Ver 2.2 - 15
Character Classes:  Wizard (Mage)

MAGEPRIVATE 

Description:  Mages are wizards who do not follow the dedicated and specialized magical studies that characterize other wizard classes.  They follow wherever their interests lead them, and by and large they see magic as a tool to use rather than an art form to be placed upon a pedestal and 'reserved for special occasions'.  Mages study not only true magic but also a variety of pseudomystical skills and arcane lore of various sorts, as well as ancient historical and archaeo​logical information.  Often disdained by other wizards as charlatans, dabblers, dilettantes, and second-rate "magicians", Mages include training in prestidigitation, mesmerism, fortune telling, and showy sleight of hand tricks as part of their arsenal.  Such mundane tricks are often amplified with real magical skill that is highly refined in some ways, but though it includes broad-based study does not entail the dedicated focus and expertise of other wizards.  The arts of the Mage blur the line between true magic and stage magic, and even a trained observer will have a difficult time determining when a Magician is putting on a show and when he or she is invoking real magic.

Requirements:  Mages use the Wizard advance​ment table and have four-sided hit dice.  Mages use a Wizard's THAC0 and saving throw tables.  Mages be​gin with 1 weapon and 4 non-weapon proficien​cies, and they gain one weapon and two non-weapon slots every six levels of experience.  Magicians may be of any alignment and may be humans, aasimar, elves, half-elves, or tieflings.  A Mage must have scores of at least 9 in Intelligence, Dexterity, and Charisma.

Weapon Proficiencies:  Bow (short, short composite), crossbow (hand, light), dart, firearm (blunderbuss, caviler), knife (any), sling (any), staff, sword (short, rapier, sabre), whip

Magical Philosophy:  Mages really have no magical philosophy as such, save that they enjoy the study of magic and have a degree of talent for it.  They are pragmatic in their magic use, being willing to tap into power sources of all types and to dabble in almost any magical theory or skill.  They do not restrict them​selves from learning in particular areas due to profes​sional distaste, though obviously individual Mages will have moral or ethical compulsions about the use of magic in certain situations or to cause certain effects.  Such compunctions are most often evident in the areas of Necromancy and (to a lesser extent) Conjuration.  Though they are willing and able to do almost any​thing through the use of magic, Mages do highly prize knowledge, especially regarding the theory and prac​tice of magic in general, and their greatest talents lie in these areas.  Thus, Mages have a Primary FOS in the Realm of Lore (and Universal Magic).  Unlike other mages, they are able to learn and cast any spell (but see Special Hindrances below).

Special Benefits:  As noted above, Mages enjoy the ability to learn and cast any wizard spell, and each time they advance a level, they can also attempt to re​learn a spell that they had previously failed to under​stand.  Any bonus spells a Mage gains due to high In​telli​gence can be drawn from any Realm of Magic.  In ad​dition to this universal spell-casting ability, Mages gain the following special abilities:

Arcane Lore:  Mages are sensitive and knowledgeable about magical and pseudomagical matters.  They are highly skilled in the study of fields with​in and related to the practice of magic, gaining a +1 bonus to all Wizard non-weapon proficiencies.  In addition, they gain the Rogue abilities to Detect Illusion, Detect Magic, and Read Languages at base levels with all appropri​ate modifiers.  A Mage receives no discre​tion​ary points, but each ability improves by 5 for every level of experience.  Mages are also very cautious and thought​ful in approaching magical situations, especially in the context of exploring ruins and uncovering lost lore, and they gain a +1 bonus to saving throws vs. divinations, illusions, magical runes and symbols, curses of all types, and all sorts of magical traps.

Fortune Telling:  Mages are highly skilled in all forms of magical and mundane divination and have a limited ability to foresee the future.  If a Mage possess a miscellaneous magical item with divination powers (e.g., crystal ball, medallion of ESP), they can use its power, combined with their own powers of divina​tion, to predict the future in a manner similar to an augury spell once per day per five levels of experience (rounding up).  In addition, even if such a magical item is not at hand, the Mage may attempt an augury-type divination by making use of a non-magical crystal ball, deck of cards, or similar divinatory instrument.  This may be done only once per day, and it requires 1d10 rounds to complete.  At 9th level, he or she can also attempt to contact other plane once per week, as his or her arcane researches enable him or her to learn the names and means of communion with extraplanar powers.  In addition to the above powers, Mages of 5th level or above can use any divinatory magical item, regardless of normal class restrictions.

Improvisational Magic:  Because of their wide-ranging skill in a variety of magical disciplines, Mages often 'blur the lines' of magical practice.  They are particu​larly fond of using 'Metamagic' spells (i.e., spells that alter other spells, such as extension, far reaching, and dilation).  In fact, they have an ability to improvise with their spellcasting, altering it with great fluidity by applying subtle magical alterations to spells in the process of casting them.  They can likewise dispel magic, use a cantrip, or perform any other spell of Universal Magic through the use of Improvisational Magic.

For every level of experience, a Mage gains one 'level' of Improvisational Magic ability.  A Mage can cast any Uni​versal Magic spell he or she knows with this abil​ity, and each has a 'cost' of one 'level' per level of the spell.  

Example:  A 5th level Mage would have five 'levels' of Improvisational Magic available and could use them to cast read magic, cantrip, and dispel magic (two 1st and one 3rd level spell, for a total of 5 spell levels).
Using Improvisational Magic does not require spell​casting as such, being created by an act of will and sometimes a gesture or phrase on the part of the Mage.  It does, however, require concentration and can be disrupted by suffering damage during a round.  The time required to perform Improvisational Magic is the same as if the spell in question was being cast normally.  Note that it is possible to cast a normal spell and use Improvisational Magic in the same round, but only when using this ability to create a 'Meta​magic' spell to modify the spell being cast normally (e.g., casting a magic missile spell from memory, and using Improvisational Magic to boost its range with a far reaching I spell).  If this is done, the casting time for the two effects should be added together; if the Mage is struck during this 'combined casting time', both effects will be disrupted.

Stage Magic:  Mages are very talented at per​forming all forms of magical and pseudomagical trickery, gaining a +1 bonus to their Prestidigitation and Somatic Con​cealment proficiencies for every three levels of experience (rounding up).  In addition, a Mage is so skilled at concealing his or her spellcasting that a successful Somatic Concealment check can completely disguise all evidence of spellcasting, to the extent that only a creature with Observation proficiency or simi​lar vigilance will notice his or her spellcasting.

Alternatively, a Mage can attempt to disguise true spellcasting as simple sleight of hand or a stage trick, causing it to appear as "obvious fakery" to all ob​ser​vers by making a successful Prestidigitation check.  Highly suspicious or exceptionally vigilant creatures (including those with the Observation proficiency) may attempt a save vs. spell to see through the decep​tion, but otherwise a successful check enables a Mage to use his or her subtle arts of distraction and manual dexterity to disguise all traces of spell use.  Detect magic or a similar spell will of course reveal the use of magical energy by a Mage.

Mages can also act convincingly as though preparing to cast a powerful destruc​tive spell by simply using a mix of dramatic and threatening arcane phrases and gestures, tossing 'mystical powders' about, and using other such grandiose theatrics.  After one round of such paramystical gesticulation, which can be directed at up to one target per level of the Mage with at least Low (5) Intelligence, all 'intended victims' must make a successful morale check or flee in terror for 2d4 rounds, unless immune or resistant to fear.

Finally, in the process of learning their stage magic and sleight of hand, Mages learn a smattering of roguish skills for use in performances and all manner of adventuring tasks.  They gain the Pick Pockets and Escape Bonds thieving skills at base levels with all appropriate modifiers but with no dis​cretion​ary points, adding 5 to their chance of success each time they advance a level.

Special Hindrances:  A Mage's greatest hindrance is that he or she is, as noted above, a dabbler in the arts of magic.  As a result, when attempting to learn a new spell a Mage uses his or her normal Intelligence-based Chance to Know Spell only for spells from the Realms of Lore and Universal Magic.  When attempting to learn any other spell, a Mage has only a 10% chance per level of experience, divided by the level of the spell (rounding down) to successfully understand it.  

Example:  A 5th level Mage attempting to learn hold undead (a 3rd level spell) would have a base chance of 50% (5th level x 10%), divided by 3 (the level of the spell), for a net chance of 16% (16 2/3, rounded down).
Regardless of a Mage's level, the final chance to learn any spell can never exceed his or her Intelligence-based Chance to Know Spell.  In addition to this penalty to learn spells outside of the Realms of Lore and Univer​sal Magic, these spells take effect at only half the Mage's true level (rounding up) due to his or her rela​tive lack of expertise in their use.

Besides their relative lack of skill in learning and casting most types of spells, Mages have great diffi​culty researching spells or magical items due to their lack of formal training in such areas.  Spell research should be treated as if the desired spell was one level higher than the actual level (unless it is a spell of Lore or Universal Magic), and any magical research (includ​ing researching the formula for enchanting a magical item) always takes 50% longer than normal.

Bonus Proficiencies:  Prestidigitation, Somatic Concealment

Required Proficiencies:  Reading/Writing, Spellcraft

Preferred Proficiencies:  Acting, Alchemy, Astrology, Bookbinding, Calligraphy, Crowd Working, Dancing, Dis​guise, Divining, Hypno​sis, Jest, Juggling, Language (any), Numeracy, Numerology, Paper​making, Poetry, Seamstress/Tailor, Tumbling, Ventriloquism, Voice Mimicry


MAGE KITS
Astrologer
Description:  Astrologers study the heavens, marking the passing of time, the cycles of the moon and the planets, and the succession of constellations and stellar formations.  They understand the hidden significance of the stars and their movement through the sky and can often read the future in the appearance of celestial bodies.  Astrologers use the constellations as an aid in casting spells and use the power of the stars and their alignment to amplify their magical powers.  Astro​logers often come from wealthy backgrounds, as the large amount of specialized equipment represents a substantial investment.  This equipment also tends to add to the air of mystery and inscrutability about an Astrologer, as the use of much of it (especially the orrery) is indecipherable even to other wizards.  They almost never establish their laboratories and observa​tories within cities, tending to set up shop far from any lights that would disturb their view of the stars.  They tend to be aloof and distant, always seeming a bit distracted by their musings on the infinite cosmos.  Nevertheless, their advice is much sought after for its insight into future events.

Requirements:  As a standard Mage, save that an Astrologer must be of lawful alignment and must have Intelligence and Wisdom of at least 13.

Weapons & Armor:  Dagger/knife (any), dart, scimitar, sling, staff.

Special Benefits:  Astrologers are very knowledgeable in the arts of divination, with a special focus on the observation of the stars, moons, planets, and constel​lations and their magical influences upon creatures and the destiny of the universe.  Their magical studies and observations grant them the following special abilities:

Arcane Lore:  As a standard Mage.

Fortune Telling:  As a standard Mage, save that an Astrologer must be able to consult his or her star charts for one hour (or the night sky itself for but a single round, assuming stars are visible) in order to gain a glimpse of the future.  Instead of gaining the ability to contact other plane, however, Astrologers of 9th level and above can gain a vision (as the spell) once per week by meditating upon the night sky.

In addition to the above, an Astrologer's Fortune Telling ability allows him or her to predict the likely positive or negative outcome of a future event or ac​tion.  Such divination re​quires one turn of observation of the night sky plus one hour of study of his or her star charts and use of an orrery to determine precisely stellar and planetary alignments.  If the stars cannot be seen, this ability cannot be used.  Once this observa​tion and study have been completed, the Astrologer can gain insight equivalent to an augury spell about the chosen event, with the normal chance of success for the spell but with a -1% penalty per day into the future (e.g., divination about an event to occur in 20 days would incur a -20% penalty to the chance of a successful augury).  At 9th level and above, an Astrologer's insight improves, allowing him or her to receive knowledge as a divination spell instead.  Regardless of success or failure, such prediction can be undertaken no more than once per night, and an As​tro​loger can attempt to gain information about a particular event no more than once per experience level; if the roll fails, he or she cannot attempt another prediction about the same action or event until he or she gains a level of experience.

In addition to these special abilities, when using the Astrology proficiency normally the great skill and knowledge of an Astrologer grants a +1 bonus to his or her proficien​cy score for every three levels of experience (rounding up).  Further, they never gain "wildly inaccurate" informa​tion even on a natural roll of 20.

Night Magic:  Astrologers can learn and cast any spell from the School of Astrology as a part of their Pri​mary FOS, rather than suffering the normal learning and casting penalty of Mages.  In fact, Astrologers gain a +15% bonus to learn spells from the School of As​tro​logy, and when researching new Astrology spells he or she does so as if they were one level lower than their actual level for determining cost, difficulty, etc.  An Astrologer never needs material components when casting spells from the School of Astrology, the range of such spells is increased by 50%, and the casting time of such spells is always reduced by 1 due to his or her familiarity with them.  These modifiers have no effect on spells with a casting time of 1 round or greater or spells with a range of 0 or Touch.

In addition, Astrologers are at the peak of their magical power outdoors under the night sky.  If the moon and/or stars are visible above, any spell can be cast by an Astrologer without the need for material components, with a -1 reduction in casting time and a 50% increase in range.  These bonuses are cumulative with bonuses for casting an Astrology spell.  As they also study the sun and its movements and powers (though to a lesser extent than the moon and other stars), an Astrologer who casts a spell in direct sunlight can choose one of the above benefits (i.e., no material component, range increase, or casting time reduction) to apply to each spell.

In addition to these magical casting benefits, Astro​logers spend a great deal of time out and about at night, and their vision gradually becomes accus​tomed and adapted to wide variances in light condi​tions.  At 5th level, an Astrologer can see as well in moonlight as a normal human would in broad day​light, and he or she reduces normal darkness-based combat penalties by 1.  At 9th level, an Astrologer can see as well by starlight as if in broad daylight and reduces darkness penalties by 2.  An Astrologer is never able to see in total darkness (such as magical darkness) or through fog or other obscurement, but he or she does gain a +2 bonus to saving throws vs. attacks based on light or darkness.

Finally, Astrologers can make use of any magical item that uses light or darkness or that relates to the sun, moon, or stars, regardless of normal class restrictions.

Special Hindrances:  Astrologers are far less interested in theatrics and performance than other Mages, and they have no facility with Stage Magic.  Similarly, their studies of the infinite and measured progression of the heavens gives them a sense of patience and ordered ri​gidity in the operation of the universe that preclude the use of something as fluid and unpredictable as the Improvisational Magic used by other Mages.  Since they draw some of their power from the heavenly bodies above, any spell cast by an Astrologer indoors (if there are no windows) or underground will take effect at one level lower than normal (minimum of 1st level).

Astrologers have a unique view on the nature of magic and its interrelation with the forces of the universe.  Thus, when they learn and transcribe a spell they must create a set of complex star charts and stellar maps that describe the heavenly bodies that influence that particular manifestation of magic and how to harness their power to bring about the desired spell effects.  As a result, any magical scroll or spellbook created by an Astrologer is useless to a wizard of another type unless he or she knows the Astrology non-weapon proficiency, and even then a successful proficiency check at half the normal chance of success must be made in order to understand and be able to use the item in question.  Because of this unusual method of learning and transcribing spells, attempt​ing to learn a spell from a wizard who is not an Astro​loger, to learn a spell from a non-Astrologer spell​book, or for an Astrologer to teach a spell to a wizard of another type re​quires double the normal amount of time.  Astrologers can use non-Astrologer scrolls without difficulty.

In addition, in order to attempt to learn any spell, an Astrologer must have his or her orrery.  This device is a highly advanced version of the more common astro​labe, be​ing a sphere surrounded by concentric rings.  Each ring describes the position of various stars, con​stellations, and astronomical phenomena of magical significance, with an array of lenses mounted within the central sphere and upon the various rings.  When the orrery is properly calibrated and a light shone through the lenses in the central ball, the orrery can be set to show which stars and constellations will be in the sky on any given date and also shows which of the heavenly bodies influence one another.  All of this information allows the Astrologer to interpret the relationships of the heavens and how they combine to create the magical effect he or she seeks to achieve.  An Astrologer without his or her orrery cannot learn new spells or to inscribe spells into a spellbook or scroll.  

Orreries are never complete when an Astrologer first creates one (due to his or her incomplete knowledge and skill).  At 1st level, an orrery contains the basic markings and lenses necessary to learn and inscribe 1st and 2nd level spells.  In order to use the orrery for higher-level spells, an Astrologer must spend time and effort crafting new lenses for his or her orrery and making delicate adjustments and new notations.  Each time an Astrologer gains a level, he or she may at​tempt to improve his or her orrery.  This requires him or her to spend 1d4 days per times the spell level to be added and to spend 100 g.p. times the spell level to be added on materials, reference works, and special equip​ment.  No significant activity can be undertaken dur​ing the time this work is being done.

At the conclusion of his or her work, the Astro​loger must make Astrology and Lens Crafting proficiency checks.  If both are successful, the orrery gains one spell level of usefulness.  If either roll fails, the orrery is not improved.  If both rolls fail, however, the Astrologer has damaged the orrery and it loses one level of usefulness.  This damage can be repaired at any time (i.e., the Astrologer does not need to wait to gain a level) by spending the amount of time and money noted above for the spell level just lost and again making successful proficiency checks.  An orrery that has been damaged to the point that it is useful for only 1st level spells that is again damaged by failing both proficiency checks is useless until the Astrologer is able to repair it to the point where it is useful for at least 1st level spells.  Though it can be made useless until it is repaired, an orrery cannot be completely destroyed by failing these proficiency checks.

Bonus Proficiencies:  Astrology, Lens Crafting

Required Proficiencies:  Artistic Ability (drawing star charts), Gem Cutting, Glassblowing, Reading/Writing

Preferred Proficiencies:  Ancient History, Awareness, Arcanology, Bookbinding, Calligraphy, Cartography, Clockwork Creation, Concentra​tion, Direction Sense, Distance Sense, Excellent Vision, Hypnosis, Language (Ancient), Law, Magecraft, Metalworking, Navigation, Night Vision, Numeracy, Papermaking, Planar Sense, Research, Sixth Sense, Super​numerate, Time Sense


MAGE KITS
Diviner
Description:  Diviners are perhaps the wisest of all wizards.  Their investigations into the world around them and their perusal of events of the past and future empower them with a base of knowledge and insight that is rivaled by only the most learned scholars.  Diviners typically possess striking insight into the minds of others, and few are better judges of charac​ter.  Diviners tend to be cautious and deliberate in their actions.  Because their divinations have taught them that others are prone to hiding their true feelings and motivations, many diviners are suspicious and distrustful, sometimes to the point of cynicism.  Diviners tend to be loners at heart and do not make close friends easily, nor do they raise large families (except in rare cases).  They prefer to live alone in remote areas where they can conduct their research and investigation undisturbed, with little interest in material possessions as a general rule.  Still, some Diviners (especially those of low level) do earn a living by selling their services as seers, fortune-tellers, and finders of lost objects and persons.

Diviners are not predisposed to the adventuring life, accepting such a career only reluctantly.  They are not natural combatants, and in fact many Mages lacking in physical prowess find themselves drawn to the subtle art of the Diviner.  They nonetheless make very valuable additions to adventuring parties, as their judgment, cunning, and plain common sense are wel​come commodities.  Diviners concentrate on spells that reveal or relay information, and their ability to reveal hidden truth and the weaknesses of foes often tips the balance of power in their favor and maximize the efficiency of their side in combat.  Diviners are not particularly skilled combatants, but their advice and direction can smooth the road for any party.

Requirements:  As a standard Mage, save that Wisdom of at least 15 is required, and there is no minimum Charisma.

Weapons & Armor:  Dagger/knife (any), dart, sling, staff.

Special Benefits:  Diviners strive for new knowledge at all times, whether in the form of a new discovery or (more frequently) in the recovery of lost lore of old.  Their skill in perceiving hidden things allows them the following special abilities:

Arcane Lore:  As a standard Mage, save that they do not gain a +1 bonus to all Wizard non-weapon proficiencies.

Divining:  Diviners, as might be guessed, are highly skilled at all forms of magical and mundane divination, gaining a +1 bonus for every five levels of experience (rounding up) to any of their Preferred Proficiencies that they know.

Diviners are able to learn and cast any spell from the Realm of Lore as well as any spell from the School of Divination, regardless of Realm, as part of their Primary FOS.  In fact, any such spell cast by a Diviner takes effect as if he or she was two levels higher than normal.  When researching such spells they should be treat​ed as one level lower than normal for determining cost, difficulty, etc.

Because of their familiarity with divination spells and effects, Diviners are better able to resist them than others.  Thus, no form of scrying, mind-reading, or alignment detection will work on a Diviner un​less the creature performing such divination is of a higher level than the Diviner.  This does not block any sort of mind-affecting attacks or telepathic contact, but simply screens against unwanted examination.

Fortune Telling:  As a standard Mage two levels higher than his or her actual level.

Improvisational Magic:  As a standard Mage, but in addition a Diviner can use this ability to create the effect of any spell from the Realm of Lore or the School of Divination.

Special Hindrances:  Diviners are highly specialized in their arts of discovering things that are hidden or lost, and they devote themselves to this task with a passion.  As a result, any bonus spells due to high Intelligence must be selected from the Realm of Lore or other Divination spells.  Unlike other Mages, they do not gain a +1 bonus to all Wizard non-weapon proficiencies (though they do gain a bonus to their Preferred Proficiencies, as described under Special Benefits:  Divining).  In this same vein, they have no interest or talent in Stage Magic.

Bonus Proficiencies:  choose any one 'Preferred Proficiency'

Required Proficiencies:  Reading/Writing, Spellcraft

Preferred Proficiencies:  Ancient History, Astrology, Divining, Dowsing, Hypnosis, Local History, Numerology, Omen Reading, Prophecy


MAGE KITS
Geometer
Description:  Geometers are Mages who seek mastery of magical power through the manipulation of num​bers, geometry, and arcane mathematics.  Studious wizards whose powers lie in logic and reason, Geo​meters uses their mathematical prowess and numerical precision in an attempt to bring order to their world.  By studying and manipulating magic through a rigid framework of numbers, symbols, patterns, and formu​lae, they are able to harness magical energy and channel it according to their desires.  They are con​sidered by many to be the most studious of wizards, always studying some new mathematical principal or numerical relationship that further capitalizes upon the connection between magic and numbers, allowing them to bend the forces of magic to their will.  The tools of the Geometer's trade vary from drawn-out mathematical calculations and theorems to free-floating diagrams, patterns, and magical geometrical constructs of energy woven by the somatic gestures of a spell.  Other wizards tend to view Geometers with a degree of admiration for their dedication and control over their magical spells.  Geometers have learned to break down and codify each and every spell into its particu​late elements.  Although this is a difficult and time-consuming task, it is what allows the Geometer his or her mastery over magic.  Few wizards are willing to devote the time and effort required to master this arcane numerological system, and wizards of this type are rare.  They are often in demand among govern​ment agencies, where their clever manip​ulation of mathematics and magic can be used to good effect in number-intensive pursuits.

Requirements:  As a standard Mage, but Geometers must have 15 Intelligence but have no minimum Charisma.  In addition, gnomes can become Geo​meters if they wish.  Also, because of the discipline and mental rigor required for this profession, Geometers cannot be of chaotic alignment.

Weapons & Armor:  Dagger/knife, dart, sling, staff.

Special Benefits:  Geometers are masters of magic and its mathematical representations.  Because of their close affiliation with matters of probability and hyper​geometry, Geometers are able to use all spells from the Schools of Dimensionalism and Wild Magic as part of their Primary FOS.  As a matter of professional style, they also tend to favor spells that create tangible manifestations in a perfect geometric form (e.g., globe of invulnerability, forcecage/forcecube, Otiluke's resilient sphere, prismatic sphere) or an intricate geometric form or pattern (e.g., hypnotic pattern, rainbow pattern), and at the DM's option such spells may be included within the Primary FOS of a Geometer.  Spells with no tan​gible manifestation (e.g., protection from evil 10' r., avoidance) or with only an irregular shape (e.g., fire​ball, cone of cold) should not be included in this group, even if their nominal area of effect is technically defined in geometric terms.  Beyond this spellcasting expertise (or preference, in the case of geometrically shaped spells), Geometers gain the following abilities:

Arcane Lore:  As a standard Mage four levels lower than his or her actual level; thus, this ability is not gained until 5th level is reached.

Fortune Telling:  As a standard Mage.  A Geometer can choose to substitute a different form of pseudo​mystical numerological divination in place of the augury ability normally possible.  The type of alternate Fortune Telling he or she can perform depends on his or her level:

Level
Alternate Ability
1st
calculate chances
3rd
personal reading
5th
moment
7th
moment reading
9th
telethaumaturgy
Much like the augury ability, these powers have the same effect as the priest spell in question, cast at the Geometer's level.  Note that these abilities are possible alternatives instead of using augury, not in addition to it.  A Geometer may still only attempt this sort of Fortune Telling once per day for every five levels of experience (rounding up).  In a similar fashion, a Geo​meter of 9th level or above can choose to perform cal​culations requiring 1d10 rounds that have the effect of a consequence spell rather than invoking his or her ability to contact other plane.  In either case, the ability can be used only once per week.

Because Geometers continually practice and study their numerical and mathematical skills and principles they gain a +1 bonus to their Numeracy and Numer​ol​ogy pro​ficiencies for every three levels of experience (rounding up).  Geometers who attempt to use their Numerology proficiency to divine information never gain "wildly inaccurate" information on a natural roll of 20.  A Geometer must always make a successful Numerology proficiency check in order to divine information about the future, even if he or she is using a divinatory magical item to enhance his or her powers.

Improvisational Magic:  As a standard Mage.

Mathemagical Manipulation:  Geometers' highly ra​tion​al, sys​tematic, modular concept of manipulating magic allows them to transcend some of the normal boun​daries of spellcasting faced by other wizards.  Using his or her magical and numerological formulae, a Geometer can attempt to memorize and cast spells of a higher level than would normally be allowed for a wizard of his or her experience level.  When attempt​ing to learn spells of a level normally beyond his or her ability (e.g., a 5th level Geometer attempting to learn a 4th level spell), he or she suffers a -10% penalty to his or her Chance to Know Spell.  If such a spell is learned, however, a Geometer may attempt to mem​or​ize this higher-level spell in place of one of the spell 'slots' of the highest level spell that he or she can cast (in the case above, using the wizard's 3rd level spell 'slot' to memorize a 4th level spell).  

A successful Numerology proficiency check must be made at the time the spell is memorized, or else the memorization fails and that spell 'slot' is wasted for the day.  If the check succeeds, the spell has been memorized, but an​other Numerology check is needed when the spell is cast, or else if fails to function.  A natural 20 results in failure regardless of the Geo​meter's proficiency score.  A Geometer may attempt this for more than one spell slot if desired, but each slot after the first for which this is attempted on any given day entails a cumulative -4 penalty to the Geometer's Numer​ology proficiency.

Special Hindrances:  Geometers are interested in results rather than appearances, and as a result they do not learn any form of Stage Magic in the course of their training.  Geometers are also very slow and methodical when it comes to their magic.  Not con​tent to merely 'absorb and regurgitate' their spells as they believe other wizards do, they analyze and re​compute every spell as they memorize it and cast it, scrawling it in glowing figures and formulae in the air when they use it.  This has the effect of doubling their memorization time for spells, and it also increases casting time by 3 for all spells used by a Geometer, though this has no effect on spells with a casting time of 1 round or more.  Also, Geometers require double the normal amount of time to learn new spells due to their painstak​ing attention to detail and accuracy.  If the individual teaching them is not also a Geometer, the time required is tripled.  The same is true if a Geometer tries to teach a spell to a non-Geometer.

The greatest hindrance that Geometers face, though, is that their system of invoking and recording magic is completely different from that used by ordinary wiz​ards.  Geometers view the operation and manipulation of magical forces as being dependent on an arcane and intricate system of complex mathe​matical and numero​logical theorems, principles, rela​tionships, and systems that operate in synchronicity with the fabric of reality and the weave of magical energy that suffuses all things.  Hence, their spell​books and magical scrolls are of necessity illuminated with a variety of extra​ordi​narily complex patterns, numerological charts, and mathematical com​putations and graphs that describe the formulae, symbols, and functions necessary to harness and gener​ate a specific desired magical effect.

Because of this, the spellbooks and any magical scrolls created by a Geom​eter are useless to any other type of wizard unless he or she knows the Numerology profi​ciency, and even in that case a successful proficiency check at half the normal chance of success must be made in order to understand and be able to use the item in question.  Even if the check succeeds, the time required to use it will be doubled due to its convolut​ed logic and excessive interpolation of numbers and figures.  Likewise, before a Geometer could use a standard spellbook or scroll but would have to first perform the necessary (to his or her mind) mathemati​cal work to ensure that the magical proportions and formulae used in the book or scroll were properly measured and accounted for.  This requires a successful Numerology proficiency check for each spell read from a book or from a scroll, and in all cases such effort will require triple the normal amount of time to complete.  Even simply casting a spell from a non-Geometer scroll will result in doubling the normal casting time, and it cannot be used at all until an appropriate numerical analysis has been performed.

Bonus Proficiencies:  Numeracy, Numerology

Required Proficiencies:  Reading/Writing, Spellcraft

Preferred Proficiencies:  Ancient History, Arcanology, Artistic Ability, Bookbinding, Calligraphy, Clockwork Creation, Engineering, Language (Ancient), Magecraft, Papermaking, Research, Rune Lore, Spellcraft, Tattooing, Teach​ing, Thaumaturgy, Time Sense


MAGE KITS
Philosopher
Description:  Philosophers represents those Mages who do not merely seek to study the arts of magic and its related fields but truly to study a bit of everything and to weave all pieces of that knowledge into a holistic and united pattern of truth.  Many Philosophers dedicate themselves to determining the ideal of the just society, while others investigate the nature of truth or beauty as it is represented across the length and breadth of endeavor.  They believe that all should seek to meditate and consider their actions and whether they are moving in a direction that will improve themselves, and they seek to lead by example in that regard.  They are passionate lovers of wisdom and truth and devote their time to discussing the moral and ethical complexities of life and how to live a life that can show the way to others.  Many are affiliated with colleges and universities and spend much of their time teaching at all levels of the educational systems that exist.  Many of these pro​found thinkers are called upon to serve in royal courts and to raise and educate the heirs to those thrones.  They are sometimes approached by jurists to find solu​tions to questions that have perplexed legal scholars and to offer recommendations on the proper course to take.  The particular outlook of a Philosopher will depend a great deal on his or her training and align​ment, but they use their magical and non-magical skills combined to overcome all challenges placed in their way.

Requirements:  As a standard Mage, save that at least 14 Intelligence and Wisdom are required.

Weapons & Armor:  Philosophers can become profi​cient in any weapon.

Special Benefits:  Philosophers embrace the inherent relativism they see in reality and do not restrict themselves in their courses of study.  As a result, they may learn proficiencies from all proficiency groups without penalty, regardless of the background type or character class to which they are normally restricted.  In addition, they can freely 'trade' weapon and non-weapon proficiency slots, using one type for the other purpose, without penalty.  Like all Mages, they can learn any spell of any Realm (though with significant penalties to the attempt); however, while they do not specialize in any one particular field of magic Philo​sophers are nonetheless able to understand individual spells very thorough​ly and completely and therefore are able to cast all spells at their full normal level (rather than at half their effective level, as normal for Mages casting the majority of their spells).  In addition to this general and broad-based expertise, Philosophers gain the following special abilities:

Arcane Lore:  As a standard Mage; however, be​cause they are naturally skeptical of taking things at face value and have devoted so much of their lives to con​templating matters of truth and reality, they gain a +4 bonus to saves vs. illusions, rather than the normal Arcane Lore bonus of +1.

Contemplation:  Philosophers rely heavily on quiet meditation and thought to pursue their study of the world and all its wonders.  In the course of this Contemplation, they learn how to focus and control the latent powers of their mind, enabling all Philo​sophers to gain a psionic 'wild talent' in the course of their training.  In addition, as they continue in this path of study throughout their career, they may at​tempt to gain a new 'wild talent' every time they gain a level of experience.  The chance for determining whether a wild talent manifests can be determined by consulting the Com​plete Psionics Handbook, including possible negative consequences that can occur in the course of trying to unlock his or her psychic potential.  Psionic 'wild talents' can be randomly generated in any fashion the DM desires, or he or she can simply assign appropriate powers.

Philosophers learn to focus their minds and thoughts in such a way as to deal very effectively with prob​lems by thinking through the logic problems involved and applying a variety of philosophical tests and maxims to the situation.  This facet of Contempla​tion allows the player of the Philosopher to effectively take two 'guesses' at coming up with the correct solu​tion to any sort of riddle, logic problem, or similar dilemma encountered in a campaign, even if only one is normally allowed (in character, the Philosopher actually comes up with multiple possible solutions and is able to work out which one ought to be correct; this is reflected by allowing the player an extra opportunity to solve the problem).

In the same vein, a Philosopher can search his or her mind for possible answers to a dilemma once per day.  This ability requires 1d10 rounds of Contemplation and has a 10% chance per level of success.  If it suc​ceeds, the Philosopher gains the benefits of an idea spell (q.v. Tome of Magic) pertaining the situation being considered.  A Philosopher of 9th level or above can instead attempt to gain the benefits of a genius spell (q.v. Tome of Magic) in the same fashion, but the chance of success is halved in this case.  In either case, only a single Contemplation of this type is possible each day.  Note that this ability is not magical or psionic; it simply represents the broad knowledge base and wide cross-applicability of a Philosopher's training and his or her ability to come up with novel ideas and solutions to difficult problems.

Oratory:  Philosophers often engage in public speak​ing, teaching, debate, and displays of rhetoric, which they often punctuate with occa​sional bits of magic (either real or Stage Magic) for emphasis, and they are quite adept at persuading a crowd.  Thus, when speak​ing and able to hold the at​tention of a group of creatures able to understand his or her language, a Philosopher can attempt to in​fluence their reactions by making a successful Charis​ma check with a +1 bonus for every four levels of experience (rounding up).  If the check is made, all creatures listening to the Philosopher must save vs. paralyzation with a -1 penalty for every four levels of the Philo​sopher (rounding up) to avoid having their reaction level adjusted by one 'step' in the direction desired by the Philosopher.  This persuasion requires at least 1d10 rounds of argumentation and exposition (with an occasional dramatic flair) to take effect.  If any creature rolls a 20 on its saving throw, it takes the Philosopher's diatribe the wrong way and has its reac​tion adjusted in one step in the direction opposite that intended by the Philosopher.

Stage Magic:  As a standard Mage.

Special Hindrances:  As a consummate generalist and relativist, a Philosopher does not have any Primary FOS in terms of magical study, not even Universal Magic.  Thus, when attempting to learn any spell, he or she has only the standard Mage chance (i.e., 10% times experience level, divided by the level of the spell, with a maximum equal to their Intelligence-based Chance to Know Spell), regardless of Realm of Magic.  Thus, while they can and do learn a variety of indi​vidual spells and learn them quite well, their wide-ranging study does not lend itself particularly well to study in related fields or categories of magic.  Philo​sophers do not study magic itself as a field to the extent that other Mages do, and never gain the ability to use Improvisational Magic.  Likewise, Philosophers can never research spells or create magical items (other than potions and scrolls).

As a general rule, Philosophers favor 'living for the now' and examining the rules and interactions and dy​namics of what is, rather than dwelling overmuch on past history or future possibility, and they there​fore have little interest or skill in Fortune Telling.  They study in a variety of areas, but rarely seek long-term mastery in any and can never expend extra proficiency slots to improve any proficiency.

Bonus Proficiencies:  Prestidigitation, Somatic Concealment

Required Proficiencies:  Debate, Reading/Writing, Spellcraft

Preferred Proficiencies:  Alchemy, Astrology, Bookbinding, Calligraphy, Crowd Working, Dancing, Dis​guise, Divining, Hypno​sis, Jest, Language (any), Numeracy, Numerology, Paper​making, Persua​sion, Poetry, Public Speaking, Seamstress/Tailor, Teaching, Ventriloquism, Voice Mimicry


MAGE KITS
Sage
Description:  Sages represent those learned scholars who devote deep and passionate study to one or more special fields.  They conduct all manner of magical and mundane research into that area and even carry on professional correspondence with scholars in their field around the world or even on other planes.  Their degree of expertise within their field is matchless among mortal minds, and they love nothing more than to pore over musty books or examine interesting specimens within their field.  Sages are generally far more interested in research and experimenta-tion than adventuring, and so will usually be encountered as NPCs (sometimes even available for hire for player characters with the resources to provide facilities and research materials that meet a Sage's satisfaction).  They tend to be quite sedentary and to stick mostly to urban environments, but can occasionally be found living alone in the wilderness.

Requirements:  As a standard Mage, but at least 16 Intelligence is required and there is no minimum Charisma.  In addition, they use three-sided hit dice (see Special Hindrances).

Weapons & Armor:  Staff.

Special Benefits:  Sages are extremely knowledgeable about all things magical, and in addition they choose intensive study in a variety of esoteric and sometimes even bizarre fields.  Their specialized knowledge grants them the following special abilities:

Arcane Lore:  As a standard Mage, but with double the normal bonuses.  In addition, Sage may select knowledge of languages, both ancient and modern, at half the usual cost in proficiency slots.

In addition to their mundane skill in Arcane Lore, a Sage can use detect magic or read magic at will.  These abilities do not require spellcasting or components of any kind but rather merely concentration by the Sage, and they last as he or she continues to concentrate on them.

Legend Lore:  Sages are extremely knowledgeable in ancient and secret lore, particularly in the areas of history and magic.  Using this ability requires the Sage to scrutinize a given item, work of art, in​scrip​tion, text, sacred site, building, or other object in question.  The Sage need not actually touch the item, but he or she must be within 5 feet and be able to see the item, and must be relatively undisturbed during the examination.  The base chance of success with this ability is 5% per level for magical items, symbols, powers, and places of wizardly power (in​clud​ing all magical items restricted to use by the Wizard class).  Legend Lore can also be used with respect to any area of Sage Knowledge (see below).  Success on this percentile check allows the Sage to roll 3d6 and consult the following table:

3d6 roll
Information Gained

 3
How many charges/uses left


 4
Whether item is intelligent


 5
Whether item is cursed/evil


 6
Value on the open market


 7
Name


 8
Famous past owners


 9
Age of item


10
What race created it


11
Where it was made


12
Who crafted it


13
Alignment of owners


14
Who can use it


15
General types of effects


16
How to activate it


17
Outline list of powers


18
Let player read DM description
A Sage can adjust the 3d6 by ±1 for every three levels of experience (rounding up) if desired.  Thus, a 5th level Sage who rolled 7 on 3d6 could modify the roll to any number from 5 to 9.  A Sage may make one such roll for each level of experience if he or she is in a library or other place with access to similar records; if forced to rely only his or her memory alone, he or she may make a maxi​mum of one roll per there levels (rounding up), though the remainder of his or her normal al​lot​ment of rolls can be made for that item if he or she later studies it with access to outside information.  Each roll on this table requires 1d10 rounds of study.

Research:  All Sages begin play with the Research proficiency, and they gain a +1 bonus to their pro​ficiency score for every three levels of experience (rounding up).  In addition, because of they are con​stantly studying Sages gain a new non-weapon profi​ciency slot every time they gain a level.  Because they prefer to learn a smaller number of skills in great depth and detail, however, a Sage must spend at least half of all non-weapon proficiency slots (including initial slots and bonus slots based on Intelligence) to improve proficiencies he or she knows, rather than learning new proficiencies.

Sages also know how to study very efficiently and effectively.  They can locate research materials in a library or laboratory in half the amount of time it would require a typical character.  They can also spend one or more days carefully studying a particu​lar subject in a library and thereby gain a one-time bonus to any non-weapon proficiency.  This bonus is equal to 1d4-1 for every day spent studying, up to a maxi​mum of +5.  The Sage must choose a specific non-weapon proficiency to study, and the bonus (which can be used only once) must be used within 1 day per level of the Sage.

In addition to the mundane applications of their skill in Research, Sages can research spells of all types at their true level and require only the normal amount of time to complete magical research of any kind (includ​ing magical item research); without the penalties that normally apply for Mages.

Sage Knowledge:  Sages learn esoteric details in one or more fields throughout the course of their career, allowing them to perform research as described in the Dungeon Master's Guide on pgs. 106-108.  All Sages begin with one free Sage Knowledge proficiency, which represents their initial field of training and study, and a Sage gains a +1 bonus to his or her proficiency score in this area for every three levels of experience (rounding up).  A Sage may also gain addi​tional areas of study by purchasing additional Sage Knowledge proficiencies.  Unlike other characters, a Sage suffers no ability score penalty to his or her Sage Knowledge proficiency score.

Scholarly Connections:  Sages often maintain extensive correspondence with scholars throughout the world.  The Sage's scholarly bearing and reputa​tion is impressive to others who are authors, jour​nalists, teachers, scholars, researchers, or simply intellectuals, gaining a +3 reaction bonus with people of this type.  They are also able to use their con​nections to receive discounted prices on magical research or study-related costs, including consultations with other Sages, spell components, materials and references needed for spell or magical item research, and the like.  With a successful Charisma check, with a -1 bonus per two levels of the Sage (rounding up).  These contacts also enable Sages to gain a 10% discount when paying for the services of another Sage or similar magical research on his or her behalf.

Special Hindrances:  Sages can be dry, pedantic, and flat-out boring to anyone who is not an intellectual or scholar or someone else with a vested interest in the Sage's chosen field.  As a result, any individual who is not described as having a reaction bonus with respect to a Sage (see Special Benefits:  Scholarly Connections) will generally find a Sage pompous, verbose, and rath​er irritating, resulting in a -1 reaction penalty for any such creature who has to listen to the Sage speak for more than one round.  In addition, if the Sage con​verses with an NPC Sage, Scholar, Loremaster, or similar character, there is a 10% chance that the Sage will inadvertently impugn some pet opinion of the NPC, resulting in a new reaction roll with a -4 penalty.

Sages have little interest in the cheap theatrics of Stage Magic, the pointless maunderings of Fortune Telling, or the free-form off-the-cuff Improvisational Magic of other Mages, and they simply do not bother learning such intellectually irrele​vant skills.  They also eschew physical skills or training of any sort, and as a result tend to be in poor physical condition.  They use only three-sided hit dice, and their Constitution hit point bonus can never exceed +1.  In addition, they suffer a -1 penalty to any Strength, Dexterity, or Constitution-based ability check, including all non-weapon profi​ciencies based on these ability scores.  Sages gain only a single weapon proficiency at 1st level, which must always be in the quarterstaff, and they never gain additional weapon proficiencies thereafter.  In fact, they suffer a -1 penalty to hit whenever they attack in physical combat (including the use of touch spells).

Finally, spellcasting itself is something of a sideline for Sages, whose true stock in trade lies more in the area of study and research than in spellcasting.  As a result, a Sage can learn only half the normal number of spells of each level allowed by his or her Intelligence, and he or she can also cast one fewer spell of each level than normal, to a minimum of no spells of that level.  Thus, a 3rd level Sage would have one 1st and no 2nd level spells available, rather than the normal two 1st and one 2nd level spells), though he or she still gains the normal bonus spells allowed for high Intelligence.

Bonus Proficiencies:  Research, Sage Knowledge (choose one)

Required Proficiencies:  Reading/Writing, Spellcraft

Preferred Proficiencies:  Alchemy, Ancient History, Artistic Ability, Astronomy, Bookbinding, Bureau​cracy, Car​tography, Celestology, Demon​ology, Eco​logy, Etiquette, Fungus Identification, Heraldry, Herbalism, Language (Ancient), Language (Modern), Law, Local History, Medicine, Monster Lore, Musical Instrument, Necro​logy, Papermaking, Planology, Poetry, Religion, Research, Rune Lore, Sage Knowledge, Scribe, Supernumerate, Teaching, Thaumaturgy

MAGE KITS
Scribe
Description:  Scribes represent those Mages who choose to specialize in the art of writing and in​scribing all manner of runes, symbols, and letters.  Their chief stock in trade is in the production and reproduction of manuscripts and letters in an age where literacy is far from commonplace.  They occa​sionally serve as tutors for the wealthy, but more often they find employment as clerks, accountants, and copyists within churches, governments, large merchant companies, and other such organizations, though most large cities have their share of inde​pendent Scribes plying their trade on a free-lance basis.  Most Scribes are keen students and collectors of ancient lore, especially maps, codes, books, scrolls, armorial bearings, signs, runes, and glyphs.  Only rarely do Scribes take up a life of adventuring, since most of their work is done in quiet cubicles in monas​teries or large cities.  Every now and then a Scribe may choose to actually venture forth and see the sights of the world and behold the wonders of the ancients or of far-off cultures for themselves, and it is typically these Scribes, stricken with a bit of wander​lust, that take up the adventuring life, and their scholarly background and knowledge of lore, language, and bu​reaucracy can be quite helpful to a party of adventur​ers, particularly those exploring ancient ruins or dealing with foreign governments.

Requirements:  As a standard Mage, but a Scribe re​quires at least 13 Intelligence, 15 Dexterity, and 10 Wisdom.  In addition, Scribes use three-sided hit dice (see Special Hindrances).

Weapons & Armor:  Dagger/knife, dart, sling, staff.

Special Benefits:  Scribes are expert writers, copyists, and often even artists, talented at using the proper turn of phrase or layout style for any given situation and ensuring that their work comes out as the highest quality possible every time.  They gain a +1 bonus for every three levels of experience (rounding up) to both their Calligraphy and Scribe proficiencies, and in fact because they are often able to use their skills through​out the course of training they begin with double the normal starting money for wizards (i.e., 2d4+2 x 10 g.p.).  In addition to this mundane skill at writing, Scribes gain the following abilities:

Arcane Lore:  As a standard Mage, but his or her chance to Read Languages is doubled.  This chance may also be used to represent a Scribe's chance to decipher a written code.

Bureaucracy:  Scribes frequently work in government or large businesses or other organizations, and they learn how to operate such organizational machinery to their advantage.  This enables them to gain the Bribe Offi​cial thieving ability at a base level of 10 (plus all applicable racial and ability score modifiers), with a +5 bonus for every level after 1st.  In addition, they gain a +1 bonus to their Bureaucracy proficiency for every five levels of experience.

Scribes also learn bits and pieces of all sorts of pro​fessional jargon and slang, combined with fragments of half-understood ancient languages, and they are able to construct a sort of pseudo-language that can generally only be understood by other Scribes (the better to keep their secrets away from prying ears).  If a Scribe wish​es to speak to another Scribe in this fashion, he or she must choose a "base language" for communica​tion, and any creature able to speak that language is entitled to a proficiency check with a -3 penalty in order to discern the general topic of conversation, though understand​ing beyond that level is simply not possible without special magical means.  Any Scribe who understands the "base language", however, will have no trouble understanding the Scribe's speech.

Copy Text:  Scribes have extremely thorough and detailed training in the art of writing and a very delicate and deft hand at writing and copying text.  This high level of skill and attention to detail is usually used in the process of creating exact repro​ductions of texts as part of their typical work, but it is also quite common for unscrupulous Scribes to under​take a side business in forgery.  Scribes gain the Forge Document thieving skill with a base score of 20 (plus all applicable racial and ability score modifiers), with a +10 bonus for every level after 1st.  This percentage chance also represents the chance for them to spot a forgery if they have a chance to examine it.  Note that Scribes with the Artistic Ability or Cartography profi​ciencies can likewise create copies (or forgeries) of items of the appropriate type, though at the DM's option a proficiency check may be required.

In addition to copying (or forging) documents or other mundane written works, Scribes have the ability to copy magical scrolls of all types.  The chance of creating a usable copy is equal to 10% plus 10% per level of the Scribe, -5% per level of the spell being copied, though the chance of success can never exceed 90%.  If the copying attempt fails, the copy will be useless and the original scroll will be destroyed.

In the case of a scroll with multiple spells, they must be copied in the order that they appear on the origi​nal.  To determine the effective 'level' of a protection scroll for a copying attempt, divide its experience point value by 500 and add 2.  Regardless of success or failure, the copying attempt requires two days per spell level being copied, and the work must be done without interruption, though no special facilities are required.  Materials for transcription will cost 10 g.p. per level of the spell for high-quality inks and paper, though special exotic ingredients are not required to create a scroll copy.

Rune Mastery:  Scribes are very knowledgeable about all manner of glyphs, symbols, letters, and similar marks, gaining a +1 bonus to their Reading/Writing and Rune Lore proficiencies for every three levels of experience (rounding up).  In addition, they can make use of any spell that involves runes, glyphs, or sym​bols or that are related to writing, scrolls, books, languages, and the like as part of their Primary FOS.  Scribes can even learn priest spells that deal with such matters as if they were wizard spells of the same level.  Such spells must be taught by priests who know them, and they are considered equivalent to wizard spells in every way, with his or her full normal Chance to Know, and they count against the maximum number of spells of each level that a Scribe is allowed.  When casting a spell involving runes or symbols, a Scribe never needs to use a verbal component, though soma​tic and material components may still be required.  Verbal components must be used normally when cast​ing other types of spells.

Scribes gain a +1 bonus for every five levels of experience (rounding up) to saves vs. all forms of magical runes, glyphs, symbols, and other forms of writing (including cursed scrolls and the like).  If confronted with baneful enchanted writings that nor​mally allow no saving throw, a Scribe is entitled to attempt an unmodified save vs. spells to withstand its effects.  A Scribe who makes a successful Rune Lore proficiency check at half the normal chance of success will be able to recognize and identify 'at a glance' any sort of magical symbol, writing, or inscription with​out triggering its effects.  Such examination requires at least one round and good lighting condition, and a given magical writing can be examined only once per level of experience.  If the check fails, he or she cannot try again until a new level has been attained.

Scroll Specialization:  Scribes can use all written magical items (including spell scrolls), regardless of normal class restrictions.  Certain magical items may have no effect unless used by a particular class, and these will of course be of no use to a Scribe.  If using a written magical item not normally allowed to Wiz​ards, there is a 20% chance of the item malfunctioning in some way, reduced by 2% per level of experience; thus, at 10th level and above there is no chance of failure when using such items.

Scribes have the ability to create scrolls of any spell that they know.  This requires one full day per spell level and 100 g.p. per spell level for materials, and a suitable library or laboratory is needed to work in, but a Scribe never requires special or exotic compo​nents to create scroll inks.  At the end of this time, the Scribe must make a per​centile roll based on his or her Chance to Know Spell plus twice his or her level in order to ensure success.  If the roll fails, an error has occurred in writing the scroll and the spell fails to 'take hold'; once such an error has occurred, no fur​ther spells can be inscribed upon that scroll, and in no event can more than seven spells be placed into a scroll.

At 7th level, Scribes gain the ability to research the creation of protection scrolls of all types.  This pro​cess requires two weeks per effective level of the protection scroll (divide the XP value of the scroll by 500 and add 2 to determine its effective level) at a cost of 1d10 x 100 g.p. per 'level' of the scroll.  At the conclusion of this research, the Scribe must make a successful roll as if to learn a spell with a bonus equal to his or her level.  If successful, he or she has learned the process for creating the scroll.  If failed, the research has been unsuccessful, but the Scribe can attempt it again after having gone up a level.  Once the formula has been suc​cessfully researched, a protection scroll of that type can be produced with one week of labor in a labora​tory or library and an investment of 3d6 x 100 g.p. for materials.

Note that the formula or process for creating a scroll of protection counts as a spell of equivalent level in terms of the Scribes maximum spells of each level that he or she can understand.

Stage Magic:  As a standard Mage, save that Scribes only gain the ability to conceal their spellcasting.  In addition, their Somatic Concealment proficiency im​proves by only 1 every five levels of experience.  They value subtlety and learn to hide their magical arts with great skill, but they learn none of the other theatrical skills or sleight of hand tricks that char​acterize a typical Mage's Stage Magic.

Special Hindrances:  Scribes devote themselves to their books and letters and to the matters of busi​ness that surround them, and they have no time to bother with Fortune Telling, nor the opportunity to learn the intricacies of Improvisational Magic.  Much like Sages, they also eschew physical skills or training of any sort, and as a result tend to be in poor physical condition.  They use only three-sided hit dice, and their Constitu​tion hit point bonus can never exceed +1.  In addi​tion, they suffer a -2 penalty to any Strength or Constitution-based ability check, including all non-weapon profi​ciencies based on these ability scores.  Scribes are ill-trained for combat and suffer a -1 penalty to all attack rolls, whether attacking in physical combat or with a spells.

Scribes are also handicapped to an extent by the fact that they require access to a library and/or laboratory in order to use some of their special abilities.  A larger hindrance, however, is that Scribes spend most of their time honing and perfecting the skills in which they were trained and very little time in learning new skills.  As a result, they gain new weapon proficiencies only every ten levels and new non-weapon proficiency slots every five levels.  Their initial allotment of  proficiency slots is unchanged.

Bonus Proficiencies:  Calligraphy, Reading/Writing, Rune Lore, Scribe

Required Proficiencies:  Bureaucracy, Somatic Concealment

Preferred Proficiencies:  Ancient History, Artistic Ability, Bookbinding, Bribery Etiquette, Cartography, Engineering, Etiquette, Heraldry, Language (any), Law, Local History, Numeracy, Numerology, Paper​making, Poetry, Spellcraft, Thaumaturgy
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