Arcane Defense [magic]


		Choose one school of magic.  You are better than normal at resisting spells from that school of magic.


Prerequisites	Spell Focus(chosen school).


Benefits	Add +2 to your saving throws against spells of the chosen school.


Special	The character can gain this feat multiple times.  Its effects do not stack.  Each time the character takes the feat, it applies to a new school of magic.





Combat Casting [magic]





Benefits	The character gets a +4 bonus to Concentration checks made to cast a spell while on the defensive.


Special	Bonus does not stack with Combat Manifestation[psionic].





Greater Spell Penetraion [magic]





Prerequisites	Spell Penetration.


Benefits	You get a +4 bonus on caster level checks (1d20 + caster level) to beat a creature’s spell resistance.  This bonus overlaps (does not stack with) the bonus from Spell Penetration.





Spell Penetration [magic]





Requisites	Greater Spell Penetration.


Benefits	The character gets a +2 bonus to caster level checks (1d20+caster level) to beat a creature’s spell resistance.





Spell Focus [magic]


		Choose one school of magic.  The character's spells of that school are more potent than normal.


Requisites	Arcane Defense(chosen school).


Benefits	Add +2 to the Difficulty Class for all saving throws against spells from the school of magic the character selects to focus on.


Special	The character can gain this feat multiple times.  Its effects do not stack.  Each time the character takes the feat, it applies to a new school of magic.








