Summoner  by Rollo

There are those who can bring fourth a monster to fight in their stead.  There are few who are true masters of the summoning art.  Summoners dedicate themselves to the fine art of summoning monsters and learning how to use them.  

This prestige class is based on the loremaster prestige class in the DMG.  I used a lot of the same requirements and other things. If you think about it…  Pokemon is a perfect example of summoners at work.  It is spooky if you look at it that way.  You run around, and summon creatures to do the fighting for you.  Hehehe

Requirements:


-     The ability to cast 3 different summoning spells


-     Any 3 metamagic or item creation feats

· Charisma 12 or better

· Skill Knowledge (Arcana) and Spellcraft of at least 10

Class Features

Hit Die = d4

Each Level you get +1 level of Existing Class Spells per day just as a loremaster does when gaining a level.

Summoner uses existing classes skills.  They gain 2 + int mod skill points per level

Weapons and Armor proficiencies:  A summoner gains no proficiency in any weapons or armor.  

Familiars:  As a summoner goes up in levels any familiar that they might have continue to grow in power with each new level just as if they were gaining levels in the existing class.

	Class Level
	Base Attack Bonus
	Fortitude Save
	Reflex Save
	Willpower Save
	Special

	1
	+0
	+0
	+0
	+2
	Command

	2
	+1
	+0
	+0
	+3
	Summoning Knowledge

	3
	+1
	+1
	+1
	+3
	Summon Spell Mastery

	4
	+2
	+1
	+1
	+4
	Summon 2nd Familiar

	5
	+2
	+1
	+1
	+4
	Extended Summoning

	6
	+3
	+2
	+2
	+5
	Stronger Monsters

	7
	+3
	+2
	+2
	+5
	Quickened Summoning

	8
	+4
	+2
	+2
	+6
	Share Spells

	9
	+4
	+3
	+3
	+6
	Touch

	10
	+5
	+3
	+3
	+7
	Summon Friend


Special Desciptions:

Command: At 1st Level a summoner can communicate with anything that they summon without knowing any language that may be needed to do so.  The monster simply understands what the summoner is saying.  The summoner can not understand what the monster is saying with out knowing the language however.

Summon Spell Knowledge:  At 2nd level a summoner learns  the trick to all summoning spells.  They can write all the summoning spells in their spell book, even if they can not cast them yet.  A summoner no longer has to learn summoning spells when getting a new level.

Summon Spell Mastery:  At 3rd level a summoner gains spell mastery for all summoning spells.  

Summon 2nd Familiar:  at 4th level a summoner can summon a 2nd familiar so that they can have 2.  This new familiar must be from the standard familiar list in the sorcerer description in the PHB.  Alternately they can release their first familiar with out any side effects and summon a new, higher powered, familiar.  This new familiar can be of any type with they currently have the ability to summon using a summoning spell.  This new familiar gains all of the ability of a familiar for the level of the spell caster, and retains any natural abilities for the type of monster which was summoned.

Extended Summoning:  At 5th Level all summoning spells cast by the summoner are considered to be affected by the Extended Spell feat without using higher level slots.

Stronger Monsters:  At 6th Level all monsters that are summon have the maximum HP allowed for a monster of its type.

Quickened Summoning:  At 7th level a summoner can cast all summoning spells as a free action.  Summoning spells need not be prepared in a higher spell slot.

Share Spells:  As a familiar but with regards to summoned monsters.  See sorcerer description in the PHB. 

Touch:  As a familiar but with regards to summoned monsters.  See sorcerer description in the PHB.

Summon Friend:  At 10th level a summoner can summon any person that they personally know as if they were a monster.  A successful willpower save by the person being summoned negates this spell.  Summon friend can be cast at any level and has the same effects and duration as a summoning spell at that level. 

