Fighter-Mage

By: Timothy E. Brucke

Alignment: Any

RACE: ANY

Hit Die: d8

Weapon and Armor Proficiency: All Simple Weapons, 5 Martial Weapons, All Light Armor, 

-2 Penalty Exotic Weapons

Base Package:  Weapon of choice for casting, Studded Leather armor, Dagger, Backpack, Sack, 2 Water skins, 4 days trail rations, flint and steel, 50ft. rope, bedroll, 2 torches

Skill Points: (4+INT MOD)*4 1st LVL

                    4+INT MOD

CLASS Skills:

Alchemy, Climb, Concentration, Craft (weapons), Handle Animal, Jump, Knowledge (arcana), Knowledge (weapons), Profession, Ride, Scry, Spell craft, Swim, 

	LVL
	BASE ATTACK
	FORT.

SAVE
	REF.

SAVE
	WILL

SAVE
	SPECIAL ABILITIES

	1
	+1
	+2
	+0
	+2
	Armored Casting, Combat Casting

	2
	+1
	+3
	+0
	+3
	Weapon Focus Feat

	3
	+2
	+3
	+1
	+3
	Weapon Expertise Feat

	4
	+2
	+4
	+1
	+4
	Bonus Feat

	5
	+3
	+4
	+1
	+4
	

	6
	+3
	+5
	+2
	+5
	

	7
	+4
	+5
	+2
	+5
	

	8
	+5
	+6
	+2
	+6
	Bonus Feat

	9
	+6/+1
	+6
	+3
	+6
	

	10
	+6/+1
	+7
	+3
	+7
	Craft Magical Weapon

	11
	+7/+2
	+7
	+3
	+7
	

	12
	+8/+3
	+8
	+4
	+8
	Bonus Feat

	13
	+9/+4
	+8
	+4
	+8
	

	14
	+10/+5
	+9
	+4
	+9
	

	15
	+11/+6/+1
	+9
	+5
	+9
	

	16
	+11/+6/+1
	+10
	+5
	+10
	Bonus Feat

	17
	+12/+7/+2
	+10
	+5
	+10
	

	18
	+13/+8/+3
	+11
	+6
	+11
	

	19
	+14/+9/+4
	+11
	+6
	+11
	

	20
	+15/+10/+5
	+12
	+6
	+12
	Bonus Feat


Armored Casting:  This ability allows the Fighter-Mage to cast spells while still wearing armor because he has trained himself to do so.  All arcane spell failure percentages are reduced by 5% and 5% more for every three levels.

Class Features:  During melee combat may only cast defensive/offensive type spells.  Cast spells using his/her chosen weapon.  The player must make his/her weapon and must be master worked.  Upon reaching Level 10, the character may craft a magical weapon of their focus.  This weapon may then be given away or the character must repay the smith whom allowed the use of his/her forge in some way (DM’s discretion).

Prepared Weapon:  The prepared weapon is the weapon the fighter-mage uses to cast his/her spells.  If the weapon is not used for four months, it must be prepared again.  The process to prepare the weapon takes approximately two hours.  The character must meditate for at least two hours during which there must be two thirty minute practice sessions and during which five drops of the character’s blood is dropped onto the weapon.  The weapon is not destroyed or harmed in any way by this process.  Magically enhanced weapons take an hour longer per enchantment to prepare.  Example, a +2 long sword would take four hours to prepare.  Only the character may cast with his/her prepared weapon.

Spell use:  A Fighter-Mage may cast any spell that he/she may learn.  Like Sorcerers, they do not need to study magic; it is intuitive within them.  To learn new spells, a Fighter-Mage can use his/her spell craft check against a DC 10+lvl of spell to understand and incorporate the spell in his/her repertoire.  Because of the nature of the way they cast spells (with weapons), they do not incur an Attack of Opportunity when they cast spells in combat.  When casting a touch spell, the magic is delivered with the blade.  Before making the attack, the Fighter-Mage has to declare if he is going for a touch attack or for a damage attack.  This will determine the recipients AC.  Some spells lend themselves to attacking while casting such as shocking grasp, chill touch, ghoul touch, vampiric touch, etc.  These spells, at the DM’s discretion, can be used while making an attack.  If delivering an attack in this manner, then only one attack is allowed regardless of how many attacks you have.  To determine the DC of a saving throw add 11 + INT Mod + Spell lvl.  Intelligence is the base attribute for spell casting.

Spells Known

	Level
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9

	1
	4
	2
	
	
	
	
	
	
	
	

	2
	5
	2
	
	
	
	
	
	
	
	

	3
	5
	3
	
	
	
	
	
	
	
	

	4
	6
	3
	1
	
	
	
	
	
	
	

	5
	6
	4
	2
	
	
	
	
	
	
	

	6
	7
	4
	2
	1
	
	
	
	
	
	

	7
	7
	5
	3
	2
	
	
	
	
	
	

	8
	8
	5
	3
	2
	1
	
	
	
	
	

	9
	8
	5
	4
	3
	2
	
	
	
	
	

	10
	9
	5
	4
	3
	2
	1
	
	
	
	

	11
	9
	5
	5
	4
	3
	2
	
	
	
	

	12
	9
	5
	5
	4
	3
	2
	1
	
	
	

	13
	9
	5
	5
	4
	4
	3
	2
	
	
	

	14
	9
	5
	5
	4
	4
	3
	2
	1
	
	

	15
	9
	5
	5
	4
	4
	4
	3
	2
	
	

	16
	9
	5
	5
	4
	4
	4
	3
	2
	1
	

	17
	9
	5
	5
	4
	4
	4
	3
	3
	2
	

	18
	9
	5
	5
	4
	4
	4
	3
	3
	2
	1

	19
	9
	5
	5
	4
	4
	4
	3
	3
	3
	2

	20
	9
	5
	5
	4
	4
	4
	3
	3
	3
	3


Spells per Day

	Level
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9

	1
	5
	3
	
	
	
	
	
	
	
	

	2
	6
	4
	
	
	
	
	
	
	
	

	3
	6
	5
	
	
	
	
	
	
	
	

	4
	6
	6
	3
	
	
	
	
	
	
	

	5
	6
	6
	4
	
	
	
	
	
	
	

	6
	6
	6
	5
	3
	
	
	
	
	
	

	7
	6
	6
	6
	4
	
	
	
	
	
	

	8
	6
	6
	6
	5
	3
	
	
	
	
	

	9
	6
	6
	6
	6
	4
	
	
	
	
	

	10
	6
	6
	6
	6
	5
	3
	
	
	
	

	11
	6
	6
	6
	6
	6
	4
	
	
	
	

	12
	6
	6
	6
	6
	6
	5
	3
	
	
	

	13
	6
	6
	6
	6
	6
	6
	4
	
	
	

	14
	6
	6
	6
	6
	6
	6
	5
	3
	
	

	15
	6
	6
	6
	6
	6
	6
	6
	4
	
	

	16
	6
	6
	6
	6
	6
	6
	6
	5
	3
	

	17
	6
	6
	6
	6
	6
	6
	6
	6
	4
	

	18
	6
	6
	6
	6
	6
	6
	6
	6
	5
	3

	19
	6
	6
	6
	6
	6
	6
	6
	6
	6
	4

	20
	6
	6
	6
	6
	6
	6
	6
	6
	6
	6


