The Wizard (prestige Class)


What comes from the knowledge of both the divine and arcane? To what title do we refer those who combine such powers in their practice?


Legends tell us of beings which have come from the heavens, weilding strange powers, to meddle in the affairs of men.... through time mankind has called such being Wizards.


This prestige class addresses the combination of the arts of both divine and arcane magic. If one in the course of thier studies becomes wise, and keen, enough... it is said that the root of that which is magic can be tapped.


The Wizard


requirements: int 20, wis 20, both divine and arcane spellcaster of level 5 each, 13 ranks in a given knowledge. Also: patronage of a deity, and, must follow alignment and ethos of such favored deity


Class advantages:


hit die : 1d4+1 (divine strenght)


bonus language: celestial


skills: as per both the wizard and divine and psionic classes.


points per level 4+int, plus an additional 4 which can only be allotted to knowledges.


weapons: as per cleric and mage


special advantages: 


a level up in the wizard prestige class also counts as a level up in terms of caster level in pertinence to both divine and arcane spell effects


a level up in the wizard prestige class also counts as a level up in either divine or arcane in terms of spell availability, each level up can be applied to either as one sees fit. (note this changes at level 7)


disadvantage:


if a wizard fails to follow the alignment and ethos of her god, and/or fails to fullfill a goal set by thier god, or looses the gods favor in any way, all advantages of the class become negated as if the character had never leveled into the prestige class.


His/her abilities can be regained upon an attonement in which the deity takes the character under its patronage once again.


advancement chart:


Attack bonus Ref save Fort Will Special


1. 0 2 2 2 iron will, access to all domains of deity, mind power


2. 1 3 3 3 swap spells 1 loose need for material components


3. 1 4 4 4 swap spells 2 purity of body


4. 2 4 4 4 swap spells 3 loose need for vocal component


5. 2 5 5 5 swap spells 4 diamond body


6. 3 5 5 5 swap spells 5 loose need for somatic component


7. 3 6 6 6 swap spells 6 reservoir of knowledge, diamond soul


8. 4 6 6 6 swap spells 7 tongue of sun and moon, healing touch


9. 4 7 7 7 swap spells 8 timeless body


10. 5 7 7 7 swap spells 9 perfect self, inner power


class special abilities:


- iron will: as per feat in players handbook


- mind power: gain ability to learn psionics


- purity of body: as per monk special


- diamondy body: as per monk special


- diamond soul: as per monk special


- reservoir of knowledge: uppon attaining this level and those hereafter, when the wizard gains a level, it applies to both divine and arcane in terms of gaining spells


- tongue of sun and moon: as per monk special


- timelss body: as per monk special


- perfect self: as per monk special


- inner power: the wizard can now cast spells, both divine and arcane, as if she were a sorcerer, not haveing to prepare spells ahead of time


- swap spells 1 (2,3,4...): arcane spell slots of level 1 (2,3,4....) can be swapped for divine spell slots (and vice versa) when it comes to preparing spells for the day, as long as the wizard has access to both levels


- healing touch: any spell, whether arcane or divine, can be substituted for a healing spell as per the cleric ability (contrary to name, if it is an evil wizard, this works for inflict spells)





