
Favored Skill: Pick one, from Arcana, History, Investigation, and Religion. Add 3 to every check made with your favored skill.
Tier I: 

Savvy: Your proficiency bonus is doubled when making any Arcana skill check. Additionally you count as a Bard, Wizard, 
Sorcerer, and Warlock for the sake of satisfying magic item prerequisites, including the ability to attempt to use Spell 
Scrolls for spells on those class spell lists.

Empowered: 
Choose one of the following:

Magic in the Blood:
You gain a number of Sorcery Points equal to two times your Archmage tier and may convert them to spell 
slots as per the sorcerer's Font of Magic class feature. These are added to the number of Sorcery Points 
normally granted by Sorcerer class levels.

Disciplined:
Learn a level 1 spell from the Wizard, Sorcerer, or Warlock class spell lists. This counts as being on your class 
spell list, but does not count against any limit on spells known. You must prepare it as usual if you prepare 
spells.
When reaching each Archmage tier you learn an additional spell, also from amongst those lists: a 2nd level 
spell at Tier II, a 4th level spell at Tier III, and a 6th level spell at Tier IV. You may choose to instead learn a 
lower level spell when making each selection.

Tier II:

Elemental Mastery: When casting a spell that deals Fire, Cold, Acid, Poison, Thunder or Lightning damage you may use 
your Bonus Action to change the damage dealt to any other of those types of damage.

Tier III:

Spell Surge: By expending Spell Surge you may cast a spell with a cast time of one action as a bonus action instead. You 
may cast a non-cantrip spell with your regular action, ignoring the normal restriction that comes with spells cast as a bonus 
action. This ability refreshes on a long rest.

Tier IV:

Archmage: You gain a special 6th level spell slot. When casting a spell with this slot you ignore all spell components and 
may maintain concentration on it as well as another spell. This spell slot is regained after a long rest and may not be 
refreshed by any other feature.

Prerequisites:
Spell slots and proficiency in Arcana as a class skill.

All practitioners of magic, whether they be arcane or divine, are capable wondrous things. But, none are 
quite so proficient as the Archmage whose understanding of the weave of magic grants them boons that 
set them well apart from other magic users.
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