The Sword-Sorcerer









Spells per Day

Level
Att Bonus

Fort
Ref
Will
0         1      2       3       4      5       6         7       8      9

1
+1

+2
+0
+2
3        1




Weapon Focus Feat
2
+2

+3
+0
+3
4        2




Weapon Expertise Feat
3
+3

+3
+1
+3
4        2       1





4
+4

+4
+1
+4
4        3       2



Bonus feat: Meta Magic; Damage +1

5
+5

+4
+1
+4
4        3       2        1



Uncanny Dodge (Dex Bonus to AC)

6
+5

+5
+2
+5
4        3       3        2 



Sharpen Blade
7
+6/ +1

+5
+2
+5
4        4       3        2       1 




8
+7/ +2

+6
+2
+6
4        4       3        3       2


Bonus feat; Damage +2

9
+8/ +3

+6
+3
+6
4        4       4        3       2        1 


Craft Magical Blade

10
+9/ +4

+7
+3
+7
4        4       4        3       3        2 


Uncanny Dodge (can’t be flanked)

11
+10/ +5

+7
+3
+7
4        5       4        4       3        2       1 

12
+10/ +5

+8
+4
+8
4        5       4        4       3        3       2 

Bonus feat: Meta Magic; Damage +3

13
+11/ +6/ +1
+8
+4
+8
4        5       5        4       4        3       2       1

14
+12/ +7/ +2
+9
+4
+9
4        5       5        4       4        3       3       2 

15
+13/ +8/ +3
+9
+5
+9
4        5       5        5       4        4       3       2       1 

16
+14/ +9/ +4
+10
+5
+10
4        5       5        5       4        4       3       3       2
Bonus feat; Damage +4

17
+15/ +10/ +5
+10
+5
+10
4        5       5        5       5        4       4       3       2      1    

18
+15/ +10/ +5
+11
+6
+11
4        5       5        5       5        4       4       3       3      2

19
+16/ +11/ +6/ +1
+11
+6
+11
4        5       5        5       5        5       4       4       3      3   

20
+17/ +12/ +7/ +2
+12
+6
+12
4        5       5        5       5        5       4       4       4      4
Bonus feat; Damage +5

Applies to prepared blade only

Abilities:  The Sword-Sorcerer is a fighter with the capabilities to cast spells from two schools of magic.  Sword-Sorcerer’s can wear light armor, but they can’t use shields.  Sword-Sorcerer’s can use any bladed weapon.  Sword-Sorcerer’s can use any items usable by fighters and mages, with the exception of mage staffs (staff of power, staff of wizardry, or any other mage-only staff).  They gain bonus feats every 4 levels (4th, 8th, 12th, 16th, etc.), in addition to the standard character feat every three character levels.

What makes the Sword-Sorcerer so potent is the fact that they can cast their spells while armored (the following penalties apply for armor, 5% for studded, and 10% for chain) and the spell effect originates through the weapons they wield, avoiding the need to have a free hand during combat.  As Sword-Sorcerers gain levels, they also gain the ability to bypass damage reduction of creatures.  Sword-Sorcerers gain a +1 every 4 levels for the purpose of determining what they can hit.  This does not grant any bonuses to attack or damage, just what their weapon is treated like for those creatures that have damage reduction.  This can only be done with their prepared blades.  All spells cast by the Sword-Sorcerer are somatic, with the gestures being conducted through the swirling and movements of their weapons.  Sword-Sorcerer’s spells do not require verbal or material components.  Some noted disadvantages is that they cannot use missile type weapons (they can throw daggers if available) and can cast spells only through their prepared bladed weapons.

Sword-Sorcerers receive craft (sword making) as a bonus. They receive a +1 to their skills every two levels (+1 at 2nd, +2 at 4th, +3 at 6th, +4 at 8th, to a max of +10 at 20th).  To maintain this bonus they are required to create a masterwork weapon every other level.  This weapon should be given to the smithy of the shop he/she created the item at as gratitude for the use of the forge and materials.  Most smiths have heard of people who create these works and leave them as gifts, so very few mind it when a Sword –Sorcerer graces their steps to create such an item.  Part of a Sword-Sorcerers training include the study of historical weapons.  Because of this the Sword-Sorcerers have the ability to discern the magical properties of weapons, but pertaining to bladed weapons only (and then only those with historical background).  When employing magical weapons to cast spells, they add the bonus to damage, i.e. A 7th level Sword-Sorcerer casting a magic missile spell with a +2 weapon will do 4D4+4 for the Missiles plus an additional 2 points due to the weapon.  Sword-Sorcerers can attempt to create magical blades when they attain 9th level.  They follow the prerequisites for the item creation feat: create arms and armor.  A noted exception is that the Sword-Sorcerer has to first use his craft skill to create the blade in question, then they can attempt to enchant the weapon.  If a spell is required that they normally do not have, then they can use the spell from a scroll.  During this process, they cannot have any help.  This is something they must do on their own.

Abilities:  Intelligence determines how powerful a spell a Sword-Sorcerer can cast, how many spells per day, and how hard those spells are to resist.  To cast a spell, a Sword-Sorcerer must have an Intelligence score of 10+ the spells level.  A Sword-Sorcerer gets bonus spells based on Intelligence.  The Difficulty Class (DC) of a saving throw against a Sword-Sorcerer’s spell is 11+ the spell level+ Intelligence modifier.  Strength is important to Sword-Sorcerers because of their role in combat.

Alignmet: Any

Hit Die: 2D8 at first level, 1D8 every level after

Class Skills:  Balance, Concentration, Craft, Jump, Knowledge (arcane), Knowledge (Swords), Listen, Move Silently, Profession, Spellcraft, Swim


Skill Points at 1st level: (3+ Int Mod) x 4


Skill Points at each additional level: 3 + Int Mod

Class Features:


Weapon and armor proficiency:  Proficient in the use of any bladed weapon weapons.  Proficient in light armor.  May not use shields.


Spell use:  A Sword-Sorcerer may cast cantrips (0 level spells) and universal spells, plus spells from any 2 schools of magic.  Like Sorcerers, they do not need to study magic; it is intuitive within them.  To learn new spells, a Sword-Sorcerer can use his/her spell craft check against a DC 10+lvl of spell to understand and incorporate the spell in his/her repertoire (as long as it is from the school of magic they chose).  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 Sword-Sorcerer 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.


Uncanny Dodge:  Starting at 5th level the Sword-Sorcerers gains the extraordinary ability to react to danger before their senses would allow them to react to it.  At 5th level and above they retain their Dex bonus to AC (if any) regardless of being caught flat-footed or struck by invisible creatures.


At 10th level they can’t be flanked; they react to opponents on either side of them as easy as a single opponent.  This denies the rogues the use of their sneak attack ability.  The exception to this defense is a rogue at least four levels higher then the character can flank them, therefore being able to sneak attack.

Prepare Blade
(Alteration)  <this is not a spell, but an ability of the class>

This ability will allow the Sword-Sorcerer to prepare a weapon to cast spells.  This is a personal thing, so each Sword-Sorcerer would have to this for their own weapon.  The spell takes the form of a ritual in which the caster will meditate for two hours, with a 15-minute weapons work every hour.  As you can see this requires an area where the caster can have enough room to move around in.  Once the blade is prepared that individual Sword-Sorcerer can use it to cast spells.  This blade will not function as a spell focus for any other individual.  If the blade goes for more then 3 months without it being used to cast spell, its ability to do so will fade.

If the blade is magical, then an additional half-hour is required for each additional + or ability of the weapon.


This spell can only be cast on a weapon the caster is proficient in.  The material components for this spell are, three drops of the caster’s blood (which are dropped on the blade) and the blade being prepared.  The blade is not consumed in the process.

Sharpen Blade
(Transmutation)  <this is not a spell, but an ability of the class>


When a Sword-Sorcerer reaches 6th level, they can take one (and only one) prepared blade and alter it into a sharpened blade.  This makes the weapon for all practical purposes a keen weapon (doubling the threat range of the weapon).  This can be applied to any bladed weapon, magical or otherwise.  There is a base 70% chance of success with an additional 5% every level above 6th (70% at 6th, 75% at 7th, 80% at 8th, 85% at 9th, and a maximum of 90% at 10th level).  The following modifiers for the weapon also apply:


Masterwork/Elven
+5


Mithral/Adamantite
+10


Enchanted
-5 plus an additional -5 for each +1 (i.e. -10 for a +1, -15 for a +2, -20 for a +3, etc)


Special abilities
-10 for each ability (i.e. a fiery weapon and detect magic would be -20, -10 for fiery and -10 for detect)

This penalties and bonuses stack.  If the weapon was magical and an attempt to sharpen failed, the weapon will loose its magical properties and remain as a masterwork weapon.  The +5 for a masterwork weapon does not reduce the -5 for a magical weapon.  On the other hand the material does, so a +1 mithral sword would balance out to 0% mod (-10 for a +1 enchantment and a +10 for mithral material)

