Chain Spell [meta-magic]


		This allows a caster to prepare and cast a spell with recuring effects.


Prerequisites	Spell Slot 4 Levels Higher.


Benefits	When this feat is used the victim of this spell instantly generates a weaker version of that spell that strikes at the next available target.  This repeats itself until the spell is weakened to nonexistance.  When it strikes a foe, the victim becomes the center of a new spell that hits a new target and does either one die less damage (or for spells that only do a single die of damage:  -1 damage/target) or is -2 DC (for spells that don't do damage).  This continues until the damage is reduced to zero or the save DC is reduced to zero.





Combine Spell [meta-magic]





Prerequisites	Spell Slot 3 Levels Higher.


Benefits	When the caster uses this feat he must decide which two spells to link and in which order he wants to link them.  When the first spell is cast, the second spell appears at the terminus of the first spell.  For example:  a caster combines a fireball and a lightning bolt.  After the fireball explodes a lightning bolt appears from the center of the fireball's blast and arcs out.  This requires the caster memorize both spells using a slot three levels higher than the higher level spell.





Diguise Spell [meta-magic]





Prerequisites	Perform(12), Bardic Music ability, Spell Slot 1 Level Higher.


Benefits	You have mastered the art of casting spells unobtrusively, mingling verbal and somatic components into your performance so skillfully that others rarely catch you in the act.  Like a silent, stilled spell, a disguised spell cannot be detected by a Spellcraft check.  Your performance is obvious to everyone in the vicinity, but the fact that you are casting a spell isn't.  Unless the spell visibly emanates from you, or the viewers have some other means of determining its source, they don't know where the effect came from.





Empower Spell [meta-magic]


		This allows a caster to prepare and cast a spell to greater effect.


Prerequisites	Spell Slot 2 Levels Higher.


Benefits	All variable, numeric effects of an empowered spell are increased by one-half.  An empowered spell deals half again as much damage as normal, cures half again as many hit points, affects half again as many targets, etc., as appropriate. Saving throws and opposed rolls (such as the one the character makes when the character casts dispel magic) are not affected.  Spells without random variables are not affected.





Enlarge Spell [meta-magic]


		This allows a caster to prepare and cast a spell over a larger area.


Prerequisites	Spell Slot 1 Levels Higher.


Benefits	An enlarged spell has its range doubled.  Spells whose ranges are not defined by distance do not have their ranges increased.  A spell whose area or effect is determined by its range has the dimensions of its area or effect increased proportionally.





Extend Spell [meta-magic]


		This allows a caster to prepare and cast a spell that lasts longer.


Prerequisites	Spell Slot 1 Level Higher.


Benefits	An extended spell lasts twice as long as normal.  Spells with a concentration, instantaneous, or permanent duration are not affected by this feat.





Heightened Spell [meta-magic]


		This allows a caster to prepare and cast a spell that is harder to resist.


Prerequisites	Spell Slot Variable Levels Higher.


Benefits	A heightened spell has a higher spell level than normal (up to 9th level).  Unlike other metamagic feats, Heighten Spell actually increases the effective level of the spell that it modifies.  All effects dependent on spell level (such as saving throw DCs and ability to penetrate a minor globe of invulnerability) are calculated according to the heightened level.  The heightened spell is as difficult to prepare and cast as a spell of its effective level





Hide Spell [meta-magic]


		Choose auditory, material, mental, olfactory, or visual.  That characteristic of the spell is not present.


Prerequisites	Spell Slot 1 Level Higher.


Benefits	A spell can be cast without one associated display characteristic chosen by you when you take the feat:  auditory, material, mental, olfactory, or visual.


Special	You can take this feat multiple times, each time choosing a different display characteristic to hide while casting a given spell.





Maximize Spell [meta-magic]


		This allows a caster to prepare and cast a spell to maximum effect.


Prerequisites	Spell Slot 3 Levels Higher.


Benefits	All variable, numeric effects of a maximized spell are maximized.  A maximized spell deals maximum damage, cures the maximum number of hit points, affects the maximum number of targets, etc., as appropriate.  Spells without random variables are not affected.





Multiply Spell [meta-magic]


		This allows a caster to prepare and cast a spell multiple times.


Prerequisites	Spell Slot 4 Levels Higher.


Benefits	When a spell using this feat is cast, all the spells of the original spell's level or higher are converted into this spell (without feats) and are fired one after another once per round to the same target until the caster runs out of spells of that level or higher or voluntarily ends the effect.  It requires the wizard memorize the spell 4 levels higher than normal.  For example:  A 9th level wizard uses this feat to memorize a magic missile, he has 4-4-3-2 spells of levels 1-4 (using the 5th level spell for this feat).  He can cast magic missile as a 5th level spell with this feat.  If he does so then he may fire 13 magic missile spells one after the other in a row.  It starts with the 4-1st levels spells and then moves up the spell level chart until the wizard ends the effect.





Persistent Spell [meta-magic]





Prerequisites	Extend Spell, Spell Slot 4 Levels Higher.


Benefits	A persistent spell has a duration of 24 hours.  The persistent spell must have a personal range or a fixed range; you can’t use this feat on a spell with a variable range, or on a spell with an instantaneous duration.  Note that you must concentrate on some spells to use their effects (for example, detect evil); concentration on such a spell is a standard action that does not provoke an attack of opportunity.





Quicken Spell [meta-magic]


		This allows a caster to prepare and cast a spell as a free action.


Prerequisites	Spell Slot 4 Levels Higher.


Benefits	Casting a quickened spell is a free action.  The character can perform another action, even casting another spell, in the same round as the character casts a quickened spell.  The character may only cast one quickened spell per round.  A spell whose casting time is more than 1 full round cannot be quickened.


Special	The Feather Fall spell is already considered quickened.





Silent Spell [meta-magic]


		This allows a caster to prepare and cast a spell without its verbal components.


Prerequisites	Spell Slot 1 Level Higher.


Benefits	A silent spell can be cast with no verbal components.  Spells without verbal components are not affected.


Special	Bard spells cannot be enhanced by this metamagic feat.





Still Spell [meta-magic]


		This allows a caster to prepare and cast a spell without its somatic components.


Prerequisites	Spell Slot 2 Levels Higher.


Benefits	A still spell can be cast with no somatic components.  Spells without somatic components are not affected.





Twin Spell [meta-magic]





Prerequisites	Spell Slot 4 Levels Higher.


Benefits	Casting a spell altered by this feat causes the spell to take effect twice on the target, as if you were simultaneously casting the same spell two times on the same location or target.  Any variables in the spell (such as targets, shaping an area, and so on) apply to both of the resulting spells.  The target suffers all the effects of both spells individually and receives a saving throw for each.  In some cases, failure of both of the target’s saving throws results in redundant effects.





Vocalize Spell [meta-magic]





Prerequisites	Spell Slot 0 Levels Higher.


Benefits	A vocalized spell replaces the vocal components of a spell with alternate vocal components.  This may be used to prepare a spell which is harder to identify with a spell craft check (-0 to -10 penalty) or to allow a spell to be cast by a wizard assuming a form that does not have a normal humanoid vocal range (such as a dragon or cat).  If prepared to imitate a specific spell or for a vocal range, the spell or vocal range must be specified when the vocalized spell is prepared.








