
ARTIFICER
Arcane Leader: You are a student of magic, able to quickly enhance the gear of your 

allies and lead them to victory.
Why This Is The Class For You: You want to play a magical leader, capable of 

enhancing the equipment of his allies as though he were simply creating magical 
items on the fly.

In the world of Eberron, artificers treat the mastery of magic like a technical skill to be 
learned, rather than an exotic force to be tamed. They understand how to manipulate the 
flow of magic through formulas, symbols and alchemical compounds, bringing out the 
magic that already exists within objects. Most people see them as simple magewrights, 
artisans who enhance their craftwork with simple magic spells; but to be an artificer is 
much more than that. An artificer is a highly educated professional, like a mage or a 
knight; the difference is that while the other two specialize in destruction, an artificer 
specializes in creation.

Artificers use their clever tricks to invest their companions with great magical power, 
turning mundane weapons to magical ones with a well-practiced rune or sigil. But what 
most artificers are truly interested in is discovering magical secrets and taking the veil off 
of ancient techniques of magical creation and to recover forgotten knowledge. Even more 
than a mage, an artificer is a scientist of magic, and pursues adventures to further his 
knowledge of the world.

While a shopkeeper might turn to an 
artificer to create some quality wares to sell, 
or an army might seek an artificer to turn 
their normal soldiers into ones wielding 
magical weapons and protected by magical 
armor, the common folk never quite 
understand the difference between an 
artificer and a magewright, believing most 
artificers to be little more than lamp lighters 
and craftsmen, not highly educated men and 
women on the order of high wizards.

The type of artificer you can create with 
this book is the infuser.

Infuser
Key Abilities: Intelligence, Charisma

Infusers specialize in magically enhancing 
equipment, and the study of both mechanics 
and traps as well as magical phenomenon. 
An infuser can be a dangerous foe both on 
and off the battlefield, as capable of 
dismantling a lock as turning an ally's armor 
to invulnerable adamantine or enhancing 
their weapon with explosive force.



CREATING AN 
INFUSER
This section walks you through the steps of 
creating an infuser. As you make choices at 
each step, consider how those choices 
relate to your character's personality, 
backstory, and goals.

Consult the three class tables, one for 
each tier of play, for a summary of what 
you gain as you advance in level.

Race
Choose your race (page 35). Changelings, 
gnomes, humans, and warforged are 
particularly good choices for an infuser.

Changeling Possessing bonuses to both 
Intelligence and Charisma, changelings 
make perfect infusers. A changeling is a 
natural adapter; whether it's changing his face or alliances on a whim, most changelings 
are ephemeral in nature. This highly complements the nature of the artificer, which is to 
constantly adapt to new situations with his infusions.

As a changeling, you likely trained in an academy, either revealing your identity or 
attempting to skip out on tuition by impersonating a student. In either case, you excelled 
in your role, and were probably conscripted into the army; not as a front-line combatant, 
but as a commando who can sneak into enemy camps and use your infusions to destroy 
the enemy's material.

Changeling artificers typically worship The Traveler, though they pay great respect to 
Onatar, patron of artificers.

Gnomes Similar to changelings, gnomes possess a high Intelligence and Charisma score, 
but additionally they are adept at hiding--a great asset for the sometimes frail artificer. 
Since combat is not necessarily an artificer's specialty, the gnome ability to fade out of 
sight at the slightest hint of danger can mean the difference between an artificer who gets 
to see the next battle, and one who doesn't. Gnomes, additionally, are natural tinkerers, 
highly focused on education and experimentation; in fact, knowledge of how to bind 
elementals and create airships is exclusively a gnome artificer domain of knowledge, 

Class Traits
Hit Points: You start with hit points equal to 12 + 

your Constitution score. You gain 5 hit points 
each time you gain a level.

Bonus to Defenses: +2 to Will

Healing Surges per Day: 6 + your Constitution 
modifier

Armor Proficiencies: Cloth, leather, hide, 
chainmail; light shields

Weapon Proficiencies: Simple melee, simple 
ranged

Implement Proficiencies: Rods, wands, 
weapons with which you're proficient

Class Skills: Arcana (Int), Diplomacy (Cha), 
Dungeoneering (Wis), Heal (Wis), History 
(Int), Perception (Wis), Thievery (Dex)

Trained Skills: Arcana and Thievery, plus three 
more from the list of class skills

INFUSIONS
As an artificer, most of your abilities come in the form of infusions. When you use an infusion 

power, you enchant a particular object with abilities that last until the end of the encounter, you 
fall unconscious, or you die. At-will infusions do not end at the end of the encounter, but you 
can only have one at-will infusion active at a time, as they end when you cast another one. A 
character can cast no more than once infusion per turn. Because of their similarity to objects, 

constructs and living constructs can have infusions attached to their bodies instead of their gear.



something that irritates House Cannith to no end.
The gnome nation is known for its great universities surrounding the Library of 

Korranberg. Given the best education from the best scholars across the Five Nations, and 
since Zilargo was mostly neutral in the Last War, you were able to dedicate decades to the 
study of your magic, gaining a thirst for exploring the world, and acquiring more 
knowledge, both for your own glory and to benefit your home nation.

Gnomes are known for their freedom of religion, and any religion from across the 
world is considered a valid target of veneration for a gnome.

Humans Humans embrace the versatility of the artificer, the natural human desire for 
expansion and strength through ingenuity contributing to the very creation of the 
scholarly pursuit of the artificer. In addition, the most famous artificers work for House 
Cannith, the human dragonmarked house of Creation. Even humans not associated with 
the class are assumed to have some sort of magical training, even if statistically that's an 
unfair generalization.

You probably trained alongside artificers from all the other races; on the other hand, 
House Cannith provides private institutions for its own scions, and perhaps you decided 
to study in those locations because of your blood ties, or simply your ability to afford 
tuition as an outsider. Either way, you've spent most of the last decade refining your mind 
to a razor edge, becoming a master of the rules of magic.

Human artificers typically venerate Onatar, the master of artifice.

Warforged Created by artificers, warforged are unique creatures in that they are made of 
metal and wood rather than flesh and blood. Their personal history with artifice means 
that almost every warforged has at least a passing interest in the topic, and their unique 
physiology allows them to apply infusions directly to their bodies. It makes sense why so 
many warforged would take up the life of an artificer.

Only the most recent warforged to be created had the freedom and inclination to study 
magic instead of simply the way of the sword. Most of them were special orders by 
governments who desired mass quantities of artificers to enhance their front lines, and 
training humans took too long and was too expensive; it only takes a few months to 
imprint class abilities on a freshly-created warforged.

Most warforged artificers don't feel the need to venerate a deity, though those that do 
prefer Onatar more due to their nature as constructs than as artificers.

Ability Scores
Determine your ability scores (page 38), keeping in mind that an infuser is best served by 
superior Intelligence and Charsima. Both Intelligence improves your homunculus's 
attacks, and both Intelligence and Charisma are important for many of your infusions. 
You might decide to take a higher Strength score if you're going to be engaging in melee 
combat, or a higher Dexterity score if you'll prefer ranged combat.

You increase two ability scores of your choice by 1 each when you reach certain 
levels: 4th, 8th, 14th, 18th, 24th, and 28th. In addition, all your ability scores increase by 
1 at 11th and 21st levels.

Your other ability scores can help to define your character's personality. If you have a 
good Strength, you might be a front line soldier trained for personal combat. A high 
Wisdom score might indicate you're more the thinking type, taught carefully the art of 
artifice in an academy, or perhaps you're just a natural leader and thinker.



Skills
At 1st level, you have training in Arcana and Thievery. In addition, you choose three 
more trained skills from the following list of class skills: Diplomacy, Dungoneering, 
Heal, History, and Perception. See Chapter 6 for more information on skills.

Because you are an artificer, you have to deal with people on a frequent basis to 
provide them combat guidance. Training in Diplomacy helps you serve as your party's 
spokesman. Dungeoneering helps you understand the mechanics of several traps and 
hazards, while Heal allows you to patch up your allies more reliably than your infusions 
allow for. History is important for uncovering ancient schematics for magic items and 
understanding the background behind magical events, and Perception is important for 
both discovering traps you might need to disarm, and because tactical awareness is 
important for the best application of your infusions.

Class Features and Powers
Note which class features and powers you gain at 1st level, as specified on the Infuser 
Heroic Tier table.

As a 1st-level infuser, the powers you choose to learn probably reflect your style of 
leading or commanding combat. You must select a homunculus, as well as three cantrips, 
two at-will infusions and a daily attack power.

Feats
Choose one feat at 1st level. You gain an additional feat at every even-numbered level, 
plus a feat at 11th and 21st levels. See Chapter 7 for information on feats.

When choosing your feats, think about the approach you take when protecting allies. 
Feats from the weapon training category can be used to let you hold your own on the 
front line of combat. You might consider yourself a front-line soldier, and spend much 
time infusion your own gear, or perhaps you simply don't want to be left behind as a 
fragile caster in the back.

Armor training feats can also augment your ability to hold yourself strong in the front 
line of combat. Alternatively, you might be the sort of infuser who is a student of magic, 
and you prefer enhancing your own knowledge and remaining in the rear of combat; 
perhaps your entire goal as an artificer is to become a master of magical knowledge. In 
that case, you might consider feats from the learning and lore feat category.

Equipment
You have proficiency with the following types of armor: cloth, leather, hide, and 
chainmail. You can also use light shields. You have proficiency with simple melee and 
simple ranged weapons. Though you have training in implements, you are just as capable 
of drawing on the magic of a weapon to enhance those powers.

You have 100 gp to buy your starting equipment. You might not be built for standing 
on the front line of combat, but you need to remain versatile and mobile. You should 
consider buying the best armor you can, then picking up a ranged weapon such as a 
crossbow. Your homunculus can handle melee combat, but you might also consider 
picking up a light shield and a one-handed simple weapon such as a mace or spear.



Defenses and Hit Points
Calculate your defenses using your ability modifiers and the bonus for your character's 
armor and shield (see “Defenses,” page 40). In addition, you gain a +2 bonus to your Will 
defense.

You start with hit points equal to 12 + your Constitution score. You gain 5 hit points 
each time you gain a level. You have a number of healing surges per day equal to 6 + 
your Constitution modifier.

Alignment and Final Details
At this point, you should have all the mechanical details of your character determined. 
There are a few more decision to make.

Pick an alignment (page 44), which represents a basic outlook on the world that helps 
shape how your character acts. Do you fight for what is right? If so, lawful good or good 
are the best matches for your character. If you fight for knowledge, power, or fame, 
unaligned is a good choice.

Finally, check with your DM to see where you are from in the campaign setting, the 
people you already know, and what your current situation is. It also helps to spend a few 
minutes working out how or if you know the other players' characters.

HEROIC INFUSER
You've spent your youth learning about the technical nature of the magical world, until 
you've mastered it enough to strike out on your own.

INFUSER HEROIC TIER
Total XP Level Feats Known Class Features and Powers
0 1 1 Homunculus

Healing Infusion
Magic Weapon
Artificer Cantrips
Artificer Infusions
Daily Power

1,000 2 +1 Utility Power
2,250 3 - Improved Magic Weapon
3,750 4 +1 Ability Score Increase

Extra Infusion
5,500 5 - Daily Power

Enchant Magic Item
7,500 6 +1 Utility Power
10,000 7 - Energy Weapon
13,000 8 +1 Ability Score Increase

Clone
16,500 9 - Daily Power
20,000 10 +1 Utility Power



Level 1: Homunculus
Benefit: You gain either a clay scout homunculus or an iron defender homunculus. 

Your homunculus is considered an ally of you and your allies, and it can be affected by 
powers in the same way as any other creature can be.

You can communicate telepathically with your homunculus as long as it is within 20 
squares of you. You do not need line of sight or line of effect to do so. Your homunculus 
only has animal intelligence, so it cannot communicate or understand complex topics.

Your homunculus's level is equal to yours, and its hit points, defenses, and attacks are 
determined by your level, as noted in its stat block.

Your homunculus shares your healing surge total. Whenever an effect requires your 
homunculus to spend a healing surge, the surge is deducted from your total. Whenever 
you use your second wind, your homunculus also regains hit points equal to your healing 
surge value. At the end of a short rest, your homunculus regains all its hit points.

If you die or your homunculus drops to 0 hit points, it disappears as the magic that 
sustains it dissipates. You have two ways of calling your homunculus back:

♦ Minor Action: You take a minor action and lose a healing surge. Doing so causes your 
homunculus to appear in the nearest unoccupied space, with hit points equal to your 
healing surge value.
♦ Short or Extended Rest: You lose a healing surge at the end of a rest. Doing so causes 
your homunculus to appear in the nearest unoccupied space with full hit points.

Homunculus Action As a creature under your control, your homunculus relies on 
you for strict guidance while you are within 20 squares of it. You take actions so that it 
can act, and its initiative is the same as yours during an encounter.

Standard Actions: To take a standard action, your homunculus needs you to take a 
standard action to command it to do so.

Move Action: Whenever you take a move action, your homunculus can also take a 
move action. Alternatively, you can stay put but take a move action to command your 
homunculus to take a move action.

Minor Actions: To take a minor action, your homunculus needs you to take a minor 
action to command it to do so.

Free Actions: Your homunculus can take free actions without you taking an action to 
command it.

Triggered Actions: If your homunculus's triggered action is triggered, the 
homunculus can take that action only if you take the same kind of action to command it 
to do so. For example, if an enemy adjacent to your homunculus provokes an opportunity 
attack from it, you must take an opportunity action to command your homunculus to 
make the attack.

Homunculus Independent Actions In situations where you can't give 
commands to your homunculus, it can act independently. For example, if you are 
unconscious or if you are more than 20 squares away from your homunculus, it doesn't sit 
around waiting for you to show up (unless that's what you have previously commanded it 
to do). A homunculus acting independently can take either a standard, a move, or a minor 
action on its turn. It can also take opportunity actions and free actions, but it cannot take 
immediate actions.



Infusions Because of your strong connection to your homunculus, infusions you cast 
on it do not count toward your limit of one active infusion at a time. In addition, you can 
cast your infusions on your homunculus at a range of 5 squares. Your homunculus can 
transfer an infusion currently on it to any adjacent target as a minor action.

Clay Scout Preferred by the less adventurous artificers, clay scouts are great 
laboratory assistants, thieves, night watch, and of course, scouts. Roughly humanoid in 
shape with stubby clay wings, a clay scout is handy for more subtle forms of combat.

Clay Scout
Small natural animate (construct)
HP your bloodied value
AC 13, Fortitude 13, Reflex 15, Will 13

(add your level to each defense)
Speed 6, fly 4 (clumsy)

Initiative equal to yours
Perception equal to yours + 2

Low-light vision
Immune disease, poison
Traits
O Irritating Distraction ♦ Aura 1

Enemies grant combat advantage while in the aura.
Standard Actions
M Homunculus Attack ♦ At-Will

Attack: Melee 1 (one creature); your level + 5 vs. AC
Hit: 1d6 + your Intelligence modifier + your Charisma modifier.

Level 13: 1d6 + 2 + your Intelligence modifier + your Charisma modifier.
Level 23: 2d6 + 4 + your Intelligence modifier + your Charisma modifier.

Str 14 Dex 20 Wis 14
Con 17 Int 2 Cha 6

Iron Defender Iron defenders are the preferred homunculus of artificers who need 
all the protection they can get. Whether guarding the door to a laboratory or 
accompanying the artificer on a fact-finding adventure, iron defenders are resilient, 
vicious companions built of iron plates and vicious spines.

Iron Defender Homunculus
Medium natural animate (construct)
HP your bloodied value
AC 15, Fortitude 15, Reflex 12, Will 12

(add your level to each defense)
Speed 8

Initiative equal to yours
Perception equal to yours + 2

Low-light vision
Immune disease, poison
Traits
O Guard Creature ♦ Aura 1

Allies gain a +2 power bonus to defenses while in the aura.
Standard Actions
M Homunculus Attack ♦ At-Will

Attack: Melee 1 (one creature); your level + 5 vs. AC
Hit: 1d10 + your Intelligence modifier + your Charisma modifier.

Level 13: 1d10 + 3 + your Intelligence modifier + your Charisma modifier.
Level 23: 2d10 + 5 + your Intelligence modifier + your Charisma modifier.

Str 20 Dex 16 Wis 12
Con 17 Int 2 Cha 6



Level 1: Healing Infusion
Most combat artificers learn the value of healing infusions, allowing them to heal soldiers 
on the front lines remotely, or provide quick medical care to those close at hand.

Benefit: You gain the healing infusion power.

Healing Infusion Artificer Utility
You lace healing magic into the armor of your companion, in preparation of future wounds to their  
body and spirit.
At-Will (Special) ♦ Arcane, Healing, Infusion
Minor Action Melee 1
Target: One object
Effect: You can take a free action to expend this infusion, to allow one creature touching the target 

to spend a healing surge and regain 1d6 additional hit points.
Level 6: 2d6 additional hit points.
Level 11: 3d6 additional hit points.
Level 16: 4d6 additional hit points.
Level 21: 5d6 additional hit points.
Level 26: 6d6 additional hit points.

Special: This infusion does not count toward your one at-will infusion limit, but you can have only 
one active healing infusion at a time, which is replaced by new uses of this power. You can 
expend this infusion twice per encounter, or three times per encounter at 16th level.

Level 1: Magic Weapon
One of the simplest trick an artificer learns to do in his early years as a student is simply 
infusing as much magical energy as possible into a blade; it's not a stable enchantment, 
nor is it terribly elegant, but the burst of energy emitted when it strikes comes in handy.

Benefit: You gain the magic weapon power.

Magic Weapon Artificer Utility
You overcharge a rune with magical energy, leaving an unstable but powerful burst of energy  
waiting to leave its blade.
Encounter ♦ Arcane, Force, Infusion
Minor Action Melee 1
Target: One weapon or implement
Effect: You suffuse the weapon or implement with energy. The next time an attack with the target 

hits, it deals 1d8 extra force damage.
Level 17: 2d8 extra force damage.
Level 27: 3d8 extra force damage.

Level 1: Artificer Cantrips
Something both wizards and artificers share in common are the simple tricks they learn in 
their first years of learning.

Benefit: You gain three of the following powers of your choice.



Detect Magic While the Arcana skill can detect magic, it can be slow and 
unreliable, especially with powerful items or artifacts. Detect magic can be useful if you 
need to locate a source of magic without error.

Detect Magic Artificer Utility
You run your hand over the object, easily finding traces of magic flowing through it, even if you  
haven't figured out what it does yet.
At-Will ♦ Arcane
Minor Action Melee 1
Target: One object or square
Effect: You examine the target, and are able to tell whether or not there is magic present regardless 

of its level, but you do not learn its level or particular nature.

Fabricate While magewrights can cast spells to enhance their years of craftsman 
training, you have taken that a step higher after years of training and lots of power--as 
long as you have the raw materials available, you can craft almost any object.

Fabricate Artificer Utility
You touch your fingertips to your pile of materials, watching them weave and set themselves to  
match the image you hold firmly in your mind.
At-Will ♦ Arcane
Standard Action Melee 1
Target: One set of raw materials weighing no more than 20 pounds.
Effect: You transform the raw materials into a finished product. The product must have been 

something could have made yourself, which may require an Intelligence check with a DC set by 
the Dungeon Master, and the cost of the raw materials is equal to the cost of the final project.

Indisputable Possession A cantrip almost every artificer ended up using in 
school, indisputable possession makes sure that you never lose track of your supplie.

Indisputable Possession Artificer Utility
You have left your magical energy flowing through your backpack; it only takes a slight tug with  
your magic to make it reappear in your hand.
At-Will ♦ Arcane, Infusion
Standard Action Melee 1
Target: One object weighing no more than 20 pounds.
Effect: As a minor action, you can recall the object into your hand over any distance, so long as it 

is not being held by any other creature. This immediately ends the infusion.

Light Infusion With a light cantrip at your disposal, you never worry about carrying 
torches, lanterns, or oil.

Light Infusion Artificer Utility
With a wave of your hand, you cause a bright light to appear on the tip of your staff, upon some  
other object, or in a nearby space.
At-Will ♦ Arcane, Infusion
Standard Action Melee 1
Target: One object
Effect: The target sheds bright light until the infusion ends. The light fills the target's space and all 

squares within 4 squares of it.



Repair Object Like a magewright, artificers can become experts at repairing 
everyday wear and tear on the their tools and commissions.

Repair Object Artificer Utility
You're able to easily use your magic to reforge the broken bonds of materials after they have been  
torn asunder, doing with a hand wave what would take a smith hours to repair.
At-Will ♦ Arcane
Standard Action Melee 1
Target: One inanimate object
Effect: The target heals 1 + your Intelligence modifier damage.

Level 1: Artificer Infusions
Artificers prefer not placing themselves on the front lines of combat, instead using their 
magical knowledge to enhance the equipment carried by their allies.

Benefit: You gain two of the following powers of your choice.

Armor Augmentation Armor augmentation allows you to turn even the most 
mundane of fabrics into magically strengthened armor.

Armor Augmentation Artificer Utility
You infuse magical energy into the suit of armor under your hand, hardening it and filling in its  
gaps with tiny fields of force.
At-Will ♦ Arcane, Infusion
Minor Action Melee 1
Target: One armor or shield
Effect: You harden the target's armor. Until the infusion ends, the target's wearer gains a +2 power 

bonus to AC.

Energy Alteration Energy alteration is perhaps your most versatile infusion, 
capable of providing a stable field of magical energy sheathed around a weapon.

Energy Alteration Artificer Utility
The primal energy of the Elemental Chaos runs from your fingertips and coats your ally's blade.
At-Will ♦ Arcane, Infusion
Minor Action Melee 1
Target: One weapon or implement
Effect: You infuse the weapon or implement with elemental energy. Once per round when an attack 

hits with the target, the target of the attack also takes 2 damage. This benefit lasts until the 
infusion ends.
Level 11: 3 damage.
Level 21: 5 damage.

Special: When you cast this infusion, you select an energy type. The bonus damage is of that type, 
and attacks with the target gain that type as a keyword. Your options are cold, fire, force, 
lightning, radiant, and thunder.

Resistance Item A resistance field is a technique almost as old as magic itself; 
providing a simple force shield around a target is a highly effective method of protection.



Resistance Item Artificer Utility
You are experienced enough with walls of force to create a bubble of protection around your ally.
At-Will ♦ Arcane, Infusion
Minor Action Melee 1
Target: One armor or shield
Effect: You create a thin force shield around the target's armor. Until the infusion ends, the target's 

wearer gains a +1 power bonus to Reflex, Fortitude, and Will defenses.

Rust Weapon Taking samples of the magical tissue found in rust monsters, you've 
researched ways to crack and corrode the armor of those hit by your enchantment.

Rust Weapon Artificer Utility
You summon forth energies you've learned from beasts such as the rust monster, infusing it into the  
edge of the weapon in your hand.
At-Will ♦ Arcane, Infusion
Minor Action Melee 1
Target: One weapon or implement
Effect: You infuse the weapon or implement with corrosive power. Once per round when an attack 

hits with the target, the target of the attack takes a -1 penalty to AC until the end of the 
attacker's next turn. This benefit lasts until the infusion ends.

Thundering Armor While protecting a target with magically enhanced armor 
might be suitable for some situations, injuring and repelling attackers works just as well.

Thundering Armor Artificer Utility
You supercharge an ally's armor with raw magical energy, providing no protection but instead  
allowing you to remotely detonate bursts of energy.
At-Will ♦ Arcane, Implement, Infusion
Minor Action Melee 1
Target: One armor or shield
Effect: You lace the target's armor with explosive magic. Once per round when an attack hits the 

target's wearer, all creatures adjacent to the target take thunder damage equal to your 
Intelligence modifier, and are pushed 1 square from the target. This benefit lasts until the 
infusion ends.
Level 11: 1 + your Intelligence modifier thunder damage.
Level 21: 3 + your Intelligence modifier thunder damage.

Special: If the implement used with this power has an enhancement bonus, add that bonus to the 
damage.

Weapon Augmentation The most popular of all war-time artificer 
enchantments, weapon augmentation turns even a rusty iron dagger into a magical blade.

Weapon Augmentation Artificer Utility
You touch a weapon, hardening its edge and effectively creating a basic magical weapon.
At-Will ♦ Arcane, Infusion
Minor Action Melee 1
Target: One weapon or implement
Effect: You magically enhance the target weapon or implement. Until the infusion ends, the target's 

wearer gains a +1 power bonus to attack rolls with the target weapon.



Level 1: Daily Power
Your most powerful spells are self-sustaining, and can truly devastate any enemy to come 
into contact with your enchanted blades.

Benefit: You gain one of the following powers of your choice.

Flameburst Armor Your studies of fire magic have lead to a single sigil which 
can not only explode regularly with fire, but keep those transcribed with the sigil safe.

Flameburst Armor Artificer Attack 1
Your ally's armor becomes wreathed in flame, harmless to the wearer but capable of exploding on  
command to damage nearby enemies.
Daily ♦ Arcane, Fire, Implement, Infusion
Minor Action Melee 1
Target: One armor or shield
Effect: You infuse armor with elemental fire. Until the end of the encounter, the target's wearer 

gains resist 5 fire. In addition, you can use the following attack as a standard action.
Attack: Area burst 1 centered on target (creatures in the burst).
Effect: 5 + your implement's enhancement bonus fire damage.

Force Barrier You erect a field of force, pummeling any creature so foolish as to 
pass through it.

Force Barrier Artificer Attack 1
You summon forth a weak wall of force, penetrable but strong enough to concuss enemies passing  
through it.
Daily ♦ Arcane, Force, Conjuration, Implement, Infusion
Standard Action Area wall 5 within 10 squares
Effect: You conjure a wall of vibrating force. The wall can be up to 2 squares high and must rest on 

a solid surface, and it lasts until the end of your next turn. The wall is difficult terrain, and its 
squares are lightly obscured. Any creature that starts its turn within or adjacent to the wall, or 
passes through it, takes force damage equal to 1d6 + your Intelligence modifier.

Sustain Minor: The wall persists.

Icebound Sigil By freezing a weapon, you make it sharper and capable of freezing 
the target to the core with its tendrils of frost.

Icebound Sigil Artificer Attack 1
You infuse a symbol with a vast amount of magical power, inscribing that symbol on an ally's blade  
to create an icy weapon equivalent to most magical weaponry.
Daily ♦ Arcane, Cold, Infusion
Minor Action Melee 1
Target: One weapon or implement
Effect: Until the end of the encounter, any attack that uses the target as a weapon or implement 

deals extra cold damage equal to your Charisma modifier.
As a free action, the target's wielder can end the effect when he or she hits a creature. That 

creature is then immobilized (save ends).



Level 2: Utility Power
As you hone your talents with magical formula, you are able to create unique infusions 
that defy the laws of lesser artificers.

Benefit: You gain one of the following powers of your choice.

Ablative Armor A modification on the simpler armor-enchantment power, ablative 
armor provides less protection but with the ability to nullify one entire attack.

Ablative Armor Artificer Utility 2
You coat your ally's armor with a thin layer of magical grease, creating a hardened layer of  
protection that can be turned into a breakable shell at a moment's notice for added protection.
Daily ♦ Arcane, Infusion
Minor Action Melee 1
Target: One armor or shield
Effect: The target grants a +1 power bonus to AC until the end of the encounter. When hit by an 

attack, the wearer of the target can end this bonus as a free action to gain a +4 bonus to AC 
against that attack.

Skill Enhancement By combining your own knowledge with a bit of magical 
divination, you can create items which sharpen everyone's knowledge and abilities.

Skill Enhancement Artificer Utility 2
You enhance a simple device, inserting as much of your knowledge as possible into it before  
throwing the device into an ally's hand.
Daily ♦ Arcane, Infusion
Minor Action Melee 1
Target: One object
Effect: Choose a skill. Any creature touching the target gains a +3 power bonus to checks using 

that skill.

Use Magic Item You can replace the drained power of a magic item with your own 
strength, allowing it to be used one last time before you rest.

Use Magic Item Artificer Utility 2
Your expertise with magical items means you can freely recharge them even when they've run out of  
energy.
Daily ♦ Arcane
Free Action Melee 1
Target: One magic item
Effect: You recharge one of the target's encounter or daily powers.

Level 3: Improved Magic Weapon
You've built up enough internal stores of magic to repeatedly hyper-enhance your allies' 
weapons without running out of strength.

Benefit: You gain one more use of magic weapon per encounter, but you can still use 
it only once per turn.



Level 4: Ability Score Increase
Your constant training hones your body and mind.

Benefit: You increase two ability scores of your choice by 1.

Level 4: Extra Infusion
Your long hours of training with your infusions has given you inspiration, and capacity, 
for a third technique to add to your repertoire.

Benefit: You gain one more at-will infusion.

Level 5: Daily Power
As you gain experience and surpass most artificers in talent, you gain additional infusions 
to cast alongside your main ones, more powerful ways to devastate your enemies.

Benefit: You gain one of the following powers of your choice.

Corrosive Sigil Your runes create splashes of acid which can either burn at flesh or 
dissolve armor, according to the wielder's will.

Corrosive Sigil Artificer Attack 5
You trace a symbol of corrosion on your ally's weapon, and greenish acid drips off the end of it,  
hissing as it hits the ground.
Daily ♦ Acid, Arcane, Infusion
Minor Action Melee 1
Target: One weapon or implement
Effect: Until the end of the encounter, any attack that uses the target as a weapon deals ongoing 5 

acid damage (save ends). As a free action, the target's wielder can end the effect when he or she 
hits a creature using the target in order to give that creature a penalty to AC equal to your 
Constitution modifier (save ends).

Dancing Weapon A complex set of runes woven into one sets a weapon into flight, 
swinging at your command.

Dancing Weapon Artificer Attack 5
You animate your weapon, tossing it into the air where it is free to fly abound and batter your  
enemies without you getting involved personally.
Daily ♦ Arcane, Conjuration, Infusion, Weapon
Minor Action Melee 1
Target: One weapon
Effect: You animate the target weapon, and it appears in an unoccupied adjacent square. The 

weapon hovers, and you can move it 6 squares as a move action. You can use the weapon as 
your origin square for the purpose of flanking or melee attacks. You can use the following 
attack as a minor action or as an opportunity action.
Attack: Melee 1 from the weapon (one creature); Intelligence vs. AC
Hit: 1[W] + your Intelligence modifier damage.

Thunderclap Armor You know a rune which resonates with the power of a 
storm, lashing out at nearby foes with alarming regularity.



Thunderclap Armor Artificer Attack 5
You enhance your ally's armor, making it dull and heavy enough to absorb sonic impacts, and  
capable of expending such collected energy back out at your enemies.
Daily ♦ Arcane, Implement, Infusion, Thunder
Minor Action Melee 1
Target: One armor or shield
Effect: You infuse the target's armor with elemental thunder. Until the end of the encounter, the 

target gains resist 5 thunder, and any enemy that ends its turn adjacent to the target takes 5 
thunder damage. In addition, you can use the following attack as a standard action.
Attack: Area burst 2 centered on target (one creature in the burst); Intelligence vs. Fortitude
Hit: 1d10 + your Intelligence modifier thunder damage, and you push the secondary target 2 
squares from the primary target.

Level 5: Enchant Magic Item
Your specialty, enchanting items in the short term, leads to much more powerful 
enchantments which can conceivably last for centuries, even millenia.

Benefit: You gain the enchant magic item power.

Enchant Magic Item Artificer Utility
At the end of a long night of work, you're able to create an infusion that will never die, devising  
your own magical item that could last for centuries.
Daily ♦ Arcane
Standard Action Melee 1
Requirement: You must use this power at the end of an extended rest.
Target: One nonmagical item
Effect: The item is enchanted to become a common magical item of your level or lower. You must 

spend gold pieces equal to the magical item's market price. You can also use this power to 
resize magic armor, fit a magic item into a warforged component, or upgrade common, 
uncommon, or rare items to a more powerful version of the item 5 levels higher by paying the 
difference in gold piece cost.

Level 6: Utility Powers
Your talents for unique noncombat infusions have become better than the vast majority of 
the planet, a fact which might tickle your ego, or simply be a mediocre steppingstone into 
even bigger greatness.

Benefit: You gain one of the following powers of your choice.

Phantom Bridge You can create a flat plane of force, bridging the gap between 
two nearby locations.

Phantom Bridge Artificer Utility 6
You quickly wave a wall of force into the air, flattening it into a simple bridge for passing over.
Daily ♦ Arcane, Conjuration
Standard Action Area wall 5 within 20 squares
Effect: You create a force bridge between the two squares that lasts until the end of your next turn. 

The bridge connects the two squares by the shortest path. The bridge has no height, and a 
creature can pass through a square containing the bridge as though it were normal terrain, even 
if it normally contains no terrain, difficult terrain, challenging terrain, or hindering terrain.

Sustain Minor: The bridge persists.



Eternal Infusion You are able to bolster two allies at once, if you practice putting 
that much magic into your runes.

Eternal Infusion Artificer Utility 6
With an extra burst of power, you're able to keep an infusion going long after it should have died  
out from a lack of magical sustenance.
Daily ♦ Arcane
Minor Action Personal
Effect: You cast an at-will infusion as a free action. This infusion does not replace any previous 

infusions, and future infusions do not replace it. The infusion lasts until the end of your next 
extended rest.

Regeneration Infusion You infuse your target's gear with a regenerative ability, 
letting them rapidly heal up.

Regeneration Infusion Artificer Utility 6
You touch an ally's shirt, and it starts glowing brightly with radiant magics of healing.
Daily ♦ Arcane, Healing, Infusion
Minor Action Melee 1
Target: One armor or shield
Effect: The target grants its wearer regeneration equal to your Charisma modifier until the end of 

the encounter. As a minor action, the target can end the effect to spend a healing surge.

Level 7: Energy Weapon
Your magical reserves get strong enough that you've come to rely the ability to build up 
massive blasts of energy in the weapons of your allies.

Benefit: You gain one of the following benefits of your choice.

Frozen Weapon Your magic weapon is capable of freezing your enemy to the core 
when struck, firmly rooting them in place as a coat of ice covers their feet and freezes 
their innards.

Benefit: Your magic weapon deals cold damage instead of force damage, and the 
target hit by it is immobilized until the end of the attacker's next turn.

Flaming Weapon Your magic weapon wreathes the targeted weapon in flame, 
preparing a massive blast of heat once it strikes your target, singing their hair and 
scattering nearby enemies in the blast of heat.

Benefit: Your magic weapon deals fire damage instead of force damage, and each 
adjacent enemy to the attacker is pushed 1 square and takes fire damage equal to the 
attacker's primary ability score.

Level 8: Ability Score Increase
Your constant training hones your body and mind.

Benefit: You increase two ability scores of your choice by 1.



Level 8: Clone
Your powers allow you to reconstruct the mechanisms of the living body using only a 
small sample of tissue--though you still need the dead a soul and an animus for it.

Benefit: You gain the clone power.

Clone Artificer Utility
From even a small sample of flesh you can regrow the original, and allow the spirit to re-enter the  
living but inanimate duplicate.
Daily ♦ Arcane
Standard Action Melee 1
Requirement: You must use this power at the end of an extended rest.
Target: One creature that died no more than 24 hours ago
Effect: The target is restored to life with full hit points and all but four healing surges. Healing 

surges lost to this effect can't be regained until the character reaches three milestones or takes 
three extended rests.

Level 9: Daily Powers
Your ability to hold multiple infusions at the same time is reaching its apex, and you are 
now capable of maintaining devastating enchantments on many allies at once.

Benefit: You gain one of the following powers of your choice.

Blade Barrier You create a field of scything blades, making it nearly impossible for 
your enemies to move through without getting cut to ribbons.

Blade Barrier Artificer Attack 9
You touch the ground, and blades made of rock and iron erupt from it, slicing through the air in a  
never-stopping barrier of death.
Daily ♦ Arcane, Conjuration, Implement
Standard Action Area wall 5 within 10 squares
Effect: You conjure a wall of contiguous squares filled with spinning blades that lasts until the end 

of your next turn. The wall can be up to 5 squares long and up to 2 squares high, and is difficult 
terrain. If a creature enters the barrier's space or starts its turn there, it takes 3d6 + Intelligence 
modifier damage plus ongoing 5 damage (save ends).

Sustain Minor: The barrier persists.

Radiant Sigil You've studied the holy magics of clerics and paladins, and have 
extracted elements of radiant energy to infuse your allies' weapons with.

Radiant Sigil Artificer Attack 9
You touch your ally's weapon, and a holy symbol briefly etches over the blade as you trick divine  
magics out of the air into it.
Daily ♦ Arcane, Healing, Infusion, Radiant
Minor Action Melee 1
Target: One weapon or implement
Effect: Until the end of the encounter, any attack that uses the target as a weapon or an implement 

deals radiant damage. Whenever an attack using the target hits, the target's wielder regains hit 
points equal to your Charisma modifier. As a free action, the target's wielder can end the effect 
when he or she hits a creature. That creature is then dazed (save ends), and the wielder can 
spend a healing surge and regain additional hit points equal to your Charisma modifier.



Static Shell You are able to infuse elemental lightning into the armor of your allies, 
turning them into an explosive weapon waiting to happen.

Static Shell Artificer Attack 9
Bolts of lightning dance over the armor of your ally, creating a remote focus for you to burst your  
electrical attacks out of.
Daily ♦ Arcane, Implement, Infusion, Lightning
Minor Action Melee 1
Target: One armor or shield
Effect: You infuse the target's armor with elemental lightning. Until the end of the encounter, the 

target gains resist 5 lightning. In addition, you can use the following attack as a standard action.
Attack: Area burst 2 centered on target (each creature in the burst); Intelligence vs. Fortitude
Hit: 1d10 + Intelligence modifier lightning damage, and you pull the target 1 square to a space 
adjacent to the primary target.

Level 10: Utility Powers
Your protective magics are ever-increasingly impressive, and your talents have entered 
into the realm of theoretical magics like luck and creating animated objects.

Benefit: You gain one of the following powers of your choice.

Dancing Shield You combine your matter-creating abilities with a simple 
enchantment for animating equipment; the result is a shield hovers around your allies.

Dancing Shield Artificer Utility 10
You spin a shield out of little more than dirt and magic, tossing the device into the air to hover near  
an ally's back, keeping them covered.
Daily ♦ Arcane, Conjuration, Infusion
Minor Action Melee 1
Target: One shield
Effect: You conjure a shield of metal and magic to protect the target. The target gains a +4 power 

bonus to AC and Reflex until the end of the encounter or until you move the shield. As a minor 
action, you can move the shield to a new target within 5 squares of the target. That ally then 
gains the bonus.

Sigil of Luck You have learned to harvest the raw magic of luck that runs under the 
flow of magic in the universe, and infuse equipment with it for added protection.

Sigil of Luck Artificer Utility 10
You inscribe one of your more precious runes onto an ally's weapon, manifesting pure magical luck  
to their favor.
Daily ♦ Arcane, Infusion
Minor Action Melee 1
Target: One weapon or implement
Effect: Until the end of the encounter, any attack that uses the target gains a +1 power bonus to 

attack rolls and a bonus to damage rolls equal to your Charisma modifier. As a minor action, the 
target's wielder can end the effect to remove an effect on him or her that a save can end.



Wall of Shields You know how to form shields out of rock, iron, dirt, and simple 
force energy, and create a massive shifting barrier of the protective devices.

Wall of Shields Artificer Utility 10
A wall of glittering shields, each inscribed with your personal sigil, appear between you and your  
foes, composed of the raw material of the area.
Daily ♦ Arcane, Conjuration
Standard Action Area wall 8 within 10 squares
Effect: You conjure a wall that lasts until the end of your next turn. The wall can be up to 4 squares 

high. While you or any ally is in the wall or adjacent to it, that character gains a +2 power 
bonus to AC. Any enemy that enters the wall is immobilized until the start of its next turn.

Sustain Minor: The wall persists until the end of your next turn.


