ARCANE TRADITION

The following is an Arcane Tradition option available to
wizards in addition to those in the Player's Handbook.

BATTLEMAGE

Battlemages are wizards schooled in the skills of war. They
master a form of arcane meditation that allows them to hold
their own in melee as well as they handle their magic. In
battle, battlemages are able to channel their magic inward to
bolster their combat prowess.

ARMOURED MAGE
When you adopt this tradition at 2nd level, you gain
proficiency with light armour and one type of one-handed
melee weapon of your choice.

You also gain proficiency with the Athletics skill if you don't
already have it.

BATTLE MAGIC
Starting at 2nd level, you can channel your magic inward to
greatly enhance your speed, agility, and perseverence.

You can use a bonus action to begin your batttle magic,

which lasts for 1 minute. Your focus on this feature ends early

if you are incapacitated or if you don medium or heavy
armour or a shield. You can also end your battle magic as a
bonus action on your turn.

While your battle magic is active, you gain the following
benefits:

* You gain a bonus to your AC equal to your Intelligence
modifier (minimum of +1).

* You may use Intelligence instead of Strength for attack
and damage rolls for melee weapon attacks.

* You gain a bonus to any Constitution saving throw you
make to maintain your concentration on a spell. The
bonus equals your Intelligence modifier (minimum of +1).

Once you have used this feature twice, you must finish a
long rest before you may do so again. You gain an additional
daily use of this feature at 3rd level (three times), 6th level
(four times), 12th level (five times), and 17th level (six times).
Regardless of how many daily uses you have, you cannot use
this ability more than twice per short rest.

EXTRA ATTACK
Starting at 6th level, you can attack twice, instead of once,
whenever you take the Attack action on your turn.

ARCANE DEFENCE
Beginning at 10th level, you can direct your magic to absorb
damage while your battle magic is active. When you take
damage, you can use your reaction to expend one spell slot
and reduce that damage to you by an amount equal to five
times the spell slot’s level

Alternatively, if you are using the spell point variant
described in chapter 9, “Dungeon Master’s Workshop”, of the
Dungeon Master’s Guide, you may expend spell points
instead of a spell slot and reduce the damage by an amount
equal to twice the number of spell points you expend.

IMPROVED BATTLE MAGIC
Starting at 14th level, when you use your action to cast a
spell, you can make one weapon attack as a bonus action.

SPELLS FOR SORCERERS,
WARLOCKS, AND WIZARDS

Those who wield magic in melee have had need to develop
spells to bolster their efforts. Battlemages find particular
utility from these spells.

The following spells are on the sorcerer, warlock, and
wizard spell lists.

ARCANE STRIKE

Evocation cantrip

Casting Time: 1 action
Range: 5 feet

Componeants: S, M (a weapon)
Duration: Instantaneous



As part of the action used to cast this spell, you make a melee
attack with a weapon against one creature. On a hit, the
target suffers the usual effects of your weapon attack and also
must succeed a Constitution saving throw or be pushed 5 feet
away from you. You do not count as having used the Attack
action when using this spell, though an effect that would
prevent you from taking the Attack action also prevents the
use of this spell

The damage you deal when you hit with this spell increases
to twice your weapon damage at 5th level, three times your
weapon damage at 11th level, and four times your weapon
damage at 17th level

ARCANE WEAPON

Transmutation cantrip

Casting Time: 1 bonus action

Range: Touch

Components: M (a club or quarterstaff)
Duration: 1 minute

The wood of a club or quarterstaff you are holding is imbued
with arcane power. For the duration, you can use your
spellcasting ability instead of Strength for the attack and
damage rolls of melee attacks using that weapon, and the
weapon’s damage die becomes a d8. If the weapon has the
versatile property, the damage while being wielded with two
hands increases to d10. The weapon also becomes magical, if
it isn’t already. The spell ends if you cast it again or if you let
go of the weapon.

CREDITS

This wizard tradition was first conceived as the Bladesinger
option presented in the Sword Coast Adventurer's Guide
designed by Green Ronin and Wizards of the Coast. We have
adjusted some of the mechanics and re-flavoured the class to
be more suitable for wider use.

Image credit for “Human Inquisitor” belongs to BioWare, a
division of Electronic Arts. Used without permission.

This document was created using The Homebrewery, a
NaturalCrit service.

DISCLAIMER

Dungeon Master’s Workshop cannot be held responsible for
any actions undertaken by wizards using spells or abilities
described herein. In the event of a catastrophic event
involving these magics, blame your Dungeon Master (but
don't tell him we said to).



