[PC2] Wizard Group Classes










Alchemist
Apoth2

Arch-Mage  
Artificer  
AstralPA

BeMage

BlackRobe
Cha Craft

Level
123456789
123456789
123456789AB
123456789AB
123456789A
123456789
123456789
123456789

  1  
---------
1--------
2½---------
1----------
3---------
½--------
1--------
½--------

  2  
---------
10-------
31½--------
2----------
6---------
½½-------
2--------
1--------

  3  
1--------
20-------
421--------
21---------
61--------
½½½------
21-------
2½-------

  4  
2--------
200------
532½-------
12---------
62--------
½½½½-----
32-------
31-------

  5  
3--------
2000-----
6431½------
021--------
63--------
½½½½½----
421------
42½------

  6  
41-------
3000-----
75421------
012--------
631-------
½½½½½½---
422------
531------

  7  
421------
3000-----
86532½-----
1021-------
932-------
½½½½½½½--
4321-----
642½-----

  8  
432------
3200-----
97643½-----
2012-------
963-------
½½½½½½½½-
4332-----
7531-----

  9  
4331-----
4310-----
A87541½----
31021------
9631------
½½½½½½½½½
43321----
8642½----

 10  
44321----
43210----
A986521----
41012------
9932------
1½½½½½½½½
443221---
97531----

 11  
44422----
43320----
AA97632½---
521021-----
9963------
11½½½½½½½
444321---
A8642½---

 12  
444221---
433210---
AAA8743½---
621012-----
99631-----
111½½½½½½
4444211--
B97531---

 13  
444332---
443220---
AAA9854½---
7311021----
99932-----
1111½½½½½
555432111
CA8642½--

 14  
444443---
444330---
AAAA9651½--
8321012----
99963-----
11111½½½½
555442111
DB97531--

 15  
444444---
4444310--
AAAAA7621--
94211021---
999631----
111111½½½
555552111
ECA8642½-

 16  
5444441--
5544420--
AAAAA8732--
A4211012---
999932----
1111111½½
555553211
FDB97531-

 17  
5544442--
55544210-
AAAAA9843--
B53211021--
999963----
11111111½
555554321
GECA8642½

 18  
5554443--
55554320-
AAAAAA954½-
C53211012--
9999631---
111111111
555554321
HFDB97531

 19  
5555444--
555554210
AAAAAAA65½-
D632111021-
9999932---
221111111
555554322
IGECA8642

 20  
55555441-
555555320
AAAAAAA761-
E642211012-
9999963---
222211111
555554333
JHFDB9753

 21  
55555542-
555555321
AAAAAAA871-
F7432111021
99999631--
222222111
555554444
KIGECA864

 22  
55555553-
555555332
AAAAAAA982-
G7432111032
99999932--
222222221
555555555
LJHFDB975

 23  
55555554-
555555443
AAAAAAAA92-
H8532211132
99999963--
222222222
666666666
MKIGECA86

 24  
55555555-
655555554
AAAAAAAAA3-
I8532211133
999999631-
333222222
776666666
NLJHFDB97

 25  
655555551
666665555
BBBBBBBBB3-
J9543211143
999999632-
333333222
777766666
OMKIGECA8

 26  
665555552
776666666
BBBBBBBBB4-
K9643221143
999999963-
333333333
777776666
PNLJHFDB9

 27  
666555553
777777777
CCCCCCCCC4½
LA643221144
999999964-
444433333
777777666
QOMKIGECA

 28  
666655554
877777777
CCCCCCCCC5½
NA643221144
999999965-
444444443
777777776
RPNLJHFDB

 29  
666665555
887777777
DDDDDDDDD5½
OB753322154
999999966-
444444444
777777777
SQOMKIGEC

 30  
666666555
888777777
DDDDDDDDD51
PB754322154
999999976-
555554444
887777777
TRPNLJHFD

 31  
666666655
888877777
DDDDDDDDD61
QC754322155
999999977-
555555555
888777777
USQOMKIGE

 32  
666666665
888887777
EEEEEEEEE61
RC854322255
999999987-
666666555
888877777
VTRPNLJHF

 33  
666666666
888888777
EEEEEEEEE71
SD864332255
999999988-
666666666
888887777
WUSQOMKIG

 34  
777666666
888888877
FFFFFFFFF71
TD864332265
999999998-
777777766
888888777
XVTRPNLJH

 35  
777777666
888888887
FFFFFFFFF81
UE965332265
999999999-
777777777
888888877
YWUSQOMKI

 36  
777777777
888888888
FFFFFFFFF82
VE965332266
9999999991
888888887
888888887
ZXVTRPNLJ



Chemist  
Chronoman
DeathM
Demon3
GeoS
Ill1   
Incantat
FrostWiz
Mage0

Mage1,2

Level
123456789
123456789
123456
123456
ndscu
1234567
1234567
123456789
123456789
123456789


  1

1--------
½--------
------
1-----
1----
1------
2------
1--------
1--------
1--------


  2

2--------
1--------
------
11----
2----
2------
21-----
2--------
2--------
2--------


  3

2½-------
2½-------
------
211---
3----
21-----
22-----
3--------
21-------
21-------


  4

21-------
21-------
1-----
2211--
31---
32-----
32-----
31-------
22-------
32-------


  5

22-------
32½------
2-----
3221--
32---
421----
421----
32-------
221------
421------


  6

33-------
321------
21----
3322--
33---
431----
531----
33-------
222------
422------


  7

33½------
332½-----
211---
3332--
44---
432----
542----
331------
3221-----
4321-----


  8

331------
4321-----
2211--
4333--
441--
4321---
652----
332------
3322-----
4332-----


  9

332------
4332½----
2222--
4433--
442--
5332---
663----
333------
33321----
43321----


 10

332½-----
44321----
3332--
4443--
443--
54321--
6641---
3331-----
33332----
44322----


 11

3321-----
44332½---
33331-
4444--
444--
54332--
6652---
3332-----
433321---
44433----


 12

3322-----
544321---
44332-
5444--
555--
554321-
66631--
3333-----
444321---
444441---


 13

3333-----
544332½--
444431
54441-
5551-
554322-
66642--
33331----
444322---
555442---


 14

3333½----
5544321--
444432
54442-
5552-
5543221
66653--
33332----
444432---
5554421--


 15

33331----
5544332½-
444433
54443-
5553-
5544222
666641-
33333----
5444321--
5555521--


 16

33332----
55544321-
444444
54444-
5554-
5554322
666652-
333331---
5554322--
55555321-


 17

33332½---
65544332½
555444
55444-
5555-
5555322
6666631
333332---
6554432--
55555332-


 18

333321---
655544321
555554
55544-
6666-
5555332
6666642
333333---
65544321-
555553321


 19

333322---
665544332
555555
55554-
66661
5555432
6666653
3333331--
65554322-
555553331


 20

333333---
665554432
666555
55555-
66662
5555433
6666664
3333332--
65554432-
555554332


 21

333333½--
666554433
666665
65555-
66663
5555543
6666665
3333333--
655544321
555554442


 22

3333331--
666555443
666666
66555-
66664
5555554
6666666
33333331-
665554322
555555443


 23

3333332--
766655443
777666
66655-
66665
5555555
7666666
33333332-
666654332
555555553


 24

3333332½-
766655544
777776
66665-
66666
6666555
7766666
33333333-
776655432
555555554


 25

33333321-
776665544
777777
66666-
76666
6666666
7776666
333333331
776655443
555555555


 26

33333322-
776665554
888777
666661
77666
7777666
7777666
333333332
777665543
666655555


 27

33333333-
777666554
888887
666662
77766
7777777
7777766
333333333
777665554
666666655


 28

33333333½
777666555
888888
666663
77776
8888777
7777776
444333333
887666654
666666666


 29

333333331
777766655
999888
666664
77777
8888888
7777777
444444333
887776655
777766666


 30

333333332
877766655
999998
666665
87777
9999888
8777777
444444444
888777665
777777766


 31

333333333
877776665
999999
666666
88777
9999999
8877777
555444444
888777766
777777777


 32

444443333
887776665
AAA999
766666
88877
AAAA999
8887777
555555444
988887776
888877777


 33

444444444
887777666
AAAAA9
776666
88887
AAAAAAA
8888777
555555555
999888777
888888877


 34

555554444
888777666
AAAAAA
777666
88888
BBBBAAA
8888877
666555555
999988887
888888888


 35

555555555
888777766
BBBAAA
777766
98888
BBBBBBB
8888887
666666555
999999888
999988888


 36

666666666
888877766
BBBBBB
777776
99888
CCCCCCC
8888888
666666666
999999999
999999999


[PC2] Wizard Group Classes  (continued)


Pet Mage 
Preserver
RedRobe  
Sage

Savant   
Seer2

Sorcerer3

Level
123456789
123456789
123456789
123456789
123456789
123456789
123456789
  1

1--------
20-------
1--------
---------
1--------
1--------
2--------
  2

2--------
21-------
2--------
½--------
2--------
1--------
2--------
  3

3--------
220------
21-------
1--------
3--------
2--------
3--------
  4

4½-------
321------
321------
2--------
31-------
2--------
31-------
  5

41-------
4320-----
431------
3½-------
32-------
21-------
42-------
  6

42-------
4321-----
432------
41-------
43-------
31-------
421------
  7

43-------
54320----
4321-----
52-------
431------
32-------
532------
  8

44½------
54321----
4332-----
63½------
532------
321------
5321-----
  9

441------
654320---
43321----
741------
543------
431------
5432-----
 10

542------
654321---
543221---
852------
5431-----
4321-----
54321----
 11

643------
6654320--
544332---
963½-----
5532-----
4332-----
55432----
 12

744½-----
6654321--
5443421--
A741-----
6543-----
43321----
554321---
 13

7441-----
6665432--
55544211-
B852-----
65431----
44322----
554432---
 14

7542-----
6666543--
55544221-
C963½----
75532----
44433----
5544321--
 15

7643-----
6666654--
655452211
DA741----
76543----
444431---
5544432--
 16

7744½----
6666665--
655553211
EB852----
765431---
554442---
55444321-
 17

77441----
66666660-
655553321
FC963½---
775532---
5554421--
55444332-
 18

77542----
66666661-
665553322
GDA741---
875543---
5555432--
554443321
 19

77643----
66666662-
665554332
HEB852---
8765431--
55555421-
554443332
 20

77744½---
66666663-
665554433
IFC963½--
9765532--
55555532-
554443333
 21

777441---
666666640
665554444
JGDA741--
9876543--
555555321
554444333
 22

777542---
666666651
665555544
KHEB852--
98765431-
555555322
554444433
 23

777643---
666666662
665555555
LIFC963½-
99775532-
555555332
554444443
 24

777744½--
666666663
666655555
MJGDA741-
99776543-
555555333
554444444
 25

7777441--
666666664
666666555
NKHEB852-
998765431
555555433
555444444
 26

7777542--
666666665
666666665
OLIFC963½
998775532
555555443
555544444
 27

7777643--
666666666
666666666
PMJGDA741
999876543
555555444
555554444
 28

7777744½-
766666666
776666666
QNKHEB852
999877553
555555544
555555444
 29

77777441-
776666666
777766666
ROLIFC963
999987654
555555554
555555544
 30

77777542-
777666666
777777666
SPMJGDA74
999988664
555555555
555555554
 31

77777643-
777766666
777777776
TQNKHEB85
999998765
665555555
555555555
 32

77777744½
777776666
777777777
UROLIFC96
999999765
666655555
655555555
 33

777777441
777777666
887777777
VSPMJGDA7
999999876
666666555
665555555
 34

777777542
777777766
888877777
WTQNKHEB8
999999887
666666665
666555555
 35

777777643
777777776
888888777
XUROLIFC9
999999998
766666666
666655555
 36

777777744
777777777
888888887
YVSPMJGDA
999999999
777666666
666665555


Technolog
WhiteRobe
Witch Doc
Wizard3
Wu Jen   

Level
123456789
123456789
123456789
123456789
123456789

  1  
½½½------
1--------
1--------
1--------
1--------

  2  
1½½------
2--------
2--------
2--------
2--------

  3  
1½½½-----
21-------
21-------
21-------
21-------

  4  
2½½½-----
32-------
22-------
32-------
32-------

  5  
21½½-----
421------
221------
321------
321------

  6  
21½½½----
422------
222------
332------
422------

  7  
211½½----
4321-----
2221-----
4321-----
4321-----

  8  
221½½----
4332-----
2222-----
4332-----
4332-----

  9  
2211½½---
43321----
22221----
44321----
53321----

 10  
2221½½---
443221---
22222----
44332----
54322----

 11  
22211½---
4443321--
32222----
444321---
544221---

 12  
22211½½--
44444321-
332221---
444332---
554222---

 13  
222111½--
55544321-
333222---
4444321--
5544221--

 14  
322211½--
55544321-
333322---
4444332--
6544222--

 15  
3222111½-
555553221
333332---
44444321-
6544332--

 16  
3322211½-
555554221
4333331--
44444332-
6654432--

 17  
33222111-
555554332
4433332--
444444321
66554321-

 18  
33222111½
555554333
4443333--
444444332
66554422-

 19  
333222111
555554443
4444333--
444444433
66655422-

 20  
433322211
555554444
4444433--
444444444
66655433-

 21  
443332221
555555544
44444431-
544444444
766654331

 22  
444333222
555555554
44444442-
554444444
776655331

 23  
544433322
666655555
44444443-
555444444
777665332

 24  
554443332
666666655
44444444-
555544444
777665442

 25  
555444333
666666666
54444444-
555554444
877666442

 26  
655544433
777766666
55444444-
555555444
887766543

 27  
665554443
777777766
555444441
555555544
888776543

 28  
666555444
777777777
555544442
555555554
888777553

 29  
766655544
877777777
555554443
555555555
998877654

 30  
776665554
887777777
555555444
655555555
998877655

 31  
777666555
888777777
555555544
665555555
998877665

 32  
877766655
888877777
555555554
666555555
998877666

 33  
887776665
888887777
555555555
666655555
998877776

 34  
888777666
888888777
666555555
666665555
998877777

 35  
988877766
888888877
666666555
666666555
998888877

 36  
998887776
888888887
666666666
666666655
998888888
[PC2] Wizard Group Classes  (continued)
ALL WIZARDS

Level 1: May material component a spell by spending 1V action.  See [S0] for effects of material componenting.  Generally, you will can pick from: double effect, double level for purposes of MR shift, double duration, or double range ("0" going to "touch" and "touch" going to 10 feet).

Level 1: Allowed to use 1st edition illusionist spells (in PH1, UA1, etc.) as if they were normal wizard spells; you don't have to be an illusionist to use them.

Level N: May cast spells of spell level N/3 (round down) without using a P action, if you are specialized in that school.

Level N: May cast spells of spell level N/4 (round down) without using a P action.

SPECIALIST WIZARDS

1st edition specialist wizards are usually custom classes with their own spell progressions and powers.  You may choose either the 2nd edition or Collective system of specialization for your specialty schools.

2nd edition specialists gives 1 extra spell for each spell level the caster has.  The extra spell must be from the selected specialty school.  Their spell progression and XP table (and other data) are identical to Mage2 class, unless noted.

Collective specialists grant no extra spells, but the caster may cast spells from his specialty school for ½ of a spell.  Their spell progression and XP table (and other data) are identical to Mage2 class, unless noted.

For both systems of specialist, you must select an opposite school.  The school selected must be one of the 8 major schools.  Spells in the opposite school cost 2 full spells to cast.  

When casting a spell in your specialty school, all creatures get -1 on their save vs. the effect.  When you are affected by a spell from your specialty school, you get +1 on your save.

School


1st ed. specialist

2nd
ed. specialist
Collective specialist
Requisites
(Note)





Abjuration

WRobe1
 *



Abjurer2



Thaumaturgist

Int/Wis

Alteration

(NA)




Transmuter2


Alterationist


Int/Dex

Conjuration

Warlock1 *



Conjurer
2


Summoner


Int/Chr

Divination

Savant1 *



Diviner2



Visionist, Sage *

Int/Wis

Enchantment

(NA)




Enchanter2


Mesmeriser


Int/Chr

Illusion


Illusionist1 *



Illusionist2


Phantasmist


Int/Dex

Invocation

RRobe1




Evoker2



Invoker



Int/Con

Necromancy

DeathMaster1*, BRobe1*
Necromancer2

Apparitionist


Int/Wis








Air



(NA)




(NA)



Aeromancer


Int/Dex/Wis

Chronomancy
(NA)




Chronomancer2 *

Tempromancer *

Int/Con/Con
(need Con 18)

Cold


(NA)




(NA)



Cryomancer


Int/Con/Dex

Elemental

(NA)




Elementalist2

Elemental Mage

Int/Int/Con
(need Int 18)

Earth


(NA)




(NA)



Terramancer


Int/Str/Con

Fire



(NA)




(NA)



Pyromancer


Int/Dex/Wis

Water


(NA)




(NA)



Aquamancer


Int/Str/Dex







Weird Element
(NA)




(Element)-ist2

(Element)-mancer
Int/???/???
(??? determined by DM)

Alchemy


Alchemist1 *



(NA)



(NA)



Int/Con

Chemistry

(NA)




(NA)



Chemist



Int/Wis

Demonology **
(NA)




(NA)



Infernal Mage *

Int/Str

(see also Psi6)

Dracology

(NA)




Dracologist2


Dragon Mage

Int/Str

(see also Psi15)

Incantatrix

Incantatrix1 *



Defiler2*,Preserver2*
Spellstealer *


Int/Wis/Chr
(see also Psi20)

Metamagic

(NA)




Metamagician2

(NA)



Int/Int

(need Int 18)

Metamorphics
(NA)




Metamorphicist2

(NA)



Int/Dex

Numbers

(NA)




Numerologist
2

(NA)



Int


(see also Psi12L)

Somniomancy
(NA)




(NA)



Somniomancer *

Int/Chr/Wis

Technology

Tinker1 ***



Spelljammer2 *

Technologist *

Int/Int/Dex
(Int 18) (also Psi8/16)

Telekinetics

(NA)




Telekineticist
2

(NA)



Int/Dex

(see also psionics)

Thought


(NA)




Thought
Mage2

Mind Mage


Int/Wis

(see also psionics)

Wild
 Magic

(NA)




Wild
 Mage2


(NA)



Int/Dex/Wis
(see also Psi12C)



* This class does not use the standard Mage2 spell and XP progression.  This class may also have different requisites than this table lists.  See the individual class listing in the Class Table and further down in [P4.2] for details.  If there is no such listing, just use Mage2 until the proper class is written.

** There is a Demonologist class in the Priest group.

*** This is a Rogue group class, see [P4.4].

There is also a "Spellbinder" class, which is specialized in Illusion and Enchantment (see below).  Basic data as per Mage2.

[PC2] Wizard Group Classes  (continued)
ABJURER2

See "Specialist Wizards" (near the beginning of [PC2] after the spell progressions).

Spell progression as per Mage2.

ALCHEMIST1

Level 1: One occupation non-weapon proficiency per level (free).

Level 1: Read Languages (47+level*3)%.

Level 2: Identify minerals by sight.

Level 3: Identify potions and poisons by sight.

Level 3: Considered specialized in Enchantment/Charm (no opposite).

Level 4: Identify plants by sight.

Level 4: Can create potions in 1/(level-3) the normal time.

Level 5: Identify animals by sight.

Level 6: Can write scrolls in 1/(level-5) the normal time.

Level 6: Considered specialized in Alteration (no opposites still).

Level 7: Can create any expendible/charged item in 1/(level-6) the normal time.

Level 9: Predict miscibility (Level-8)*10%.

Level 9: Can create any non-artifact magic item in 1/(level-8) the normal time.

Level 9: Identify any non-artifact magic item by sight.

Level 9: Identify non-immortal monsters by sight.

Level 9: Can specialize in (third) school; if this is done, select an opposite.

AMULET MAKER1JG

Spell progression as per Alchemist1.

Level 1: Can wear 1 amulet/necklace per level.

Level 1: Can make amulets of unusual materials (see [E5]).  The maximum "S" factor is equal to your level.  You must spend 25% of the cost of the unusual material, using a base cost of 10 gp per pound (minimum 1 pound).  You get all the effects of the unusual material, as if you were wearing armor of that type.  The amulet has a base AT of +0.

Level 1:  Can create counterspell amulets.  Choose one of the following:  

(option a) When the amulet is created, choose a specific effect.  0, 1/reset: Counter an effect that you named.

(option b) All effects that directly target you must roll SR vs. (your CL)*2.

(option c) Gain MPIRR=(level*5%) vs. effects that directly target you.

You may own 1 such counterspell amulet per level (but you might not be able to wear them all at the same time, due to the 1 amulet per level restriction above).  The SR and MPIRR amulets stack using the A/1+B/2+C/3+D/4+... formula.

Level 1: Can make a spell storing amulet.  It stores your level in spell levels.  You can have only one of these amulets.

Level 1: Unlike other JG classes, AmuletMaker gets no bonuses to AC, TH, or dmg.  (This is here to tell you nothing is missing.)
Level 2: For each effect you cast that targets just you (even effects from other classes such as psionics), you may place the effect in an unused amulet.  The effect works normally on you, but multiply the duration by your level.  Each amulet can hold only one such effect.  Artifact amulets cannot hold an effect.

Level 18:  Immune to the effects of ego from amulets or necklaces.

APOTHECARY2

Level 1: Does not require spellbooks, may cast any Wizard spell that is known.  If this is done, there is a (101-Int*5-CL*2)% chance of spell failure.

Level 1: If Dex is 15 or more, can 2nd edition specialize in Alteration (pick an opposite school).

Level 1: Identify potions, medicines, poison.

Level 1: For a potion: Can increase duration by 100% or effect by 50%.  Each potion can be improved in this way only once.

Level 1: Can build a lab.  It costs 1000 gp to build a level 1 lab, an additional 2000 gp to build a level 2 lab, an additional 3000 gp to build a level 3 lab, etc.  If the lab is higher level than your Apothecary2 level, treat it as your Apothecary2 level.
Level 1: [If a lab is available] 8 hours of actions: Brew potion, make a lab level check, if successful, roll a random potion.  If power score, roll twice, picking better result.  If fail, there is a minor explosion or some other annoyance (chemical burn, blindness for a day, etc.).

Level 1: [If a lab is available]  Each reset, add to memorization 1 Alteration spell per spell level up to (lab level)/2, round up.

Level 1: [If a lab is available] 1 hour of actions: Roll a (your CL)+(lab CL) check, if success: Make a concoction, some effects follow Aphrodisiac, Beauty Cream (+1 Chr for 1d), Chemical Light, Emetic (causes vomiting), Healing Salve (1d4), Painkiller, Poison (1 use, CLd4 damage or death at CL=9), Poison Antidote, Relaxant, Stimulant

[PC2] Wizard Group Classes  (continued)
ARCH-MAGE

Level 1: Each level, pick one spell.  That spell requires only ½ of a spell to cast.  This isn't cumulative with school specialization.

Level 1: All spells do not have the 1P action requirement.  If the spell would not have required 1P action to cast in the first place, one instance of Material Componenting is gained.  Does NOT get free Material Componenting for all spells as per Mage/Robe classes, this is used instead.  If you have Arch-Mage and another Wizard class, this rule has priority.

Level 1: MR adjustment is -5*level% instead of +60-5*level%.

Level 1: Can specialize in 1 school for free.  Can specialize in another school, but then must pick an opposite.  Specialization may be either "Collective type" (1/2 cost on spells) or "2nd edition type" (+1 spell of the school each level).

Level 1: Does not suffer ill effects of casting a spell above his normal casting ability due to the Arch-Mage being too low level.  If the Arch-Mage's Knowledge score isn't high enough to cast the spell, he suffers the normal effects as per a normal Wizard.

Level 4: All of your spells that offer a saving throw now require 2 saving throws, if either is failed, the target is treated as having not saved.

Level 9: When modifying an existing spell using spell research [S5], the base time is in days instead of weeks, and CL (Caster level) is 2 times Arch-Mage's level (for this rule only).

Level 9: All of your spells that offer a saving throw now require 3 saving throws, if any are failed, the target is treated as having not saved.

Level 11: Each level starting at 11th, pick one spell.  That spell requires only ½ the number of Mental actions to cast.

Level 16: All of your spells that offer a saving throw now require 4 saving throws, if any are failed, the target is treated as having not saved.

Level 21: Each level starting at 21st, pick one spell.  That spell offers no saving throw (even with Scarab of Protection) and MR cannot be used against it, even irreducible MR.  If the target is immune to a spell's effect (Fireball vs. a Red Dragon), the spell still has no effect.

Level 25: All of your spells that offer a saving throw now require 5 saving throws, if any are failed, the target is treated as having not saved.

Level 31: Each level starting at 31st, pick one spell.  That spell can be cast as a 0 action.

Level 36: All of your spells that offer a saving throw now require 6 saving throws, if any are failed, the target is treated as having not saved.

ARTIFICER

Specialized in Enchantment; pick an opposite.

Level 1: All your items are considered x2 items.

Level 1: Identify Artifacts by sight.

Level 1: May material component a spell by spending 1V action.  See [S0] for effects of material componenting.  Generally, you will can pick from: double effect, double level for purposes of MR shift, double duration, or double range ("0" going to "touch" and "touch" going to 10 feet).

Level 1: Allowed to use 1st edition illusionist spells (in PH1, UA1, etc.) as if they were normal wizard spells; you don't have to be an illusionist to use them.

Level N: May cast spells of spell level N/3 (round down) without using a P action, if you are specialized in that school.

Level N: May cast spells of spell level N/4 (round down) without using a P action.

Level 1: 1F, (max of level times per day): Create a temporary artifact which lasts for level rounds.

Level 9: Know How to Destroy Artifacts by sight.

Artificers also have the following ability:

1F, (max of level times per day): Create a temporary artifact which lasts for level rounds.  For each level, roll once on the table below (e.g. If the Artificer is level 10 you would roll 8 times on the first column and 2 times on the second column).

Then determine a random power of that type (Conc = Concordant Spell, Ioun = Ioun Stone, DMG1 Art = DMG1 Artifact Table,

Rog Abil = Rogue Ability at level*50%, MD&D = Master's Set Artifact Table).  None of these rolls may be modified.



Caster Level

d12:
1-8



9-17


18-26


27-35


36+



1

Wiz SL 1-3

Wiz SL 4-6

Wiz 7-9


Wiz 10-12

Wiz 13-15

2

Pri SL 1-2

Pri SL 3-5

Pri SL 6-7

Pri SL 8-10

Pri SL 11-12

3

Conc SL 1

Conc SL 2

Conc SL 3

Conc SL 4

Conc SL 5


4

Psi Minor *

Psi Major *

Psi Gran
d *

Psi Super *

Psi Ultra *

5

Psi Minor *

Psi Major *

Psi Gran
d *

Psi Super *

Psi Ultra *

6

Familiar Normal
Familiar Super
Familiar Super
Familiar Ultra

Familiar Ultra


7

Ioun Normal

Ioun Don

Ioun Don

Ioun Super

Ioun Super

8

DMG1 Art Minor
DMG1 Art Major
DMG1 Art Prime
DMG1 Art Prime
DMG1 Art Prime

9

DL 1-2 item

DL 3-4 item

DL 5-6 item

DL 7-8 item

DL 9-10 item


10

DL 1-2 item

DL 3-4 item

DL 5-6 item

DL 7-8 item

DL 9-10 item

11

Rog Abil 1-8

Rog Abil 9-17
Rog Abil 18-26
Rog Abil 27-35
Rog Abil 36

12

MD&D 0-25 PP
MD&D 30-50 PP
MD&D 55-75 PP
MD&D 80-95 PP
MD&D 100 PP


* For Psionics, roll 1d30 for frequency number.

[PC2] Wizard Group Classes  (continued)
ASPIRANT

This gets the abilities (and spell progression) of Death Master1 and ArchMage.

In addition, each level Aspirant gains 1 spell level for Lich spells.  This spell level may be spent immediately (for a 1st level Lich spell) or saved for a larger spell.  The Aspirant's Lich "progression" must be decreasing, so the soonest the Aspirant could gain a 6th level Lich spell would be level 21 (progression = 111111).

DM Note:  Note that Aspirant is cheaper than ArchMage at high levels.

ASTRAL PA (PHYSICAL ADEPT)

This is a mage which casts Shadowrun powers as if they were spells.  AstralPA cannot cast normal Wizard spells.

Take the Drain Code of the power, and convert it to a spell level, as follows:

Letter of Drain Code





Spell

L

M

S

D

X

Level


1

-

-

-

-

0  (1/4 of a 1st level spell)

2-3

1

-

-

-

1

4-6

2

1

-

-

2



7-10
3

2

1

-

3

11-15
4

3

2

1

4

16-21
5

4

3

-

5



22-28
6-7

5

4

2

6

29+

8-9

6

3

-

7

-

10+

7

6

3

8



-

-

8+

7

-

9

-

-

-

8+

4

10

-

-

-

-

5+

11  (you can't normally get this because it's not on the spell progression)
(so an S5 is spell level 6)

AstralPA cannot use Material Componenting at all, instead, you may burn extra spells from your memorization to get that number of times effect (e.g. if you burn five 1st level spells for one spell, you get x5 effect).  This costs no extra actions.

Your number of "successes" equals your level (unless you multiply the effect, of course).

Level 1: May use astral perception.

Level 9: May use astral projection.

ASTRAL SHAMAN

This is an Astral PA, with the following modifications:

Spell progression (for Shadowrun powers) uses the Witch Doctor table.

Cannot multiply effects by burning extra spells.

Level 1: 1M, level/d:  Summon a (normal element) elemental of 4*level HD.

Level 1: 1V, sacrifice an elemental you control:  Add (the elemental's HD)/4 spell levels to your memorization, or add (the elemental's HD)/2 to the caster level of your next spell.

Level 7: You may summon para elementals using the summon ability (Level 1).

Level 13: You may summon quasi elementals using the summon ability (Level 1).

Level 19: You may summon semi elementals using the summon ability (Level 1).

Level 25: You may summon chemical elementals using the summon ability (Level 1).

ASTROLOGER1JG

Spell progression as per Magic-User0, with an extra "0" one level early for each spell level (so level 1 is "1", level 2 is "20", level 3 is "21", etc.).  If you reset within real (not magical) sight of the sky, you get Wisdom bonus for spells.

Level 1: Fly at (level*3)" rate.

Level 1: If within sight of the sky, can cast spells as if the MF was 1 higher.

Level 1: 1 full reset:  On the following reset, your spell progression in your Astrologer class is doubled.

Level 2: 1 full reset studying a person (who must be present):  All spells you cast on that person are at x(level+1)/2 effect.  You are assumed to have already "studied yourself" when you reach level 3.

Level 3: 1 full reset:  Cast a spell you know; it has permanent duration.

BEAST (originally BEHOLDER) MAGE

Treat this as a Mage (1 or 2) with a different XP and spell progression.

Specialization is allowed (and suggested due to all the ½'s on the spell progression).

This class does get the free Material Componenting of Mage.

BLACK ROBE1

Must be of evil alignment.

Specialized in Necromancy.  Has Divination and Abjuration as opposite schools.

Level 1: May use 1 material component effect per spell as a zero action.

[PC2] Wizard Group Classes  (continued)
CARTOGRAPHER2

Level 1: Gain your CL in spell levels in memorization.  The maximum spell level = (your CL)/2, round up.  All spell levels at maximum spell level or lower are assumed to be at least a "0" for purposes of specialization.  You may put a "½ " in a spell level (it costs half).  Example:  A 10th level Cartographer can have a 0, 1½, 0, ½, 1 progression.

Level 1: May specialize (either edition) in Divination, pick an opposite school.  May specialize in Divination using *both* editions at the same time, in this case, pick a total of three opposite schools.

Level 1: Free Cartography and Forgery proficiencies.  A free Read/Write language proficiency per level.

Level 1: Detect False Maps.  This lets you know if a map is generally (over 50%) correct.  See "Know Detail on Map" below for abuses of this ability.

Level 1: Can map any area he's ever been to by memory.

Level 1: Distance Sense (can estimate the distance to anything, error is less than 1%).

Level 1: Can copy a non-magical map in 1 hour.

Level 1: There is a 5*CL% chance you "just happen to have" a rough map to any given location you go to, assuming your race has visited this place before.  These maps are usually incomplete and crude, but may have a clue or two.

Level 1: Gain CL^2 gp per day you spend sitting around making maps for people.  (DM Note: Lots of other classes should have a similar ability to this.)

Level 2: Know Detail on Map.  If you make a Forgery roll, you can tell if a minor detail on a map is possible or not  (if you don't specify which detail, the DM will point out something interesting about the map).  This ability does not allow you to detect the future or whether an individual is in a specific place (e.g. if the map says "Blue Dragon Sizzle lives here", this ability says nothing other than whether a dragon *could* live here).  You generally cannot sit down and imagine up maps (or have your friend do it), hoping that some random map you draw gives you information.

Level 4: Can map any area he's scrying into (via Crystal Ball or whatever).

Level 5: Gain one 1st level apprentice per level.  (Two per level starting at level 9)

Level 9: May specialize (either edition) in a school of magic, pick an opposite school.  If you pick Divination, you get an additional 2nd edition (+1 per SL) source, not 1st edition.

Level 9: 1M, 1/t: Map dungeon level.  This maps the entire DL, up to 1 mile in diameter.  Exact details are not given, just rooms, doors, stairs, and vague features.   Major features such as statues, altars, and pools may or may not be included at the DM's whim.  Individual isolated sections of underground (not connected to the current dungeon) at the same depth probably will not be included.  Certain rooms might be shielded in various ways (generally x2 multiplier effects), and might get omitted.  If the map cannot be drawn in a 2 dimensional space, the map will probably have errors.  If the map cannot be drawn in a 3 dimensional space, it will probably be a jumble of uselessness in the non-mappable sections.  This ability can be used in a building; it maps that level of the building.

Level 12: 1M, 1/h: Map wildnerness.  This maps 100 yards diameter in wildnerness or 100 feet diameter in a town/city.  Interiors of buildings and cliffs and such are given.  This ability can be used underground, it maps 100 feet diameter even through solid rock (and to unconnected underground areas).

Level 12: Gain a level (CL/2, round down) apprentice per level.

Level 18: Once per day can modify a map into an Updating Map.  Updating Maps change whenever the area they're mapping changes.  The amount of detail on the map stays constant, as long as all details on the map when it was made Updating were true.  Thus, if you know Blue Dragon Sizzle is sitting on 5 magic items, and make a Updating Map of his room, the map will change whenever Sizzle moves (and it will tell you where he is if he's still on the map).  If he gains or loses any magic items, it will tell you how many.  If you specifically gave the properties of each magic item, each new item would also be identified, unless it was of a multiplier higher than the person who created the Updating Map.

Level 27: Once per day can modify an Updating Map into a Temporal Map.  Temporal Maps have a "date & time" indicator on them, this can be changed once per turn, and the map changes to reflect that date and time.

Level 36: Once per day can modify an Updating (or Temporal) Map into a Moving Map.  Moving Maps can be "scrolled" in any of the 3 dimensions (up/down, north/south, east/west), the map changes to reflect the change.  The Moving Map can "move" any amount of distance once per turn, but it suddenly changes to the new map (if you move the map 100 miles east, you don't get to see it scroll by real fast, it simply switches to the new location).

CHALLENGER

This is a powerful version of Illusionist1.

For spell progression, take the Illusionist1 chart, move it to the right two levels, and copy the (new) 3rd level progression into 1st and 2nd level  (e.g. at level 1, the progression is "111", at level 2, it's "222").

Specialized in Illusion, pick an opposite.

Level 10: With a 7th level spell, you can create an illusion of a monster so real that persons fighting it actually gain XP from the "monster" if it is killed.  Of course the illusion is capable of damaging it's enemy, as if it was a real version of the monster (any attempt to defeat this causes you to gain no XP from the encounter).

Level 20: With a 9th level spell, you can create illusionary potions which actually affect the persons drinking them.  There is a 1% (non-adjustable) chance the drinker will somehow not be affected by the potion.  In this case, the person will no longer be able to believe this power (or the Level 10 one, either).  The person cannot control this in any way.  The only way to avoid this result is with the Avoid Fate power.  This power cannot be done earlier in the Challenger's career (even though he has 9th level spells at level 14).

Level 30: Any illusionary effect you create is in fact real.  There is no way to distinguish the created item from a "real" one, except by using Psi14.  Note that duplicating unique persons or items can be disastrous (due to Clone Insanity and Truename issues).

[PC2] Wizard Group Classes  (continued)
CHARM CRAFTER

Always 1M+1P to cast spells.  The 1M action is used to set up the spell in a temporary item (called a Charm).  Any number of spells of a single spell level may be placed into the Charm.  The Charm may be saved until used up to 1 month later.  Until then, the spell memorization put into the Charm is not regained, even at a Reset.  The 1P is used to set off the Charm.  The effect of the Charm is a cast spell of the appropriate level (determined when the spell is used).  The magnitude of the spell is multiplied by the number of spells stored in the Charm.  

Cannot use material componenting; they effectively use their own special form of that.

Level 1: May specialize in Enchantment/Charm; pick an opposite if you do this.

Level 1: Can use multiple charges at once from magic items; the effect is multiplied by the number of charges used.

Level 2: All of your items automatically make all item saving throws.

Level 4: May specialize in Abjuration; pick an opposite if you do this.

Level 9: Your magical effects do not turn off in Anti-Magic of any multiplier.

Level 9: 1M: Your Reason, Intuition, or Leadership becomes (level+9) for this round only.

Level 9: May specialize in a school of your choice; pick an opposite if you do this.

Level 18: Your magical effects cannot be dispelled by Dispel Magic of any multiplier.

Level 27: Any of your spells may have duration "Permanent" if desired.

CHEMIST

Level 1: Identify Psionic Items (level*10)%

Level 1: +1 Knowledge proficiency per level.

Level 1: Decipher Code (47+level*3)%

Level 2: Identify Object's chemical makeup by sight.

Level 3: Specialization in Alteration gained.

Level 3: Periodic Table elements are considered Semi for you.

Level 4: Create Chemical Mixture of (level) Complexity Level (see next page; also Tinker Gnome).

Level 5: Periodic Table elements are considered Quasi for you.

Level 6: Can write scrolls.

Level 7: Specialization in Conjuration gained.

Level 8: Identify Technological item, function, and (at a -50% penalty) function (level-7)*10%

Level 9: Identify non-unique monsters by sight.

Level 9: Periodic Table elements are considered Para for you.

Level 17: Periodic Table elements are considered normal for you.

Sample Complexity Levels of Chemicals:













Complexity 1:  Smoke Bombs, Low Glues (good old Elmer's), Simple Poisons (Class A/B)

Complexity 2:  Stink Bombs, Medium Glues (superglue), Alcohol, Matches

Complexity 3:  Poison Gas Bombs, High Glues, Acetone, Poison Antidote, Food Preservatives


Complexity 4:  Simple Medicinal Products (aspirin), Water Purification Products

Complexity 5:  Slippery Physical Liquids (oil), Simple SubAttribute Boosters, Flash Powder

Complexity 6:  Low Acids, Basic Fire Retardants, Greek Fire









Complexity 7:  Medium Acids, Ultimate Fire Retardants, Smoke Powder

Complexity 8:  Gunpowder, Chemical Welding Agents

Complexity 9:  Bombs (simple explosive), Stone Dissolving Agents








Complexity 10: Highly Sophisticated Poisons (Class F), Metal Burning Agents

Complexity 11: Potions, Cold Bombs, High Acids, Viruses of the order of the Common Cold

Complexity 12: Combination Bombs, Lightning Bombs, Stone Gas Bombs






Complexity 13: Potions of x2 strength, Liquid Electronics (!)

Complexity 14: Dynamite, Combination Time Bombs, Viruses of the order of AIDS/Ebola

Complexity 15: Rocket Propulsion (up to ½ the speed of light)









Complexity 16: Plastic Explosives, Airborne versions of previous liquids

Complexity 17: Real-burning Gasoline, Tornadium D-19

Complexity 18: Nuclear Fission, Metal Dissolving Agents










CHRONOMANCER2  (also TEMPROMANCER)

Specialization in Chromancy; pick one Opposite. 

Can use 1 segment per round per level (or 10, whatever is higher).  Thus a level 25 Chronomancer has 25 segments.

A "Tempromancer" is just a Chronomancer using Collective-style specialization.

Level 5:  Immune to haste and slow (this immunity may be lowered).
CONJURER2

See "Specialist Wizards" (near the beginning of [PC2] after the spell progressions).

Spell progression as per Mage2.

[PC2] Wizard Group Classes  (continued)
CROSS MAGE

The save entry means "take the better of Wizard and Priest for each category".

This uses the normal Mage spell progression, except you may cast either Wizard or Priest spells from your memorization.

Priest spells for this class use schools, not spheres, and any Priest spell falling under a school of your specialization (if any) is considered specialized.

Cross Mage also gets the Wisdom bonus to spells.

DEATH MASTER1

Level 1: Have their own language called "The Language of Death".

Level 1: +1 XP for each grave dug; +2 XP for each stolen body.

Level 1: Potion of Undead Control and Ring of Regeneration has double effect.

Level 1: Undead must save vs. (8+DM's level) to attack the Death Master.

Level 1: 5% per level resistance to Charm spells.

Level 2: +2 XP for putting a body to rest.

Level 3: +3 XP for a properly embalmed body.

Level 4: Speak with Undead at will.

Level 7: Speak with Dead 1/d.

Level 9: Immune to Paralysis, Hold, and any undead touch effect.

Level 11: Immune to all Energy/Stat drains.

DEFILER2

Gets Wisdom bonus as bonus Wizard spells.  This bonus is in addition to any Wisdom bonus for Priests.

DM Note:  I could not generate the Defiler2 spell progression, so for now, use Black Robe's progression (it's about right).

Level 1: 1M,1P: Steal Strength from the Land (100 yard radius).  This gives you back 1 spell level and lowers the local PF and MF by 1 each.

DEMONOLOGIST3

Level 1: Charm Demon:  1M, 1/d: Charm a demon, ignores SR/MR.

Level 2: Quasit Familiar:  Gain a Quasit as a familiar, will replace a previous familiar.

Level 3: Summoning Mastery:  Whenever a summon monster spell is cast, it is 2 SL higher and will always get a CE monster.

Level 4: Acid resistance 10, Cold resistance 10, Fire resistance 10, Electricity resistance 20.

Level 5: Immune to Poison.

Level 6: Summoning Mastery (see Level 3) is 3 SL higher instead of 2.

Level 7: Hold Demon:  1M, 1/d: Hold a demon, ignores SR/MR.

Level 8: Can communicate telepathically with any creature within 100'.

Level 9: Summoning Mastery (see Level 3) is 4 SL higher instead of 2.

Level 10: Dominate Demon:  1M, 1/d: Dominate a demon, ignores SR/MR.

DIABOLIST3

Level 1:  +1 to memorization level in another Wizard class per level.  (Diabloist3 does not get a spell progression of it's own.)

Level 1:  Diabolism:  0, 1+level/3 per day:  A damaging spell you cast does +1d6 damage and is considered unholy.

Level 2:  Imp Familiar:  Gain an Imp as a familiar, will replace a previous familiar.

Level 5: The Diabolism power (see Level 1) does another +1d6 damage (total +2d6).

Level 8:  Vile Diabolism:  0:  Do half damage with a spell, all of the damage is Vile damage (cannot be healed until next reset).

Level 10: The Diabolism power (see Level 1) does another +1d6 damage (total +3d6).

DIVINER2

See "Specialist Wizards" (near the beginning of [PC2] after the spell progressions).

Spell progression as per Mage2.

ELEMENTAL WIZARD1JG

Gains the "Level:" abilities of Druid1 (identifying pure water, shapechange, etc.).

Spell progression as per Druid1, with Wisdom bonus, but casts Wizard spells (not Priest).

Specialized in Elemental spells.

Level 1: 1F, 2/d: Polymorph into a normal or para elemental for (level) rounds.  Your punching damage is (level)d4.

Level 1: 1V, 2/d: Fly for (level) rounds.

Level 1: 1V, 2/d: Pass Earth for (level) rounds.

Level 1: 1V, 2/d: Water Breathing and no hampered movement in water for (level) rounds.

Level 1: 1V, 2/d: Immune to fire for (level) rounds.

Level 1: 1M, 1/d: Summon Normal or Para Elemental, (Int+Wis+Con)% chance, has (level*4) or 32 HD (whichever is lower).

ELF0

Gets abilities of both Fighter0 and Magic-User0.

[PC2] Wizard Group Classes  (continued)
ENCHANTER2

See "Specialist Wizards" (near the beginning of [PC2] after the spell progressions).

Spell progression as per Mage2.
FROST WIZARD1JG

Level 1: May choose a specialty god as if a priest (see [PC3]).  The god chosen must be of weather, travellers, or some other connection to cold.

Level 1: Cold Flame: 1M, 3+LVL /week: Reverse Burning Hands for LVLd8 (save:½), "Immunity to Cold" is reduced to "Resist Cold" (Resist Cold is not reduced).

Level 1: Resist cold continuous.  1M, 1/d: Immune to cold for 1 turn.

Level 1: Any weapon does double damage/effect with a cold-based attack (e.g. Frost Brand).

Level 2: +LVL/2 damage.

Level 3: +LVL/3 AC.

GEO-SAGE1JG

Geo-Sages create Ioun Stones.  Geo-Sages get no actual spells.  The "spell progression" shows which "Open Stone" slots you have each reset:

n = Normal ioun stone, or stone-based item of 300 XP or less value, or a stone which holds 1 SL 0-1 spell (use once).

d = Don ioun stone, or stone-based item of 1000 XP or less value, or a stone which holds 1 SL 2-3 spell (use once).

s = Super ioun stone, or stone-based item of 3000 XP or less value, or a stone which holds 1 SL 4-5 spell (use once).

c = Congenio ioun stone, or stone-based item of 10000 XP or less value, or a stone which holds 1 SL 6-7 spell (use once).

u = Ultra ioun stone, or stone-based item of 30000 XP or less value, or a stone which holds 1 SL 8-9 spell (use once).

The ioun stone progression is downgradable at 2 per 1 (so 1u ( 2c ( 4s ( 8d ( 16n), so you can have a lot of normals.

If spell-storing stones are used, the spell effect must be a Wizard spell and cannot be material componented.

Once a stone is filled (no longer an Open Slot), that stone is fixed until the next reset.  All stones "empty" at next reset (none of these stones are permanent).  It is possible to "use up" an ioun stone (or spell stone), it then reverts to a dull grey stone (holding psionic PSPs) until next reset.

Level 1: Can use +LVL ioun stones at the same time, beyond the normal limit.  (DM note:  If you exceed this limit, remember you can create "Y-cable" ioun stones on the fly with "d" picks)

Level 1: 1M: Identify an item constructed of stone.

Level 1: 1M, 1/d: Locate a specific ioun stone type 5*LVL%.

Level 3: +LVL/3 damage.

Level 9: Can create one normal stone per day, which is permanent.

Level 18: Can create one Don stone per day, which is permanent.

Level 27: Can create one super stone per day, which is permanent.

Level 36: Can create one Congenio stone per day, which is permanent.

Level 45: Can create one Ultra stone per day, which is permanent.

HISTORIAN1JG

Spell progression as per Sage.

Level 1: Gets the Bard rogue ability table, with 40 points per level.

Level 1: +LVL Nonweapon proficiencies, must be Int-based.

Level 3: +LVL-2 Secondary skills, must be Int-based.

Level 3: +LVL/3 damage.

Level 6: +LVL-5 Feats, must be Int-based.

Level 9: +LVL-8 Kits, must be Int-based.

HISTORIAN2

Spell progression as per Mage2 of half level (round up).

Level 1: +1 slot in every "History" proficiency per level.

Level 2: Legend Lore | Identify Magic/Psi item | Identify Innate item | Identify Technological Item | Identify Artifact = 50*(LVL-1)%.

Level 3: Time-Reality Stability.

Level 4: Resist Time/Chronomancy and Anti-Time.

Level 5: 1M, 1/t: Locate a specific history book (same plane).

Level 9: 1M, 1/d: Summon a Time Elemental (any existant type).

Level 12: 1M, 1/t: Locate a specific history book (same multiverse).

Level 16: 1M, 1/t: Time Travel any distance (up to a temporal barrier).

Level 17: Immune Time/Chronomancy and Anti-Time.

Level 18: 1M, 1/d: Summon a Time Elemental, Anti-Time Elemental, or Time Elemental Grue (any existant or non-existant type).

Level 21: 1M, 1/t: Locate a specific history book (same omniverse).

Level 25: 1M, 1/t: Time Travel any distance (can cross one natural temporal barrier).

[PC2] Wizard Group Classes  (continued)
ILLUSIONIST1

The 1st edition illusionist is just a specialist (pick either specialization system) in Illusion who uses a special XP and memorization table.  

Level 1: Can consider any 1st edition illusionist spell (in PH1, UA1, etc.) as "Illusion" school.

ILLUSIONIST2

See "Specialist Wizards" (near the beginning of [PC2] after the spell progressions).

Spell progression as per Mage2.

INCANTATRIX1

Level 1: Specialized in Incantatrix.  Opposite schools are Conjuration and Invocation (you may instead choose 3 opposites).

Level 3: Can see ethereal, astral, and out-of-phase creatures.

Level 4: Can attack ethereal, astral, and out-of-phase creatures as if they were on the same plane (including spells).  This ability may reduce the number of plusses needed to hit that creature.

Level 5: 1V: Remove LVL-4 plusses of a "need +N weapon to hit" requirement.

Level 6: Hold Life.  Immune Negative.

Level 8: Continuous Spellcraft and Dwoemercraft checks (assumed die roll is "1").

Level 20: 1M+1V, drain N charges from items you are touching:  Heal (2*N)d4 hp, even above max.

INVOKER2

See "Specialist Wizards" (near the beginning of [PC2] after the spell progressions).

Spell progression as per Mage2.

LOGICIAN

Spec. Schools: Divination, Logic (see below)

Opp. Schools: Necromancy, Wild Magic

Can cast spells from Priest Law and Priest Numbers Spheres 

Level 1: +½M Action

Level 1: +1 extra Knowledge Prof/level

Level 1: All spells cost only 1M to cast

Level 1: Can "burn" 1 hp/spell level to cast extra spells

Here's some sample "Logic" spells, until a better version is added to the Collective.

Logic Spells, Level 1:

  Communication: Allows communication with any creature with Int 1+

  Detect Chaos: Detects all Chaotic creatures within 360'

  Determine Operation of Mechanism: Can use a tech level object of less than or equal to Logician's level

  Order Objects: Arrange group of small objects by some order <or> count a group of objects <or> weigh an object

Logic Spells, Level 2:

  Command: As per priest spell but can use 2 words

  Fast-Talking: All targets must save vs. spell at a penalty equal to double of Logician's level or believe what he is saying as true

  Protection from Chaos: As per Pro.Evil but against Chaotic creatures

Logic Spells, Level 3:

  Hold Monster: As per Enc/Cha spell, save at -(2*Logician's level)

  Personal Illusion: Makes an exact illusion (all senses) of a creature

Logic Spells, Level 4:

  Charm Lawful Creature: Target Lawful creature is charmed (no save)

LOREMASTER3

No spell progression; gives "+1 memorization level to a Wizard class" per level.  If you have no other Wizard classes, use Wizard3 progression with base level 0 (i.e. use your Loremaster3 level on the Wizard3 chart).

Level 1: Instant mastery:  4 ranks of a skill in which the character has no ranks

Level 2: Secret health:  +3 hp

Level 2: Legend Lore | Identify Magic/Psi item | Identify Innate item | Analyze Dweomer | Identify Artifact = 40*LVL%.

Level 3: Secrets of inner strength: +1 Will saves

Level 4: Lore of true stamina:  +1 Fort saves

Level 4: +1 language slot

Level 5: Secret knowledge of avoidance:  +1 Reflex saves

Level 6: Weapon trick:  +1 to hit

Level 7: Dodge trick: +1 AC

Level 8: Applicable knowledge:  +1 feat

Level 8: +1 language slot

Level 9: Newfound arcana: +1 first level spell in any one memorization (even non-Wizard) per day

Level 10: More newfound arcana:  +1 second level spell in any one memorization (even non-Wizard) per day

[PC2] Wizard Group Classes  (continued)
MAGIC-USER0

Cannot specialize.

Level 1: May use 1 material component effect per spell as a zero action.

MAGIC-USER1, MAGE2

May specialize as seen in the beginning of the [P4.2] section.

Level 1: May use 1 material component effect per spell as a zero action.

MAGUS1JG

Spells as per Magic-User1.  Cannot specialize.

Level 12: Each level, roll an INT*2% check with no modifiers.  If you make it, your familiar (if any) has all abilities of all levels (i.e. you get Level 18 and 27 abilities now).

MEGA-CHANNELER

This is a normal Mage using [P4.10] Channeling, except you do not have to pick which spells you have memorized until you cast them.

Level 9: 1M, 1/t: Mental Fury: Cast 1 instance of each spell you have all at the same time.

Level 18: 1M, 1/t: Step Out of It: Cast any number of instances of 1 spell you have all at the same time.  You must select targets for all your effects before you resolve any of them (the effect isn't "deep" in any way).  After the effect resolves, you lose that spell from your memorization until next reset, and you suffer 1 damage for each instance you cast.

NECROMANCER1JG

Spells as per Illusionist1.  Specialized in Necromancy; pick an opposite.

Level 1: 1F, LVL /week: Animate a dead body; it becomes a type of undead equal to the HD/Level of the original creature (referencing the chart in [C6] Turning Undead; so a 9 HD creature animates as a Spectre).  Your chance of control is 100% + LVL*5% - (HD of Undead)*5%.  Even if you don't control it, the undead will not attack you or your party.

Level 5: 1V, (LVL-4)/d: Cure LVLd4 hp.

Level 8: 1M, (LVL-7)/d: Summon a spirit, it is a DL = (LVL/2) creature.

Level 10: +(LVL-9) AC.

Level 10: Detect Undead continuous.  Detect Life continuous.

Level 13: May pick a specialty god as per a priest, must be of death, undeath, necromancy, etc.

Level 15: Detect Unlive continuous.

Level 17: 1M: Raise Dead or Slay Living

Level 23: 1M: Raise Dead Fully or Slay Living Fully

NECROMANCER2

See "Specialist Wizards" (near the beginning of [PC2] after the spell progressions).

Spell progression as per Mage2.

PET MAGE
Specialized in Conjuration; Normal in Abjuration; all other schools are Opposite.

Can have 1 familiar per level, and what types of familiars you can have are accelerated (see Familiars in section [S]).

PRESERVER2

Gets Wisdom bonus as bonus Wizard spells.  This bonus is in addition to any Wisdom bonus for Priests.

Level 1: 1M,1P: Give Strength to a Land (level/6 mile radius).  This allows Druids to recover their spells, animals to live there, etc.  It may take several uses of this ability if the local land is particularly hostile or has been completely drained.

Level 3: May cast Priest spells of Necromancy & Healing spheres as if they are 2 spell levels higher.

Level 4: 3M,3P: Restore PF of local area by 1 to a maximum of 10.

Level 9: 6M,6P: Restore MF of local area by 1 to a maximum of 10.

Level 9: May cast Priest spells of Necromancy & Healing spheres as if they are 1 spell level higher.

Level 16: 10M,10P: Restore TF of local area by 1 to a maximum of 10.

Level 27: May cast Priest spells of Necromancy & Healing spheres at the same spell level.

RED ROBE1

Must be chaotic or neutral alignment.

Specialized in Invocation.  Has Enchantment and Necromancy as opposite schools.

Level 1: May use 1 material component effect per spell as a zero action.

SAGE

Level 1: +1 Knowledge nonweapon proficiency per level, and another +1 nonweapon proficiency per level.

Level 1: Legend Lore (as the spell).  This takes (XP value of item or creature) / (your level) rounds to research, but the result is always 100% correct (assuming the knowledge can be known at all).

Level 2: Divination spells are 1 spell level lower for you.

Level 9: Spell research [S5] takes half the normal amount of time, and has +level% to the chance of success.

[PC2] Wizard Group Classes  (continued)
SAVANT1

Level 1: Read Languages (25+5*level)%.

Level 1: Legend Lore (15+5*level)%.

Level 1: Immune to detrimental effects from reading magical/psionic tomes.

Level 1: Read/Write/Speak 1 language, plus 1 more every 4 levels.

Level 1: One knowledge non-weapon proficiency per level for free.  Can instead (for each slot) add 20% to Read Languages or 10% to Legend Lore.

Level 1: +(level/2, round up) on all knowledge-based proficiency checks.

Level 1: Considered specialized in the school of Divination.  You may select an additional school to be specialized; in this case, you must also select an opposite school.

Level 9: Object Reading 1/d.

Level 10: Truename 1/w.

Level 12: Contact Other Plane 1/d.

SCRIBE1

Spell Memorization = level*2+Int-35 spells;

if this result is negative, you cannot memorize spells yet.

Spells allowed to Scribes: Comprehend Languages, Erase, Explosive Runes, Glyph of Warding, Illusionary Script, Legend Lore, Read Magic, Symbol.  The DM may add additional spells.  There are no "spell levels", all spells allowed are treated the same to you (each costs 1 spell to cast).

Level 1: 1M, 1V: Write (as spell)

Level 1: 1M, 1F: Copy (as spell)

Level 1: +Intelligence score in Language proficiencies.

Level 1: Can accurately depit someone (or something's) image as a drawn illustration.

Level 1: Weight Sense and Volume Sense.

Level 1: Detect Magical Writings.

Level 2: Can read scrolls without "blowing your head off".  You are not immune to it's effect, so if it's a Cursed Scroll, you're still cursed.

Level 3: 1M: Identify Scroll.

Level 4: Can read books without "blowing your head off".  You are not immune to what the book does to you, however.

Level 5: 2M, 2F: Copy (as spell) something non-magical you saw within the last hour, from memory.

Level 6: 1M: Identify Book.

Level 8: Immune to negative effects from Scrolls or Books.

SCRIBE2

Level 1: +LVL language proficiencies

Level 1: 1F: Copy document (1 page per F action)

Level 1: 1M: Proofread document (1 page per M action)

Level 1: 2F: Translate document to a blank sheet (1 page per 2F actions) (both must be languages you know)

Level 1: 0, 1/s: Take dictation (1 page per 0 action) 

Level 1: 1M: Write (as per spell)

Level 2: 1F: Forge document (1 page per F action)

Level 3: 1M: Identify forged document (1 page per F action) = 100% + (LVL)*5% - (forger's LVL)*5%

Level 4: 1M, 1/t: Illuminate document (it glows and can be read at night)

Level 5: 1 reset: Duplicate LVL in SLs of scrolls

Level 9: 2M: Read document of any language (1 page per 2M actions).  This does not give you the read language proficiency.

SEER2

Level 1: Specialized (2nd edition version) in Divination; pick an opposite.

Level 1: Can cast Priest Divination sphere spells as if they were Wizard Divination school spells.

Level 3: 1M: Message

Level 5: Can cast Psi2 Clairsentient powers as if they were spells (Minor = SL2, Major = SL5, Grand = SL8, Super = SL11).  You do not get the Divination specialization bonus for this.  These powers do not cost PSPs, they require no roll, and cannot power-score.

Level 6: 1M: Sending

Level 9: 1M: Demand

Level 18: 1M, 1/t: Avoid an Avoid Fate (only if the results of the Avoid Fate would harm you)

SORCERER3

Level 1: Charisma bonus in spells.

SPELLBINBER

A spellbinder is a double (Collective) specialist in Illusion and Enchantment.  Spells from either school cost ½ of a spell.  

You must select 2 opposite schools (must be major schools).

Requisites are Int/Wis/Chr, other basic data as per Mage2.

[PC2] Wizard Group Classes  (continued)
SPELLSHAPER

This is a mage which casts Psi11 powers as if they were spells.  AstralPA cannot cast normal Wizard spells.

Take the Casting Cost of the power, and convert it to a spell level, as follows:

The colorless component of the spell is treated as spell levels.  Each colored mana symbol is 2 SLs.  Subtract 1 from the total, and add (number of colors-1) to the result.

Examples:
"R2" = 4-1+0 = SL 3.  "WWW" = 6-1+0 = SL 5.  "10" = 10-1+(-1) = SL 8.  "BUGRW" = 10-1+4 = SL 13.

Spellshaper uses the normal Mage spell progression.  Thus, you can Lightning Bolt ("R" = 2-1+0 = 1) at level 1, and deal 30 damage to one target.

TECHNOLOGIST

Specialized in Technology school; pick an opposite.

There is a "Create Technological Item" spell of each spell level; each spell creates an item of TechL = SL (material componenting may be used to double the TL).  The item cannot weigh more than level^2 pounds, or it has some flaw which requires upkeep and/or repair to keep it operating effectively.  The spell effect will end in level turns unless a Permanency spell is used.  

Note that creating a temporary machine (with spells) to create a real machine is perfectly legal.

Level 1: +1 technological proficiency per level, see Psi8.

TRANSLATOR1JG

Spells as per Illusionist1.  May specialize in Divination and/or Enchantment, if this is done, pick 1 opposite per specialty.

Level 1: +3 language slots per level  (DM note: Note you need 2 slots to completely cover a language, one is "speak", the other is "read/write".)
Level 1: +1 beast language per level.  This allows speaking with animals such as birds, rabbits, etc.

Level 1: 1M, 1/t: Charm Person.

Level 6: 1M, 1/t: Charm Monster.

Level 9: Detect Lie continuous.  

Level 9: 1M, 1/d: Undetectable Lie for 1 turn.

Level 11: 1M, 1/t: Mass Charm.

TRANSMUTER2

See "Specialist Wizards" (near the beginning of [PC2] after the spell progressions).

Spell progression as per Mage2.

WARLOCK1

Witchcraft for AD&D is described in Best of Dragon I.

# of minor powers = level/2, round up.

# of major powers = level/3, round down.

# of Group B powers = level/9, round down.

WHITE ROBE1

Must be of good alignment.

Specialized in Abjuration.  Has Illusion and Necromancy as opposite schools.

Level 1: May use 1 material component effect per spell as a zero action.

WHITE WANDERER1JG

Spell progression as per Magic-User1 of half level (round up).

Psionic progression as per Psi1 of half level (round up).  Halve your level in the PSP calculation, or use this (original calculation from the source): PSPs = 15*LVL (note that ability scores do not factor in here).

Intelligence 14: May specialize in one psionic power.  That power is double CL and costs half the number of PSPs.

Intelligence 17: May specialize in a second psionic power.  That power is double CL and costs half the number of PSPs.

Intelligence 21: May specialize in a third psionic power.  That power is double CL and costs half the number of PSPs.

Intelligence 29: May specialize in a fourth psionic power.  That power is double CL and costs half the number of PSPs.

Intelligence 45: May specialize in a fifth psionic power.  That power is double CL and costs half the number of PSPs.

[PC2] Wizard Group Classes  (continued)
WITCH DOCTOR

Needs only an Int of 6 to qualify.

Can specialize in a school, but pick 2 opposites.

Level 1: Can read scrolls of any spell level without "blowing your head off".

Level 1: Can weapon specialize as per Ranger1.

Level 8: Can create potions as per an Alchemist of ½ the Witch Doctor's level.

WIZARD3

May specialize in a school, pick an opposite.

Level 1: Intelligence bonus for spells.

Level 1: Scribe Scroll feat.

Level 1: Read/Write Draconic proficiency.

Level 5: LVL/5 bonus feats.  These feats must be a metamagic feat, an item creation feat, or Spell Mastery.

WU JEN1

Wu Jen must spend 2 spells to cast a normal Wizard spell.  Other wizards must spend 2 spells to cast a Wu Jen spell.

Level 1: +3 to initiative (1r) 1/d.

Level 1: Can select one element (Earth/Metal, Water, Fire, Air/Wind, or Wood).  All saves vs. his spells of that element are at -1 and all damage is +1 per die.  All saves he makes vs. that element are at +1.

Level 1: Tengu and Oni languages for free.  +4 reaction vs. these creatures.

Level 1: Select one taboo, plus one more every 5 levels: Cannot eat meat; Cannot have more treasure than can carry; Cannot bathe; Cannot cut one's hair; Cannot touch a dead body; Cannot drink alcohol; Cannot wear a certain color; Cannot light a fire; Cannot sit facing east.

Level 4: Cast any spell that a Wu Jen of 3 levels lower could cast, at double effect (as if he was using a material component).  This ability costs 1 mental action to use and is 1/d.

(DM note:  The rest of this would be normally blank, but instead I'll copy & paste this old thing:)

RECOMMENDED SPELLS

This is Don's opinion as to the most effective spells of each level.  Be warned  that this list is not complete, and also that there are many specialized spells out there that are very powerful if used in the proper way.

WIZARD LEVEL 1

PH2:  Alarm, Armor, *Color Spray, **Enlarge, Light, *Magic Missile, Pro.from Evil, Shield, Sleep

GRA: *Nystul's Flash, Otiluke's Smoky Sphere

PH1: Push, *Spider Climb, Detect Illusion (Ill), *Detect Invisibility (Ill)

UA: **Chromatic Orb (Ill), Phantom Armor (Ill)

OA: Elemental Burst (WJ), **Hail of Stone (WJ), Warp Wood (WJ)

FRA: Catapult

TM: Fire Burst, *Fist of Stone, *Nahal's Reckless Dweomer

WIZARD LEVEL 2

PH2: Alter Self, Blur, *Detect Invisibility, Invisibility, Knock, Levitate, Locate Object, *Melf's Acid Arrow, Misdirection, 

Ray of Enfeeblement,  Rope Trick, *Spectral Hand, Stinking Cloud, *Web

GRA: Bigby's Dextrous Digits, Bigby's Silencing Hand, **Drawmij's Adventurer's Luck, Nystul's Blazing Beam, 

*Otto's Tones of Forgetfulness, Rary's Aptitude Appropriater

UA: *Vocalize

OA: *Enchanted Blade (WJ), Fire Shuriken (WJ), *Ice Knife (WJ), *Smoky Form (WJ), *Wind Breath (WJ)

FRA: **Agannazar's Scorcher, *Bladethirst, Flying Fist, **Snilloc's Snowball Swarm

TM: *Hornung's Baneful Deflector, Maximillian's Earthen Grasp

PHBR4: *Choke, Detect Life, **Ghoul Touch

WIZARD LEVEL 3

PH2: Blink, **Dispel Magic, *Fireball, *Fly, Gust of Wind, **Haste,  Hold Person, *Lightning Bolt, Monster Summoning I, 

*Non-Detection, Pro.from Normal Missiles, Suggestion, *Vampiric Touch, *Wraithform

GRA: Drawmij's Marvelous Shield, *Nystul's Golden Revelation, *Nystul's Radiant Baton, Otiluke's Acid Cloud, 

Otto's Crystal Rhythms, Tenser's Deadly Strike, Tenser's Eye of the Eagle

PH1: Dispel Illusion (Ill), *Paralyzation (Ill)

OA: *Steam Breath (WJ)

FRA: Dire Charm, Dispel Silence, Ghost Armor, *Icelance, Mummy Touch, *Paralyze, Proof from Teleportation, Revenance

TM: *Alternate Reality, *Augmentation I, Maximillian's Stony Grasp, Watery Double

PHBR4: **Delay Death, *Invisible Mail

FOR1: **Venomdust

WIZARD LEVEL 4

PH2: Charm Monster, Confusion, Contagion, Dimension Door, *Emotion,  *Enervation, *Evard's Black Tentacles, *Fire Shield, 

*Fumble,  **Improved Invisibility, **Minor Globe of Invulnerability, Monster Summoning II, Phantasmal Killer, 

*Polymorph Other, Polymorph Self, **Stoneskin, Wall of Fire, Wall of Ice, Wizard Eye

GRA: Drawmij's Instant Exit, Mordenkainen's Electric Arc, *Nystul's Blacklight Burst, **Nystul's Lightburst,

 *Otiluke's Steaming Sphere, Otto's Drums of Despair, Otto's Tonal Attack

PH1: **Dispel Exhaustion (Ill)

OA: Melt Metal (WJ), *Quell (WJ), **Transfix (WJ), *Wall of Bones (WJ)

FRA: Beltyn's Burning Blood, Fire Gate, Missile Mastery, Phase Trap, *Thunderlance, Wall of Sand

TM: Locate Creature, **Minor Spell Turning, *Thunder Staff, *Unluck

DK: Spider Strands

PHBR4: *Fire Aura, **Otiluke's Dispelling Screen

WIZARD LEVEL 5

PH2: Advanced Illusion, Animate Dead, *Bigby's Interposing Hand, Chaos,  *Cloudkill, *Cone of Cold, *Dismissal, Feeblemind, 

Hold Monster, **Magic Jar, Monster Summoning III, Passwall, Shadow Door, Telekinesis, *Teleport, Wall of Force, 

Wall of Iron, Wall of Stone

GRA: Bigby's Fantastic Fencers, *Bigby's Strangling Grip, **Nystul's Enveloping Darkness, Nystul's Radiant Arch,

Otiluke's Polar Screen, Otiluke's Radiant Screen,  **Otto's Gong of Isolation, *Rary's Superior Spell Enhancer, 

 **Tenser's Primal Fury

PH1: **Maze (Ill)

UA: Dolor, **Tempus Fugit (Ill)

OA: *Mass (WJ), Metal Skin (WJ), Spirit Self (WJ)

FRA: **Ironguard, *Presper's Moonbow

TM: **Lower Resistance, *Magic Staff, *Von Gasik's Refusal, *Vortex

PHBR4: Invulnerability to Normal Weapons, *Throbbing Bones

WIZARD LEVEL 6

PH2: **Anti-Magic Shell, *Bigby's Forceful Hand, *Chain Lightning, **Contingency, Death Fog, *Death Spell, *Disintegrate, Eyebite, 

*Geas, *Globe of Invulnerability, Mass Suggestion, **Mirage Arcana, *Mislead, Monster Summoning IV, 

*Otiluke's Freezing Sphere, Project Image, **Repulsion, Stone to Flesh, *Tenser's Transformation, **True Seeing

GRA: Otiluke's Diamond Screen, Otiluke's Excruciating Screen, **Tenser's Fortunes of War

OA: Metal to Rust (WJ), *Pain (WJ), **Sword of Darkness (WJ)

FRA: Grimwald's Greymantle, *Imbue Undead with Spell Ability, Lich Touch, Power Word Silence

TM: *Augmentation II, Lorlovelm's Shadowy Transformation, *Wildshield

DK: Improved Haste, **Improved Slow

PHBR4: *Blackmantle, Dragon Scales, **Invulnerability to Magical Weapons

WIZARD LEVEL 7

PH2: *Bigby's Grasping Hand, Control Undead, *Delayed Blast Fireball, Finger of Death, *Forcecage, **Limited Wish, 

Monster Summoning V, Phase Door, **Power Word Stun, *Prismatic Spray, *Reverse Gravity, *Sequester, *Spell Turning, *Teleport without Error, Vanish

GRA: Otiluke's Death Screen, Otiluke's Siege Sphere

PH1: **Alter Reality (Ill), **Prismatic Wall (Ill), First Level M-U Spells

UA: Volley

OA: **Body Outside Body (WJ), Withering Palm (WJ)

FRA: **Spectral Guard, **Spelltrap

TM: Acid Storm, *Bloodstone's Frightful Joining, *Hornung's Surge Selector, Intensify Summoning, Malec-Keth's Flame Fist, 

*Spell Shape, Steal Enchantment, *Suffocate

DK: **Semipermanency

RC: Create Normal Monsters, Teleport Any Object

WIZARD LEVEL 8

PH2: *Antipathy-Sympathy, Incendiary Cloud, Mass Charm, **Maze, Monster Summoning VI, Otiluke's Telekinetic Sphere,

*Otto's Irrestible Dance, **Permanency, *Polymorph Any Object, *Power Word Blind, **Prismatic Wall, Sink, *Symbol, 

Trap the Soul

OA: Giant Size (WJ), Whirlwind (WJ)

FRA: Death Link, *Gateway, **Great Shout, Spell Engine

TM: *Abi-Daizim's Horrid Wilting, Gunther's Kaleidoscopic Strike, Wildzone

DK: Pro.from Time

RC: Create Magical Monsters, *Force Field

PHBR4: *Fear Ward, Shadow Form

WIZARD LEVEL 9

PH2: *Bigby's Crushing Hand, *Gate, *Imprisonment, *Meteor Swarm, Monster Summoning VII, *Mordenkainen's Disjunction, 

*Power Word Kill, *Prismatic Sphere, *Shape Change, **Temporal Stasis, **Time Stop, Weird, **Wish

OA: **Internal Fire (WJ)

FRA: Master Undead, Elminster's Evasion, **Spellstrike, Virus Charm, Worldwalk

TM: *Chain Contingency, *Elemental Aura, **Estate Transference, Wail of the Banshee, Wildfire, Wildwind

RC: *Create Any Monster, **Heal









