
Arcanist Invented by Magecraft 

 

Arcanists are a collection of those individuals who are gifted with the ability to harness the inherent magic of themselves 

and the world around them. These individuals have the instinctive power of the sorcerers, but have been trained to 

channel this power and use it to weave spells. Because of the unique way they focus magic energy through themselves, 

they cast spells differently than other arcane spellcasters. 

 
Adventurers: 

The typical arcanist adventures in order to improve his abilities. Only by testing his abilities through use, can he expand 

his knowledge of magic. Developing and refining their control of magic is a quest in itself for many arcanists, regardless 

of how that power will eventually be used. 

 

Characteristics: 

The arcanist’s strength is his mastery over magic. Magic provides their offense, defense, and even a means of expression. 

 

Alignment: 

Arcanists show a definite tendency away from chaos. Only through control can one master the subtle waves and flows of 

magic. However, because of the very nature of magic, all alignments are possible. 

 
Religion: 

Arcanists commonly revere Boccob (god of magic). Some, especially evil ones, prefer Wee Jas (goddess of magic and 

death). Arcanists are generally more devoted to the study of magic than their spiritual sides. However in the Forgotten 

Realms, Arcanists are strongly tied to Mystra (goddess of magic). She is the creator of the class and has granted their 

understanding of how to weave magic. 

 

Background: 

Arcanists, no matter their origin, race, or alignment, are all part of a distinct group. They are all part of an organization 

that seeks to prevent the misunderstanding of magic, and to increase their mastery over magic. Arcanists tend to look 

down on both sorcerers and wizards, one as an untrained dabbler and the other as a crude manipulator. However, they 

cannot overlook their common share of magical ability. 

All arcanists are classified by power and house. Powers are the different ranks of arcanists, which are based on inherent 

spell casting ability. The houses are basically separations of personal experience and duties in the order. 

The three different houses are as follows: House of the Stars—this house is dedicated to training and finding new 

arcanists, it is also the house in which all new arcanists start.  House of the Sun—this house is dedicated to the 

preservation of knowledge, such as tracking adventuring arcanists, maintaining the libraries, study of magic in effects 

and items, and collecting lore from all the realms and planes. Only those of 4
th

 level of Experience or greater may 

actively join this house. House of the Moon—this house is dedicated to the acquisition of new and unique magic, effects, 

items, and ideas. Most within this house have dedicated themselves to the creation of new spells and items, and are 

completely devoted to research. Only those of at least 7
th

 level, usually 9
th

, are accepted into this house. 

Arcanists who have reached 15
th

 level must choose a permanent house. Upon acceptance, they then become a master of 

that house. Masters have more freedom to research their own interests and have greater access to the extensive resources 

of the Arcanic College. 

Four Masters of each house are appointed to the Council as Grandmasters. The Council serves as the ruling body of the 

arcanic brotherhood. They are the ones, along with the Imperial Grandmaster that authorize the acceptance of new 

acolytes, observe the security of the Arcanic College, graduate and promote arcanists to new houses or powers, and make 

judgment on all other major concerns. 

 
Races: 

Humans, elves, and half-elves take to magic more readily than most other races, but because the innate ability to cast 

magic is unpredictable, it can show up in any of the common races. Any person found by the brotherhood to have the 

necessary skills and aptitude, regardless of race, can be trained to become an arcanist. 

 

Other Classes: 

Arcanists find they have most in common with the other spell-using classes, such as the wizard, sorcerer, and cleric. 

Few, however, are those that fail to see the necessity of individuals with useful skills. 
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GAME RULE INFORMATION 
Arcanists have the following game statistics. 

 

Abilities: Intelligence determines how powerful a spell an arcanist can cast, how many spells he can cast, and how hard 

those spells are to resist. In addition, the arcanist gets bonus spell points based upon Intelligence. High Dexterity is 

helpful for an arcanist, who cannot wear armor because it disrupts their magical defenses. A good Constitution gives an 

arcanist extra hit points and helps the arcanist when he attempts to cast spells beyond his ability. 

 

Alignment: Any Starting Wealth: 3d4 x 10 gp 

Hit Die: d4 Starting Age: As wizard 

 

Class Skills 
The arcanist’s class skills {and the key ability for each skill} are Concentration {Con}, Craft {Int}, Decipher Script 

{Int}, Knowledge (all skills, taken individually) {Int}, Profession {Wis}, and Spellcraft {Int}. See Chapter 4 of the 

Player’s Handbook for skill descriptions. 

 

Skill Selection: (2 + Intelligence modifier) x 4 

Skill Progression: 2 + Intelligence modifier per level 

 

Class Features 
All of the following are class features of the arcanist. 

 

Hierarchy: New arcanists start with a given status by rolling on the following chart, and receive items according to their 

position. 

 

 d20 Power Rank Equipment 

 1-12 3rd Power Copper veined crystal mythar and Copper trimmed robes. 

 13-18 2nd Power Silver veined crystal mythar and Silver trimmed robes. 

 19-20 1st Power Golden veined crystal mythar and Gold trimmed robes. 

 

Weapon and Armor Proficiency: Arcanists are proficient with the club, dagger, heavy crossbow, light crossbow, and 

quarterstaff. They are not proficient with any type of armor or shield. 

Armor of any type interferes with the way in which arcanists focus magical energy and cast spells. Arcanists wearing 

armor have a base 90% chance of spell failure, regardless of the type of armor worn. This can be, however, overcome 

with specialized training. 

Caster Spell Normal Max Base Attack Fort Ref Will Spell Spell Over

Level Points Level Level Bonus Save Save Save Special Level Cost Cast

1 5 1 +0 +0 +0 +2 Minor Mastery, Protection, Thematics 0 1

2 7 3 +1 +0 +0 +3 Overcasting, Summon Familiar 1 2

3 11 2 4 +1 +1 +1 +3 2 3 4

4 13 +2 +1 +1 +4 3 4 6

5 20 3 5 +2 +1 +1 +4 4 5 7

6 24 +3 +2 +2 +5 Bonus Feat 5 6 9

7 33 4 6 +3 +2 +2 +5 6 7 10

8 39 +4 +2 +2 +6 7 8 12

9 49 5 7 +4 +3 +3 +6 8 9 13

10 57 +5 +3 +3 +7 9 10 15

11 69 6 8 +5 +3 +3 +7 Bonus Feat

12 78 +6/+1 +4 +4 +8

13 93 7 9 +6/+1 +4 +4 +8

14 103 +7/+2 +4 +4 +9

15 120 8 +7/+2 +5 +5 +9

16 132 +8/+3 +5 +5 +10 Bonus Feat

17 150 9 +8/+3 +5 +5 +10 1

18 169 +9/+4 +6 +6 +11 2

19 183 +9/+4 +6 +6 +11 3

20 193 +10/+5 +6 +6 +12 4 DC(30)

Spell Failure by 

Caster Level 

Difference

TABLE 1: THE ARCANIST

DC(15)

DC(20)

DC(25)
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Spells: An arcanist casts arcane spells (the same type of spells available to bards, sorcerers, and wizards) and with 

limited ability, a number of healing spells. He can cast any spell he knows without preparing it ahead of time, the way a 

wizard or cleric must (see below). 

To learn or cast a spell, an arcanist must have an Intelligence score of at least 10 + the spell’s level (Int 10 for 0-level 

spells, Int 11 for 1
st
 level spells, and so on). The Difficulty Class for a saving throw against an arcanist’s spell is 10 + the 

spell level + the arcanist’s Intelligence modifier. 

An arcanist’s casting is limited by the amount of spellpoints that he can focus per day, according to his class level. His 

base daily spellpoint allotment is given on Table A-1: The Arcanist. In addition, he receives bonus spellpoints if he has a 

high Intelligence score (see Ability Modifiers and Bonus Spells in the Player’s Handbook). Each bonus spell grants its 

Spell Level +1 in bonus spellpoints. An arcanist also has a limit to the maximum amount of spells for each level that he 

may cast per day. This limit is equal to one-half of his Intelligence (rounded down) + the arcanist’s Intelligence modifier 

– the spell’s level For example, Jeris is a 5
th

 level arcanist with an Intelligence of 15. He would have a spell limit of 9-

Zero level spells, 8-1
st
 level spells, 7-2

nd
 level spells, and so on. 

Spells cost a number of spellpoints to cast equal to its Spell Level +1. An arcanist regains his ability to cast spells by 

means of meditation that allows him to focus magical energy for the day. Instead of sleeping, the arcanist enters a 

meditative state and uses a mythar, a palm-sized magical orb, to refocus his connection to the weave of magic that 

surrounds every world. This meditation takes 4 hours (uninterrupted), but similar to elves’ reverie, it is equivalent to 8 

hours of sleep. 

An arcanist may know any number of spells and learns spells just like a Wizard (see Adding Spells to a Wizard’s 

Spellbook, in the Player’s Handbook) but he must only learn the spell, not write it into a spellbook. In addition, he may 

also learn these specific Healing spells at the same level as a Cleric: all cure and heal spells, and regenerate. The arcanist 

casts these spells as arcane spells and must pay one hit point per Spell Level in subdual damage along with the spellpoint 

cost, as he uses his lifeforce to power the spell (no Concentration check is necessary because of this subdual damage). 

A new arcanist begins play with knowledge of all 0-Level spells (also called cantrips) plus three 1
st
 Level spells of the 

player’s choice. For each point of Intelligence bonus the arcanist has (see Ability modifiers and Bonus Spells in the 

Player’s Handbook), the arcanist knows one additional 1st Level spell. Each time the arcanist achieves a new level, he 

gains two new spells of any level that he can learn according to his new level. For example, when Jeris achieves 2
nd

 

Level, he can add two spells of 1st to 3rd level in any combination because of the arcanist’s overcasting ability. At any 

time, an arcanist can also learn spells found on scrolls or in a wizard’s spellbook (see Adding Spells to a Wizard’s 

Spellbook in the Player’s Handbook). 

 

Mythar: An arcanist uses a special magical orb to refocus his connection to magic, known as a mythar. A mythar is a 

three-inch diameter orb made of almost any type of material. It is semi-enchanted to work as a magical focus for its user. 

No matter what substance the mythar is made of, all mythars have the same statistics after enchantment (Hardness = 10, 

Hit points = 30).  

In the event that an arcanist loses his mythar, the arcanist cannot regain his spellpoints until it is found or replaced. 

Replacement of a mythar is a lengthy process that involves the crafting of a suitable focus and then attuning it to the 

wielder. The crafting of a suitable mythar costs approximately 300 gp plus the cost of the construction material, as it 

must be of masterwork quality. Once the orb is constructed, it must be attuned to the owner and prepared for the focusing 

of magical energies. This process takes 30 days minus the arcanist’s Intelligence score and cannot take less than one 

week. For at least four hours for each of these days, the arcanist must attempt to connect with the orb while coating it in 

various materials costing 50 gp per level of the arcanist per day. Once the required time is completed, the arcanist must 

make a Craft check with a DC equal to 10 + the arcanist’s level. If this check succeeds, the new mythar is properly 

attuned and can be used. Otherwise the process must be continued for an additional day. At the end of each additional 

day, the arcanist can make a new Craft check with a DC equal to 10 + the arcanist’s level – the number of additional 

days crafting the mythar. This process continues until the check succeeds and the mythar is attuned. 

 

Bonus Languages: An arcanist may substitute Draconic for one of the bonus languages available to the character 

because of his race (see Races in the Player’s Handbook), since many ancient tomes of magic are written in Draconic 

and apprentice arcanists often learn it as part of their studies. 

 

Minor Mastery (Su): Arcanists gain such extensive training in the use of the prestidigitation cantrip in their early 

studies, that they gain an affinity for this cantrip unknown to other spell casters. Arcanists can create minor magical 

effects as if they were always under the effect of a prestidigitation spell. 

 
Protection (Su): Because of the way in which arcanists focus magic through themselves and the way in which armor 

affects it, arcanists have developed a way to maintain a constant personal magical field of protection. This magical 

protection is identical in all ways to a permanent mage armor spell. 

 

Thematics (Ex): An arcanist controls exactly how he casts spells. Because the arcanist learns exactly how a spell flows 

through the magical weave, he can easily manipulate the subtleties of how a spell appears. The arcanist gains the Spell 

Thematics feat for free. This allows the caster to add illusionary elements to his spells to make them seem more 

spectacular, without changing the effect of the spell in any way. Using this ability, the arcanist can subtly change the 

appearance, sound, taste, or smell of spells he casts. The changes to the spell cannot make them invisible, nor can they 

cause the spell to deal more damage. For example, Jeris could cast a magic missile as a bolt of fire, but the missiles are 

still a force effect and cause normal damage, not fire damage. 
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Overcasting (Ex): An arcanist learns how to manipulate the way that magic flows through him. Using this knowledge 

and fortifying the magical energy with his own body, he can attempt to cast a spell normally beyond his ability in 

emergency situations.  

Any spell up to two levels higher than the maximum level the arcanist can cast, can be learned. This knowledge is 

incomplete, however, making these spells harder to cast. An arcanist may attempt to cast one of these spells by first 

paying the spellpoint cost and then making a Spellcraft check against a DC given by the Spell Failure Table above. The 

spellpoint cost for an overcasted spell is greater than normal and is shown in the Spell Cost Table above. Failure of the 

Spellcraft check means the spell fails and the spellpoints are wasted. 

If the spell succeeds, the caster suffers immediate temporary Constitution drain equal to the amount the minimum caster 

level exceeds his own level (1 to 4 points). The DC to resist the spell is equal to the normal DC of the spell if cast by the 

caster minus the caster level difference. Any variable effects such as range, damage, etc., are based off of the caster’s 

actual level, not the normal caster level required to cast the spell. 

 

Familiar: At 2
nd

 level, an arcanist can obtain a familiar in exactly the same manner as a sorcerer. See the sorcerer 

description and the accompanying Familiars sidebar in the Player’s Handbook for details. An arcanist uses his full 

arcanist class level when determining the special abilities of his familiar, even though he gains this ability at 2nd level. 

 

Bonus Feats: At 6
th

, 11
th

, and 16
th

 level, an arcanist gains a bonus feat. At each such opportunity, he can choose a 

metamagic or spellcasting-related feat. The arcanist must still meet all prerequisites for a bonus feat. 

These bonus feats are in addition to the feat that a character of any class gets from advancing levels. The arcanist is not 

limited to the categories of metamagic or spellcasting-related feats when choosing these feats. 

 

Multiclass Limitation: Because of the amount of time required to train as an arcanist and the way in which they access 

spells, characters may only start as an arcanist at first level (unless the character can spend years training). Also, an 

arcanist may not multiclass with any other arcane spellcasting class (including the bard, sorcerer, or wizard). 

 
Symbol of Station: All arcanists have a magical brand similar in appearance to a tattoo, somewhere upon their body that 

denotes their rank and house. The symbols normally take the appearance is as shown in the following illustration, 

however some arcanist’s symbols vary based upon the wishes of their patron deity or their magical affiliation. This tattoo 

is normally palm-sized and alters itself when the arcanist is promoted or gains in mastery. Because of its unique nature 

however, the symbol does not normally detect as magical, resists all other permanent tampering to its form, and cannot 

be dispelled. The symbol can be located almost anywhere upon the body that it will fit, but is usually in a normally non-

seen area such as the right chest or back. Some arcanists, because of the nature of their locale, have symbols that are only 

apparent under a detect invisibility or similar spell. This feature is very rare unless the character is from a location where 

magic-wielders are hunted or persecuted because of their powers. 

 

Shown in descending order of status for each house- 

 

House of the Star 

Grandmaster, Master, 1
st
 Power, 2

nd
 Power, 3

rd
 Power 

House of the Sun 

Grandmaster, Master, 1
st
 Power, 2

nd
 Power, 3

rd
 Power 

House of the Moon 

Grandmaster, Master, 1
st
 Power, 2

nd
 Power, 3

rd
 Power 
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Recommended Feats 
 

Armor Attunement [Special] 

You have attuned yourself to casting spells in armor. 

Prerequisites: Dex 13+, Arcanist 

Benefit: You only suffer the normal amount of arcane spell failure while wearing armor. This feat does not grant any 

proficiency with the armor, nor does it reduce the armor’s normal chance of arcane spell failure on spells with somatic 

components. 

Normal: Arcanists normally suffer a 90% chance of spell failure while wearing any type of armor. 

 

Channel Casting [General]  

You are able to cast additional spells at the cost of physical exhaustion. 

Benefit: You can willingly take 1 point of temporary Constitution damage and to gain an additional spell slot. For 

example, a spell caster could gain a 3
rd

 level spell with 3 temporary points of Constitution damage. You do not gain 

bonus spells if you take Constitution damage by other means, such as a creature’s attack. You cannot use this feat to cast 

spells of levels higher than you normally could cast. Spell casters who must prepare their spells (such as clerics and 

wizards) must use this feat when they prepare their spells. Spontaneous spell casters (such as sorcerers) can use this feat 

as a move-equivalent action. If you are able to heal the Constitution damage before you cast the spells gained, then the 

spells are lost. You cannot use this feat to lower your Constitution below a score of 3. 

Arcanists gain an amount of spellpoints equal to the amount of Constitution drain +1. 

 

Apprentice-Level Arcanist Characters* 

 

  Base Fort Ref Will  Spell 

  Attack Save Save Save Special Points 

  +0 +0  +0 +1 Minor Mastery, Protection 2
#
 

 

* For games that use the optional rules for apprentice-level characters found in the 3E Dungeon Masters Guide. 
#
 Apprentice-level arcanists know as many spells as a 1

st
-level arcanist. Bonus spellpoints apply at apprentice level. 

 

Level Level Level Points

Zero 1st 2nd 3rd 4th 5th 6th 7th 8th 9th Zero 1st 2nd 3rd 4th 5th 6th 7th 8th 9th

1 3 1 1 3 2 0 0 0 0 0 0 0 0 1 5

2 3.5 1.5 2 3.5 3 0 0 0 0 0 0 0 0 2 7

3 3.5 2 1 3 3.5 4 3 0 0 0 0 0 0 0 3 11

4 3.5 2.5 1.5 4 3.5 5 4.5 0 0 0 0 0 0 0 4 13

5 3.5 3 2 1 5 3.5 6 6 4 0 0 0 0 0 0 5 20

6 3.5 3.5 2.5 1.5 6 3.5 7 7.5 6 0 0 0 0 0 0 6 24

7 3.5 3.5 3 2 1 7 3.5 7 9 8 5 0 0 0 0 0 7 33

8 3.5 3.5 3.5 2.5 1.5 8 3.5 7 10.5 10 7.5 0 0 0 0 0 8 39

9 3.5 3.5 3.5 3 2 1 9 3.5 7 10.5 12 10 6 0 0 0 0 9 49

10 3.5 3.5 3.5 3.5 2.5 1.5 10 3.5 7 10.5 14 13 9 0 0 0 0 10 57

11 3.5 3.5 3.5 3.5 3 2 1 11 3.5 7 10.5 14 15 12 7 0 0 0 11 69

12 3.5 3.5 3.5 3.5 3.5 2.5 1.5 12 3.5 7 10.5 14 18 15 11 0 0 0 12 78

13 3.5 3.5 3.5 3.5 3.5 3 2 1 13 3.5 7 10.5 14 18 18 14 8 0 0 13 93

14 3.5 3.5 3.5 3.5 3.5 3.5 2.5 1.5 14 3.5 7 10.5 14 18 21 18 12 0 0 14 103

15 3.5 3.5 3.5 3.5 3.5 3.5 3 2 1 15 3.5 7 10.5 14 18 21 21 16 9 0 15 120

16 3.5 3.5 3.5 3.5 3.5 3.5 3.5 2.5 1.5 16 3.5 7 10.5 14 18 21 25 20 14 0 16 132

17 3.5 3.5 3.5 3.5 3.5 3.5 3.5 3 2 1 17 3.5 7 10.5 14 18 21 25 24 18 10 17 150

18 3.5 3.5 3.5 3.5 3.5 3.5 3.5 3.5 2.5 2 18 3.5 7 10.5 14 18 21 25 28 23 20 18 169

19 3.5 3.5 3.5 3.5 3.5 3.5 3.5 3.5 3 3 19 3.5 7 10.5 14 18 21 25 28 27 30 19 183

20 3.5 3.5 3.5 3.5 3.5 3.5 3.5 3.5 3.5 3.5 20 3.5 7 10.5 14 18 21 25 28 32 35 20 193

SpellpointsSpells Per Day By Level

Spell Level

Spellpoints Per Day By Level

Spell Level
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Class Breakdown 

 

The Protection ability may be more equivalent to a Powerful ability as it is technically a spell that be used at will 

(constantly) and the Overcasting ability may also be more equivalent to a Powerful ability. If so, this class would be 

more powerful than either of the other base arcane character classes. However, I believe that this class is quite balanced 

and appropriate as it is for a class mixing inner talent with intense study. 

If you feel that this class is too powerful, one suggestion I would make is to drop the Overcasting ability. If you want 

something closer to the standard wizard or sorcerer, remove the Overcasting ability and access to Healing spells and you 

end up with basically a different and more versatile wizard. 

While playing with my regular group (in first/second edition), I was continually being forced to play the mage of the 

party (although now I enjoy it). The style of gaming we used to play was more hack and slash than roleplaying, but it 

kept us entertained. In any encounter, the number of attacking creatures was evenly divided between the party members 

and melee ensued. This left the mage of the party (me) at a significant disadvantage. To combat this disadvantage, I 

created this class using the generation system in the 2E Dungeon Master’s Guide. I developed the class as a group of 

secluded mages that learned how to tap magic more directly than mere wizards, giving them more versatility and better 

yet, a means of defense. Eventually, I developed a background for the class based on the Forgotten Realms setting. This 

is the v3.5 conversion of that class. I think it is a unique and fun class without being too powerful. However, I could be 

wrong. If you have any questions or comments on the class, please feel free to email me at mage_craft@lycos.com. 

 

 

Class Features Cost 

Hit Dice: d4 5 

Weapon Proficiencies: 5 5 

Armor Proficiencies: None 0 

Skill Points: 2 17 

Class Skills: 15 15 

Attack Progression: Low 10 

Save Progression: 2 High 10 

Special Abilities (1-5): Limited Divine Spells 

(Normal), Familiar (Powerful), Minor Mastery 

(Powerful), Protection (Normal), Overcasting 

(Normal), Thematics (Normal) 

32 

Special Abilities (6-10): Bonus Feat 1 (Powerful) 4 

Special Abilities (11+): Bonus Feat 2-3 (Powerful) 4 

Restriction: Cannot wear armor (Weak) -4 

Restriction: Cannot multiclass (Strong) -8 

Mystical Ability Cost: Arcane 5 

Mystical Ability Spell Cost 121 

MA Spells/Points Available 35 

MA Ability Type: Arcane x3 

MA Spell List Type: Large x1 

MA Casting Type: Fast x1.15 

MA Spell Abilities Known: Unlimited x1 

MA Starting 1
st
 Level Ability: 1 x1 

MA Maximum Ability Level: 9 x1 

MA 0-level Spells: None x1 

Final Multiplier x3.45 

  

Total: 216 

 



  ) 

The Origin of the Arcanist 

Excerpted from the book “Arcane Age: The Winds of Netheril” by Calin Truebright, Arcanist 2nd Power, House of the 

Sun. May our lady Mystra guide my hand. 

 

Nearly 5,000 years ago (approximately –3860 by Dale Reckoning), the land that is now the vast desert of Anauroch was 

a lush and fertile area. Seven major fishing villages of the area decided to band together for mutual protection against 

marauding orcs. This budding kingdom would come to be known as Netheril. 

Shortly after its founding, a nearby group of elves approached the new kingdom and established trade with the 

Netherese. One of the most significant things traded by the elves was magic. The Netherese were amazed by magic’s 

usefulness and sent one of their own to learn this trade. After one year of training, a Netherese cast his first cantrip to 

start a campfire. Within two more years, this first mage or arcanist as they were called, became one of the most-

important people in Netherese society.  

For the next century, trade continued with the elves while magic use by the Netherese grew in leaps and bounds. The 

people of Netheril considered magic use essential, and everyone was taught the ways of magic as part of their move into 

adulthood. Those who showed aptitude were taught more than others, but everyone considered magic important. 

It should be noted that magic during the time of Netheril was a powerful thing. Our lady Mystra, then the goddess 

Mystryl, had very few restrictions on the use of magic. Spellcasters were able to tap directly into the very weave itself or 

their deity’s influence of power and use it to cast spells. This ability allowed spellcasters of the time to cast spells 

without the restrictions required of modern spellcasting. Divine and arcane spellcasters alike were not required to 

prepare spells in advance. They only required proper instruction and experience to be able call upon a spell. Spells had 

no limit to their maximum level or maximum damage, while spellcasting was only limited by which spells you knew, how 

much experience you had, and how much power you could channel per day. 

Three centuries after its founding, one of the most significant discoveries of Netheril’s history was made – the discovery 

of the Nether Scrolls. These two sets of 50 golden scrolls provided the Netherese with an incredible jump in magical 

knowledge and understanding by acting as a never-ending source of magical information, detailing to a reader 

increasingly complex magical theories based on their amount of magical understanding. 

With the discovery of the Nether Scrolls, the Netherese concentrated even more on spellcasting than before. Their talents 

in the art began to surpass even the elves that taught them and this quick rise in power produced a unique ideology. 

Netherese arcanists came to believe that the gods were nothing more than powerful archwizards who had found a form of 

“ultimate magic” and to put faith in these deities would prevent someone from ever reaching this “ultimate magic.” This 

ideal forced arcanists to refuse any type of clerical magic, including healing, and instead rely heavily on potions, 

believing that magical concoctions didn’t interfere with their possible divine ascension. 

Five centuries from the discovery of the Nether Scrolls, an arcanist made another significant discovery, he learned to 

create a powerful magical device called a mythallar. The mythallar changed the history of Netheril as it allowed items to 

access raw, unfiltered magic directly from the magical weave. With one, arcanists could produce magical items quickly, 

cheaply, and without the drain normally required for permanent magical creations. The only limit of these new 

quasimagical items was that they would only function within one mile of an active mythallar.  

Within two decades of the creation of the first mythallar, the most important use for a mythallar was also found. Tired of 

fighting off orcs and other enemies, an arcanist crafted a powerful spell whose effect was to slice off the top of a 

mountain, flip it over, and make it float. By attaching a mythallar to the center of this floating mass and linking the 

levitation spell to the mythallar, a large, permanently floating plateau could be made, perfect for making a defensible 

home. Arcanists allowed cities to be built on their floating islands, granting themselves almost complete control over its 

governing and a steady source of income for their research. People flocked to these floating cities, or enclaves, and soon 

dozens could be seen flying through the sky. 

The Netherese nation continued to grow in power and size for more than three thousand years. Arcanists continued to 

raise more and more enclaves, all the while gaining in magical power and an increasing number of adversaries that had 

to be fought off. 

This time would be known as the golden years of Netheril. The Netherese freely experimented with spells of tenth and 

even eleventh level of power. An arcanist was considered an apprentice or mere dabbler until he was powerful enough to 

cast a tenth level spell and create an enclave, thereby granting himself archwizard status. The archwizards held 

complete control over their enclaves, as they set up the rules, taxes, and made all governing decisions for their enclave. 

The people living on an enclave could request a change from the governing archwizard, but the archwizard had no 

requirement to grant it. With the creation of the spell Ioulaum’s Longetivity, archwizards could live a nearly indefinite 

time, barring physical injury. Ioulaum himself, who created both the first mythallar and the first enclave, was recorded 

as being nearly 3,000 years old before he disappeared. 

During this time, the arcanist Chronomancer became concerned about the other less-developed civilizations. He believed 

that Netheril’s snobbery towards less magically developed nations was a mistake that would come to haunt Netheril’s 

future. Therefore, he used his power to help the people he could. When he learned of an orc horde ravaging a nearby 

nation, he and his apprentices entered the fray. Unfortunately, even their incredible power wasn’t enough to save the 

nation and during the battles he fell victim to a degenerative wound. As an arcanist, his pride proved to be his undoing. 

The Chronomancer’s wound could have easily been treated with clerical magic, but by refusing this treatment, his wound 

claimed his life within the next eight years. The reality of the situation was not lost on one of his apprentices, however.  

One of the Chronomancer’s greatest apprentices was an arcanist named Annaster. Annaster was preparing to create a 

mythallar and become an archwizard himself when the Chronomancer decided to help the people of Illusk. He traveled 

with the Chronomancer and was with him when he was wounded. Watching his master and teacher suffer from the 

effects of a curable wound had profound effects on Annaster. For the last years of the Chronomancer’s life, Annaster 
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begged his master to give in to clerical healing but the Chronomancer refused. Finally when the wound took the 

Chronomancer’s life, Annaster gave up the belief that he could eventually gain enough mastery over magic to become a 

god and instead decided to devote himself to one. 

Annaster joined the clergy of Mystryl and devoted the next several decades to mastering the clerical arts. Although he 

was devoted, the calling of arcane magic was too strong in his blood. He eventually left the priesthood and returned to 

his arcane studies. This time however, he was content with studying magic for its nature instead of with the necessity 

born of attempting to achieve absolute mastery over it. 

Instead of creating an enclave as was normal for an archwizard of Netheril, Annaster instead chose to create his home in 

a more earthly location. He traveled into the savage frontier of Netheril and chose to create a well-defended, inaccessible 

plateau far up and into a range of mountains known as the “Spine of the World.” On this plateau, he placed his mythallar 

and used it to create an area of suitable environment for comfortable living. Linking his new home to several locations 

by means of permanent gates, he then proceeded to build a great tower from which he would not only live, but also 

research and teach a new philosophy on magic.  

Using his background of both divine and arcane nature, he taught his students that magic was a powerful tool but only 

with proper devotion to both it and the powers that controlled it, could you truly understand the full extent of its nature. 

Other Netherese arcanists generally distrusted Annaster’s new philosophy. However, because of the location of his home 

and the small amount of students that it attracted, the archwizards merely chose to ignore him. This rejection caused 

Annaster to devote more and more time to his studies and fall out of touch with the majority of Netheril. Even with the 

negative regard, his ability still attracted students eager to learn magic regardless of the ideology of the master.  

Annaster’s first three apprentices, Alstrom, Eolus, and Tanith, harbored their own interests in magic but shared in 

Annaster’s new philosophy on the purpose of magic. Each of the three eventually created and attached their own towers 

to Annaster’s and remained with him to help teach more students. 

Alstrom Starmaster was a born teacher, he quickly began training lesser students of magic. His ability to bring out 

magical talent from even the weakest student made him both respected by other arcanists and sought out by many 

aspiring apprentices. His only love beyond teaching was the astrological arts. He spent many years studying the heavens 

and was requested to join the spelljamming community from Yeoman’s Loft, but his responsibilities and the rumor’s of 

Netheril’s poor reputation in space kept him from leaving. 

Yeoman’s Loft was the center of Netheril’s attempts at traveling the stars. Netheril spelljamming only lasted a meager 

century, however, as the explorers and arcanists had a bad habit of dissecting and examining every new species with 

which they made contact. This habit made the Netherese ships feared in space and usually attacked on sight, thus making 

trade impossible. Netheril decided that the cost to equip and arm the ships was beyond the benefits and chose to ground 

the fleet, thereby ending Netheril’s exploration of the stars. 

Eolus Solavaris was a scholar of history. In his spare time from teaching apprentices, he catalogued rare spells, history, 

and information on various subjects. He prided himself on the fact that he could speak and read over thirty different 

languages of various sorts without the use of magic and delighted in examining magical items and spells to identify how 

they were made and what their intended use was. His chambers were a virtual library, museum, and examination area all 

in one. Eolus traveled from the towers only when he needed outside information or to prove his theories in practical 

application. 

The last apprentice was Tanith Moonsilver, a half-elf of stunning beauty whose passion was magic. Tanith was known to 

spend days, weeks, and even years in the creation of new spells and magic items. Her teaching of apprentices was light 

as she rarely remembered any scheduled appointment unless one of her creations reminded her. Fit of both mind and 

body, she believed that magic was the ultimate tool that could only be properly controlled through a perfectly tuned 

body. Apprentice arcanists would see her doing strenuous exercises but yet would use magic to do any simple task like 

opening a door. Tanith was widely known as having a spell for any occasion or need, and her personal spell library alone 

filled several rooms. 

With his three apprentices helping him, all archwizards in their own right, the towers and grounds around it grew to 

become an extremely large keep. Protected from the elements, attacks, and magical incursions, the facility became home 

to a small community. Within a few decades, Annaster’s “enclave” was a thriving magical college able to relatively 

support itself without any outside influx except for new students. 

Seeking the wisdom of the Nether Scrolls, Annaster returned to the Netherese community. With his college prospering 

even with its strange ideals, Annaster and his students were easily accepted back into Netherese society. His philosophy 

became a minor topic for debate and his research during his sabbatical broached new and interesting theories on divine 

magic. Annaster spent several decades studying the Nether Scrolls, during which time he learned much about the nature 

of magical creations and advanced spells. Using his knowledge, he created a powerful magical tome both to keep his 

advanced spells in and to keep track of the many apprentices. 

The spellbook Annaster created became much more than what it was first designed for. It’s original magics allowed it to 

keep track of the name, rank, and brief description of every apprentice taken into the college. Annaster began using his 

creation as a spellbook, diary, notebook and much more. After being used as his personal journal and spellbook for 

many years, the book began to take on more and more traits of its owner. Many now know it as Annaster’s Great Book, 

or just the Book. It is one of the most important artifacts of the Arcanic College and acts as an intelligent repository of 

information. The Book knows the general status and achievements of all members of the arcanist class, can act as a sage 

for many different subjects, and also holds a large selection of spells and magical knowledge that it only reveals to 

subjects that it finds worthy of such knowledge. 

Netheril and the college continued to grow. Students continued to enter the Arcanic College until Annaster, Alstrom, 

Eolus, and Tanith were no longer required to train beginning arcanists. Annaster came and went as he pleased, always 

working on some new and powerful experiment and gave up taking apprentices completely. Alstrom continued to teach 
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new members of the Arcane College while always striving to find new students to teach. Eolus began compiling a library 

for the college while Tanith continued her never-ending research. The advanced students would eventually train with 

whichever of the three masters that most interested them and would reside in whichever of the three towers their master 

controlled while doing additional training in the center tower. Eventually the students began referring to each other as 

part of their master’s house, which was shortened in time to become the House of the Star, Sun, and Moon. 

When the Arcanic College continued to grow, the three masters were released from any teaching of apprentices, and 

were only required to oversee operations of the college. Because Annaster was usually so involved in his research, he 

usually delegated authority of the enclave to his three masters. Wishing to continue their own projects, they devised a 

system in which a ruling council would be chosen from the most advanced students. Four would be chosen from each of 

their houses, and to make sure that the best interests of Annaster were followed, one of the masters would attend the 

council. Usually the attendee would be a silent observer, but they had the authority to change or overrule any decision of 

the council. The masters designed and created a hooded robe for the overseer to wear that would prevent anyone from 

identifying which of the masters was present. In this way, the three could easily exchange the duty with each other or 

even Annaster, without the council knowing how much power was present at the meeting. 

In time, the council changed the naming system for the college. Anyone of advanced student status became known as a 

Master. The elected council members became known as Grandmasters of their house and the ruling overseer became 

known as the Imperial Grandmaster. To this day, no one ever knows exactly who wears the robes of the Imperial 

Grandmaster. Rumors always abound that it may still be one of the original masters or even Annaster himself, as an 

archlich or some other powerful being, but no one has ever had the power or need to truly find out. 

The last age of the nation of Netheril began nearly 2,000 years ago (approximately 3160 in Nether Years), with the birth 

of a boy named Karsus. 

Karsus instinctively cast his first cantrip at the age of two. At 22, he became the youngest archwizard ever by creating 

his own enclave. For several months after its creation, however, Karsus was unable to attract any citizens to his enclave 

due to his own youthfulness. He decided that if magical might alone couldn’t attract people, maybe an image of success 

would. To this end, he hired some of the best architects to create buildings that defied the very laws of gravity and 

physics. Because of this, the city became successful and the structures eventually became known as some of the greatest 

arcanist colleges and universities in Netheril. Karsus was known to welcome arcanists that researched “underground” or 

restricted topics such as the arcanist named Shadow, who became quite involved with the demiplane of shadow. 

Netheril suffered a tragic loss when the last of the Nether Scrolls was stolen. By Karsus’s fiftieth year, the entirety of the 

Nether Scrolls was lost by theft, vandalism, or disappearance leaving the Netherese arcanists without their endless source 

of magical information. 

Two centuries after the birth of Karsus heralded the coming of the phaerimm, monstrous cone shaped beings with four 

arms and powerful magical abilities. They learned that the massive amounts of magic that the Netherese constantly 

expended was slowly killing their race and began to take steps against the Netherese. They created permanent magic 

drain spells across the land of Netheril. These spells began slowly draining the magic from the floating cites and as a side 

effect, the spells drained the very life from the earth beneath the floating cities, turning the land into a sandy desert. At 

first the archwizards were unconcerned, simply moving their enclaves to a new location. As the “land’s plague” 

continued to follow them, they helped establish the borders of what would be known as the desert of Anauroch and they 

knew something was wrong. News of the cause of this destruction was slow to spread, but the effects began to take their 

toll. Quasimagical items on the enclaves and long-term spells like Ioulaum’s Longetivity began to fail. 

Karsus began to experiment with ways to counteract the magic drain created by the phaerimm. He and other arcanists 

searched for a weakness to exploit in the phaerimm and received mysterious aid from a strange race that called 

themselves the sharn. Unfortunately, when sharn magic interacted with the phaerimm magic drain, it accelerated the 

spread of the desert and altered the very geography of the land. By the time that Karsus was about 350 years old, many 

Netherese archwizards had left Netheril to escape the magic drain that affected their life-supporting magics. Within 15 

years of this exodus of power, panic began to surge through Netheril and the archwizards that remained feared a revolt. 

Karsus, feeling the responsibility for Netheril’s future on his shoulders, felt that it was his duty to weld the nation back 

together. He finished the only 12
th

 level spell ever created and cast it upon himself. The spell’s name was Karsus’s 

Avatar. 

When he cast the spell, it temporarily stole the powers of the goddess Mystryl. Karsus’s body swelled with the sudden 

influx of godly power and his mind filled with unimaginable knowledge. In that instant, Karsus realized the horrible 

mistake he had made by stealing power from the one god he shouldn’t have. As the goddess of magic, Mystryl 

constantly had to rework the weave of magic, the weave that Netheril’s glut of magic and the phaerimm’s magic drain 

constantly threatened to unravel. When she lost her powers, magic surged and fluctuated. To save the weave before the 

damage became irreparable, Mystryl sacrificed herself. This broke Karsus’s link to her divinity and caused all magic to 

suddenly cease functioning. Without the infusion of magic, Netheril’s floating cities fell and Karsus was instantly slain. 

His bloated body petrified and toppled to the earth. 

When Mystryl was reincarnated, this time as the goddess Mystra, her first duty was to recreate the weave of magic. 

When she did so, she reworked the rules of magic, changing the way magic worked forever. By the time she was 

finished, she was only able to save three of the highest floating cities, the rest were destroyed. These three, Anauria, 

Asram, and Hlondath were able to safely land allowing the survivors to stumble away in shock. 

After the fall, Mystra told her priests the story of Karsus in dreams as they prayed, but she decided that this wasn’t 

enough to prevent this type of destruction from happening again. She appeared to Annaster as the effects of time began 

to catch up with him. Because of his devotion to her and because his enclave was relatively unaffected by the 

destruction, she chose him and his three apprentices for a special purpose, to prevent future magic users from ever 

making the same mistake as the Netherese. She renewed their life and then began to teach them how her new weave 
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functioned. She explained that normal wizards from this time on would be forced to memorize their spells every day, but 

she showed them how to continue to tap into the weave to cast spells. In this way, they would be able to retain a greater 

amount of control and be able to use their power to prevent future wizards from believing themselves to be equal to gods. 

The four archwizards took the story of Karsus to heart and changed the instruction of their college to match their new 

purpose as the last arcanists. Since their mythallar still worked, they were well protected in their location, but the gates 

that had served them so well were now useless, leaving them relatively cut off from the rest of the world. 

The survivors of Netheril’s last three enclaves traveled south to form the “survivor states” of Netheril: Anauria, Asram, 

and Hlondath. 

Asram was destroyed three centuries after its founding by the worst plague in the history of Toril, which decimated the 

entire population in one month, killing even those that escaped the scourged area. 

Anauria fell to a large orc attack no more than 150 years after the death of Asram, but it took with it most of the orc 

population of the area. 

Hlondath began the Crown Against Scepter Wars with Cormanthyr (which would later be called Myth Drannar) less 

than a century after the fall of Anauria, and the war lasted over a century. Although there were few actual casualties on 

either side, it was mainly just a large show of magical force, the war drained Hlondath’s resources. The desert continued 

to encroach on Hlondath’s fields until the starving people fled the state to mix into other countries. Within two decades 

of the war’s end, Hlondath was no more. 

With the last of Netheril gone, the desert Anauroch strangely ceased its outward movement. All that was left of Netheril 

was scattered to the winds or buried beneath the deep desert, except the Arcanic College.  

The Arcanic College continued its mission after the last of Netheril vanished. Magic continued to function for them as it 

always had, but the most powerful magics were now inaccessible. Uniquely, arcanists found that their divine mission had 

other beneficial side effects. They found that they were able to create spells that did the one thing Netherese arcanists 

could never do, heal. By using part of their own lifeforce, they could use their connection to Mystra to heal themselves 

and others. 

Annaster became more and more reclusive after the fall, spending large amounts of time in the deep research sections of 

the tower. Within four decades of the fall, Annaster ceased to be seen at all. 

Alstrom Starmaster set up his house as the main teaching body of the college. Those arcanists that didn’t teach sought 

out new students suitable for the college. Alstrom routinely went on his own searching expeditions, and eight decades 

after the fall, however, he failed to return from one of these trips. His location could never be discerned. 

Tanith Moonsilver set up her house to continue magical research. One of her projects, however, produced an explosion 

that was heard and felt throughout the towers. The underground lab in which she was researching and the corridor 

attached to it ceased to exist, replaced entirely by solid stone, one century after the fall. 

Eolus Solavaris set up his house as historians and researchers into present and past magic. She strangely vanished 120 

years after the fall. 

By the fall of the last vestiges of Netheril, the Arcanic College was without its original masters. However, the college 

was far from deserted. Every time the council met to discuss the situation of the college, the Imperial Grandmaster was 

present, whose identity was only guessed at and seemed not to matter. The council formalized the training of new 

arcanists, the process for their selection, the houses, and a ranking system to identify talent. They created magic items for 

the purpose of identifying potential of new students and new hidden gates to ease the finding of new recruits. Keeping 

themselves hidden from normal society and only influencing when necessary to prevent another Karsus, the Arcanic 

College and arcanists themselves have existed for centuries. Spellcasters whose purpose is the development of magic 

while also keeping devotion to those that make the magic possible. 

This ends the origin of the Arcanic College. I have attempted to preserve what is necessary in as little space as possible. 

With this, you should now know how our order came to be and why we can summon magic as we do. May magic be your 

guide…Calin Truebright 


