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Did you ever wonder why every wizard in a fantasy game
uses the same spells the same number of times per day
with largely the same effects?

Of course, the obvious answer is — game balance.
Fantasy roleplaying games are meant to let everyone have
a chance to shine. If we let wizards get away with every-
thing, like they do in paperback novels, no one would
want to play a fighter, rogue, or ranger. Mind you, wizards
there have free reign because the author is there to keep
them in line. Sure, the wizened old spellcaster is a power-
ful figure. But he won't atomize the villain with a snap of
his fingers. He has to track down a young, fledgling war-
rior to mold into the prophesized hero who is of course
prophesized to rid the world of evil. Of course, the wizard
could unleash his magic to smite the bad guy, but there’s
always some operating principle which forbids it.

As gamers, on the other hand, we have choices. If the
stereotypical wise and wonderful wizard is controlled by a
gamer, he'll dispense with the notions of obeying prophe-
cies and hanging out in the background. Hed teleport to
the villain’s hellish lair and beat the villain with a few
delayed blast fireballs. There, story over. Let freedom reign,
thank you very much, and where are my XPs?

Magic can't afford to be mysterious, weird, and unpre-
dictable in a game. It needs rules to govern it, so players
and DMs can make use of it. If nobody knows that a
mage’s fireball does, it’s hard to resolve it during a game.

But that doesn't mean magic can't by mysterious.

With a few tweaks here, a few changes there, and a new
game mechanic or two we can build an almost infinite
variety of new types of magic. Madness mages bend reali-
ty with the sheer force of their will. Arcane monks dish
out kung fu with a nice frosting of magic. Shadow mages
call to the darkness and bend it to their will. Flesh mages
treat living things like piles of clay. A tweak here, a quick
cut there, and voila! You can fly.

Within this book, you'll find over a dozen new types of
spellcasters. They all work on the foundations of the same
magic system, but with just enough changes to make
them noticeably different. Sick of playing the same old
Gandalf wannabe? Try out a numerology mage. Do your
players have to stifle yawns when a sorcerer shows up? Set
a technomage against them, and watch them squirm as a
20-foot tall, fire-belching mountain of metal and steam
against them. With the new classes presented here, along
with their spells, feats, and magic items, your players will
never know what hit them. And if you're a player, you can
finally pull off the mysterious wizard act. Pick one of
these classes and run with it. There’s no need to tell the
other players what your character is up to. They'll find out
soon enough.

INTRODUCTION

When it comes time to cast spells, there’s no need to
stick to levels and spell slots. The spell point system pre-
sented here allows you to drop the idea of fire and forget
magic. Want to cast magic missile again? Go ahead, as long
as you have the points. Spell points not flexible enough?
Then build a spell on the fly using your magical abilities.
Want to blast someone off a wall with a bolt of force
shaped from magic missile? Use your Spellcraft and
Knowledge (arcana) skills to modify the magical potential
of a spell on the fly and make it do what you want. Break
the mold of the spells presented here and bend magic to
your will, rather than restricting yourself to the spells pre-
sented in the game system. Magic is power, not an easily
detailed list of modifiers and die rolls.

Of course, spells aren't where magic begins and ends in
roleplaying. From the mightiest demon-slaying sword to
a simple scroll of magic missile, adventurers rely on magical
equipment to preserve their lives and help tackle the most
powerful creatures in the multiverse. Such items deserve
a better treatment than a few lines in a stat block. New
rules presented here allow you to customize a weapon not
only by what it can do but by who made it. Add a trapped
soul to an enchanted blade to give it that extra kick to help
cut down your enemies. Afraid someone will steal your
weapon’s secrets? Then perhaps a book bound in dopple-
ganger hide is what you need to keep them safe. Best of
all, with the new rules for granting an item levels, your
trusty sword gains in power right along with you. The
next thing you know, it’s offering you advice on how to
wield it.

Put the magic back in magic.




CHRONOMANCY

Chapter L:

Chronomancy

Who am I? Now that’s a silly question. You ask me what I am
now, but in a minute I could be someone else, or somewhere else,
or perhaps somewhen else. In this discrete moment, what I am,
who I am, where I am, and when I am are all completely irrel-
evant. Ask me instead, who will I be?

Good sir, there is no need for your truncheon. I will go quietly
with you into custody. Violence is not necessary, though your
thuggish behavior does its best to provoke my ire. Gods, I liked
you much better when you weve a tavern keep. Ah, I see a glim-
mer of recognition. You always did want to own an inn, didn't
you? And now you're stuck dealing with, what was it you called
me, a ranting lunatic? My wounds, I can assure you, were dealt
by no creature of this plane. They are but a tragic vesult of my
chosen profession, a working hazard you could say. I am a threat
to none, not even myself on my better days.

But we have evaded the meat of our discussion. You wanted
to own an inn, and if I recall corvectly you planned to name
it the Drunken Dragon. The name has an appeal, does it not? Let
me see now, you would have served a beef stew — your mother’s
recipe, and at night when the mercenaries and dwarves insisted
on staying a bit too late you were as adept then with the trun-
cheon as you are now. Ah, those were good days. I miss them so.

Oh, no need to stand there gaping. You act as if I'm some sort
of wonder. Haven't master Pandalio and the rest of the order
established their academy here? You must have heard the
name. No? Oh dear. Then what of the other orders, the societies
of magic?

Banned?

Me, a wizard? No, of course not. I wouldn't dream of practic-
ing magic. Why, I hate wizards. Thank the gods they are banned,
and they should have been long ago. By Throden’s beard, I hate
wizards.

Oh, the worship of Throden banned, too? Blasphemy, you say?
My, that’s quite a strong word. Now good sir, there is no need
for those manacles. T beseech you, have pity on an old wizard. I
mean, old, defenseless, utterly mundane man. Did I say wizard?

Oh dear, not again.

BACKGROUND

Chronomancy is the study of time travel and man-ipula-
tion, the study of the realm of possibilities and varying
realities that could be, may have been, and could well pass
into being. The study of time is not without inherent risk.
Time moves forward at the behest of a strict set
of fundamental laws of the cosmos. Learning these laws
is the first step towards understanding the powers avail-
able to the chronomancer.

Temporal prime, the cosmic domain of time, is an end-
less black sea sparkling as if it spread beneath stars from
a thousand galaxies. Glowing, incorporeal figures repre-
senting all things in the multiverse stand in place on what
appears to be a slightly blue flat surface extending to in-
finity in all directions. Between, through, and around
these phantoms are the strands, the pinnacles of change
and circumstance that intertwine through history.
These strands are a countless number of glowing lines,
some thinner than others, many of different colors,
each marked by a code understandable by only a select
few. The chronomancer learns to project his conscious-
ness into this mysterious realm, where it wanders
in search of the critical strand that forms a minor event




in history. For example, a chronomancer could seek
the juncture that binds two people for the first time. With
careful manipulation, he could sever that connecting
strand, breaking the event that bound the two together.
Perhaps a pair of lovers just misses each other rather than
meeting at a county festival. Would-be bitter enemies are
assigned command of different sections of a battlefield,
preventing their duel and eventual blood oath to fight to
the death. With that, one might also imagine the strands
that lead from the two of them to all the unwritten possi-
bilities would fray, writhe loose and disrupt thousands of
others, but they do not. Temporal prime heals the strands,
making subtle changes so that time does not break but
shifts ever so slightly to keep things right. The lovers
instead meet later that night when they both attend the
same party. The blood enemies hear
of each other’s actions in battle

and seek each other out on < | A\ |
the second day of fighting. (4"
Chronomancers under- &
stand that process and
know how to use it to their
advantage.

Naturally, their abilities do not
come without a price. Time is an
inexorable pro-cess. That which
has been committed to its tapestry
is almost utterly unalterable.
While the future is malleable, the
past is set in stone. Some chrono-
mancers question just how static
the past can be, but their efforts to
affect wholesale change have uni-
versally met with disaster at the
hands of the bizarre creatures
known as the guardians.

Lurking within the strange angles and
folds of temporal prime, the guardians swarm forth to
rend and tear any who dare despoil their realm.
Chronomancers who have encountered these fiends
describe them in vague terms — small, flashing creatures
that rip into their victims with long, jagged fangs. On
temporal prime, a visitor has little sense of his body.
Instead, he appears as a faintly shimmering field of ener-
gy. When the guardians attack, they latch on to a visitor's
manifestation yet cause terrible wounds to his physical
body. Observers witness terrible wounds accompanied by
the sickening sounds of rending flesh and gnawing teeth.
A careful chronomancer can avoid the guardians’ depre-
dation, but one who grows too bold risks a horrible death.

Years of study yield a set of simple guidelines for avoid-
ing these creatures. So long as a chronomancer does not
linger too long in temporal prime, he can make
alterations to the time stream and slip away unnoticed.

CHRONOMANCY

The guardians seem to be attracted to the presence of any
outsider, yet it takes them a few moments to organize and
appear. A chronomancer who plans to make small, subtle
changes to the past can enter temporal prime, make his
changes, and escape unnoticed. With careful manipula-
tion and a thorough knowledge of the rules governing
conduct upon temporal prime, chronomancers can learn
to make subtle changes that are overlooked by the
guardians. They can become masters of their own strands
and caretakers (or meddlers) of others’ fates.

When a chronomancer manipulates time, he peers into
temporal prime and seeks a particular strand that ties
a cause to his desired effect. Like opening a window and

peering out on to a crowded street, there is
always a chance that the watcher may
himself be watched. The guardians are
ever vigilant to stop those who would
damage the strands of time beyond
[ 47 repair. Working with chronomancy
4 is never a sure thing, either due to
interference from the policing
guardians or the fickle twists of fate.
It is this reason that many chrono-
mancers develop paranoia about their work
and do not like tempting the powers that be
with their unique manipulations. Many
chronomancers have lived through his-
tory never revealing their true nature,
carefully passing their powers off as
arcane secrets or divine manipulation.
A lone, isolated mentor commonly
instructs a would-be chronomancer, for
stumbling upon the knowledge on one’s
own can become a life-consuming task.
Frequently a tutor is an aged chronomancer
who has peered into the future of a particular
young mage and saw potential for greatness
within him. Occasionally a more active church of a god of
time, history, or knowledge sponsors those interested in
studying chronomancy. Whatever the case, chrono-
mancers are rarely trustworthy. With their knowledge of
both the past and present, even their most innocent
actions may have tremendous repercussions.

IN YOUR CAMPAIGN

Chronomancy can place a lot of power into the PCs'
hands. Chronomancy spells place many restrictions on
what a character can do with them and the threat
of the guardians limits the chronomancer’s power. Still,
the prospect of time travel poses many problems that
can short circuit a campaign. Chronomancy has been
designed from the ground up to prevent the PCs (or a vil-
lain) from simply traveling back in time to kill a rival's
parents, and thus prevent his birth.




CHRONOMANCY

Guardians

These are the police of the time stream, an impersonal,
relentless, implacable force that tears to shreds any
chronomancer foolish enough to linger on temporal
time. These creatures are the primary reason chrono-
mancers cannot simply rewrite history to suit their taste.
Full rules for using and running the guardians appears
later in this section.

If you want to make time travel and manipulation
an integral part of your campaign, you may want to tinker
with the guardians to better suit it. In a world where time
travel is common, the guardians are either entirely absent
or more willing to allow others to manipulate time. As
presented here, they are an impersonal force more in line
with a hurricane than a conscious entity. Give the
guardians personalities, a hierarchy, and a code of conduct
if you would rather make them a group of NPCs that
can be reasoned with. Perhaps they have their own
society and factions. Evil NPCs can bribe and intimidate
some of them to allow major changes to the past, while
the PCs must ally heroic guardians or navigate their com-
plicated, alien culture to help restore time to its proper
order.

Time Travel and Greater Time Travel Spells

Characters can make subtle changes in time threads
through persuasion, theft, or spells while they are in your
campaign’s past. Since they are not in temporal prime,
the guardians are not encountered, but they are alerted to
changes in threads. If the characters steal a few hundred
gold nuggets from a lost tomb, there are no real conse-

TABLE 1-1: THE CHRONOMANCER

quences. Most likely the guardians could care less.
If the characters steal a sacred dagger which is later to be
enchanted and becomes the great symbol of a nation,
that's when the guardians go to work. Under normal cir-
cumstances, they will simply repair the frayed threads,
not alter history. For example, the chronomancer may
steal the dagger and return to their own time to discover
that a sacred axe was used in place of the dagger. If they
kill a terrible king, the guardians will attach all the
threads of that person to a different, convenient target:
the king's brother, or queen, for example, who will con-
tinue history more or less as written.

CHRONOMANCER

The chronomancer is the ultimate seer, the quintessential
historian, or even the perfect burglar, He has a home, but
it’s not always a matter of where but when. While only the
mightiest of these spellcasters can travel back to previous
ages, even an apprentice soon learns how to make subtle
alterations in the turn of events and progression of time.
While a certain level of responsibility and care is cultivat-
ed in the process of training arcane spellcasters, it is more
a part of the school of chronomancy than others. The
majority of chronomancers are careful, mindful of the
consequences of their actions and careful not to use their
powers at a whim. The everpresent danger of a horrible
death at the rending jaws of time's guardians weighs upon
a chronomancer each time he manipulates reality.

Base Fort Ref  Will Spells per Day
Level Attack Save Save Save Special 01 2 3 4 5 6 7 8 9
1 +0 40 +0 42 Probability manipulation (1/day), 3 1 - - - - - - -
temporal scholar, scribe scroll

2 +1 +0 +0 +3 4 2 - - — = = = - =
3 +1 +1 +1 +3 4 2. -y ma— T
4 +2 +1 +1 +4 Probability manipulation (2/day) 4 3 2 - - - - - - -
5 +2 +1 +1 +4 43 21 - - = ===
6 +3 +2 +2 +5 4 3 3 2 - - = = = =
7 +3 +2 +2 +5 A4 FN) e = A==
8 +4 +2 +2 46 Probability manipulation (3/day) 4 4 3 3 2 - - - - -
9 +4 +3 +3 +6 4 A 40302 a0 L= 0 e
10 +5 +3 +3 +7 4 4 4 3 3 2 = = = —
1T 45 +3 +3 47 I SIS e I (e
12 +6/+1 +4 +4  +8 Probability manipulation (4/day) 4 4 4 4 3 3 2 - - -
13 +6/+1 +4 +4 48 4 4 4 4 4 3 2 1 - -
14 +7/+2 +4 +4 49 4 4 4 4 4 3 3 2 — -
15 - +7/+2 +5 #5 - 49 4 4 4 .4 4 43 2 A .=
16 +8/+3 +5 +5 +10 Probability manipulation (5/day) 4 4 4 4 4 4 3 3 2 -
17 +8/+3 +5 +5 410 4 4 4 4 4 4 4 3 21
18 +9/+4 +6 +6 411 4 4 4 4 4 4 4 3 3 2
19 +9/+4 +6 +6  +11 4 4 4 4 4 4 4 433
20 +10/+5 +6 +6  +12 Probability manipulation (6/day) 4 4 4 4 4 4 4 4 4 4




Chronomancers usually keep their specialization hid-
den, not from the common folk who don't understand the
intricacies of wizardry, but to other arcane practitioners
who in some regions teach others to fear their time-med-
dling brethren. A chronomancer is more of a loner than
other spellcasters due to a paranoia that can build over his
career. Chronomancers have a strong sense of history and
an awareness of the future, but realize there is no fate
but that which we create.

Adventures: Chronomancers go on adventures to
further their skills, usually by tracking down the lairs
or ruins where other masters of their craft were said to
dwell. These explorers seek to uncover (or share with
their own kind) the secrets of time. There are also many
who see adventuring as a personal crusade, a scouting
mission on the prime material plane in search of rogue
chronomancers who meddle in historical affairs best left
to destiny and righting wrongs damaged in history.

Characteristics: Chronomancers are secretive and
protective of their powers. Even sophisticated mages fear
them for their time-meddling habits. While their powers
are limited, the common theories of time travel and the
possibilities inherent within such magic spawn dozens of
wild tales and speculation about chronomancers’ true lim-
itations and goals. This respect and awe causes many
chronomancers to lead reclusive lives, despite the fact
that they are at their best when helping others avoid the
rigors of mundane time and fate.

Alignment: Chronomancers are predominately lawful
and neutral and rarely, if ever, chaotic. They study and
understand the laws of the multiverse and the unique
ways of bending them. Rash, emotional, or aggressive
chronomancers often face a horrible death at the hands
of the guardians. Many chronomancers tend to side with
the good and the neutral, acting as observers or guardians
while a rare few revolt against their cautious teachings
and abuse their powers.

Religion: Most chronomancers view the gods of histo-
ry as both mentors and teachers. They follow the philoso-
phy that the future is unwritten and that while there
certainly are ways to examine the probability that a par-
ticular event will come to pass, one is never sure until
it does. The chronomancers that follow gods of knowl-
edge and history use time travel to study the past. The few
rogues that delight in twisting history and the present
to personal ends commonly worship gods of trickery,
deceit, and destruction.

Background: Chronomancers are usually chosen,
not necessarily made. There are no known proper colleges
of chronomancy nor are there guilds or fellowships.
Chronomancers almost always have a single master-
apprentice relationship, created when an experienced
chronomancer takes in a youngling with the proper
mindset and the raw potential to master the discipline.

CHRONOMANCY

The churches of gods commonly worshiped by chrono-
mancers sometimes sponsor isolated academies, granting
arespectable teacher funding to pass along his knowledge
to a new generation of time mages.

Races: Many chronomancers are either human or half
elven, with the occasional half-orc appearing amongst
their ranks. Compared to the longer-lived races, humans,
half-elves, and half-orcs are fascinated by how much they
can eke out within their limited lifespan. They seek to
overcome those boundaries with chronomancy. Elves in
general are rarely chronomancers, for time magic lies in
changing that which has naturally occurred, a goal that
doesn't sit well with elves. In addition, their chaotic
natures make them ill-suited to long, dreary hours of
study and the tightly regimented life of a chronomancy
apprentice. Dwarves also respect and cherish their history
for good or ill and changing any of it for whatever reason
runs counter to their nature.

Other Classes: Chronomancers get along fine with
other wizards and sorcerers. They are more likely to at
least feel empathy towards specialists such as necro-
mancers or transmuters that work for a good cause, but
are shunned by the populace at large. Paladins respect the
dedication and control exhibited by benevolent chrono-
mancers, but are wary of the temptation for abuse of the
powers which don't belong in mortal hands. Druids are
uncomfortable around chronomancers as they represent
a subversion of the fundamental cycle of life and death,
but become excellent allies over time, especially if
chronemancy is used to restore the march of time rather
than disrupt it.

GAME RULE INFORMATION

Chronomancers have all the following game statistics.

Abilities: Intelligence is the chronomancer’s most
important attribute. It dictates the power of his spells and
the total spell levels he can master. Constitution helps
preserve him on adventures. Like wizards, chrono-
mancers have few hit points. Dexterity allows him to
evade dangers and avoid injury.

Alignment: Any.

Abbreviation: Chr

Starting Money: 3d4 x 10 gp.

Hit Die: d4.

Class Skills
The chronomancer’s class skills (and the key ability for each
skill) are Alchemy (Int), Concentration (Con), Craft (Int),
Knowledge (all skills, taken individually) (Int), Profession
(Wis), Scry (Int, exclusive skill), and Spellcraft (Int).
Skill Points at 1st Level: (2 + Int modifier) x 4.
Skill Points at Each Additional Level: 2 + Int

modifier.
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Class Features
All of the following are class features of the chrono-
mancer.

Weapon and Armor Proficiency: Chronomancers are
proficient with all simple weapons. They are not profi-
cient with armor or shields.

Temporal Scholar: A chronomancer goes through
rigorous mental training to prepare himself for all the psy-
chological displacements that occur while manipulating
time. This allows chronomancers to fully understand and
be control the school of chronomancy (detailed in the
chronomancer’s spell list below). Without this knowl-
edge, chronomancy spells written and kept by a chrono-
mancer are impossible to read. To learn a spell unique to
the chronomancer’s list (i.e. any spell from the chrono-
mancy school) an arcane spellcaster must go through
intensive training and preparation. Only characters with
this class ability can read, learn, prepare, and cast chrono-
mancy spells. This restriction also applies to magic items
that list a chronomancy spell as a prerequisite. Only char-
acters with the temporal scholar class ability may activate
these items though skill such as Use Magic Device work
normally.

Probability Manipulation: After making a skill
check, attack roll, or saving throw but before learning
whether he succeeded, the chronomancer may reroll the
result. He may do this once per day for every four levels
he attains in this class. The chronomancer may not use
this ability more than once on any single die roll. This
ability may be used with any random die roll. The chrono-
mancer briefly peers into the mists of time and uses his
knowledge to improve his chances of success. A chrono-
mancer may use this ability once per die roll. He may not
elect to re-roll his second try.

Spells: A chronomancer casts arcane spells. He is limit-
ed to a certain number of spells of each spell level per day,
according to his class level. A chronomancer must pre-
pare spells ahead of time by getting a good night’s sleep
and spending 1 hour studying his spellbook. While study-
ing, the chronomancer decides which spells to prepare.
To learn, prepare, or cast a spell, a chronomancer must
have an Intelligence score of at least 10 + the spell’s level.
A chronomancer's bonus spells are based on Intelligence.
The Difficulty Class for saving throws against wizard
spells is 10 + the spell’s level + the chronomancer’s Intel-
ligence modifier.

Chronomancers use spells from the wizard spell list. In
addition they have access to the chronomancy school of
magic, detailed below.

NEW SCHOOL OF MAGIC: CHRONOMANCY

A highly specialized school of magic, chronomancy is
available only to those spellcasters who have mastered the
basic training of the chronomancer’s art. When a caster
uses these spells he projects his consciousness temporal
prime, a strange realm where time is given shape and
form. The fearsome, mysterious guardians patrol this
realm, destroying intruders and preventing them from
making any major changes to the progress of time.

Level Spell Name Effect

1 Combat Precognition  You foresee attacks
and defenses.

2 Deja Vu Cause a foe to
mindlessly repeat
a task.

3 Temporal Displacement ~ Cast a target into the
future.

4 Time Fold Twist time to take
extra actions.

5 Rapid Aging Weaken a creature
or structure.

6 Inevitable Strike Alter time to cause
damage to a target.

7 Time Travel Move back in time.

8 Sever Thread Bend time to destroy
an opponent.

9 Greater Time Travel ~ Travel back to a

more precise date.

NEW FEATS
TEMPORAL SCRYING [GENERALI

You can peer into the mists of time to see the ancient past.

Prerequisites: Scry 10+ ranks.

Benefit: You may scry 5 years per level into the past.
The maximum number of years in unlimited and the DC
still increases by 1 for every 25 years. You may not cast
spells into the past but you may observe actions and
events as normal. You must still have a scrying device that
allows you to see into time.

NEW SPELLS

Combat Precognition
Chronomancy
Level: Chr 1
Components: V, S, F
Casting Time: 1 action
Range: Personal
Target: You
Duration: 1 hour/level (D)
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You gain an unnatural premonition for impending attacks
and can respond to them a bit quicker than usual. You
gain a +1 insight bonus to your armor class (this bonus
doesn't apply if you are caught flat-footed). You foresee
your opponent’s defenses and dodges. You gain a +1
insight bonus to attacks and increase the DC of spells that
require a Reflex save by 1.

Casting this spell does not draw the attention of the
guardians, as it involves merely observing strands of time
to predict future events.

Focus: A miniature magnifying glass.

Deja Yu
Chronomancy
Level: Chr 2
Components: V, S
Casting Time: 1 action
Range: Close (25 ft.+ 5 ft./2 levels)
Target: One creature
Duration: 1 round/3 levels
Saving Throw: Will negates
Spell Resistance: Yes

You cause the target creature to perform the action they
last took over and over for the spell's duration. For exam-
ple, if the target attacked and missed, it would continue to
swing (even in the space where the target was if it moved
or fell). If the target moved with its action, it continues to
move and then take the action (which could lead to inter-
esting scenes if a wall is in the way or a cliff is present). If
the target attempts to duplicate an action that it could not
complete, such as casting a prepared spell that it no longer
has ready, it merely loses its actions for the duration of the
spell.

This spell requires some minor modifications to the
time streams, namely re-looping strands to cause a crea-
ture to experience the same event repeatedly. When cast-
ing this spell, you must make a Fortitude save (DC 15) or
suffer 1 point of damage.

Greater Time Travel
Chronomancy
Level: Chr 9
Duration: Instantaneous (plus special, see text)

As time travel, except you may pick a year and a month in
any point in the past, no matter what length. Visiting
characters may interact freely with former versions of
themselves.

Material Components: A precious gem of no less than
10,000 gp value.

Inevitable Strike
Chronomancy
Level: Chr 6
Components: V, S
Casting Time: 1 action
Range: Close (25 ft. + 5 ft./2 levels)
Target: One creature
Duration: 1 round/3 levels
Saving Throw: Will Negates
Spell Resistance: Yes

You peer into the realm of temporal prime, watching your
target’s fate and altering the strands of time as they reach
out to entangle him in the present. Once per round as a
standard action, you can force the target to fail a saving
throw or suffer a hit from a single attack roll. You alter the
strands to produce an event to your liking,

You must make a Fortitude save (DC 25) each round of
this spell’s duration or take 1d8 damage as the guardians
attack you and attempt to prevent you from altering the

fibers of time.

Rapid Aging
Chronomancy
Level: Chr 5
Components: V, S
Casting Time; 1 action
Range: Close (25 ft. + 5 ft./2 levels)
Target: Creature
Duration: 1 round/3 levels
Saving Throw: Will Negates
Spell Resistance: Yes

You reach into the temporal prime and weave loops of
time around your subject, causing the effects of old age to
sap his strength and leave him a disheveled husk of his
former self. On a failed save, you cause your opponent to
suffer a —4 penalty to any three attributes of your choice.
The subject ages before your eyes, his hair turns gray, his
skin wrinkles, and he hunches over under the weight of
his advancing years.

You may also use this spell against inanimate objects,
which causes them to crumble, rust, and otherwise weak-
en. They lose the benefits of their hardness rating for the
duration of this spell.

Casting this spell draws the attention of the guardians.
You must make a Fortitude save (DC 25) or suffer 2d4
points of damage as they attack you, causing what appears
to be as bite wounds inflicted by invisible foes.

Sever Thread
Chronomancy

Level: Chr 8
Components: V, S, F
Casting Time: 1 action
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Range: Close (25 ft. + 5 ft./level)
Target: One creature

Duration: 1 minute per level
Saving Throw: Will negates
Spell Resistance: No

You briefly glance into the target’s life strands and tem-
porarily disrupt those that tie into critical events in his
life that granted him the experiences and lessons that
form the foundation of his training. The target suffers a—6
penalty to all attacks, checks, and saves. In addition, a
spellcaster loses the ability to cast his highest level spells.
For example, a 9th-level wizard loses the ability to cast
sth-level spells during this spell’s duration.

Alternatively, you can seek out the event that granted
your target a particular item. You may cause that item to
disappear immediately and remain out of existence for
the duration of the spell. You could, for example, tem-
porarily sever the strands of a knight’s armor, leaving him
standing in battle without protection.

This spell represents a major violation of the past.
When casting this spell, the chronomancer must make a
Fortitude save (DC 25) or suffer 2d8 points of damage as
the guardians assault him. When the spell’s duration ends,
the guardians restore time to its proper state and repair
the damage you inflicted.

Focus: A miniature pair of silver scissors.

Temporal Displacement
Chronomancy

Level: Chr 3

Components: V, S

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./level)
Target: Any creature or object weighing no more than
500 Ib.

Duration: Instantaneous
Saving Throw: Will negates
Spell Resistance: Yes

You push an item or creature 2d6 rounds into the future.
The subject vanishes instantly from its location. When
the time is up, the subject pops back into normal time,
completing whatever action (if applicable) it was taking
before it was displaced, in the exact position it was when
it moved. For the subject, the trip is viewed much differ-
ently. No time passes and so anything around it (if moved
or changed) will appear to have done so instantly. If a solid
object is moved to occupy the location where the time
traveler reappears, both the object and the traveler take
8dé points of damage with no save allowed.

This spell affects the future, so the guardians will
ignore those who use it.
Material Components: One humanoid eyelash.

Time Fold

Transmutation

Level: Wiz/Sor 4

Components: V, S, M

Casting Time: 1 action

Range: Personal

Target: You

Duration: 1 round/level

You bend and fold time, causing two rounds to pass for
you for each one of regular time. Everything around you
slows down, while you move at regular speed. During this
time you may do whatever you normally could in two
rounds for each round that passes, essentially doubling all
attacks, movement, spellcasting actions, etc. Any effecton
you with a duration passes quickly as well.

During this spell’s duration, the stress and strain you
place on the streams of time may be noticed by the
guardians. Each round during this spell’s duration, make a
Fortitude save with a DC of 15 + the number of rounds in
real time the spell has elapsed. On a missed saving throw,
you suffer 1d8 damage as the guardians move to attack
you. To observers, wounds appear on your body from
invisible foes.

Material Components: A rabbit’s foot.




CHRONOMANCY

Time Travel

Chronomancy

Level: Chr 7

Components: V, S, M

Casting Time: 1 minute

Range: Close (25 ft. + 5 ft./level)

Target: You and one companion/5 caster levels
Duration: Instantaneous (plus special, see text)
Saving Throw: None

Spell Resistance: No

You create a swirling vortex before you, essentially
opening a gateway into temporal prime that intersects a
juncture there leading to a point in the past of the prime
material plane. You and up to one companion (of your size
or smaller) may travel through before it closes one minute
later. Each subject may carry up to 300 pounds of equip-
ment and possessions, though each living creature aside
from familiars count towards the limit of people you may
bring through the vortex. You can pick a year and a month
not to exceed 100 years in the past from the current time
that the gate will lead to. Pinpoint accuracy to a particular
arrival location is nearly impossible; the characters appear
5 to 500 miles (5d%) from the intended destination. They
appear on a random day of the month chosen when the
spell is cast.

At this point you and your companions can interact
with and study anyone or anything in that time. If anyone
in this group encounters a past version of themselves, the
visiting character is hurled back to the vortex’s point of
origination and the character that belongs in that time
will be stunned for 1d4 rounds and remember nothing of
the encounter.

This spell transports the caster and his companions
instantaneously. The creatures need to find other means if
they wish to travel back.

Anyone visiting the prime material plane out of their
normal time is considered an outsider to that time period,
and any spell or powers that would effect outsiders will
work against such creatures or characters (i.e., dismissal)
propels a character back to his own time. A character
arrives at a point in time just after he journeyed to the
past.

Material Components: A precious gem of no less than
5,000 gp value.

NEW MAGIC ITEMS

Outfit of Ages: This is a set of clothes, such as an arti-
san’s, explorer’s, or traveler’s outfit, which is ensorcelled
with illusion magic to shift and change ever so subtly to
match whatever current time the outfit is in. A character
wearing such an outfit will draw no undue attention to
herself because of her appearance.

Caster Level: Sth; Prerequisites: Craft Wondrous Item,
change self, Market Price: 500 gp; Weight: varies.

Temporal Compass: The temporal compass is a small
metal globe approximately two inches in diameter cov-
ered with numbers and runes with two swirling rings cir-
culating around it that intersect and line up to determine
the exact time in history at any given moment.

Caster Level: 4th; Prerequisites: Craft Wondrous Item, leg-
end lore; Market Price: 1,000 gp; Weight: 1 b,

PARADOX

There are hundreds of theories on the effects of
time travel. Entire book lines and TV shows have
been developed around skeptical ideas and
debunked theorems. However, that does not stop
us from enjoying the fantastic possibilities of time
travel, nor does it stop us from seeing movie after
movie, show after show, dedicated to this idiosyn-
cratic genre.

DMs wishing to use time travel in their games
have a big task ahead of them. If Hollywood can't
make sense of Einstein's theories how can we?
Rather than spend pages discussing various pre-
cepts behind time travel theory, this book leaves the
work in the DM's hands.

It is recommended that DMs who have a problem
with paradox issues — PCs going back and time
and giving themselves advice, etc., — should strict-
ly forbid such occurrences even when the rules say
otherwise. Restrict how often one can go back in
time or create specific moments in your world's his-
tory that cannot be altered. Maybe there are soft
points in the continuum where time travel is not
only possible, but easier. Perhaps once someone
goes back in time, there is no way back to the pre-
sent, so such instances are regarded as worrisome
and fatal.

And just because you go back in time, doesn't
mean you stop aging. Take advantage of abusive
chronomancers whenever possible and drop them
into the world of February 30 if they don't behave.
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Chapter 2:

Elementalism

Watch it burn. Do you see the majesty? The beauty and purity in
one immaculate flame? It’s a thing of mystery. The sacred com-
bination of heat and fuel, the way it consumes what it touches.
Its relationship with air. You know fire does not burn in the
absence of air, on this plane of existence? More proof that ele-
ments do not exist in isolation, at least not on this world.
Everything we are, everything we do, consists of some combina-
tion of the four elements.It has been this way since time began,
and so shall it be once the world ends. By studying the power of
the elements, we can gain immeasurable insight into the work-
ings of the world, not to mention the power involved. Hey, don't
touch that!

You fool. The contents of that bowl have been collecting for
nearly as long as you have been alive. If you upset it, I would
have had to start over, and all my work wasted. I am collecting
one drop from every body of water in the world, and gathering
them in that bowl. Why? I wish to experiment with long-dis-
tance water control. The power of water is not to be underesti-
mated, and 1 davesay that, when finished, this project will be
quite fruitful. But enough of that. Where was I, before you inter-
rupted me?

Oh yes, the elements of creation. So-called wizards and sorcer-
ers believe they understand something of the building blocks of
the world, but their knowledge pales in comparison to mine. Do
you know the ingredients for a tree? The magnetic components of
a thunderstorm? How to build a mountain, one stone at a time?
Few, very few, are more familiar with the raw components of the
universe than me. The elements answer my call, and heed my
will, in ways inconceivable to a common wizard.

My personal preference, of course, is earth. It is permanent,
solid, and powerful. Not, I might add, unlike myself. Some

would call me a master of the earth, but I prefer to see myself as
an ally of it. The earth aids me in my endeavors like an old
friend would. I do not make demands of the earth, but rather,
make requests of it. Does the earth have interests, or a will of its
own? Ah, a very good question. And not an easy answer, either.
Some of my peers would tell you it does, that they feel the stone
alive beneath them, and answer its desires. For myself, I must
disagree. The earth has always been a powerful ally of mine, but
never has it seemed to me that it is alive. I mold the earth as I
need it, even animate it as the situation requires, but it has never
exhibited a separate intelligence to me, not in the terms you or I
would understand. I imagine other elementalists would have
similar differences of opinion over their elements of choice, such
as a fire mage extolling the ferocity of the flame as proof of life, or
an air wizard communing with the wind.

No, foolish peasant, fire is not alive, nor is the wind. Your
ignorance is proof. Without our understanding of the compo-
nents of existence, precious knowledge and power would be lost.
The world would sink into darkness beyond imagining. Think
on that as you go.

BACKGROUND

Since time immemorial, mankind has attempted to
classify and catalog the components and ingredients of
the world around him. Before there were atoms, particles,
or radiation, the universe consisted of four primal ele-
ments: earth, fire, water, and air. Alchemists and scholars
classified everything in the world by the combination of
these elements of which they were composed.
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Elementalism is the study of the basic building blocks
of creation, and the way that magic affects, and is affected
by them. An elementalist understands that the entire
material plane is nothing but specific combinations of ele-
ments, and everything can be understood and manipulat-
ed by the elements of which it is composed.

Elementalism, closer to the raw elements of existence,
is a less sophisticated form of magic than most others.
While wizards, sorcerers, and the like learn complex for-
mulae to create exactly the effects they desire, elemental-
ism is more a form of “winging it.” An elementalist exam-
ines the raw materials he has at hand, shapes them as he
needs, and creates a desired effect. As a
result, elementalists are much more
versatile in a given situation than
other spellcasters — having not
learned any actual “spells,” they are
free to create any effect they can
safely control. While there is a
great deal of latitude in this
method of magic, its flexibility is
its own drawback. Working with
the world on such a crude and
inexact scale, there are far less
effects at their disposal. For example,
an elementalist could quite easily throw
fire from his hands — all he needs to do is
manipulate the fire element within him-
self. However, he would be completely
unable to summon any kind of creature (a
relatively simple spell for another spell-
caster), as such complex manipulation
of so many forms of energy is impos-
sible to improvise.

As a result, most elemental-
ists tend towards a lack of sub-
tlety. When it is easier to burn,
break, smash, or blow a door
down, why bother opening it? El-
ementalism is a powerful force, but
also a very direct one.

Many elementalists, like other
types of spellcasters, tend towards a
massive ego. When one is capable
of the kind of large-scale cre-
ation, movement, and destruction
of matter as an arch-elementalist, such delusions of
grandeur are not so delusional. Hence, most elementalists
tend towards extremes of alignment: either a strong belief
that their power should be used for the greater good, an
insatiable hunger for destruction and power, or just plain
insanity. Fitting their character and abilities, very few ele-
mentalists are vague about their opinions, nor are they
shy about expressing them.

More sophisticated spellcasters usually look down
upon elementalists, considering them primitive upstarts
and clumsy meddlers. They consider the elementalist’s
direct manipulation of matter and energy to be abuse of
the Art, and some even go so far as to separate elemental
powers from true magic. However, despite semantic dif-
ferences, elementalist magic affects and is affected by
other forms of magic perfectly normally. Elemental magic
use can be detected, dispelled, and affected by metamagic

just like any other form. It is best not to men-
tion this particular trait to those who
prefer to distinguish elemental magic
from other magic, however.
Elementalists are found in
wastelands, harsh environments, and
other areas where the raw power of
the universe is keenly felt.
Some think that these envi-
ronments breed elemental-
ists, who admire the sheer
power and unbridled fury of
such surroundings. Others
claim that elementalists are
merely attracted to such places,
tempted by the power at their dis-
posal. However, elementalists
have not shown any indication
that physical proximity to
elemental power in-
creases their ability,
much to their dismay.
As it turns out, ele-
mentalists have the
most in common with
sorcerers. Like sorcer-
ers, their power is more
felt than studied, and ele-
mentalists frown upon
organized study as much as
any sorcerer. However, ele-
mentalists are even more
chaotic than sorcerers, for a sorcerer
needs a certain amount of discipline in order
to shape his spells into the form and effect he
desires. An elementalist's main concern when
throwing around power (and not many have
more finesse than that) is direction and amount, with lit-
tle concern for shaping or structuring.

To an elementalist, power is everything. It is freedom,
life, justice, tyranny, creation, and destruction. The build-
ing blocks of the universe are at their disposal; why both-
er complicating things with needless frippery and super-
fluous intricacy? Everybody consists of the four elements
anyway: just do what needs to be done, and let the cards
fall where they may.
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ELEMENTALIST

The purity of the flame. The rush of roaring water.
The serenity of the south wind, or the steadfastedness
of stone. To the elementalist, these are more than ideals
or philosophy; they are allies, tools, and a way of life. For
an elementalist, magic lies not in strange words or mysti-
cal objects, but in the basic building blocks of existence.

Some elementalists believe they use the only “pure”
magic, that all other forms are merely derivatives of their
ability to channel elemental energy. They theorize that
the verbal and material components of magic spells help
finesse and delicately manipulate the elemental energy,
allowing others to create more refined effects, but at the
expense of freedom and simplicity. Most, however, have
little time for such philosophical endeavors, else they
would not have chosen such a pragmatic and powerful
career in the first place.

Elementalists, as a general rule; prefer dealing with
concrete issues and problems, rather than endlessly
discussing semantics that, as far as they are concerned are
irrelevant.

Adventures: Elementalists adventure for a variety of

reasons. Some see moral obligation in the power they.

wield, and actively pursue various agendas. Some merely
delight in the use (and abuse) of the power at their dis-
posal, and adventure in order to find new and interesting
ways to wield the forces of nature.

Whatever the reason, elementalists are drawn to adven-
ture like moths to flame. The nature of the magic they use
lends itself to conflict, and few elementalists are pacifists
or shy about involving themselves in the events around
them.

Characteristics: Elementalists, even more than sorcer-
ers, form their spells by channeling the power of the ele-
ments around and within them. By dealing directly with
the raw forces of magic, they bypass the need to learn
spells, and instead shape power as they see fit. However,
this technique removes much of the finesse of casting a
spell, and as a result, elementalists have far less access to
the variety of effects that wizards, or even sorcerers, are
capable of producing.

Like sorcerers, elementalists are more capable with
weaponry than study-bound wizards, since so much of
their magical work is intuitive.

Alignment: Elementalists, as a general rule, frown on
restrictions, laws, and other forms of restraint. To an ele-
mentalist, the amount of power he can wield is a measure
of his ability, and what point is there to power if one does
not use it? Elementalists favor chaos over law, but this
tendency is neither universal nor inviolate; many
elementalists take comfort in wielding their power for
the good of society, and bend their power towards lawful
ends.

Few elementalists are neutral. Elemental power, in all
its brutal majesty, does not favor weakness of conviction,
and however an elementalist might feel, it is very likely
that he feels it strongly. The exceptions to this tendency
are those elementalists who delight solely in wielding the
power at their disposal, and care little one way or another
for those around them. These individuals (primarily
chaotic neutral) are as unpredictable and dangerous as the
elements themselves.

Religion: Most elementalists follow one (or all) of the
elemental deities, finding affinity where they may. It is
not unusual, however, to find one worshipping a god of
nature, creation, destruction, or other such primal force.
What is unusual, however, is an elementalist who wor-
ships a traditional god of magic; while not unheard of, the
strained relationship between elementalists and tradi-
tional spellcasters makes such instances relatively
uncommon.

With the sheer power at their disposal, it is no surprise
that many elementalists turn their backs on the gods
entirely, placing their faith in themselves alone. Usually,
the gods return the favor.

Background: There are as many ways to become an ele-
mentalist as there are elementalists. Some begin as tradi-
tional spellcasters, but find the demands of wizardry and
sorcery too restrictive. Others achieve a natural connec-
tion to the elements, which begins small and blossom in
the fullness of time.

Very few elementalists spend a significant amount of
time as apprentices. Elementalists prize individuality and
self-reliance, and the most powerful inevitably found per-
sonal connections to the elements.

Races: The vast majority of elementalists are human,
half-breed, or goblinoid. The longer-lived races have too
much appreciation for finesse and delicacy (even
dwarves, who feel that elemental magic is an unreliable
and irresponsible use of power), and too little of the drive
for power that an elementalist needs.

Other Classes: Elementalists get along well with other
direct types of characters, such as fighters and clerics.
They have very little tolerance for subtlety, and sneaky
classes like rogues and rangers are often at odds with
them over their use of the direct approach. Wizards and
sorcerers dislike elementalists, who they consider crude
and primitive.

Elementalists, in their own way, are as awe-inspiring
and impressive as sorcerers, albeit rougher and more
intimidating. They radiate power and presence, and their
dislike for subtlety often gets points across more effi-
ciently than negotiation.
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Elementalists have the following game statistics.

Abilities: Intelligence determines how powerful a
spell an elementalist casts, how many bonus spells he
gains per day, and the difficulty of resisting those spells.
To cast a spell, an elementalist must have an Intelligence
score of at least 10 + the spell's level. An elementalist gets
bonus spells based on Intelligence, and saving throws
against his spells are at a DC equal to 10 + the spell’s level
+ the elementalist's Intelligence modifier. Like other
spellcasters, elementalists benefit from high Dexterity
and Constitution scores,

Alignment: Any

Abbreviation: Elm

Starting Money: 3d4 x 10 gp.

Hit Die: d4.

Class Skills

The elementalist’s class skills (and the key ability for
each skill) are Alchemy (Int), Concentration (Con), Craft
(Int), Knowledge (arcana) (Int), Profession (Wis), and
Spellcraft (Int).

Skill Points at 1st Level: (2 + Int modifier) x 4.

Skill Points at Each Additional Level: 2 + Int
modifier.

(lass Features

All of the following are class features of the elementalist.

Weapon and Armor Proficiency: Elementalists are
proficient with all simple weapons, but not with armor,
nor with any type of shield. Armor of any type interferes
with an elementalist's arcane gestures, possibly causing
the spell to fail.

Like wizards, elementalists keep a book of spells. They
gain additional spells for their book exactly as wizards do
and may add any sorcerer/wizard spell to their books.
They use the same rules as wizards for preparing spells
and adding more spells to their book.

Spells: Elementalists cast arcane spells in a manner
similar to wizards. They may only cast a certain number of
spells per level per day, and those spells must be prepared
from their spellbook.

The number of spells an elementalist is allowed to cast
per day is determined by his level (see the elementalist
advancement table, below) and Intelligence score. An ele-
mentalist may choose to use a higher-level spell slot to
prepare a lower-level spell, in the same manner as a wizard
(the spell is treated as its actual level, not that of the slot
used). To cast a spell, an elementalist must have an
Intelligence score of at least 10 + the spell’s level. The
Difficulty Class for saves against elementalist spells is
equal to 10 + the spell’s level + the elementalist’s
Intelligence modifier.
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Elemental Mastery: At 1st level, the elementalist
selects one of the elemental mastery packages from the
list below. Each list includes a set of elemental spells, one
for each spell level. The elementalist automatically gains
these spells in his books when he gains the minimum
level necessary to use spells from a specific level. In addi-
tion, an elementalist may prepare his elemental spells in
addition to his normal allotment of spells. He gains one
elemental spell per spell level he may use. For example, a
7th-level elementalist can prepare 0 to 4th-level spells. In
addition to his normal allotment of spells, he may prepare
his 0, 1st, 2nd, 3rd, and 4th-level elemental spells.

Air: The masters of wind, weather, and other atmos-
pheric forces, air mages command their elemental powers
to flatten their enemies, lift them aloft in the air, and ward
away enemies. In addition to their elemental spells, air
mages can call upon air elementals to save them from
falling to their death. At 1st level, an air mage may ignore
the first 20 ft. of a fall when determining how much dam-
age they take from a fall. This increases to 40 ft. at 5th
level, 60 ft. at 10th level, 80 ft. at 15th level, and 100 ft. at
20th level. This is a supernatural ability that the air mage
may use as often as he wishes.

Level Air Elemental Spell
Obscuring mist
Fly
Gaseous form
Solid fo
Control winds ol o
Chain lightning

Whirlwind

Earth: The friend and ally of stone and earth, these ele-
mentalists are as tough, durable, and reliable as the
ground they study. Earth elementalists draw upon the
power of the soil to heal their wounds and refresh their
bodies. Once per day, an elementalist may heal himself of
up to twice his level in damage by drawing on the earth’s
ambient energy. The elementalist must be able to touch
the ground in order to use this ability. Healing counts as a
standard action that draws an attack of opportunity. In
addition, the earth mage gains both flesh to stone and
stone to flesh as bonus 7th-level spells and freedom and
imprisonment as bonus 9th-level spell. Each day, he may
choose one of the two to prepare as his bonus spells.

Level Earth Elemental Spell

1 Magical stone

2 Soften earth and stone

3 Spike stones P
4 Stoneskin
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Wall of stone
Flesh to stone/Stone to flesh
Statue
Iron body
Freedom/Imprisonment
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Fire: Fire and heat are this elementalist’s closest allies.
While others wilt under intense heat, the fire elemental-
ist would feel at home in a boiling cauldron. As a super-
natural ability, fire elementalists gain fire resistance equal
to their level in this class.

Level Fire Elemental Spell

1 Burning hands

2 Flaming sphere

3 ¥ ~ Fireball

4 Wall of fire

5 Summon monster V
(Medium-size fire elemental)

6 Fire storm

7 Delayed blast fireball

8 Incendiary cloud

9 Elemental swarm (fire elementals only)

Water: Commonly known as hydromancers, these
spellcasters learn to control the ebb and flow of elemental
water. At 1st level, they gain the ability to easily move
through water. They gain a swim speed equal to their
walking movement rate. Note that the water elementalist
need never make Swim skill checks, as is normal for all
creatures with a swim movement mode. At 5th level, the
water elementalist gains darkvision with a range of 60 ft.
while submerged beneath water. At 10th level, he gains
the ability to breathe water as a supernatural ability that is
always in effect. At 15th level, a hydromancer can imbue

TABLE 2-1: THE ELEMENTALIST

up to five other creatures with his water breathing ability.
This effect lasts for as long as the hydromancer decides to
maintain the enchantment. He may break it at will as a
free action in order to bestow water breathing on to a dif-
ferent target. The hydromancer must touch his target to
grant it water breathing, but need not see or touch a target
to remove this ability. At 20th level, the hydromancer can
speak with all fish, whales, and other creatures native to
aquatic environments.

Water Elemental Spell
Create water
Acid arrow
Water breathing
Ice storm
Cone of cold
Control water
Acid fog
Horrid wilting
Elemental swarm (water elementals only)
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In addition to the specific abilities listed for each ele-
mental sub-type, all elementalists have the ability to ban-
ish elementals of their chosen type back to their native
plane. Once per day, the elementalist may use his force of
personality to drive away elemental creatures in a manner
similar to how a cleric turns undead (see page 139 of The
Player's Handbook™ for more information). The elemental-
ist makes a Charisma check to see the maximum hit die of
creature he can affect, then rolls to determine how many
hit dice worth of creatures fall under the influence of this
ability. Destroyed elemental creatures are not killed but
immediately return to their native plane. An elementalist
can use this ability against any elemental whose sub-type

Base Fort Ref  Will Spells per Day
Level Attack Save Save Save Special 01 2 3 4 5 6 7 89
i +0 +0 +0 +2 Elemental mastery 31 —m— — — = ———
2 +1 +0 +0 +3 ANy L ————
3 +1 +1 +1 +3 Elemental familiar O
4 +2 +1 +1 +4 7R D T ——
5 +2 +1 +1 +4 4 3 2 1 —m— — —— =
6 +3 +2 +2 +5 43 3 2 — — — ———
7 +3 +2 +2 +5 I R T b Ja e i Y
8 +4 +2 +2 +6 4 4 3 3 2 — = ———
9 +4 +3 +3 46 4 4 4 3 21 — ———
10 +5 +3 +3 +7 4 4 4 3 3 2 — ———
11 45 +3 +3  +7 4 4 4 4 3 2 1 ———
12 +6/+1 +4 +4 +8 4 4 4 4 3 3 2 ———
13 +6/+1 +4 +4  +8 4 4 4 4 4 3 2 1 ——
14 +7/+2 +4 +4 49 44 4 4 4 3 3 2 ——
15 +7/+2 +5 +5 +9 A 4.4 4 4-4 3 1=
16 +8/+3 +5 +5 +10 4 4 4 4 4 4 3 3 2 —
17 +8/+3 +5 +5  +10 4 4 4 4 4 4 4 3 21
18 +9/+4 +6 +6  +11 4 4 4 4 4 4 4 3 3 2
19 +9/+4 +6 +6 411 44 4 4 4 4 4 433
20 +10/+5 +6 +6  +12 4 4 4 4 4 4 4 4 4 4
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matches the elemental type of his mastery class feature.

At every level divisible by four, the elementalist gains
an additional daily use of this ability.

Elemental Familiar: An elementalist’s familiar is a
small creature native to the elemental plane that corre-
sponds to the caster’s elemental mastery ability. At 3rd
level, the elementalist gains the services of a small
elemental appropriate to his specialty. At 5th level, his
elemental expands to Medium-size, while at 10th level
it becomes Large. At 15th level the elementalist's familiar
becomes a Huge elemental. Finally, at 20th level the ele-
mentalist’s familiar becomes a greater elemental.

An elementalist must complete a ritual requiring 100
gp per the elemental’s hit dice and two days of work and
preparation. After completing these requirements, the
elementalist gains the services of his familiar. If the famil-
iar is destroyed, the elementalist must wait a year and day
to summon a new one. If the elementalist gains the ser-
vices of a more powerful familiar, his current one imme-
diately grows and changes to attain its new size and form.

An elementalist may only summon and bind an ele-
mental appropriate to his specialization. A fire elemental-
ist gains a fire elemental as a familiar, for example.

_NEW FEATS

ELEMENTAL KNOWLEDGE ( GENERAL) ‘

You are familiar with the workings and weaknesses of
creatures of one type of element.

Prerequisite: Spell-craft 4 ranks

Benefit: When taking this feat, choose one elemental
type (earth, water, fire, or air). You gain a +1 competence
bonus to attacks and damage against creatures of that ele-
mental type, and may achieve critical hits against them,
even if you normally would be unable to do so (such as in
the case of elementals).

Special: You may take this feat multiple times (up to 4),
each time choosing a different element type.

TABLE 2—-2: THE ELEMENTAL ADEPT

ELEMENTAL RESISTANCE ( GENERAL)

You have built up an immunity to a specific type of
energy damage.

Prerequisite: Con 13+

Benefit: When taking this feat, choose one type of ele-
mental energy damage (acid, cold, fire, lightning, or
sonic). You may ignore the first 2 points of damage per
round that you take of that energy type, similar to the
endure elements spell.

Special: You may take this feat multiple times (up to 5),
each time choosing a different type of elemental energy.

ELEMENTAL ADEPT

Level Base Attack Bonus  Primary Save  Secondary Save
L] +0 +2 +0
2 +1 +3 +0
3 +1 5 o +3 A am
4 +2 +4 +1
5 +2 +4 +1
6 +3 +5 +2
7 +3 +5 +2
8 +4 +6 +3
9 +4 +6 +3
10 +5 +7 +3

Elemental adepts are spellcasters who have chosen to spe-
cialize in working magic of one particular element, be it
earth, water, fire, or air. They are the undisputed masters
of their chosen element, capable of performing feats with
remarkable skill and power.

Elemental adepts are primarily elementalists, whose
training in the raw stuff of nature makes them well-suited
to the elemental adept’s abilities. However, any arcane
spellcaster can become an elemental adept, and most
stand to gain by doing so. The elemental adept’s ability
with his chosen element is strong enough to make the
payoff well worth the effort. Non-spellcasting characters
have little to gain from becoming an elemental adept, and
few even qualify for it to begin with.

Some elemental adepts gather with others of different
specializations, forming councils or cabals, with each
member responsible for their chosen element. Most,
however, tend to become loners, isolating themselves in
harsh areas of their chosen element, such as deep under-
water or in the heart of a volcano. There, they contemplate
their relationships with their chosen force of nature,
accepting as company only those resourceful or powerful
enough to reach them.

Hit Die: d4.

Special Spells

Elemental Bonus +1 level of existing class
Elemental Affinity +1 level of existing class
Elemental Bonus +1 level of existing class
Elemental Summon 1/day +1 level of existing class
Elemental Bonus +1 level of existing class
Elemental Summon 2/day +1 level of existing class
Elemental Bonus +1 level of existing class
Elemental Movement, +1 level of existing class
Elemental Summon (Large) +1 level of existing class
Elemental Bonus +1 level of existing class
Elemental Form +1 level of existing class



HELEMENTALISM H

Requirements
To qualify to become an elemental adept, a character must
fulfill all the following criteria.
Spellcraft: 8 ranks
Spellcasting: Ability to cast arcane spells of at least 3rd
level. Additionally, the candidate must be able to cast at
least one spell in cleric Domain of chosen element.

Class Skills
The elemental adept’s class skills (and the key
ability for each skill) are Alchemy (Int),
Concentration (Con), Craft (Int),
Knowledge (arcana) (Int),
Profession (Wis), Scry (Int),
and Spellcraft (Int).

Skill Points at Each
Level: 2 + Int modifier.

Class Features

All of the following
are class features of the
elemental adept.

Weapon and
Armor Proficiency:
Elemental adepts gain
no proficiency in
any weapon or
armor.

Spells per Day:
An elemental adept con-
tinues training in magic while he
studies his element. Thus, when he
gains a new level of elemental adept, he
gains new spells as though he gained a new level in
an existing spellcasting class. He does not, however,<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>