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The Cabalist

Written by Jason D. Kemp [Mailto: flynnwd@mail.com]

Sometimes referred to as Thaumaturgists, these infernal
summoners are often the primary means of contact for the
Demons from the Cabalist’s Plane. For various reasons, from
personal power to vengeance and more, arcane spellcasters have
often attempted to reach into the nether realms, forging pacts
with Infernal lords and their minions. The Demons gain more
access to the Plane Prime and thus, the chance to gather more

The Cabalist

and their

Cabalists
servants/sacrifices. In exchange, the Cabalists gain information,
power, and services that are normally unavailable to other
spellcasters. Wizards, especially conjurers, make up most of the
body of Cabalists, though sorcerers, and much more rarely bards,
are also seen among the ranks of Cabalists.

souls, including those of the

Hit Die: d6

Table The Cabalist
Level Base Attack Fort Ref  Will Special Spells Per Level
Bonus Save Save Save

1 +0 +0 +0 +2 Pact; Demonic Resistance +1 Level of Existing class

2 +1 +0 +0 +3 Bonus Summoning Spell +1 Level of Existing class

3 +1 +1 +1 +3 Pact +1 Level of Existing class

4 +2 +1 +1 +4 Bonus Summoning Spell +1 Level of Existing class

5 +2 +1 +1 +4 Pact +1 Level of Existing class

6 +3 +2 +2 +5 Bonus Summoning Spell +1 Level of Existing class

7 +3 +2 +2 +5 Pact +1 Level of Existing class

8 +4 +2 +2 +6 Bonus Summoning Spell +1 Level of Existing class

9 +4 +3 +3 +6 Pact +1 Level of Existing class

10 +5 +3 +3 +7 Bonus Summoning Spell +1 Level of Existing class
level for spellcasting purposes, add the Cabalist level to the prior

Requirements class’s level. If, for some strange reason, a character qualifies for

Skills: Knowledge (the planes) +8 ranks
Feats: Iron Will and Skill Focus, Knowledge (the planes)

Spells: Must be able to cast Arcane Magic as an innate, and must
be able to cast Summon Monster I, II, and III.

Special: and must extensively role play the formation of their
first pact with a demon in the Infernal Plane. Though most
Cabalists are evil, there is no official alignment requirement.

Class Skills

The Cabalist’s class skills (and the key ability for each skill) are
Alchemy (Int), Concentration (Con), Craft (Int), Knowledge (all
skills, taken individually) (Int), Profession (Wis), Scry (Int,
exclusive skill), and Spellcraft (Int).

See Chapter 4 in the Core Rulebook 1 for skill descriptions.

Skill Points at each additional Level: 2 + Int modifier per level

Class Features
All of the following are class features of the Cabalist.

Weapon and Armor Proficiency: Cabalists are proficient with
the club, dagger, heavy crossbow, light crossbow, and
quarterstaff. Cabalists are not proficient with any type of armor
nor with shields.

Spells: The Cabalist advances in spellcasting ability at the same
rate as their former spell casting class. For purposes of effective
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Cabalist through more than one spellcasting class, the primary
class must be chosen by the character as a first level Cabalist,
and the character follows that class’s spell advancement tables
with each level of Cabalist.

Demonic Resistance (Ex): Through exposure to the demonic
essence of the Infernal Plane and in dealing with demons, the
Cabalist has an innate bonus of +2 on all saving throws versus
demonic attacks and abilities.

Pact (Ex): Starting at first level, and at every odd level, the
Cabalist gains a free Pact with a Demon of the Infernal Plane.
Typically, the demon grants the following abilities to the
Cabalist:

1) This demon may be called specifically by a Summon Monster
spell of the appropriate power range, or by a bonus Summoning
spell;

2) This demon may offer extended service for a particular
purpose of itself or its minions, beyond the normal ranges of the
Summon Monster spell, for up to a year and a day;

3) This demon may answer specific queries of the Cabalist
regarding matters of the Infernal Plane or of worldly matters over
which it or its lord holds domain; and

4) This demon may offer the diabolic abilities of itself or its lord,
which may be accessed through the Lesser Invocation,
Invocation and Greater Invocation spells. (These spells are
described in detail under Infernal Spells.)

Often, this demon requires some form of sacrifice from the
Cabalist (which must be worked out between the player and the
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GM, preferably in role play) in order to maintain the relationship
between the two. Should the Cabalist fail to uphold his end of the
pact, he may find himself with a powerful enemy instead of an
infernal ally.

Some Infernal Spells:

Lesser Invocation

Written by Jason D. Kemp [Mailto: flynnwd@mail.com]

Conjuration (Summoning)

Level: Brd 2, Sor/Wiz 2
Components: V,S

Casting Time: 1 action

Range: As per the ability granted
Target, Effect or Area:  As per the ability granted
Duration: As per the ability granted
Saving Throw: As per the ability granted
Spell Resistance: As per the ability granted

Lesser Invocation allows a spellcaster to utilize a lesser diabolic
ability granted to the spellcaster by an Infernal being through a
Pact. The specific power is dependent on either the demon or its
infernal superiors. Generally, the use of this spell grants the
caster access to one use of that ability. Depending on the pact,
sacrifices and renegotiation may to occur after every third, fifth,
ninth, or thirteenth use of the power, as determined by the
original agreement between the spellcaster and the demon.
Consult the specific demons’ write ups for the lesser diabolic
abilities that a demon may offer from either itself or its superiors.

Invocation

Written by Jason D. Kemp [Mailto: flynnwd@mail.com]

Conjuration (Summoning)

Level: Brd 4, Sor/Wiz 4
Components: V,S

Casting Time: 1 action

Range: As per the ability granted
Target, Effect or Area:  As per the ability granted
Duration: As per the ability granted
Saving Throw: As per the ability granted
Spell Resistance: As per the ability granted

Invocation functions just like Lesser Invocation, although it
allows a spellcaster to utilize a standard diabolic ability granted
to the spellcaster by an Infernal being through a Pact. Consult the
specific demons’ write ups for the standard diabolic abilities that
a demon may offer from either itself or its superiors.

Community 3e Downloads

The Cabalist

Bonus Summoning Spell (Sp): Starting at second level, and at
every even level thereafter, the Cabalist receives a bonus
Summoning Spell per day at the highest level of spellcasting
ability. This bonus spell may be used to:

1) Summon a specific demon with whom the Cabalist has a Pact;

2) Cast a summoning spell of one spell level higher than is
normally available to the caster, providing it is used to summon
infernal creatures.

Greater Invocation

Written by Jason D. Kemp [Mailto: flynnwd@mail.com]

Conjuration (Summoning)

Level: Brd 6, Sor/Wiz 6
Components: V,S

Casting Time: 1 action

Range: As per the ability granted
Target, Effect or Area:  As per the ability granted
Duration: As per the ability granted

As per the ability granted
As per the ability granted

Saving Throw:
Spell Resistance:

Greater Invocation functions just like Lesser Invocation,
although it allows a spellcaster to utilize a greater diabolic ability
granted to the spellcaster by an Infernal being through a Pact.
Consult the specific demons’ write ups for the greater diabolic
abilities that a demon may offer from either itself or its superiors.
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Open (same icense 1.0a

The following text is the property of Wizards of the Coast, Inc. and is
Copyright 2000 Wizards of the Coast, Inc (“Wizards™”). All Rights
Reserved.

1. Definitions: (a)”’Contributors” means the copyright and/or trademark
owners who have contributed Open Game Content; (b)’Derivative
Material” means copyrighted material including derivative works and
translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may
be recast, transformed or adapted; (c) “Distribute” means to reproduce,
license, rent, lease, sell, broadcast, publicly display, transmit or
otherwise distribute; (d)”Open Game Content” means the game
mechanic and includes the methods, procedures, processes and routines
to the extent such content does not embody the Product Identity and is
an enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any
work covered by this License, including translations and derivative
works under copyright law, but specifically excludes Product Identity.
(e) “Product Identity” means product and product line names, logos and
identifying marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic and other visual or
audio representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures, equipment, magical
or supernatural abilities or effects, logos, symbols, or graphic designs;
and any other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which
specifically excludes the Open Game Content; (f) “Trademark” means
the logos, names, mark, sign, motto, designs that are used by a
Contributor to identify itself or its products or the associated products
contributed to the Open Game License by the Contributor (g) “Use”,
“Used” or “Using” means to use, Distribute, copy, edit, format, modify,
translate and otherwise create Derivative Material of Open Game
Content. (h) “You” or “Your” means the licensee in terms of this
agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only be
Used under and in terms of this License. You must affix such a notice to
any Open Game Content that you Use. No terms may be added to or
subtracted from this License except as described by the License itself.
No other terms or conditions may be applied to any Open Game Content
distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-
free, nonexclusive license with the exact terms of this License to Use,
the Open Game Content.

5 Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are copying,
modifying or distributing, and You must add the title, the copyright
date, and the copyright holder’s name to the COPYRIGHT NOTICE of
any original Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly
licensed in another, independent Agreement with the owner of each
element of that Product Identity. You agree not to indicate compatibility
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or co-adaptability with any Trademark or Registered Trademark in
conjunction with a work containing Open Game Content except as
expressly licensed in another, independent Agreement with the owner of
such Trademark or Registered Trademark. The use of any Product
Identity in Open Game Content does not constitute a challenge to the
ownership of that Product Identity. The owner of any Product Identity
used in Open Game Content shall retain all rights, title and interest in
and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open
Game Content.

9. Updating the License: Wizards or its designated Agents may publish
updated versions of this License. You may use any authorized version
of this License to copy, modify and distribute any Open Game Content
originally distributed under any version of this License.

10 Copy of this License: You MUST include a copy of this License with
every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You have
written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of
the terms of this License with respect to some or all of the Open Game
Content due to statute, judicial order, or governmental regulation then
You may not Use any Open Game Material so affected.

13 Termination: This License will terminate automatically if You fail to
comply with all terms herein and fail to cure such breach within 30 days
of becoming aware of the breach. All sublicenses shall survive the
termination of this License.

14 Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

THE FOLLOWING IS HEREBY DESIGNATED AS OPEN GAME
CONTENT, IN ACCORDANCE WITH THIS LICENSE:

The Cabalist Written by Jason D. Kemp [Mailto: flynnwd@mail.com]

Open Game License v 1.0a Copyright 2001, Open Game License v 1.0
Copyright 2000, Wizards of the Coast, Inc. d20 System rules and
Content Copyright 2000, Wizards of the Coast, Inc.; Authors Jonathan
Tweet, Monte Cook, and Skip Williams, based on original material by
E. Gary Gygax and Dave Arneson. System Rules Document Copyright
2000, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook,
Skip Williams, based on original material by E. Gary Gygax and Dave
Arneson.

a) All prestige classes, feats, their names, weapons, special abilities,
spells and related mechanics, (Difficulty Class, etc.), are Open Game
Content. The following elements in this book are hereby identified as
“Product Identity”: all character, item, and place names, histories, and
named events, as well as all artwork and graphic design.

This Product Identity is not Open Game Content, and, reproduction or
retransmission without written permission of the copyright holder is
expressly forbidden, except for the purpose of reviews.

b) Other game mechanics wholly derived from the d20 System
Reference Document, including alignment, abilities, saving throws,
Armor Class, hit points, points of damage, miss chance, damage
reduction, spell resistance, ability score damage, reach, and experience
points, are Open Game Content.
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