Ver 2.2 - 1
Character Classes:  Wizard (Conjurer)

CONJURERPRIVATE 

Description:  Conjurers represent those Wizards who learn how to requisition and channel magical power from other places or even other planes in order to pro​duce magical effects.  They study the nature and properties of the weaves, pools, and channels of ambient magical energy that flow throughout the world and through the planes, and they learn how to tap into that energy and manipulate and channel it to serve them.  Sometimes their magic is used to reach through these channels to contact and forcib​ly demand the presence and obedience of creatures from afar or from other planes (or to ward off or banish such creatures by reversing such channels).  Most of a Conjurer's spells, however, tap directly into the power of these energy sources and flows to 'create something out of nothing'.  Their creations may be simple or complex constructs or discharges of magical energy (usually in a tangible form, such as light, cold, or electricity, rather than 'pure' magical force), or they may even manufacture entire temporary or permanent objects or creatures out of nothing but magi​cal energy and transient extraplanar sub-matter.  

Because of the great power they wield, most Conjurers are utterly convinced that their specialty is superior to all others.  Though confident, courageous, and bright, Conjurers tend toward smugness and arrogance.  Con​jurers speak their minds freely and have little patience for the opinions of those they consider their inferiors; it takes a leader of proven worth and unyielding strength to earn the respect of a Conjurer.  In their adventuring careers, Conjurers tend to prefer action to discussion and attacking to negotiating.  They relish every opportunity for combat as a chance to demon​strate their power.  Conjurers have little interest in interacting with common people and prefer to live in isolated areas of the countryside.  Most consider children a nuisance and an annoying waste of time, so even those few who deign to marry typically remain childless by choice.  Conjurers shun activities that might constitute a normal 'career'.  Such a mundane occupation would be beneath their dignity, and con​jurers can grow flabby and lazy as they advance in years and in skill, as they rely more and more on their magical creations to do their work for them.

Requirements:  Conjurers use the Wizard advance​ment table and have four-sided hit dice.  Conjurers use a Wizard's THAC0 and saving throw tables.  Conjur​ers begin with 1 weapon and 4 non-weapon proficien​cies, and they gain one weapon and two non-weapon slots every six levels of experience.  Conjurers may be of any alignment but must have scores of at least 14 in Intelligence and Constitution.  In general, only those with human blood can (or have the temerity to) learn the arts of the Conjurer; thus, the class is restricted to humans, aasimar, tieflings, and half-elves.

Weapons & Armor:  Like other wizards, Conjurers cannot wear armor or use shields.  Conjurers are limited to the following weapons:  blowgun, club (any), dart (any), knife/dagger (any), sling (any), staff, or whip.

Magical Philosophy:  This area of magic is at its heart based in requisition of power and temporary or per​manent creation through magical energy.  Their spells can produce various forms of nonliving matter or material (sometimes raw matter, sometimes shaped in a basic fashion, and sometimes fabricated with exacting detail) or tangible manifestations of energy or effect (a specific effect or energy brought from elsewhere; not simply a nebulous magical 'force').  They can also entice creatures to come to the caster and perform some task on his or her behalf, or to repel and banish them back from whence they came.  Though they are very proud of their specialties, they realize that there are other powers that are helpful to supplement their might, and they focus particularly on those that they feel are 'in line' with their own philosophy.  Thus, Conjurers learn Elementalism and Sorcery as Major FOS (to supplement their mastery of the power of other planes and the manipulation of magical force and energy) and Enchantment and Necromancy (en​compassing the impact of magical energies upon the physical world or storing energy and the connection between life and death).  Conjurers do not study the magical arts of Lore (wasting magical energy on point​less pondering better done by lesser minds) or Illusion (simply not direct or 'real' enough to suit their rather unsubtle style).

Special Benefits:  Conjurers love nothing better than flexing their 'magical muscles' and tapping into their otherworldly power sources to energize their magical abilities.  Conjurers receive the following stan​dard Wizard abilities:

 -
Have the option to leave any or all 'spell slots' open rather than memorizing spells immediately af​ter rest.  Such spell slots can then be used later in the day by reading and memorizing a particular spell from the Conjurer's spellbooks at the time it is needed (requiring the normal 10 minutes per spell level) and then casting it, allowing for greater flexibility but leaving him or her without a prememorized, ready-to-cast spell in that slot.

 -
Receive bonus spells (and/or have a spell failure chance) based on their Intelligence score as a Priest would for a high Wisdom score; these bonus spells must be selected from the realm of Conjuration.

 -
Research and create spells and magical items (within the Realm of Conjuration).

 -
Scribe spells onto scrolls beginning at 6th level, provided appropriate spell inks can be bought or manufactured and the Calligraphy proficiency is known.  

In addition to these standard abilities, they gain the following skills unique to their class:

Channel Energy:  Conjurers have the ability to increase the power of their spells by tapping into ambient magical energy sources.  This requires more time than normal for spellcasting, but results in a 'surge' of magical energy that boosts the spell's power.

For any spell a Conjurer knows, if he or she boosts the casting time required for the spell to the next higher increment (e.g., a spell with CT 3 would require 3 rounds to cast in this fashion, a Strength spell, requiring one turn normally, would require one hour to cast), he or she can omit the material compo​nent normally required for the spell or can choose to boost the spell's range by 50% or increase its dura​tion or area of effect by 25% (rounding down).

A Conjurer is naturally far more skilled at combining Conjuration spells with their ability to Channel En​er​gy.  Thus, a Conjurer can achieve any of the above effects for a Conjuration spell by simply doubling the normal casting time of a spell.  If a spell's casting time exceeds 10 because of this doubling, it should be con​sidered to take one full round to cast, plus the balance of the total above 10 counting as its casting time in the following round (e.g., monster summoning V has a normal casting time of 7, which would be doubled to 14; thus, it would require one full round to cast, plus having a casting time of 4 (modified by initiative) in the following round while using Channel Energy to boost its effect).  If a Conjurer increases the 'area of effect' of a spell that creates or summons objects or creatures, the number that appear through the use of the spell will be increased by 25% (rounding down); e.g., if monster summoning I would normally bring 7 orcs, using Channel Energy to boost this by 25% would bring one additional orc (7 x 25% = 1.75, rounded down to 1).

In addition to the above, a Conjurer can further boost the effects of a Conjuration spell, increasing range by 100% or dura​tion by 50%, by increasing the time in​crement of a spell's casting time (as described above); thus, a Conjurer could double the range of a flame arrow spell by taking three rounds to cast it.

It should be noted that the abil​ity to Channel Energy has limitations regarding how it can be used to modify spells.  Spells with a range of 0 or Touch cannot have their range increased.  Likewise, spells with an In​stantaneous, Special, or Permanent duration cannot have their duration extended.  Spells that normally affect only a single creature cannot affect more than one.

Comprehensive Conjuring:  Conjurers are very know​ledgeable in their chosen specialty, gaining a variety of advantages when dealing with magic of their type.  A Conjurer always has a 5% chance per level to auto​matically recognize whether a creature is a summoned or an object created by magical Conjuration.  This chance is doubled if the Conjurer spends one round concentrating on studying a particular creature or object.

In addition to this general knowledge, Conjurers are highly skilled in the use of Conjura​tion magic, gaining a +10% bonus to their chance to learn such spells.  They also gain a +1 bonus to save against Conjuration spells used against them and force their opponents to save at -1 to resist their Conjuration spells.  Finally, when researching a new Conjura​tion spell, a Conjurer treats the spell as if it was one level lower for determining difficulty, cost, etc.

Special Hindrances:  Conjurers tend to be resented somewhat for their arrogant and superior manner, suffering a -1 reaction penalty with others (-3 with lower class NPCs).  Conjurers do not mind the anti​social aura they project, as they are perfectly happy to sequester themselves with their books and channel their magical energies without interference from 'the little people'.  They focus so much on their magical conjurings and creations, however, that they begin with only half the normal number of non-weapon pro​ficiency slots, and all of a Conjurer's proficiencies must be selected from his or her Preferred List.

Conjurers also tend to focus on their specialty to the exclusion of other fields, applying a -10% penalty to learn any spell outside the Realm of Conjuration.  A Conjurer cannot research spells or create magical items from other Realms of Magic.

Required Proficiencies:  Reading/Writing, Spellcraft

Preferred Proficiencies:  Battle Magic, Calligraphy, Ceremony/Ri​tual, Engineering, Languages (Ancient), Planology, Rune Lore, Sixth Sense, Thaumaturgy, Weather Sense, all Wizard proficiencies


CONJURER KITS
Galvanist
Description:  Galvanists are Conjurers who focus their attention not specifically upon the mass of ambient magical energy and the pools, channels, weaves, and fields in which it runs, but rather upon the vast electromagnetic fields that run through the universe.  They are masters of electrical energy and tend to be almost fanatic in their belief that the future of society will rest in one way or another upon the power they study and attempt to control.  Galvanists are forward-thinking in their outlook on magic and concentrate more on new spell research rather than deciphering ancient spell codices.  They believe that the key to improving society and gaining power is to revive and maintain the spirit of invention and discovery that built up the great civil​izations of the past (rather than merely digging up their remains and poking about for table scraps left by the ancients).

Galvanists can verge on obsession when it comes to their views on electrical energy, and they tend to focus much more on their own personal goals and experi​mental ideas than on the party's long-term plans.  A Galvanist will question NPCs intently if he or she believes they might have some kernel of insight or useful information relating to their chosen path, but they will ignore contact with those whom they believe have nothing to offer.  If they can be con​vinced by others that their conduct is actually detri​mental to the party, they may restrain themselves for a time, but such will always be temporary.  Galvanists tend to be self-absorbed and humorless.  They will talk inces​sant​ly about electricity and their ideas for radical appli​cations throughout all facets of life, but their eyes tend to glaze over quickly when others try to share their problems or opinions with him or her.  A Galvanist's attitude does little to endear him or her to com​panions, but they are often willing to overlook such things in view of a Galvanist's unique talents and skills in battle.

Requirements:  As a standard Conjurer.

Weapons & Armor:  As a standard Conjurer.  A Gal​vanist's first weapon of proficiency must always be the staff, and they almost always use a staff made of metal rather than wood.

Special Benefits:  Galvanists can make full use of any spell involving electricity, magnetism, or metal (due to the affinity of metal for electricity), regardless of Realm.  In addition, Galvanists in general are con​stantly research​ing new spells based on electricity, though they are very reluctant to share the results of their research with other wizards.  As a re​sult, Gal​vanists have developed a number of very rare spells over the years that are all but unknown outside mem​bers of this kit.  Whether a PC has access to such unusual electrical spells is up to the DM's discretion and the Galvanist's effort in unearthing such magics.  For a sampling of rare or unique Galvanist or electri​cal spells, DMs are referred to the AD&D Odyssey:  Jakandor, Isle of Destiny supplement as well as Marco Volo's Guide to All Things Magical.  Regardless of the use of such supplemental spells, however, all Galva​nists gain the following special abilities:

Channel Energy:  As a standard Conjurer, but this ability works at double its normal effectiveness when used to boost the effects of electrical, magnetic, or metal-affecting spells.  It cannot be used at all to boost non-Conjuration spells, and even other Conjuration spells can only be boosted by a Galvanist to the degree by which a standard Conjurer could boost a non-Conjuration spell (i.e., increase casting time by a full increment to eliminate a material component or in​crease range by 50% or duration or area of effect by 25%).

Comprehensive Conjuring:  As a standard Conjurer, but a Galvanist has no ability to detect conjured objects or summoned creatures.  In addition, his or her other Comprehensive Conjuring benefits are doubled but ap​ply only with regard to spells involving electricity, magnetism, or metal.  He or she receives no bonuses with respect to other Conjuration spells.

Electrical Grounding:  Any time a Galvanist is the target of an electrical attack, he or she can attempt to use his or her metal staff to ground out the attack, dissipating its energy into the earth.  If the Galva​nist has the initiative in a round, Electrical Grounding may be declared as his or her action for the round, prevent​ing him or her from doing anything else.  Any dam​age that would be delivered to the Galvanist is dissi​pated up to a maximum equal to his or her current hit point total; thus, a Galvanist who had 30 hit points would dissipate the first 30 points of damage that would normally be inflicted by the attack.  This dam​age reduction applies to the electrical attack itself and thus reduces damage that is suffered by all crea​tures within the area of effect, not just the Galvanist.  If there is any leftover damage after Electrical Ground​ing has been used, a Galvanist and any other creature that is in the area of effect of the electrical attack is still entitled to any saving throw normally allowed to avert or reduce damage.

Note that Electrical Grounding can also be used as a 'reflexive' maneuver, taking advantage of a Galvanist's unique awareness of electrical energies building to react just in time to at least partially ground out an attack.  If this is done, a Galvanist can declare an action normally during the round.  If he or she is tar​geted at any point during the round with an electri​cal attack, the Galvanist can abandon his or her previous​ly declared action (if the attack comes before the Gal​vanist's opportunity to act, based on initiative) in order to attempt Electrical Grounding.  It can also be performed after the Galvanist has already taken his or her action for the round, assuming the Galvanist won initiative.  Regardless of the exact situation, using Electrical Grounding in this fashion (i.e., as anything other than the Galvanist's full and complete action for the whole round) causes it to work at only half nor​mal efficacy (reducing damage by an amount equal to half the Galvanist's current hit point total).

It is important to note that there is no maximum limit to the amount of electrical energy that can be diffused through the use of Electrical Grounding.  Thus, a Gal​va​nist could theoretically use this ability every round during a battle, and it could never be 'overloaded' or 'exhausted' by accumulation of diffused energy.  The limit on damage diffusion by this power is applied in​dividually to any electrical attack for which Electrical Grounding is used.

Electroconvulsive Therapy:  A unique procedure devel​oped by Galvanists is the ability to use the shocking grasp spell to revive a character who has been reduced to zero or fewer hit points.  The spell is cast normal​ly, but the damage that would normally accrue is in​stead ap​plied as magical healing to the unconscious character.  In addition, if the recipient makes a suc​cess​ful System Shock roll he or she be​comes fully func​tional at once, without needing bed rest to recov​er.  If the system shock roll is failed, he or she must have bed rest as usual and must also save vs. death magic or lose 1 point of Constitution.

If Electroconvulsive Therapy is used on a character who has even 1 hit point remaining, the shocking grasp spell will inflict damage as usual rather than curing damage, regardless of whether the recipient is conscious at the time.  Also, if Electroconvulsive Therapy would heal a creature beyond its normal maximum hit points, the recipient must make a system shock roll to avoid massive brain damage, losing 1 point of Intelligence for every point by which the healing provided by Elec​troconvulsive Therapy exceeded the recipient's normal hit point total.  A character reduced to 0 Intelligence in this fashion is killed instantly.  If the system shock roll is made, the patient instead is put into a coma for one day for every point over the limit but awakens thereafter with no ill effects.

Special Hindrances:  Galvanists each have their own pet projects and private theories on how the power of electricity is going to reshape the face of the world (and how it already is so much a dynamic part of the way the world really works, though others may not acknowledge it), and they do not always get along with one another, but they are united in their devo​tion to the cause.  A Galvanist will never take on henchmen, though they may retain hirelings or tutor other wizards (though they rarely tutor wizards who are not Galvanists).  They are generally dismissed as misguided radicals by other wizards, suffering a -2 reaction penalty with such characters.  Their single-mindedness and obses​sive personality results in a -1 penalty with any sentient creatures, save for those that make extensive use of electricity themselves.

As described under Special Benefits, most of a Galva​nist's unique abilities function only with respect to spells of electricity; they are not as well-rounded magically as other Conjurers.  They gain no access to the Realm of Necromancy and only a Minor FOS in Elementalism--thus, they retain a Major FOS to Sor​cery and Minor FOS in Enchantment and Elemental​ism.  In addition, a Galvanist suffers a -10% penalty to his or her chance to learn any spell that does not deal with electricity, magnetism, or metal, over and above any other penalties normally suffered.

When casting a spells, a Galvanist becomes suffused with a blue-white aura of low-intensity electricity (occasionally with tiny bolts of electricity dancing across his or her skin or equip​ment), accompanied by a noticeable electrical crackle and a whiff of ozone.  This has no direct game effect, but it makes it very difficult for a Galvanist to cast his or her spells with any degree of secrecy.

Finally, Galvanists work so intimately with electricity that they become attractors of electrical energy.  Any discharge of electricity within 10 yards of a Galvanist, including touch-based electrical effects (e.g., shocking grasp), will inevitably be attracted to the Galvanist.  This does not apply to electricity that is generated by the Galvanist.  In the case of electrical discharges that are not specifically targeted (e.g., a natural lightning strike), there is instead a 50% chance that such a dis​charge will be drawn to the Galvanist and center its effects upon him or her.  With respect to other elec​trical discharges, a Galvanist automatically suffers one-half the effects of any electrical discharge within 10 yards, even if he or she would not normally be within the area of effect.  A Galvanist can use his or her Elec​trical Grounding ability to diffuse electrical energy attracted in this way.  Note that this attraction of electrical energy by a Galvanist does not in any way decrease the damage inflicted by the electrical dis​charge to other creatures in contact with it.  If a Galvanist is already within the area of effect of an electrical discharge, he or she does not suffer extra damage as a result of this effect.

Bonus Proficiencies:  Metalworking

Required Proficiencies:  Reading/Writing, Spellcraft

Preferred Proficiencies:  Appraising, Arcanology, Battle Magic, Blacksmithing, Debate, Endurance, Engineering, Gem Cutting, Glassblowing, Jumping, Language (Ancient), Lens Crafting, Numeracy, Research, Tumbling, Weather Sense



CONJURER KITS
Shadow Mage
Description:  Shadow Mages are Conjurers who have become students of the power of twilight and shadow.  While they are not necessarily evil, most tend to be grim and often humorless characters who are at home in the dim half-light that exists at the verge of day and night.  Their philosophy is built around the connec​tion of all shadows in the world to the Demiplane of Shadow, and their repertoire of spells reflects this, drawing upon the subtle powers of that plane.  They favor darkness over light in most respects, though a darkness that is too complete is as contrary to their purpose as a blinding, omnipresent light that banishes all shadow.  Though their spells are not very well-suited to open battle, a Shadow Mage is a perfectly suited spy or infiltrator, especially by night, and excels in solitary confrontations.

Shadow Mages have been around for many centuries, though never in large numbers.  They are mystics who have reached out and touched the misty border between light and darkness, life and death, reality and unreality.  Whatever their ethos or bent in life, it is always tempered by an unyielding neutrality, seeking to find points of juncture and melding while remain​ing distant (and often appearing cold and bleak in their outlook and relations) from enmeshment in the affairs of the world.  Above all, Shadow Mages believe in a balance in all things, for there can be no shadow and no joining without both light and darkness.  Shadow Mages are able to tap the mysterious channels of magical power that flow along the borders of reality.  They believe themselves to be separate and apart from the rest of the world; like the shadowy verges of the universe, they see themselves as great dividers, the 'in-betweeners' who walk the narrow path in between aspects of the universe, seeing all but not becoming fully a part of either.  Shadow Mages always wear dark robes and cloaks full of folds and shadows, even on the hottest day, and spend a portion of every day basking in shadow.  According to legend, they sacri​fice a portion of their own life force to become partially living shadow themselves.

Requirements:  Shadow Mages must be at least par​tially neutral in align​ment, and only humans, tieflings, and drow elves or half-drow can learn the dark arts of this class.  Shadow Mages must have scores of at least 14 in Intelligence, Wisdom, and Constitution.

Weapons & Armor:  As a standard Conjurer.

Special Benefits:  Shadow Mages gain a variety of unique abilities related to their unusual approach to magic, drawing upon aspects of all opposing fields while not truly embracing any (save for the shadows themselves).  As a result, though the Primary FOS of a Shadow Mage is Conjuration, he or she can also cast any spells of the School of Shadow, regardless of Realm, as if they were within his or her Primary FOS.  In addition, a Shadow Mage gains access to Minor FOS in all Realms of Magic (though they retain Major FOS in none), even including spells that produce light.  Though they find such spells distaste​ful and tend to avoid using them, they appreciate the part that light and spells using it play within the grand balance of the universe and they do incorporate them into their studies.  In addition to this balanced and broadened magical knowledge, Shadow Mages gain the following special abilities:

Channel Energy:  As a standard Conjurer, but this ability works at double its normal effectiveness when used to boost the effects of spells of the School of Shadow, but it does not function at all with respect to other spells.

Comprehensive Conjuring:  As a standard Conjurer, save that a Shadow Mage's spell benefits apply only to spells of the School of Shadow.  In addition, a Shadow Mage has the ability to detect undead or detect magic (though only magic that draws directly on the Positive or Negative Material Plane or Plane of Shadow) or to recognize creatures or objects with a multiplanar existence (e.g., energy draining undead, who exist simultaneously on the Prime Mater​ial and Negative Material Planes; an astral projection of a creature on another plane), even if they are magically disguised.

In addition to the normal save modifiers for a Shadow Mage when using spells of the school of Shadow, the targets of any spell used by a Shadow Mage are modi​fied by the light conditions in their immediate area:

Lighting Conditions


Modifier
Direct sunlight/continual light
+2

Indirect sunlight/light
+1

Total darkness
0

Twilight/bright moonlight/lantern light
-1

Indirect moonlight/torchlight
-2

Starlight/candlelight/very shadowy area
-3

Shadow Familiar:  A Shadow Mage gains the ability to cast the find familiar spell as an innate power, and this ability may be used as often as once per day with no need for components.  It requires 1d12 hours of medi​tation by a Shadow Mage to call a Shadow Familiar, but a Sha​dow Mage has a percentage chance equal to his or her Intelligence plus 5% per level of experience to be able to choose the type of familiar that arrives (from those listed in the Player's Handbook, or any similar DM-approved familiar creatures), rather than rolling randomly to see what kind of creature is attracted.  Note that there is a 25% chance (-1% per level of the Shadow Mage) that no creature of the chosen type will be available within the range, causing the power to fail.  The creature called will always be coal-black in color and has a 75% chance to Move Silently and Hide in Shadows, and it will never be attacked by any creature native to (or linked to) the Plane of Shadow or the Positive or Negative Material Plane.  Note that a Shadow Familiar is not truly a natural animal of its type (and in fact natural animals will tend to shy away from it), but rather an animate spirit from the Plane of Shadow that mimics the form of a Prime Material animal.  It can be banished to its home plane by abjure, dismissal, holy word, or similar magic, and it cannot enter the area of a protection from evil spell or similar barrier to conjured or summoned creatures.

If a Shadow Mage chooses to call a new Shadow Familiar, any fami​liar he or she already has immediately departs (sever​ing the link with the Shadow Mage) at the com​pletion of his or her meditation, regardless of whether or not it was successful.  If the power fails to attract a new familiar, the Shadow Mage must wait at least a day before attempting the ritual again.

Shadow Nature:  A Sha​dow Mage's gradual progression toward living shadow (see Special Hindrances) causes him or her to become inured to natural extremes of tempera​ture.  By the time 9th level is reached, a Shadow Mage gains the equivalent of endure heat and endure cold spells both being in effect constantly, though a Shadow Mage does not reduce damage from heat- or cold-based attack forms.  In addition, he or she becomes immune to the effects of the chill touch spell and similar effects (including chilling damage from certain types of undead, though they are still susceptible to simple physical damage, paralysis, energy drain, and other effects).

A Shadow Mage of 9th level or above is also able to communicate with any creature that is wholly or partly tied to the Positive or Negative Material Plane or Plane of Shadow, which in certain circumstances (DM's discretion) may allow him or her to negotiate with and possibly avoid conflict with such beings.

Shadow Vision:  Shadow Mages gain the ability to see in the darkness associated with the plane of gloom, multiplying the vision ranges in conditions of darkness by their experience level (e.g., a 10th level Shadow Mage could see 10 times the normal distance in dark conditions).  In addition, Shadow Mages of 9th level and above can see through magical darkness, ignoring normal darkness-related combat penalties.

At 5th level, a Shadow Mage also gains the ability to detect places where the boundary between reality and the Plane of Shadow has thinned to the point where shadows can be traversed.  This ability requires shadows to be present (other than the Shadow Mage's own shadow) and one round of concentration and has a 5% chance of success per level of the Shadow Mage.  It can be attempted once per day for every five levels of experience (rounding down), and a successful roll indicates that the Shadow Mage has found a natural juncture with the Plane of Shadow and can shadow walk (as the spell, but only the Shadow Mage him- or herself can use it, not other creatures).

Special Hindrances:  Because of their philosophy of balance and keeping to no more than the verges of any extreme position, Shadow Mages do not gain Major FOS in Sorcery and Elementalism as other Conjurers do--aside from Conjuration, Universal Magic, and the school of Shadow, all spells are considered to be in a Minor FOS for Shadow Mages.  In addition, Shadow Mages focus fairly intently on their particular specialty, suffering a -15% penalty to learn any spells that are not within the school of Shadow, regardless of Realm.  They cannot research spells or create magical items save for those that draw upon the school of Shadow.

Shadow Mages also become inextricably tied to the powers of shadow and darkness in ways that transcend mere preference in terms of fields of magical study.  They are constrained to always wear black or gray clothing (usually billowing cloaks, robes, boots, and sometimes even veils that cover them from head to toe), and they must be in the presence of shadows (not including their own) within 10' in order to properly tap into their magical power sources.  If no shadows are present within 10' of a Shadow Mage or if he or she is forced to wear inappropriate garb and attempts to cast a spell, he or she must draw upon personal reserves of energy in order to channel shadow-energy through him- or herself, forcing a save vs. breath weapon to avoid suffering 1 point of damage per level of the spell being cast.

A Shadow Mage who is forced to channel shadow en​ergy directly to empower his or her spells in this fashion will be surrounded by an aura of dark 'radi​ance' and bits of shadow seem to flit about during spellcasting, accompanied by a brief but noticeable chill in the air nearby.  This has no direct game effect, but it can be very unnerving to those nearby and clearly marks a Shadow Mage as a wielder of dark magic.  This phenomenon also appears whenever a Shadow Mage uses his or her ability to Channel Energy to boost the power of a Shadow spell, but it does not apply to other spellcasting (including normal casting of Shadow spells).

Over the course of a Shadow Mage's career, even channeling shadow-energy in the process of normal spellcasting exacts a price, as begin​ning at 5th level his or her skin begins to gradually fade to a dark gray-black, with occasional dark, vaguely formed black shadows that trace strange patterns or dance unpredic​tably across a Shadow Mage's flesh.  A Shadow Mage literal​ly begins to fade into a living shadow, though the change has relatively little physiological impact upon him or her.  The exact progression of fading varies from person to person, being somewhat depen​dent on the volume of his or her spellcasting.  A Shadow Mage's skin will become cool and eventually cold to the touch, even on the hottest of days (helping to keep him or her cool even in very hot climates while wear​ing long dark garments).  

For the most part, the fading of a Shadow Mage affects only his or her appearance (though it does provide certain bene​fits, as described under Shadow Nature under Special Benefits).  Because of the strange and unnatural 'shadow stain' that overtakes every Shadow Mage and the chill air that seems to hang about them, plus their brooding and antisocial nature, they suffer a -1 reaction penalty for every four levels of experience (rounding up; maximum of -4).  In addi​tion, sentient creatures who see their exposed skin and its 'shadow stain' for the first time may (DM's option) be forced to make a Wisdom check to avoid fleeing in panic, possibly raising an alarm (and/or a mob) against the Shadow Mage.

Bonus Proficiencies:  Blind-fighting

Required Proficiencies:  Reading/Writing, Spellcraft

Preferred Proficiencies:  Astrology, Calligraphy, Ceremony/Ri​tual, Direction Sense, Distance Sense, Fire-building, Languages (Ancient), Observation, Planology, Psychic Defense, Rune Lore, Sixth Sense, Thaumaturgy, Time Sense



CONJURER KITS
Summoner
Description:  Summoners are figures of some contro​versy in most societies, because their spellcasting contacting extraplanar powers, tapping directly into extraplanar power sources, and particularly summon​ing creatures (often from other planes) and binding them to their will.  Some philo​sophers think that it is only right and fitting that wielders of magic should learn to understand the mechanisms of power, for they believe that in the art of summoning is perhaps one of the lessons needed for humankind (and similar races) to take the next step toward advancement as a race.  After all, it is by similar means and types of powers that ultra-powerful beings from beyond the material world often exercise their authority in the world of men.  Those who sup​port this position condone the work of Summoners on the premise that their research may also one day serve as the line of defense against the intrusion of extraplanar creatures into the affairs of society.

Of course, there are others who feel that Summoners, how​ever useful their skills might be, are tampering with forces that are truly beyond their control.  By dabbling in matters best left in the hands of the gods, Summoners risk drawing unwanted attention from such powers (possibly seeking revenge for the sub​ver​sion of their supernatural servants by the Summoner), or at the least beginning to adopt the arrogance of gods themselves.  In short, the general populace views Summoners with respect, suspicion, and not a small amount of fear.

Requirements:  As a standard Conjurer.

Weapons & Armor:  As a standard Conjurer.

Special Benefits:  Summoners have exceptional skill in calling other creatures to them and compelling them to do their bidding.  They are also expert at dealing with creatures from other planes (including sending them back where they belong) as a result of their frequent commerce with such creatures during their training.  They can learn spells of any Realm that involve summoning creatures from afar or from other planes or banishing or binding summoned creatures as if they were within their Primary FOS.  In addition, they gain the following abilities:

Banishment:  Summoners may attempt to banish or dispel summoned creatures, affecting as many hit dice of creatures as he or she has levels, though no creature to be affected may have more hit dice than half the Summoner's level (rounding up).  This may be done once per day, and all creatures to be targeted gain a save vs. breath weapon to avoid this banishment, though magic resistance does not apply.  Banishment can also be attempted against a spell such as summon swarm or insect plague that conjures a large horde of very weak creatures, in which case it should be treated as a dispel magic attempt at double the Summoner's level.

Comprehensive Conjuring:  As a standard Conjurer, save that a Summoner's bonuses apply only to spells that summon or banish creatures.  A Summoner has double the normal chance to recognize summoned creatures but has no chance to recognize magically created material or objects.

Summoning Mastery:  A Summoner has the unique ability to learn any creature-summoning spell, regardless of level or Realm; thus, even a 1st level Summoner could learn a 9th level spell, as long as it is one that summons creatures of some type.  A Sum​moner suf​fers no penalty when attempt​ing to learn a summoning spell that would normally be beyond his or her abilities.

Sum​moners have another unusual ability in terms of how they memorize spells of summoning.  They may memorize summoning spells one level higher than those they would normally able to use (e.g., a 5th level Summoner could memor​ize a 4th level summoning spell).  They can also memorize any summoning spell they know using a spell 'slot' of any level, subject to the restriction that at least half of all 'spell slots' of a given level must be spells of that level (e.g., a 3rd level Summoner has two first level spell slots, and at least one of those slots must be used to memorize a 1st level spell.  The other slot, however, could be used to memorize a 1st, 2nd, or even 3rd level summoning spell).  Regard​less of the type of 'spell slot' used to memorize a given spell, it takes effect normally when cast.  This ability can only be used with respect to creature-summoning spells.

There is a danger inherent in using Summoning Mas​tery in this way, however, because any time a Sum​moner attempts to use a spell at a level below its true level, there is a 10% chance per level of difference between the actual spell level and the 'spell slot' used to memorize it that the caster will lose control of the spell as it is being cast and the summoned creatures will arrive completely uncontrolled.  They may simply vanish (if they have the ability to do so), or they may remain and visit their displeasure on anyone near enough to feel their wrath, which usually includes the Summoner and his or her party.  Even if the spell goes off normally, there is a similar chance that the summoned beings will break free of the Summoner's control at a random point during the spell's duration.

Example:  A Summoner casts monster summon​ing I as a 1st level spell.  The summoned monsters have a (2 x 10) 20% chance to arrive completely uncontrolled.  If this check is passed, the summoned monsters have a 20% chance of breaking free of the Summoner's control at some point during the spell's duration.
A final benefit of a Summoner's Summoning Mastery is that he or she knows certain special rituals and adjustments to make to spells that enable them to summon the strongest and fittest creatures available.  Hence, any creature summoned by a Summoner gains a +1 bonus to its attack rolls and Armor Class.  For spells such as summon swarm, which do not require a roll to hit, damage is instead increased by 1 point per die.

Special Hindrances:  Summoners depend a great deal on their minions to do their dirty work, and thus they do not learn as well as other Sorcerers do how to apply their magical prowess to direct spellcasting at their foes.  They focus on learning the use of magical channels in order to contact or summon creatures rather than tapping such energy directly.  Thus they lack a standard Conjurer's ability to Channel Energy.

Summoners are very fond of their particular specialty and resent attempts by others to paint them as danger​ous meddlers with things best left alone.  They are protective of the respect and propriety of their pro​fession, and they are active in promoting it as a useful and viable branch of magic.  They eschew other forms of magic in favor of their beloved summonings (and related banishment and binding spells), and as a result they suffer a -10% penalty to learn Conjuration spells and a -20% penalty to learn non-Conjuration spells of any other type.

Bonus Proficiencies:  Monster Lore

Required Proficiencies:  Reading/Writing, Spellcraft

Preferred Proficiencies:  Animal Lore, Astrology, Battle Magic, Celestology, Ceremony/Ritual, Demon​ology, Divining, Leadership, Lightning Re​flexes, Luck, Necrology, Observation, Rune Lore, Sixth Sense, Tactics, Thaumaturgy



CONJURER KITS
Wild Mage
Description:  Wild Mages represent a fringe element of Conjurers who are intent on taking the basic prem​ise of Conjuration to its ultimate possible expression.  Thus, rather than carefully studying, mapping, and subtly manipulating the various pools and channels of magical energy suffusing certain planes and particular areas, a Wild Mage seeks to become a magical capaci​tor of sorts, drawing magical energy of any and every sort imaginable into the magical flow of their spell use.  They have little interest in scrutinizing the magical infrastructure of the universe to find that one perfectly congruent source for their magic; if there is energy available and they need energy, they will use whatever is available and through sheer force of will (or unmitigated gall and presumptuousness) shape and form that randomly flitting, flowing, or changeable magical energy into the form that they need.  Of course, this does not always work perfectly, but Wild Mages are nothing if not willing to experiment.  The pro​ponents of Wild Magic trumpet their art's broad base and flexibility as its great advantages, though they are quick to downplay its drawbacks.  It is, after all, Wild Magic, and on rare occasions any spell can get out of control as the caster attempts to channel and shape the ambient forces of randomness, creating fluctuations in the normal functioning of a spell or even causing an effect en​tirely different from what was desired.  Much to the annoyance of other wizards, the response of Wild Mages to such criticism is usually along the lines of comments like:  "You can't make an omelet without breaking a few eggs".

The concept of Wild Magic is a relatively recent dis​covery in the annals of magical craft.  Originally defined in the Forgotten Realms and considered little more than an unfortunate by‑product of an epic strug​gle among the deities of that world, the strange effects of the wild magic zones left behind intrigued many curious and scholarly wizards.  Many researchers devoted their study of these areas to the theoretical underpinnings of magic, and these wild magic zones exposed for them long-hidden secrets of the magical universe and insights into how magical energy functions.  From their work evolved the begin​nings of a theory of random magic, one that defies the traditional schools and classifications.  Many wizards who took of the study of this new art, however, were far less rigorous and methodical.  These spellcasters were often attracted by the sheer randomness and uncertainty of wild magic zones and they sought to incorporate wild magic into their own spells by combining traditional magic with new theories of random magical chaos.  The net product of this process has been the evolution of a new type of wizard, the Wild Mage.

Requirements:  As a standard Conjurer, save that gnomes can also become Wild Mages.  It should be noted that although the practice of wild magic appears inherently chaotic on the surface, some degree of diligence and discipline is required to practice it successfully.  Hence, Wild Mages may of any align​ment.  They must also have a score of at least 14 in Dexterity is also required to complete the intricate passes and gesticulations that have become a part of summoning, shaping, and mold​ing raw magical energy.

Weapons & Armor:  As a standard Conjurer.

Special Benefits:  Wild Mages try not to allow their study and experimentation with magic to be con​strain​ed to the limitations of traditional magical fields of study.  Wild Mages can use Wild Magic spells of any Realm as if within their Primary FOS.  In addition, Wild Mages are able to learn and use spells from all Realms of Magic as if they were Major FOS.  In addi​tion to this vastly broadened spell access, Wild Mages gain the following unique abilities:

Comprehensive Conjuring:  As a standard Conjurer, save that this ability for a Wild Mage applies only to Wild Magic spells.  A Wild Mage also has no ability to recognize magical constructs or summoned creatures.

Manipulate Randomness:  Wild Mages have a unique facility with magical items that normally produce random effects, with a 40% + 1% per level chance to control the result generated by an item that normally operates random​ly, including items such as an amulet of the planes, bag of beans, bag of tricks, deck of illusions, deck of many things, and well of many worlds.  The wand of wonder is a special case.  If a Wild Mage suc​cessfully controls a wand of wonder, he or she may use it to cast any single spell that he or she knows, wheth​er or not the spell is currently in memory, expending one charge per level of the spell.  If the roll fails, the wand of wonder functions normally, expending one charge and generating a random result.  A roll to Manipulate Randomness in this fashion must be made with each attempt to use such an item (e.g., each draw from a deck of many things, each bean drawn forth from a bag of beans).

Special Hindrances:  Although Wild Mages have the ability to learn spells from all Realms of Magic, they suffer a -10% penalty when attempting to learn spells other than Wild Magic (regardless of Realm) due to their unorthodox approach to magic and the fact that they always try to learn spells with an eye toward incorporating the effects of wild magical energy in with the energy normally channeled by the spell.  Because of this approach--directing random impulses of ambient magical energy into spells rather than care​fully charted and planned magical energy fields--Wild Mages lose the ability to Channel Energy as a standard Conjurer.

A Wild Mage's greatest hindrance results from this practice of channeling ambient magical energy through his or her spellcasting in addition to the magic normally invoked.  Because of this, his or her spells are subject to unpredictable fluctuations as a result of the interaction between the focused magic called by the casting of the spell and the wild magic channeled by the Wild Mage through his or her spell​casting.  As a result, every time a Wild Mage casts any spell, re​gard​less of whether or not it is a Wild Magic spell, he or she must roll on the magical flux table below.

d20 roll
Result of Magical Flux

1
Spell takes effect at -4 levels, plus  possible wild surge


2
Spell takes effect at -3 levels


3
Spell takes effect at -3 levels


4
Spell takes effect at -2 levels


5
Spell takes effect at -2 levels


6
Spell takes effect at -1 levels


7
Spell takes effect at -1 levels


8
Spell takes effect normally


9
Spell takes effect normally


10
Spell takes effect normally


11
Spell takes effect normally


12
Spell takes effect normally


13
Spell fails, wild surge results

14
Spell takes effect at +1 levels


15
Spell takes effect at +1 levels


16
Spell takes effect at +2 levels


17
Spell takes effect at +2 levels


18
Spell takes effect at +3 levels


19
Spell takes effect at +3 levels


20
Spell takes effect at +4 levels, plus possible wild surge

If a Wild Mage is casting a Wild Magic spell and rolls a natural 1 or natural 20, the spell that he or she is casting will take effect with the noted level modifica​tion, but there is a 50% chance that a wild surge will occur in addition to the normal spell effect.  A wild surge always occurs on a roll of 13, which indicates that the wild magic being channeled by the Wild Mage has gotten out of control, negating the spell that the Wild Mage was attempting to cast and generating a completely random magical effect that may or may not have anything to do with the spell originally intended.

It should be noted that Wild Mages below 5th level are not able to channel as much wild magical energy as higher level Wild Mages; hence, they de​crease all level modifications from the Magical Flux table by one.  If a level fluctuation would result in an effective casting level of zero or less, then the spell that was cast has been disrupted and canceled out by the wild magic that the Wild Mage was attempting to blend into it.

As a final note, Wild Mages are seen as dangerous radicals and maniacs by most other wizards and suffer a -3 reaction penalty when dealing with them.  Even non-wizards are put off by the subtle air of entropy and precarious (and potentially dangerous) imbalance that follows a Wild Mage, resulting in a -1 penalty to all reaction rolls.

Bonus Proficiencies:  Numeracy

Required Proficiencies:  Reading/Writing, Spellcraft

Preferred Proficiencies:  Alertness, Arcanology, Artistic Ability, Bookbinding, Calligraphy, Clockwork Creation, Direction Sense, Engineering, Luck, Magecraft, Magical Awareness, Numerology, Papermaking, Planology, Research, Rune Lore, Supernumerate, Teach​ing, Thaumaturgy, Time Sense

***DISCLAIMER*** 

As with all postings by me of classes or races, it should be noted that portions of the information contained herein were inspired by or derived from information in published works of TSR, Inc., and may contain references to those works, quotations or passages of text (especially in the area of 'Character Description', where applicable sections from TSR works were often carried over more or less intact into my campaign world), or particular powers or abilities invented by TSR staff writers.  No relationship with TSR, Inc., is to be implied by this use, nor is any attempt being made to solicit profit or remuneration of any kind.  I have read the TSR Online Policy document, and have tried to accommodate the stipulations contained therein. 
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