
The Ice Lord

By Aaron Bladewind (Aaron_Bladewind@hotmail.com)

The frozen waste of the surface of Sphere of Solath has bred hardy tribes. While Barbarians and Priests of the Cold Ones are the most common of these, another vocation has begun to emerge. Gifted with power over the very ice and snow that makes up most of their environment, Ice Lords play an important role in their tribes.

Masters of cold magic, the Ice Lord is a spellcaster skilled in using the arctic wilderness to supplement their abilities. Ranger/ Ice Lords are the ultimate hunters, passing through snow and ice like so much water. Priest/ Ice Lords advise the Tribal Elders and see to the protection of the tribe. Sorcerer/ Ice Lords and Wizard/ Ice Lords often become Tribal Leaders with their arcane might and command over the elements. Finally, the Bardic Ice Lord provides for the community by warming the hearts of the tribe with his tales and his wintry gifts. 

Requirements: 

· Ability to cast 3 cold-based spells at least one of third level (can also be spells that protect from cold).

· 6 Ranks Wilderness Lore (Arctic)

· 3 Ranks Spellcraft

· 9 Ranks Knowledge (Nature)

· Special: 


Must be chosen by an existing Ice Lord.


Must survive a week in arctic environment without supplies or magic


Class Features

Weapon & Armor Proficiency: An Ice Lord is proficient in the use of all simple weapons, but no type of armor and shields. They tend to shun metal, however it is more of a practical choice than ethos.

HD: d6

Attack Bonus: As Sorcerer

Saving Throw: As Sorcerer

Class Skills: Climb, Heal, Intuit Direction, Jump, Knowledge (Nature), Move Silently, Spellcraft, and Wilderness Lore

Skill Points at Each Level: (4+Intelligence Modifier) 

Spellcasting: The character advances his spellcasting level with each addition of an Ice Lord level. (If the Ice Lord has multiple spellcasting classes, he chooses which to advance).

Alternate Spells: With the DM’s permission, an Ice Lord can cast variants of certain spells. Note that these would count as separate spells when determining spells known. Examples include Ice Shape (Stone Shape), Ice Tell (Stone Tell), Ice Devil (Dust Devil), and Form of Snow and Wind (Gaseous Form)…

Ice Power: At each level of Ice Lord, the character gains a power from the list below. Powers at even levels are chosen by the character, powers at odd levels are fixed. (A player may take a selectable power more than once.

Power/ Description

Fixed Powers

Blood of Ice (Level One) 

The Ice Lord has Cold Resistance equal to twice his Ice Lord Level. He can designate one person per character level to also benefit from this power with a range limit of a ten foot radius, regardless of level. A warmed person “resets” all environmental modifiers relating to cold. (exposure, nearness to frostbite or hypothermia, etc.) The result is that in moments, he can warm the entire tribe. For the Ice Lord, this application applies to spells (and effects) as well as the environment. He can only bestow a resistance to the elements on others. The latter is in effect so long as the Ice Lord wills it or until he changes subjects. 

Cold Compress (Level Three) 

Once per day, heal 1d8+ Ice Lord level in HP by using a clump of snow or ice* 

Meld Into Ice (Level Five) 

Once per day per Ice Lord level, cast the spell as a Sorcerer of Ice Lord level 
(As the spell Meld into Stone) 

Ice Shape (Level Seven) 

Once per day, the Ice Lord can cast Sculpts Ice or Stone into any form. (As the spell Stone Shape) 

Otiluke’s Freezing Sphere (Level Nine)

Once per day, can cast this spell as a Sorcerer of equal level to the Ice Lord


Player Choice

Chill Metal Once per day, as the spell 

Ice Grip once per day, cast Hold Monster on any cold-based creature** 

Ice Magic once per day, any one spell cast by the Ice Lord is considered Maximized as per the Feat. The spell level cannot exceed Ice Lord Level (Must be a cold-based spell and uses a regular spell slot) 

Resist Elements once per day/ Ice Lord level, as the spell 

Ice Shadows once per day, the character can create a figment of a Medium sized Ice elemental that appears in a flanking position for one round. Ice Lord can make flanking attacks at +2 to hit and can make a sneak attack (if allowed by classes) 

Ice Skin Once per day, as a Sorcerer of Ice Lord level, can cast this variant of Stone Skin 

Winter’s Focus the Ice Lord gains the feat 

Spell Focus but it applies only to Cold Based spells 

Command the Frozen Waste Usable a number of times equal to Charisma modifier
The Ice Lord can command Cold Based Creatures as a cleric Commands undead 

Summon Ice Elemental once per day, the Ice Lord can use Summon Monster III to summon a small Ice Elemental using Ice Lord level as caster level. * 

* Standard Action

** Free Action 

