it could instead be an unconsummated or commodious spell effect that targets an opponent.  If the form allows a critical strike trigger, this can house a different power.  Augmentations apply to every blow struck with the implement.  Spell effects that use the strike trigger apply to only the first attack made in a given round of combat.  Note that double-headed weapons are considered to be two separate weapons for the purpose of enchantment.  Each head is masterworked and enchanted separately and has its own set of strike triggers.  

Tool

Though many mundane items are called 'tools', this category of implements is reserved for sturdy, simple tools that direct force.  More complex, fragile, or lightweight devices more rightly belong in the 'apparatus' forms.  Tools in this form are not specifically created and balanced to be weapons, but most could function as makeshift weapons in a pinch.  In fact, inspiration for many weapons originated from items in this grouping.  Some examples of tools include:  Belaying Pins, Brooms, Chains, Crowbars, Hammers, Hatchets, Knives, Machetes, Mallets, Mauls, Picks, Pitchforks, Rams, Ropes, Saws, Shovels, and Tongs.

Form Limitations:  Please review the general limitations for implements.  Masterwork quality for this type of tool costs 50 GP.  This does not grant the item the proper balance to be used as a melee weapon.  If the tool is intended to be used to strike a blow upon an enemy, its fundamental augmentation must be ‘weapon balance’.  

This form allows use of the strike trigger, but not critical strike.  Tools can be enchanted with either spell effects or augmentations.  Augmentations can include enhancements up to +3 and skill transference augmentations related to professions or crafts with which its mundane use is associated.  For example, a pick may be imbued with the skill, 'Profession, Miner'.  Enhancement augmentation cannot exceed +3.  Spell effects may be single use, recurring, perennial, manifold or enduring.  Note that this does not confer weapon proficiency upon its wielder.
Form Benefits:  These items can sometimes give adversaries a nasty surprise such as when a housewife unleashes her broom of animated attacks upon them.  Tools have an honest simplicity of form, allowing them to accept spells from any school of magic using any technique.  They excel at spells related to their primary purpose.  A shovel, for instance, would have form affinity with the spell, 'Dig'.  Tools lend themselves somewhat to the recurring magic technique (charge resistance is 20).  

Form Familiarity Requirements:  Knowledge Arcana (5 ranks), Meet the appropriate substance requirement(s) for any specific item.  Mastery:  Craft, Blacksmith (3 ranks).

Base Item Cost Guidelines:  Masterwork quality for this type of tool costs 50 GP.  
Weapon

These are implements designed and crafted with combat in mind.  Their primary purpose is to direct and focus force at one's adversary.  The weapon form includes only items that can strike a blow and are intended for re-use, so a javelin is included, but an arrow or a crossbow is not.  More expendable or indirect ordinance is probably enchanted under the rules for the 'Projectile' or 'Ballistic' forms.  Some examples of weapons include:  Axes, Daggers, Flails, Hammers, Javelins, Maces, Spears, and Swords.

Form Limitations:  To use a weapon's magic, the wearer need not be proficient in the weapon, but it certainly helps one's chances to hit.  This form allows use of both the strike and critical strike triggers for its augmentations.  Augmentations are limited to those listed for melee and ranged weapons in the standard D20 rules and supplements.  Enhancement augmentation cannot exceed +5 and must be at least +1 before other augmentations can be added.  Other spell effects may be single use, recurring, perennial, manifold or enduring magic, and can use any trigger.  Note, however, that only one power (either the augmentations or a spell effect) may use a weapon’s strike trigger.  
Form Benefits:  Virtually any spell can be imbued into a weapon.  Melee weapons have a special 20% discount to gold and experience when imbuing item ego.  Weapons lend themselves somewhat to the recurring magic technique (charge resistance is 20).  

Form Familiarity Requirements:  Knowledge Arcana (7 ranks), Craft Weapon making (1 rank).  Mastery:  Craft Weapon making (3 ranks).

Base Item Cost Guidelines:  Masterwork quality for this type of implement costs 300 GP and is required to be considered suitable for enchantment.  
Staff

Though all items in the staff form are members of the weapon form as well, what distinguishes them from most is the ease with which they can receive and direct magical forces in ways that other weapons cannot.  Their purity of form and substance makes them well suited for most magical imbuing techniques, and the fact that they can also be given the balance and heft to make good melee weapons is a nice bonus.  The staff form includes only the following:  Rods, Scepters, and Staves.  As weapons, these correspond directly to Club, Mace, and Quarterstaff.  All are 'simple' weapons with adequate purity of form and magical tradition to merit special benefits in magical item creation.

Form Limitations:  This form allows use of both the strike and critical strike triggers.  Items in the staff form can be enchanted with spell effects, augmentations, or both.  Augmentations are limited to those listed for melee weapons in the standard D20 rules and supplements.  Enhancement augmentation cannot exceed +5 and must be at least +1 before other augmentations can be added.  Other spell effects may be single use, recurring, perennial, manifold or enduring magic, and can use any trigger.  Note, however, that only one power (either the augmentations or a spell effect) may use a weapon’s strike trigger.  For staves, each head is separately imbued and has its own strike triggers, which may contain different magics.

Form Benefits:  Virtually any spell can be imbued into a staff weapon.  They have a special 20% discount to gold and experience when imbuing item ego just as weapons do.  Unlike standard weapons, staff weapons lend themselves very well to the recurring magic technique (charge resistance is 5).  Staff weapons also enjoy a 50% discount to gold and experience cost of the binding force when imbued using the manifold magics technique.
Form Familiarity Requirements:  Knowledge Arcana (9 ranks), Craft Weapon making (1 rank) and meet the appropriate substance requirement(s) for any specific item.  Mastery:  Spellcraft (3 ranks) and meet the substance requirements for mastery for any specific item.

Base Item Cost Guidelines:  Masterwork quality for this type of implement costs 300 GP and is required to be considered suitable for enchantment.  As double-headed weapons, staves pay for masterwork quality twice, but rods and scepters do not.  
	Inscription

This class of magic works by storing magic within symbols of power or a flow of written words.  There is usually some host medium upon which the symbols or writing is inscribed.  Either the magic itself, or its trigger relates to that host medium.  The magic of inscriptions is vulnerable to being removed by the arcane spell, 'Erase'.




Glyph

These are single symbols that are etched or applied to a medium and imbued with magical power.  They are called by many names:  Glyphs, Icons, Runes, Sigils, and Symbols.  When inscribed on living flesh, they are sometimes called Tattoos.  Realistic tattoos, however, are more likely to make use of the effigy form.  The magic of glyphs is simple and pure arising from a single powerful idea or concept.

Form Limitations:  The base item upon which a symbol is etched need not be 'masterwork' or 'of suitable quality for enchantment'.  The magical power is all contained within the symbol.  Ingredients for etching and imbuing the glyph are subsumed in the ritual costs of imbuing it.  No augmentations are possible.  Glyphs must always be commodious magic.  They can use the perennial or recurring techniques, but are not amenable to manifold or enduring techniques.  Item ego cannot be bestowed using this form.  Glyphs can use simple triggers and event triggers.  The normal use trigger is 'upon viewing'.  Despite being capable of containing perennial spells, the deactivation trigger is not possible for this form.  Only one glyph can be placed on a given item or person at the same time.  

Form Benefits:  Virtually any spell can be imbued into a glyph.  Glyphs have superior triggering capabilities overall.  Glyphs cannot use the manifold magics technique, but can use the event trigger if this is known.  Events can reference the possessor of the base item, a viewer or viewers, or anyone touching the inscribed item.  This touch must be voluntary.  Runes are not an alternative to enchanting projectiles.  Events can also reference anyone targeting the inscribed item with a spell or spell-like effect.  Glyphs can thus be imbued to detect or prevent scrying attempts on protected items or persons.  Glyphs lend themselves somewhat to the standard variation of the recurring magic technique (charge resistance is 20).  

Lower level divine magics have found an ideal power component of diamond dust.  In sufficient quantity, this power component absorbs all experience costs for single instance divine spells per 'Glyph of Warding' and 'Greater Glyph of Warding'.  Higher level arcane and divine enchantments have found a set of ideal (albeit expensive) power components in diamond and opal dust per the spell, ‘Symbol’.

Form Familiarity Requirements:  Knowledge Arcana (7 ranks), Craft Calligraphy (1 rank).  Mastery:  Spellcraft (4 ranks) and meet the substance requirements for mastery for any specific host item.

Base Item Cost Guidelines:  The cost of a glyph is entirely subsumed in its ritual of creation.  The base item cost is zero.  

Scroll

These magical items are read aloud to release their magic.  Examples include standard scrolls inked onto parchment, and also those engraved on metal plates, chiseled into stone tablets, carved into wooden planks or tattooed onto living flesh.  The scroll form is learned automatically as part of learning the unconsummated spell technique.  Note that the pre-requisite substance familiarity requirements for the paper and ink variety are met immediately, but other uses may require additional skills to meet substance requirements.  

Form Limitations:  All scroll types can only hold unconsummated spells.  The only activation method possible for this basic form is the spell completion trigger.  Unlike its cousin, the glyph, the object on which the scroll is scribed must be of suitable quality for enchantment.  There are three main types of scrolls:
· The first type is a standard scroll.  For this type, the magic resides in an applied substance such as ink or chalk.  When the magic is activated, the substance is consumed leaving a blank slate, as it were.  Though paper can be made of high enough quality to be the medium used, some traditionalists insist on fine vellum.  Theoretically, one COULD use another substance.  One could scribe the spell onto a suitable slate using chalk, smear it onto a pane of fine, clear glass using grease, or carefully paint it onto an altar in blood.  But, for all-around portability and utility, nothing beats paper and ink.
· The second type is a spellbook entry.  It is possible to enact a minor rite using the unconsummated magic technique in this form to imbue an item with a spellbook copy of a spell.  Such a copy has no trigger.  it can be deciphered, studied, and memorized by a suitable spellcaster, but it cannot be activated.   The monetary cost for this is the same as for scribing a standard scroll, but there is no experience cost.  One ends up with arcane writing and diagrams that fill up two standard pages per spell level.  Though essentially separate items, these can be collected together into a bound work or any size to form a folio of individual spells.  They will radiate magic only very dimly.
· The third type is an engraving or plaque.  This uses the enduring spell technique to permanently engrave a spell into an item such as the back of a wooden shield or a stone tablet.  From such an engraving, the spell can be read repeatedly (or deciphered, studied, and memorized) by a suitable spellcaster.  Please review the special rules governing enduring spells and their limitations.  For example, they must have a duration greater than one round and have only minimum effect when damage is variable.  Remember also that although enduring, engravings are still required to use the spell completion trigger with all of its drawbacks.  Some other examples for engravings might include branding or tattooing a spell into flesh, embroidering one onto the large sleeve of a robe, or etching one into a metal object.
Form Benefits:  This form lies at the heart of how wizards through the ages pass on their magical traditions from master to student.  Standard scrolls have the benefits and characteristics described in the D20 rules.  Engravings are much the same, but do not fade when cast.  Because the magic resides not in the medium but in the inscriptions themselves, several inscriptions can be placed on a 'single' item provided that they all fit.  This is not considered to be manifold magic unless mixed with another form of magic.
Form Familiarity Requirements:  Knowledge, Arcana (1 rank) and meet the appropriate substance requirements for familiarity with the medium.  Mastery:  Craft Calligraphy (1 rank) and meet the appropriate substance requirements for mastery with the medium.

Base Item Cost Guidelines:  The cost of a scroll is 2GP. 

Tome

A tome is a bound collection of writing.  It is the writings that are magical.  Some synonyms include:  Book, Folio, Great scroll, Libram, Manual, Scripture, and Tome.  

A Clarification:  A tome is both a single item, and a colletion of items (pages).  Magic placed on a part of the tome probably does not use the tome form.  Some examples follow. An enchantment placed upon a tome’s bindings and cover to make it fireproof probably uses the ‘Container’ form.  A page with a detailed drawing that moves is probably imbued with ‘Effigy’ magic.  A page you can reach into and pull something out is probably hosting the ‘Portal’ form.  Several pages with a spell written on them is probably an example of one of the ‘Scroll’ variations.  These uses are not considered to be cross-form constructions.  They are just not ‘Tome’ magic.
Tome magic is distinct in that the entire bound collection of writings is enchanted as one item.  It is a fairly limited form.

Form Limitations:  The book to be inscribed must be of suitable quality for enchantment.  A special form of transference augmentation is possible and will be described under benefits.  In general, spell effects are woven throughout the writing and all must be commodious. 

Activation must entail reading the entire work.  This can be time-consuming.  Books generally take 48 hours to read properly with time out for meals and rest.  If a spell is to affect the reader only, it may be read silently.  If a spell is to affect a person, item or locale other than the reader, then activation requires that entire book be read aloud in a clear voice.  For this reason, usually only long-lasting or permanent spell effects are locked in the pages of a book. Magic such as the priestly spells, 'Hallow' and 'Burial Blessing' make good candidates.  Tomes can be imbued with commodious spells including perennial, manifold, enduring, and item ego techniques.  Strictures for their use may apply.  Tomes can contain any skill transfer augmentations, even those that are ‘trained only’.   These affect a possessor once he has read the book and while it remains in his possession.  To make use the skill bonuses thus derived, the owner must reference the tome.  

Form Benefits:  Tomes have form affinity with spells or augmentations that involve knowledge or the written word.  Spells such as 'Legend Lore' and 'Comprehend Languages' are thus easier to place in a tome.

Special: There is a powerful special capability of tomes.  Mastery of the form is required for this.  Transference augmentations of ability scores are possible and can become inherent bonuses for the reader if facilitated by the spell 'Wish'.  The experience point costs for imbuing such and item are ten times normal for the augmentations, and the spell 'Wish' must be cast during its ritual of creation at full normal cost.  Reading such a tome renders it non-magical.  Remember that any given ability of a character can receive no more than five inherent bonuses.  Realize too that inherent bonuses do not stack.  If a person reads a tome that grants +1 intelligence, then later reads another tome that grants +2 intelligence, the net gain is only +2.

Form Familiarity Requirements:  Knowledge Arcana (8 ranks) and Craft, Bookbinder (1 rank).  Mastery:  Craft, Bookbinder (3 ranks), Profession, Scribe (1 rank), Craft, Illuminator (1 rank).

Base Item Cost Guidelines:  The cost of a tome can vary, but is usually 15GP. 

	Jewel

This is a freestanding item, usually mineral in nature, and having a simple geodesic shape.  It is not worn nor does it have a mundane function.  Jewels are called by many names:  Bead, Crystal, Cube, Gem, Orb, Pearl, or Stone.  Their size usually ranges from as tiny as a robin's egg to as large as a grapefruit.  Very large versions may exist in strongholds like a sphere that controls the weather in the vicinity.  These would require familiarity with structures.  Jewels are usually free-standing items.  They may rest upon a pedestal, but are typically unadorned (not hung by a chain about one's neck).  




Form Limitations:  When single or recurring charges are all expended, one is usually still left with a valuable gem or crystal.  Augmentations possible include mental feats, mental ability scores, and spell slots.  Any spell effect is possible.  Any imbuing technique is possible.  Any activation method other than strike and critical strike are available.  There is no 'use' trigger.  Event triggers may only reference the jewel’s 'possessor'.

Form Benefits:  The jewel form is very versatile.  Virtually any spell can be imbued into a jewel.  Jewels lend themselves fairly well to the standard variation of the recurring magic technique (charge resistance is 15).  There is only one special form affinity possible for this form, but many substance synergies might be discovered.  Perhaps using a pearl would raise the effective caster level of water magics by one, for example.

If a jewel that is enchanted with single or recurring charges will be destroyed when depleted, then it is considered to have form affinity for the spell imbued.  Just as with all form affinities, this allows the practitioner to increase an item’s effective caster level by one free of charge and also discounts its ritual imbuing costs (both monetary and experience) by 20%.  Even form masters, however, cannot replenish charges of this type except by replacing the gem with a new one.

Special Qualities of Gemstones:  A special technique available for this form is called inlaying.  Anyone familiar with this form may mount a gem onto another (non-magical) item just by physically attaching it.  A large enchanted ruby could, for instance, be embedded into an otherwise mundane turban, or perhaps a fancy drinking goblet.  This has no cost benefit, nor does it confer any special benefits of the headgear or container forms in the examples given.  A practitioner familiar with jewel class magic can also mount more than one magical gem into the same item so long as all are identical.  Four small opals, for example, could be inlayed as studs into the cover of a fancy book.  Each opal must be enchanted separately and with the same magic.  Such inlays must be visible (not totally embedded within the host item).

Magic items can be inlayed with magical gemstones only by someone possessing both jewel form mastery and familiarity with the host form.  This is not considered to be manifold magic.  If, for example a magical +1 sword is inlayed with a large emerald in its hilt that grants ‘Haste’ once per day, this is essentially no different than if the possessor had the sword in hand and the gem in a pocket.  The gemstone’s magic cannot use the weapon’s strike trigger or any other benefit of the weapon form.

Requirements:  Knowledge Arcana (9 ranks), meet the substance requirements for familiarity.  Mastery:  Meet the substance requirements for mastery.

Base Item Cost Guidelines:  As a guideline, the base item cost of a jewel is 100 GP per caster level used to imbue it.  To enjoy a substance synergy, one need only select the correct type of gemstone or material. 

	Portal

This bounded gateway is a shortcut to another place or a way of enacting instance-based magic.  Portals have no shape in and of themselves, but rather rely on a host form to define their aperture in physical space.  This could be the threshold of a doorway, the mouth of a bag, the frame of a painting, or the circular edge of a raised dais.  




Form Limitations:  The host item for the portal must be of a quality suitable for enchantment.  If the host item is destroyed, then so is the portal.  Once imbued into an item, it cannot exist on its own.  

The best known spells for imbuing portal magic are those which make use of extra-dimensional space and those that instantly transport one from place to place, but there are other possibilities as well.  Consider a doorway that bestows endure cold upon anyone passing through it.  Any spell effect that targets creatures or objects can be imbued into the host item using the portal form.  Additionally, any spells that form a portal of their own can be imbued.  

The size of the aperture is limited to a threshold that will simultaneously pass the greatest number of the largest creatures or objects that can be affected in one casting of the spell.  Portal magic must be manifold if any other magic is imbued on the host item.  It must be commodious, but can use the recurring, perennial, or enduring techniques.  Portals can also use any triggers except strike triggering.  Normal use activation is passing through the aperture.  For self-willed activation, the host item must be imbued with item ego.

As a commodious magic, remember that spell variables must be pre-defined.  For example, an extra-dimensional portal based on 'Plane Shift' would need to designate the target plane (though uncertainty about exact destination would remain).

Form Benefits:  The portal form is very powerful.  Portals lend themselves very well to the standard variation of the recurring magic technique (charge resistance is 5).  There are no form affinities or advantages for this form, but substance synergies might be discovered.  Perhaps a gateway constructed of bone would grant advantages when building a portal to the netherworld.

Unusual Technique:  For spells such as ‘Gate’, which form their own apertures and have a duration, the host item need not provide a frame or edge.  A sword, for example, might define the gate by making a broad, circular motion.  This is called a whirling point aperture.
Form Familiarity Requirements:  Knowledge, Arcana (14 ranks), Knowledge, the Planes (4 ranks) and meet any substance requirements for familiarity with host form.  Mastery:  Knowledge, the Planes (8 ranks) and meet any substance requirements for familiarity with host form.

Base Item Cost Guidelines:  A portal has no form of its own.  The base item cost is that of the host form.  

	Structure

Study of this form can be considered advanced study of all the other magic item creation techniques as they apply to large structures.  Through its study, item creation magic can even be applied to many naturally occurring outdoor objects (though there are limits).




There is a basic distinction that one needs to make when imbuing large structures.  

· Feature - A feature involves magic placed on an inherent part of a structure, built 'in place' mostly from the same materials as the structure itself.  A room, for example, is a feature with the host form of 'container'.  

· Fixture - A fixture is an add-on part of a structure.  Though affixed to a structure, it is often made of different materials.  Fixtures are items that are separately created and then subsequently attached to a structure.  However, they are magically imbued 'in place' and their powers are tied to the locale.  If they are later removed from the structure, the magical powers of a fixture are forfeit.  A Mosaic on the wall of a room, for example could be imbued with magic using 'effigy' as the host form.

· Furnishing - Though often bulky and difficult to move, furnishings are technically separate from the structure.  They are just very large versions of other magical forms not intended for portability.  If moved out of a given structure, items enchanted as furnishings retain their magical properties (even if they had been affixed to the structure).  A set of church bells might be placed in a bell tower and enchanted with magic using 'musical apparatus' as the host form.  If they can be moved to a new church without ruining their magic, then they are furnishings.

Form Limitations:  Structural elements are figured as large versions of standard items, but have a few special cost rules governing their creation.  The distinctions among features, fixtures, and furnishings are important ones when it comes to cost.  Features and fixtures enjoy a 50% discount to both the experience point and monetary costs of imbuing.  No matter how bulky or cumbersome, furnishings do not.  Architectural features such as rooms, chambers, and passageways are considered containers, and may have only one enchantment before resorting to manifold magic.  Specific items within the room, be they fixtures or furnishings, can have their own separate enchantment.

In just the same simple way that you could freely place a magical sword inside a magical chest, this is not considered to be manifold magic.  A standard unit of volume for architecturally scaled spaces to be imbued is a 20' x 20' area 10' in height.  

An Example of the Structure Form:  Let us consider, for example, a library used by its owner for magical research.  Overall, it is an atrium twenty feet by twenty feet in area, and twenty feet in height.  Note that this is double the normal volume of a space.  One half is filled with colossal bookshelves of carved ebony stretching all the way to the ceiling.  The other half (by the entryway) is a carpeted area with a great oaken reading table with seating for as many as sixteen people.  Above the carpeted area, a catwalk and more shelving fills the upper ten feet.  The walls around the carpeted area are ensconced with ever-burning torches.

The room itself will have only one enchantment.  The owner has it imbued with enduring levitation at will.  This allows the room's occupants to levitate themselves about while within the room's confines.  The discounted ritual costs for this would be 450XP and 3000GP.  Since the room is double the normal volume, the costs are twice that.  The carpet is glued down to the floor and would lose all magical properties if pried up.  It is considered a fixture separate from the room, and is thus able to receive its own enchantment.  As a large drapery, it can reshape an area of effect spell, in this case, an enduring 'Silence' with a trigger of constant.  Instead of the usual 15' radius, the zone of silence encompasses a 10-foot by 20-foot area to constant a height of about six and a half feet.  The discounted ritual costs for this would be 450XP and 3000GP.  Separate enchantments could be placed on the catwalk, the table, the chairs, the bookshelves, and etcetera.  Some of these might be considered furnishings, and could be moved out of the room later if desired.

Form Benefits:  Though capable of receiving perennial, manifold, and enduring magic, structures do not lend themselves easily to the recurring magic technique (charge resistance is 25).  

Form Familiarity Requirements:  Knowledge, Arcana (6 ranks); Knowledge, Engineer/Architect (1 rank) and familiarity with the host form.  Mastery:  Engineer/Architect (4 ranks) and mastery of the host form.

Base Item Cost Guidelines:  The base item cost is that of the feature, fixture, or furnishing. 

	Talisman

This is an item, usually animal or plant in origin that has been preserved and assembled into a fetish.  Items often retain associations with their former state.  This is especially true with tissues that were once a part of a living being, but can be true for other items as well.  Spellcasters are already somewhat familiar with this relationship because minor items of this nature are often used as material components or foci to facilitate spells.  The most powerful of such substances come from magical or saintly beings.  Sometimes known as 'power components', these can aid in the imbuing of magic items whose powers relate to those of the item's former life.  
Imbuing a talisman involves the study of items having strong associations with their own past, and crafting them into magical items in their own right.  Simple, single-use magical talismans are referred to as tokens, while the more permanent, reusable items are often dubbed fetishes or relics.  Some examples might be:  an acorn from a dryad’s tree, a phoenix's flight feather, the pelt of a lion, bones of a saint, claws of a dragon, fangs of a giant serpent, or the shrunken skull of a tribal elder.

A key ingredient used to create a talisman can often be found by happenstance or by design when adventuring.  This is the most certain way of obtaining a fresh and genuine item of the type desired.  Alternately, such items might be available for purchase.  Due to scarcity and the need to verify such an item's authenticity by such means as 'Legend Lore', such items are costly.  As an abstraction, obtaining the base item on the open market that is well-preserved and suitable for enchantment generally costs 200GP per level of the highest-level spell or ability to be imbued.  




Form Limitations:  Augmentations are possible if they reflect qualities for which the talisman was especially noted in life or in its history.  Also, any spell effects are possible unless they directly oppose qualities for which the talisman was noted in life (or in its history).  For example, a good saint's bones could not be imbued with 'Summon Fiendish Hawk'.  Any magical technique is permitted, and any trigger except strike may be employed if known.  There is no normal 'use' trigger for standard talismans.  When charged items of this type are depleted, they usually crumble to dust.
Form Benefits:  Talismans lend themselves fairly well to the standard variation of the recurring magic technique (charge resistance is 15).  Form affinity exists for imbuing any power that matches qualities for which talisman was especially well known in life or in its history.  For example, eagles have especially keen eyesight.  Therefore, a fetish made from the mummified, lacquered eyes of a giant eagle would have form affinity with imbued spell effects that grant far seeing or with skill transference augmentations for 'Spot' or 'Search'.  One of the seven daggers used to slay Caesar on the senate steps on the ides of March would probably be a worthy candidate for the feat, ‘Sneak Attack’.
Talisman magic excels at being incorporated into other forms.  Review the section called 'Shape vs. Form'.  When a talisman is made in the shape of another item, benefits of both item types apply.  For example, if a compound shortbow is constructed from the antlers of a gazelle, it could use all of the benefits from the ballistic form as well as those of the talisman form.  As a ballistic, it could be given a +1 enhancement augmentation.  As a talisman of a creature noted for its swiftness, it could perhaps allow the feat, ‘Rapid Shot’ to be imbued as a transference augmentation with form affinity.  Moreover, the base ritual costs are normal for such items instead of at a 150% premium.  Familiarity with the talisman form brings awareness of the likely properties of power components and how best to harvest and preserve them.  It will not give the practitioner a 'shopping list' of power components, but it will abolish common hoaxes and untrue myths about them.

Form Familiarity Requirements:  Knowledge Arcana (2 ranks); Knowledge Nature (2 ranks); Knowledge History (1 rank); Craft, Taxidermy (1 rank).  Mastery:  Knowledge, Religion (2 ranks); Knowledge, the Planes (1 rank); Knowledge History (2 ranks), Familiarity with the container form.

Base Item Cost Guidelines:  If an item of talisman quality, such as the horn of a unicorn is found, the DM should grant characters with suitable knowledge skills, or legend lore capabilities a chance to estimate its worth.  If purchased, a talisman’s base item cost is 200GP per level of the highest-level spell or ability to be imbued.  If made into the shape of another item, it is additionally subject to all costs of the host shape.  
	Wand

The only purpose of this device is to contain, conjure up, and direct spell energies.  It is the ideal and unsurpassed receptacle for recurring magic for its purity of shape and untainted nature.  Wand form familiarity is learned automatically as part of learning the recurring spell technique. 




Form Limitations:  No augmentations are possible for this form.  A practitioner familiar with this form may imbue any spell effect up to fourth level.  Such spells may be unconsummated or commodious, and may be either single instance or recurring.  Spell effects above fourth level require mastery of the form.  Activation methods that can be specified include the spell trigger, simple triggers, and at will.  A wand must be in hand to function.  There is no normal 'use' trigger for standard wands.  Form mastery must be attained to imbue wands with spells higher than 4th  level.

Form Benefits:  Wands are ideal items with which to employ the standard variation of the recurring magic technique (charge resistance is zero).  

Form Familiarity Requirements:  Knowledge, Arcana (2 ranks).  Mastery:  Basic familiarity with the primary substance used, Spellcraft (3 Ranks).

Base Item Cost Guidelines:  A normal unblemished wand of hardwood or iron costs about 2GP.  To enjoy a substance synergy, however, there might be a higher base cost for ebony, ivory, platinum, or the like.
Notes on Classes and Races

All Classes Are Not Equal

The class most naturally suited to crafting magic items under these rules is the wizard class.  Wizards are able to learn every technique at the minimum level at which it becomes available and still have feats left over.  They also have all knowledge skills as class skills, and usually have a great number of skill points to help them meet form requirements due to their high intelligence scores.

Although other classes can attain knowledge of all relevant techniques and become familiar with a good number of forms, this generally involves sacrificing progress in other areas of character development.  Clerics (especially those with the ‘Knowledge’ domain) are probably the next best at item creation after wizards.  Of course, bards are highly motivated to learn the musical instrument form, and druids have some unique spells and might favor talismans, though they are hampered by having to take Knowledge (Arcana) as a cross-class skill.  The beauty of the system is its variety.  One doesn’t have to know everything to craft a unique and desirable trade item.  

Magic Items and the Races

Depending on your campaign setting, there may be special magic items associated with a specific race.  Some races jealously guard the secrets of their special magics and keep them from outsiders.  Let us take for example the elves, a long-lived race with a proud tradition of magical excellence.  It is not too big a stretch to imagine that the elven master wizards may have a spell or two that they do not share freely with other races.  

Example of Racial Secret Knowledge

Let us imagine, for example, that long ago the elven archmage, Lartrosis the Proud, researched a spell that granted chameleon-like powers to its recipient.  This first level spell grants a circumstance bonus of +5 to ‘Hide’ skill checks.  Lartrosis chose not to share this new magic with anyone except her special students.  These students swore an oath to keep it secret from anyone not on the high council of the elves.  Over generations, the elven mages discovered and refined a power component made from the silk of phase spiders native to their forest home that greatly eased the requirements for imbuing this spell into a cloak.  A perfected recipe for a cloak of elvenkind is now taught to elven adepts of high standing by inviting them to partake in an annual spring ritual of creation.  The finished Cloak of Elvenkind grants +15 to hide checks.  It is a manifold magic.  Its +5 circumstance bonus from the enduring spell stacks nicely with a standard +10 transference augmentation of the hide skill (a competence bonus).  It has an eerie quality of blending into its surroundings that differs from the more standard cloak of shadows, and has a much lower cost than equivalent cloaks made by better known methods.
Example of Racial Restrictions

Unlike the elven cloak, which can be used by anyone, some racial items are built specifically to keep others from using a clan’s magics against them.  A dwarven high priest, for example, whose people are at war with the goblins under the mountain, may differ from the norm regarding the magical armors he enchants.  When selecting a fundamental augmentation, he does not choose to imbue a fundamental sizing augmentation.  Thus, his magical heavy armor will only fit any dwarf-sized body.  Instead, he might enchant the straps and buckles to provide assistance when donning the armor, eliminating the need for an assistant.  Furthermore, as a savant of item ego, he always places strictures on his armors.  Perhaps the magical properties will only work for dwarves and confer a negative level on any goblinoid wearer.  In this way, he assures that belongings of the brave dwarven dead are not pilfered and turned against their brethren.

Racial Discounts

Although the core D20 rules on magical item creation lists examples of this, I am generally not in favor of it.  Certainly, choosing to make an item elf-only will reduce its market appeal (and hence its market value).  It does not follow, however, that this will make the item any easier or less expensive to make.  If anything, this added requirement would make the item more difficult to produce.  Follow the D20 discounts for race-specific items only with regards to their market price.  

A limitation whereby an item’s magic is only usable by a specific alignment, race, gender, or class can be built into a lasting item as a stricture by any practitioner knowledgeable in the imbue item ego technique.  Placing strictures has no cost and grants no cost savings.  Such a limitation might also arise from using a limiting power component.  This method is purely up to the DM, however.

Meeting Form Familiarity Requirements
Having access to a good arcane library can make item creation easier in several important ways.  I am a big fan of the basic rules for libraries and book lots that was published in the Stronghold Builder’s Guide Book.  In these rules, each library is made up of one or more collections of books on specific or general knowledge topics.  It shows how to store and price basic, specific, comprehensive, and master book lots, and lists their benefits as circumstance bonuses to related knowledge checks.  Bonuses from any skill focus feats a character might possess will help meet form requirements, as will relevant skill synergies possessed by a character.  Equipment bonuses, or those granted by assistants, however, will not help a spellcaster to attain form knowledge.
Using Libraries to Learn Forms

Having access to an arcane library can significantly lower the knowledge skill requirements for a spellcaster to attain form familiarity or mastery.  Familiarity with the form, ‘Amulet’, for example, lists as a prerequisite eight ranks of the skill, Knowledge (Arcana).  If, during the month or so that a character is researching this form, he or she has exclusive access to a library that grants a +4 bonus to this skill (a comprehensive arcane library), then familiarity can be attained using only four native ranks.  In such a case, the new practitioner of the form will require exclusive access to such a library whenever crafting an item of this type or enjoying any other benefit of form familiarity.  This will be true until the character improves his or her unaided skill ranks.  Mastery too can be attained using the circumstance bonuses granted by libraries.  Some spellcrafters never acquire all of the skills needed for the forms that they research, instead always relying on their private libraries to make up the difference.

Other knowledge prerequisites can be met in a similar fashion by having separate book lots in your library that grant bonuses to other knowledge skills.  Some favorites are sections on Knowledge (Nature), Knowledge (the Planes), Knowledge (Religion), and Knowledge (Engineering and Architecture).  General book lots are a cost and space efficient means of gaining a bonus of +1 to any knowledge skill.  Be aware, however, that knowledge skills are trained only.  This means that a would-be practitioner must still have at least one rank in such skills before bonuses can apply.

Using Skill Synergy to Learn Forms

For applications such as balms and ointments, we list as requirements for form familiarity:  Knowledge, Arcana (7 ranks), Alchemy (1 rank), Heal (1 rank); and for form mastery:   Alchemy (3 ranks), and Heal (3 ranks).  Consider a character who has skill ranks in Profession (Herbalist) and Profession (Apothecary)

Just as the Knowledge (Arcana) skill requirement can be partially met by having an arcane library, other requirements could be met or eased using skill synergies.  So, for example, if the DM allows Profession (Herbalist) of 5 or more ranks to grant a +2 synergy bonus to the skill "Heal", then that would meet and exceed the 1 rank requirement for form familiarity.  This would be true because heal is an everyman skill (usable untrained).  The synergy bonus of +2 would not quite meet the full requirement for mastery, but it would leave the character just one away.  

For a trained-only skill like Alchemy, however, it is more problematic.  If the DM allowed Profession (Apothecary) of 5 or more ranks to grant a +2 synergy bonus to alchemy, then this +2 could help the character to meet an Alchemy requirement provided that he or she had at least one native rank of Alchemy to begin with.  So, it could help meet the +3 requirement for mastery, but would not replace the 1 rank needed to initially learn the form.
Adjudicating Lasting Magic, Some Advanced Topics

There are basically four kinds of lasting magics presented in this system.  
1. Instantaneous spells with permanent effects such as ‘Flesh to Stone’ or ‘Cure Light Wounds’

2. Augmentations such as a magical +1 enhancement bonus for a sword

3. Perennial Spells placed on an item to function one or more times per day

4. Enduring Spells that can function constantly or repeatedly at the will of the user

The first three types are pretty well understood and balanced for game play.  It is in defining what is meant by an ‘enduring’ spell that most disagreements will arise.

Constant enduring spells are available only when all aspects of the magic imbued are fixed.  It is universally accepted how a ‘Ring of Warmth’ will affect its wearer.  What is less well understood is an item with powers that affect targets other than the item itself or its possessor.  If the subject, placement, or other spell parameters are to change at the will of the item’s possessor, the ‘constant’ trigger is not appropriate.

At Will and Concentration

For magic items imbued with enduring spells to be activated by the ‘At Will’ trigger, here are some general guidelines for what is possible.  For all its power and flexibility, the ‘At Will’ trigger does have a few inherent limitations.  

· Any targets of the spell must be in range of the effect as defined by the spell that was imbued.  If the distance between the item’s possessor and the target(s) exceeds the maximum range, the effect ends.

· The item’s possessor must have line of sight to the target to activate the effect.  It takes no great effort of will to place or maintain the effect as long as the subjects are in ones field of vision.  Should line of sight be lost, an immediate concentration check is made.  Thereafter, full concentration is required to maintain the effect if this is desired.  This allows the concentrating individual to take one movement or move equivalent action while maintaining focus on the desired effect.  Additional concentration checks are required if the item’s owner takes damage or is distracted in some other way.
· Even if an item’s power can affect multiple targets at once, it must meet other conditions imposed by the spell used.  For some such spells, all targets must be within a certain initial distance of one another.  For others, the total hit dice of the targets cannot exceed a certain value.

· Only one use of the spell can be active at a time.  If the spell is active upon one set of targets, it cannot be used again until they are released from its effects.

· Finally, the owner of the ‘At Will’ item must be able to usefully exert his will.  An owner who is held can still will a new effect or maintain an old one.  But, if the owner is slept or confused, any running effects are released.  If the owner is dazed or blinded, full concentration is required to maintain a running ‘At Will’ power.  Fear effects on the item’s owner vary.  Mere panic wouldn’t necessarily affect ‘At Will’ powers, but full “drop-your-stuff-and-run-away” fear probably would.

Example of a Targeted ‘At Will’ Power
When adventuring one day, Andrew the Arcane found and claimed a staff with the enduring fourth level spell, ‘Resilient Sphere’.  The duration of ‘Resilient Sphere’ is normally one minute per level, so this use is permitted.  Later, when fighting a tribe of gnolls, Andrew starts his first round by using his staff to englobe the gnoll chieftan.  As an ‘At Will’ trigger of an enduring spell, this acts as a quickened spell leaving Andrew free to cast ‘Protection from Arrows’ as his standard action.  The gnoll chief makes his reflex saving throw and is not encased in the resilient sphere.  On round two, Andrew is free to try again.  This time the chief fails his save and is englobed.  As his standard action, Andrew hurls a fireball into the lead group of gnolls.  Acting after Andrew in round two, the gnoll shaman casts “Deeper Darkness” around Andrew, breaking his line of sight.  Andrew must now maintain full concentration on his ‘at will’ spell if he wishes to keep the chief bottled up.  This could be trouble…
A Perennial Discount

Some spells that have very long durations (greater than a day) can grant a cost benefit when imbued as perennial uses to a magic item.  For such spells, the imbuer may divide the daily multiplier for perennial charges by the number of days that a single casting of the spell would normally run.

Consider, for example, the ‘Glove of Storing’.  This resembles an enduring item because it can be used all day long as often as desired.  As an enduring imbue of the spell ‘Shrink Item’, this would cost SL (3) times CL (6 for commodious) times 1000 GP.  After cutting the cost in half for using the handwear charka and multiplying by 150% for cross form construction (container in glove shape), this works out to 13,500 GP.  This is much more costly than the market price listed in the D20 core rules.  

Because the spell’s normal duration is so long, it would be more cost effective to figure this as a perennial item with deactivation.  The spell is cast once into the item on three successive days.  Normally, this would be at ten times the usual cost for one commodious charge, but since such a charge would last the caster five days, he or she may do this at just two times the normal cost for one full day’s duration.  On each of three successive days, therefore, the spellcrafter imbues a charge of  ‘Shrink Item’  into the glove(s) at a cost of 3 (SL) times 6 (CL) times 20 (two times the normal base multiplier) = 360GP.  This is modified by charka (180 GP), cross-form (270 GP), and deactivation trigger (540 GP).  By the third day, the final cost of the item is 1,620 GP.
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