The Ghostmage  (by Even Svantesvoll)
The ghostmage are a Wizard that has chosen a lonely path. They are skilled in attacking unseen. ghostmages almost always works alone, as they need to stay hidden until they strike with their destructive magic. ghostmages are wizards that prefers to live and travel alone, and not wishes to be seen by others.

Not many take the path of the ghostmage, as they need to find, and be trained by a Ghostmage before they can be one themselves. There are no guilds for ghostmages, Nor are there any meetings between the Ghostmages. Then as you might understand, it is very hard to track down a ghostmage and convince him to teach you the arts of the Hidden, as they like to call it themselves. If a Ghostmage finds out that another ghostmage is in the area, he will probably either flee or if he feels powerful enough, he will enter the scene and try to find out who trained the other ghostmage, and maybe even discuss their travels and experiences (that is most probably if their alignment match).

Hit die: d4

Prerequistes: 

Alignment: any   

Feats: Silent spell, Still spell, Spell focus (illusions).

Base attack bonus: +5

Race: Any core race except for the Half-orc.

Skills: Hide 6 ranks, Disguise 6 ranks, Move silently 6 ranks, Knowledge (Arcana) 6 ranks.

Special: The ability to cast 5th  level arcane spells.

	Level
	Base attack bonus
	fort
	ref
	will
	Special

	1
	+0
	+0
	+0
	+2
	Increased Spell level, Invisibility 1/day

	2
	+1
	+0
	+0
	+3
	Invisibility 2/day

	3
	+1
	+1
	+1
	+3
	Increased Spell level, Invisibility 3/day

	4
	+2
	+1
	+1
	+4
	Invisibility 4/day

	5
	+2
	+1
	+1
	+4
	Increased Spell level, Permanent True sight, Invisibility 5/day

	6
	+3
	+2
	+2
	+5
	Shadow door, Mirror image, Invisibility 6/day

	7
	+3
	+2
	+2
	+5
	Increased Spell level, Invisibility 7/day

	8
	+4
	+2
	+2
	+6
	Hollow Plate, Invisibility 8/day

	9
	+4
	+3
	+3
	+6
	Increased spell level, Improved Invisibility 1/day

	10
	+5
	+3
	+3
	+7
	Spectral form, Ghost touch, Incorporeal equipment


Class skills: as Wizard.

Weapon and Armor proficiency The ghostmage gains no new weapon and armor profiency, but they retain any proficiencies aquired from other classes.

Increased Spell Level At first level, and at every other level, the Ghost mage increases the spell level of his arcane spellcasting class. For example, a 10th level wizard and 1st level Ghostmage casts spells as a 11th level Wizard. Only spell casting level and number of spells per day increases, not any other class ability. Both Wizards and Sorcerers are eligiable for this spell level increase. If a Ghosmage has multiple classes that cast Arcane spells, only one class can receive the increase. 

Invisibility As the wizard spell. It is cast at the Arcane spellcaster level the character is. (His Wizard, Bard, Sorcerer level + The increased spell levels he has gained as a Ghostmage). It is a spell-like ability.

Permanent True sight As the Wizard spell, only that it`s permanent. It is a supernatural ability.

Shadow door and Mirror image As the wizard spell. The ghostmage can use these abilities 3 times a day each.

They are cast at the Arcane spellcaster level the character is. (His Wizard, Bard, Sorcerer level + The increased spell levels he has gained as a Ghostmage). It is a spell-like ability.

Hollow Plate At 8th level The ghostmage develops a very special armor. The hollow plate is invisible, but can be felt if someone should try to touch the ghostmage. It gives an AC bonus as it should be a Plate mail and does not cause any arcane spell failiure. It does not weigh anything for the Ghostmage and it does not slow him down.But the character can not wear any other armor, except for a robe when he recieves the Hollow plate. Any armor the character may wear when he gains his 8th level as a Ghostmage would simply fall off,

even if it is cursed. It is a supernatural ability.

Improved Invisibility as the wizard spell. It is cast at the Arcane spellcaster level the character is. (His Wizard, Bard, Sorcerer level + The increased spell levels he has gained as a Ghostmage). It is a spell-like ability.

Spectral form Five times a day the Ghostmage can beacome incorporeal for up to 20 minutes at a time.

While incorporeal the ghostmage gains a +2 deflection bonus to his AC, and he gains all the special qualities of an incorporeal creature. It is a supernatural ability.

Ghost Touch The Ghostmage has the ghost thouch ability, which allows him to attack incorporeal creatures normally. While Incorporeal the Ghostmage can attack corporeal targets normally. It is a supernatural ability.

Incorporeal equipment All of the equipment the Ghostmage wears also beacomes incorporeal when the Ghostmage is. That means that the Ghostmage can use any of his weapons to strike while incorporeal, even the highly enchanced ones. It is a supernatural ability.

