Avatars of Maesek

The Avatars are members of the mysterious and powerful Order of Maesek, the ruling body of Mal’Dara. Once a person has attained the rank of Avatar, he has access to the Citadel’s Great Library and even some of the magical treasures it has discovered. 

When a wizard is inducted into the Order, he is given a mentor who helps to train him in the wielding of magic. Avatars have access to the Citadel’s records and the great wisdom of other powerful Avatars of the past. As part of their training, Avatars are instructed equally in the ways of diplomacy and combat. 

Often the Order sends its Avatars out as ambassadors and advisors to the rulers of other nations. However, many times in the past, the Avatars have been on the front lines of great battles. 

The Avatars see themselves as the true “Keepers of the Art” and some groups are trained to hunt down renegade wizards and sorcerers who have abused the Art, or work to further the goals of evil in the world.

Organized into four distinct branches, the Avatars, while proficient in many areas, focus primarily on one ideal. Also, while not forbidden, Avatars do not normally keep Familiars.

Rasar’Godan, Avatar of The First Circle

Avatars of the First Circle, called Rasar’Godan, focus most of their time and energy in study of both magic and more mundane fields. Reluctant to leave the security of the Citadel, most Rasar’Godan are the first to pack if they believe they know the location of some lost tome, or great mystery.

Along with study of history, alchemy, linguistics, and science, the Rasar’Godan spend much of their time in study of magic itself, practicing the arts of Spellshaping and the creation of magical enchantments.

Hit Die: d4

Requirements:

To qualify to become a Rasar’Godan, a character must fulfill all of the following criteria.

Spellcasting: Ability to cast 2 different arcane divinations and 3 different arcane enchantments, one of each school must be 3rd level.

Alignment: Lawful


Spellcraft: 9 ranks

Alchemy: 7 ranks

Sense Motive: 2 ranks

Bluff: 2 ranks


Diplomacy: 2 ranks


Any two Knowledges: 6 ranks

Feats: Any two Metamagic, Spell Penetration, Spell Focus,

Class Skills:

The Rasar’Godan’s class skills (and the key ability for each skill) are Alchemy (Int), Appraise (Int), Concentration (Con), Craft (Int), Decipher Script (Int, exclusive skill), Diplomacy (Cha), Gather Information (Cha), Handle Animal (Cha), Heal (Wis), Intuit Direction (Wis), Knowledge (All skills taken individually) (Int), Profession (Wis), Scry (Int), Speak Language, and Spellcraft (Int), 

Skill Points at Each Level: 4 + Int modifier.

Class Features:


All of the following are class features of the Rasar’Godan prestige class.

Weapon and Armor Proficiency: The Rasar’Godan gain no proficiency in any weapon or armor. Note that armor check penalties for armor heavier than leather apply to the skills Balance, Climb, Escape Artist, Hide, Jump, Move Silently, Pick Pocket, and Tumble, and that carrying heavy gear imposes a check penalty on Swim checks.

Spells per day: An Avatar of the First Circle continues training in magic as well as his working on his research. Thus, when a new Rasar’Godan level is gained, the character gains new spells per day as if he had also gained a level in a spell casting class he belonged to before joining the Order. He does not however gain any other benefits a character of that class would have gained (Metamagic or item creation feats etc.) This essentially means he adds the level of Rasar’Godan to the level of wizard or sorcerer the character has, then determines the spells per day and caster level accordingly. For example, if Galstaff, an 8th-level wizard, gains a level in Rasar’Godan, he gains new spells as if he had risen to 9th level in wizard, making him a 8th-level wizard/ 1st-level Rasar’Godan, he gains and casts spells as if he had risen to 9th-level wizard.



If a character had more than one spellcasting class before he became a Rasar’Godan, he must decide to which class he adds each level of Rasar’Godan for purposes of determining spells per day when she adds a new level.
Bonus Language: Rasar’Godan, in the laborious studies, learn new languages in order to access more knowledge. The Rasar’Godan can choose any new language at 4th, 6th, and 8th level.

Forgotten Lore: In their studies, Rasar’Godan stumble upon all sorts of applicable knowledge and secrets. At 1st level and every two levels thereafter the Rasar’Godan gets a new ability as per the table below.

Bonus Spells: Because of their intense studies and constant manipulation of magical energies, Rasar’Godan are more familiar with it and are able to channel it more effectively. As a result, the Rasar’Godan is capable of casting more spells per day than other workers of magecraft. These spells are in addition to the normal spells per day that the character can cast. See the table below for the number of bonus spells the character has.

Detect Magic: At will, the Rasar’Godan can detect magic as a spell-like ability. This ability duplicates the effects of the spell Detect Magic.

Spellshaping: This ability allows the Rasar’Godan to permanently add a Metamagic effect to a spell that he knows. The character must be able to augment the spell with the Metamagic feat normally. The spell is prepared normally for a wizard, the added feat is considered free and the spell need not be prepared as a higher-level spell. If desired, the Rasar’Godan may prepare the spell without the feat, though this gives no added benefit. Sorcerers who get this power may choose whether or not to use the feat at the time of casting. Augmenting the spell does not cause the extra casting time this would normally incur.

Spellbind: At this level of mastery, the Rasar’Godan is capable of total mastery of a number of simple spells. The Rasar’Godan is able to spellbind a number of 1st-level spells equal to 1 + the character’s Intelligence modifier and twice that number of Cantrips. The spells are treated as a spell-like ability and can be cast as often as the character desires. These spells are picked upon reaching 10th-level and cannot be changed. Once picked, the spells may be cast at will and as if effected by the Silent Spell and Still Spell Metamagic Feats. Further permanent increases in Intelligence add to the number of spells that can be spellbound.

Ancient Lore: During times of near constant study, the Rasar’Godan gains a large store of obscure knowledge. A Rasar’Godan may make a special Ancient Lore check with a bonus equal to his level + his Intelligence modifier to see whether he knows some relevant information about local notable people, legendary magical items, or noteworthy places. This check will not reveal the powers of the magic item but may give a hint as to it’s general function. The Surat’Godan may not take ten or twenty on the check; this sort of function is essentially random. The DM will determine the difficulty of the check by referring to the table below.

	DC
	Types of Knowledge
	Examples

	10
	Common, known by at least a substantial minority of the local population.
	A local mayor’s reputation for drinking; common legends about a powerful place or mystery.

	20
	Uncommon but available, known by only a few people in the area.
	A local priest’s shady past; legends about a powerful magic item.

	25
	Obscure, known by a few, hard to come by.
	A knight’s family history; legends about a minor place of mystery or magic item.

	30
	Extremely obscure, known by very few, possibly forgotten by most who knew it, possibly known only by those who don’t understand the significance of the knowledge. 
	A mighty wizard’s childhood nickname; the history of a petty magic item.


Rasar’Godan, Avatar of the First Circle
	Class Level
	Base

Attack Bonus
	Fort

Save
	Ref

Save
	Will

Save
	Special
	Bonus Spells

	
	
	
	
	
	
	1
	2
	3
	4

	1st
	+0
	+0
	+0
	+2
	Forgotten Lore: Spellshaping
	1
	--
	--
	--

	2nd
	+1
	+0
	+0
	+3
	Detect Magic
	1
	--
	--
	--

	3rd
	+1
	+1
	+1
	+3
	Forgotten Lore: Metamagic Feat
	1
	0
	--
	--

	4th
	+2
	+1
	+1
	+4
	Bonus Language, Item Creation Feat
	2
	1
	--
	--

	5th
	+2
	+1
	+1
	+4
	Forgotten Lore: Spellshaping
	2
	1
	--
	--

	6th
	+3
	+2
	+2
	+5
	Bonus Language, Item Creation Feat
	2
	1
	0
	--

	7th
	+3
	+2
	+2
	+5
	Forgotten Lore: Metamagic Feat
	3
	2
	1
	--

	8th
	+4
	+2
	+2
	+6
	Bonus Language, Item Creation Feat
	3
	2
	1
	--

	9th
	+4
	+3
	+3
	+6
	Forgotten Lore: Spellshaping
	3
	2
	1
	0

	10th
	+5
	+3
	+3
	+7
	Identify, Spellbind, Item Creation Feat
	4
	3
	2
	1


Surat’Godan, Avatar of The Second Circle

Avatars of the Second Circle, called Surat’Godan, act as diplomats and ambassadors from the Citadel. They are trained to deal with people and establish lasting foreign relations.

A secondary objective of the Surat’Godan is that of a spy. Often these wizards are sent to retrieve information or discover the plans of those who oppose the Order. Unlike the Surat’Godan, the Surat’Godan spend little time at the Citadel. They are most often abroad in the world furthering the cause of the Order on a political or sometimes underground level.

Hit Die: d4

Requirements:

To qualify to become a Surat’Godan, a character must fulfill all of the following criteria.

Spellcasting: The ability to cast two 3rd level arcane spells.

Alignment: Lawful


Spellcraft: 5 ranks

Sense Motive: 8 ranks

Bluff: 8 ranks


Diplomacy: 8 ranks

Hide: 5 ranks

Move Silently: 5


Any Knowledge: 5 ranks

Feats: Alertness

Class Skills:

The Rasar’Godan’s class skills (and the key ability for each skill) are Appraise (Int), Bluff (Cha), Concentration (Con), Craft (Int), Decipher Script (Int, exclusive skill), Diplomacy (Cha), Disguise (Cha), Escape Artist (Dex), Gather Information (Cha), Handle Animal (Cha), Heal (Wis), Hide (Dex), Intuit Direction (Wis), Knowledge (All skills taken individually) (Int), Listen (Wis), Move Silently (Dex), Open Lock (Dex), Pick Pocket (Dex), Profession (Wis), Read Lips (Int, exclusive skill), Scry (Int), Speak Language, Spellcraft (Int) and Spot (Wis), 

Skill Points at Each Level: 6 + Int modifier.

Class Features:


All of the following are class features of the Surat’Godan prestige class.

Weapon and Armor Proficiency: The Surat’Godan are trained to use small weapons that are easily concealed or appear non threatening. Surat’Godan are proficient with the club, crossbow (hand or light), dagger (any type), dart, sap, shortbow (normal and composite), short sword, sling, and staff. Surat’Godan are non proficient with any armor and do not carry shields.

Spells per day: An Avatar of the Second Circle continues training in magic as well as his working on his research. Thus, when a new Surat’Godan level is gained, the character gains new spells per day as if he had also gained a level in a spell casting class he belonged to before joining the Order. He does not however gain any other benefits a character of that class would have gained (Metamagic or item creation feats etc.) This essentially means he adds the level of Surat’Godan to the level of wizard or sorcerer the character has, then determines the spells per day and caster level accordingly. For example, if Galstaff, an 8th-level wizard, gains a level in Surat’Godan, he gains new spells as if he had risen to 9th level in wizard, making him a 8th-level wizard/ 1st-level Surat’Godan, he gains and casts spells as if he had risen to 9th-level wizard.



If a character had more than one spellcasting class before he became a Surat’Godan, he must decide to which class he adds each level of Surat’Godan for purposes of determining spells per day when she adds a new level.
Evasion: At 2nd level, a Surat’Godan gains evasion. If exposed to any effect that normally allows him to attempt a Reflex saving throw for half damage (such as a fireball), he takes no damage with a successful saving throw. The evasion ability can only be used if the Surat’Godan is wearing light armor or no armor.

Bonus Spells: Because of their intense studies while in the Citadel and access to better and more organized training, Surat’Godan are more familiar with it and are able to channel magical energy more effectively. As a result, the Surat’Godan is capable of casting more spells per day than other workers of magecraft. These spells are in addition to the normal spells per day that the character can cast. See the table below for the number of bonus spells the character has.

Sneak Attack: If a Surat’Godan can catch an opponent when she is unable to defend himself effectively from his attack, he can strike a vital spot for extra damage. Basically, any time the Surat’Godan’s target would be denied his Dexterity bonus to AC (whether he actually has a Dexterity bonus or not), the Godan’s attack deals +1d6 points of damage. This extra damage increases by +1d6 points every other level (+2d6 at 3rd level, +3d6 at 5th level, and so on).  Should the Surat’Godan score a critical hit with a sneak attack, this extra damage is not multiplied. It takes precision and penetration to hit a vital spot, so ranged attacks can only count as sneak attacks if the target is 30 feet away or less. 

With a sap or an unarmed strike, the Surat’Godan can make a sneak attack that deals subduel damage instead of normal damage. He cannot use a weapon that deals normal damage to deal subduel damage in a sneak attack, not even with the usual –4 penalty, because he must make optimal use of his weapon in order to execute the sneak attack. The Surat’Godan can only sneak attack living creatures with discernable anatomies – undead, constructs, oozes, plants, and incorporeal creatures lack vital areas to attack. Additionally, any creature immune to critical hits is similarly immune to sneak attacks. Also, the Surat’Godan must be able to see the target well enough to pick out a vital spot. The Surat’Godan cannot sneak attack while striking at a creature with concealment or by striking the limbs of a creature whose vitals are beyond reach. 

If a Surat’Godan gets a sneak attack bonus from another source (such as rogue levels), the bonuses to damage stack.

Spellshaping: This ability allows the Surat’Godan to permanently add a Metamagic effect to a spell that he knows. The character must be able to augment the spell with the Metamagic feat normally. The spell is prepared normally for a wizard, the added feat is considered free and the spell need not be prepared as a higher-level spell. If desired, the Surat’Godan may prepare the spell without the feat, though this gives no added benefit. Sorcerers who get this power may choose whether or not to use the feat at the time of casting. Augmenting the spell does not cause the extra casting time this would normally incur.

Surat’Godan, Avatar of the Second Circle

	Class Level
	Base

Attack Bonus
	Fort

Save
	Ref

Save
	Will

Save
	Special
	Bonus Spells

	
	
	
	
	
	
	1
	2
	3
	4

	1st
	+0
	+0
	+1
	+2
	Sneak Attack, +1d6
	0
	--
	--
	--

	2nd
	+1
	+0
	+1
	+3
	Evasion
	1
	--
	--
	--

	3rd
	+1
	+1
	+1
	+3
	Metamagic Feat
	1
	--
	--
	--

	4th
	+2
	+1
	+2
	+4
	Sneak Attack, +2d6
	1
	0
	--
	--

	5th
	+2
	+1
	+2
	+4
	Spellshaping
	2
	1
	--
	--

	6th
	+3
	+2
	+2
	+5
	Metamagic Feat
	2
	1
	--
	--

	7th
	+3
	+2
	+3
	+5
	Sneak Attack, +3d6
	2
	1
	0
	--

	8th
	+4
	+2
	+3
	+6
	Spellshaping
	3
	2
	1
	--

	9th
	+4
	+3
	+3
	+6
	Metamagic Feat
	3
	2
	1
	--

	10th
	+5
	+3
	+4
	+7
	Sneak Attack, +4d6
	3
	2
	1
	0


Dysar’Godan, Avatar of The Third Circle

Avatars of the Third Circle, called Dysar’Godan, are known as the battle mages. The Dysar’Godan serve on the front lines of opposition. When diplomacy and secrecy fail, the Dysar’Godan are sent to clean up the mess. 

Trained as all other Avatar’s are in diplomacy and negotiation, magic and science, the Dysar’Godan’s training is augmented by the study of battlefield tactics and the use of magecraft in times of war.

Hit Die: d6

Requirements:

To qualify to become a Dysar’Godan, a character must fulfill all of the following criteria.

Base Attack: +4

Spellcasting: The ability to cast two 4th level arcane spells.

Alignment: Lawful


Spellcraft: 5 ranks

Concentration: 8 ranks


Diplomacy: 4 ranks


Any Knowledge: 5 ranks

Feats: Combat Casting, Toughness

Class Skills:

The Dysar’Godan’s class skills (and the key ability for each skill) are Concentration (Con), Craft (Int), Diplomacy (Cha), Disguise (Cha), Gather Information (Cha), Handle Animal (Cha), Heal (Wis), Intuit Direction (Wis), Knowledge (All skills taken individually) (Int), Listen (Wis), Profession (Wis), Ride (Dex), Scry (Int), Speak Language, Spellcraft (Int) and Spot (Wis), 

Skill Points at Each Level: 2 + Int modifier.

Class Features:


All of the following are class features of the Dysar’Godan prestige class.

Weapon and Armor Proficiency: The Dysar’Godan are trained to use all simple and martial weapons. At higher levels they also learn to wear different types of armor and to better ignore the armor’s arcane casting penalty. Note that armor check penalties for armor heavier than leather apply to the skills Balance, Climb, Escape Artist, Hide, Jump, Move Silently, Pick Pocket, and Tumble, and that carrying heavy gear imposes a check penalty on Swim checks.

Spells per day: An Avatar of the Third Circle continues training in magic as well as his working on his research. Thus, when a new Dysar’Godan level is gained, the character gains new spells per day as if he had also gained a level in a spell casting class he belonged to before joining the Order. He does not however gain any other benefits a character of that class would have gained (Metamagic or item creation feats etc.) This essentially means he adds the level of Dysar’Godan to the level of wizard or sorcerer the character has, then determines the spells per day and caster level accordingly. For example, if Galstaff, an 8th-level wizard, gains a level in Dysar’Godan, he gains new spells as if he had risen to 9th level in wizard, making him a 8th-level wizard/ 1st-level Dysar’Godan, he gains and casts spells as if he had risen to 9th-level wizard.



If a character had more than one spellcasting class before he became a Dysar’Godan, he must decide to which class he adds each level of Dysar’Godan for purposes of determining spells per day when she adds a new level.
Evasion: At 2nd level, a Dysar’Godan gains evasion. If exposed to any effect that normally allows him to attempt a Reflex saving throw for half damage (such as a fireball), he takes no damage with a successful saving throw. The evasion ability can only be used if the Dysar’Godan is wearing light armor or no armor.

Bonus Spells: Because of their intense studies while in the Citadel and access to better and more organized training, Dysar’Godan are more familiar with it and are able to channel magical energy more effectively. As a result, the Dysar’Godan is capable of casting more spells per day than other workers of magecraft. These spells are in addition to the normal spells per day that the character can cast. See the table below for the number of bonus spells the character has.

Spellshaping: This ability allows the Dysar’Godan to permanently add a Metamagic effect to a spell that he knows. The character must be able to augment the spell with the Metamagic feat normally. The spell is prepared normally for a wizard, the added feat is considered free and the spell need not be prepared as a higher-level spell. If desired, the Dysar’Godan may prepare the spell without the feat, though this gives no added benefit. Sorcerers who get this power may choose whether or not to use the feat at the time of casting. Augmenting the spell does not cause the extra casting time this would normally incur.

Armor Use: Starting at first level and as they achieve higher levels, Dysar’Godan gain the ability to wear armor. The type of armor worn is given in the table below. Dysar’Godan are never trained to use a shield as it interferes with casting too much. 

Also, the Dysar’Godan is trained in an alternate way of casting his spells that lessen the effects of the Arcane spellcasting penalty for wearing armor. At first level and every two levels thereafter, the spell failure penalty for wearing armor is dropped by 5%. If the Dysar’Godan uses a shield, this benefit does not affect the penalty gained from using it.

Dysar’Godan, Avatar of the Third Circle

	Class Level
	Base

Attack Bonus
	Fort

Save
	Ref

Save
	Will

Save
	Special
	Bonus Spells

	
	
	
	
	
	
	1
	2
	3
	4

	1st
	+0
	+1
	+0
	+2
	 -5%, Light Armor Proficiency
	0
	--
	--
	--

	2nd
	+1
	+1
	+0
	+3
	Evasion
	1
	--
	--
	--

	3rd
	+1
	+1
	+1
	+3
	-10%, Spellshaping
	1
	--
	--
	--

	4th
	+2
	+2
	+1
	+4
	Medium Armor Proficiency
	1
	0
	--
	--

	5th
	+2
	+2
	+1
	+4
	-15%, Metamagic Feat
	2
	1
	--
	--

	6th
	+3
	+2
	+2
	+5
	Spellshaping
	2
	1
	--
	--

	7th
	+3
	+3
	+2
	+5
	-20%, Metamagic Feat
	2
	1
	0
	--

	8th
	+4
	+3
	+2
	+6
	Heavy Armor Proficiency
	3
	2
	1
	--

	9th
	+4
	+3
	+3
	+6
	-25%, Spellshaping
	3
	2
	1
	--

	10th
	+5
	+4
	+3
	+7
	Metamagic Feat, Spellshaping
	3
	2
	1
	0


Darath’Godan, Avatar of The Fourth Circle

Avatars of the Fourth Circle, called Darath’Godan, are those Avatars who were born with the gift of magic and focus on their innate ability to harness and manipulate magic.

The Considered the masters of Spellshaping, the Fourth Circle are made up entirely of Sorcerers who have come to the Order. Though some of the other Circles house magi who can instinctively channel magic, only the Fourth Circle is so devoted to the study of instinctive channeling. While it is not unknown for a Darath’Godan to study magic in the more traditional way, this is discouraged and members of the Fourth, who do study as a wizard, often keep it a secret.

In many ways, the Fourth Circle is a generic Circle. Created specifically to house those who could channel magic. The Darath’Godan typically act as support for the other circles and fill in the holes for them. Because each Darath’Godan has such a specific set of spells to draw from, most learn spells of a specific sort to act as support for a another Circle. The stereotype is that the Darath’Godan typically act as battle support for the Citadel, working alongside the Dysar’Godan. In reality, almost as many put their studies in the same fields as the First and Second Circles.

Hit Die: d4

Requirements:

To qualify to become a Darath’Godan, a character must fulfill all of the following criteria.

Spellcasting: Ability to naturally channel 3rd level aracane spells.

Alignment: Lawful

Concentration: 7 ranks


Spellcraft: 8 ranks

Sense Motive: 2 ranks

Bluff: 2 ranks


Diplomacy: 4 ranks


Any Knowledge: 5 ranks

Feats: Any three Metamagic

Class Skills:

The Darath’Godan’s class skills (and the key ability for each skill) are Alchemy (Int), Appraise (Int), Concentration (Con), Craft (Int), Decipher Script (Int, exclusive skill), Diplomacy (Cha), Gather Information (Cha), Handle Animal (Cha), Heal (Wis), Intuit Direction (Wis), Knowledge (All skills taken individually) (Int), Profession (Wis), Scry (Int), Speak Language, and Spellcraft (Int), 

Skill Points at Each Level: 4 + Int modifier.

Class Features:


All of the following are class features of the Darath’Godan prestige class.

Weapon and Armor Proficiency: The Darath’Godan gain no proficiency in any weapon or armor. Most disdain the use of weapons or armor of any kind in favor of the magic they wield. Note that armor check penalties for armor heavier than leather apply to the skills Balance, Climb, Escape Artist, Hide, Jump, Move Silently, Pick Pocket, and Tumble, and that carrying heavy gear imposes a check penalty on Swim checks.

Spells per day: An Avatar of the Fourth Circle continues training in magic as well as his working on his research. Thus, when a new Darath’Godan level is gained, the character gains new spells per day as if he had also gained a level in a spell casting class he belonged to before joining the Order. He does not however gain any other benefits a character of that class would have gained (Metamagic or item creation feats etc.) This essentially means he adds the level of Darath’Godan to the level of wizard or sorcerer the character has, then determines the spells per day and caster level accordingly. For example, if Galstaff, an 8th-level wizard, gains a level in Darath’Godan, he gains new spells as if he had risen to 9th level in wizard, making him a 8th-level wizard/ 1st-level Darath’Godan, he gains and casts spells as if he had risen to 9th-level wizard.



If a character had more than one spellcasting class before he became a Darath’Godan, he must decide to which class he adds each level of Darath’Godan for purposes of determining spells per day when she adds a new level.
Bonus Spells: Because of their intense studies and constant manipulation of magical energies, Darath’Godan are more familiar with it and are able to channel it more effectively. As a result, the Darath’Godan is capable of learning and casting more spells per day than other workers of magecraft. These spells are in addition to the normal spells per day that the character can cast. See the table below for the number of bonus spells the character has.

Detect Magic: At will, the Darath’Godan can detect magic as a spell-like ability. This ability duplicates the effects of the spell Detect Magic.

Spellshaping: This ability allows the Darath’Godan to permanently add a Metamagic effect to a spell that he knows. The character must be able to augment the spell with the Metamagic feat normally. The spell is prepared normally for a wizard, the added feat is considered free and the spell need not be prepared as a higher-level spell. If desired, the Darath’Godan may prepare the spell without the feat, though this gives no added benefit. Sorcerers who get this power may choose whether or not to use the feat at the time of casting. Augmenting the spell does not cause the extra casting time this would normally incur.

Darath’Godan, Avatar of the Fourth Circle
	Class Level
	Base

Attack Bonus
	Fort

Save
	Ref

Save
	Will

Save
	Special
	Bonus Spells Known
	Bonus Spells per Day

	
	
	
	
	
	
	1
	2
	3
	4
	1
	2
	3
	4

	1st
	+0
	+0
	+0
	+2
	Spellshaping
	1
	0
	--
	--
	1
	--
	--
	--

	2nd
	+1
	+0
	+0
	+3
	Metamagic Feat
	1
	0
	--
	--
	1
	--
	--
	--

	3rd
	+1
	+1
	+1
	+3
	Spellshaping
	1
	0
	--
	--
	1
	0
	--
	--

	4th
	+2
	+1
	+1
	+4
	Metamagic Feat
	1
	1
	--
	--
	2
	1
	--
	--

	5th
	+2
	+1
	+1
	+4
	Spellshaping
	2
	1
	--
	--
	2
	1
	--
	--

	6th
	+3
	+2
	+2
	+5
	Metamagic Feat
	2
	1
	0
	--
	2
	1
	0
	--

	7th
	+3
	+2
	+2
	+5
	Spellshaping
	2
	1
	1
	--
	3
	2
	1
	--

	8th
	+4
	+2
	+2
	+6
	Metamagic Feat
	2
	2
	1
	--
	3
	2
	1
	--

	9th
	+4
	+3
	+3
	+6
	Spellshaping
	3
	2
	1
	0
	3
	2
	1
	0

	10th
	+5
	+3
	+3
	+7
	Metamagic Feat
	3
	2
	1
	1
	4
	3
	2
	1


