KIT:    Rune Wizard





DESCRIPTION:  Rune wizards are easily spotted due to the verious tattoos seen on exposed parts of their bodies. They dont dress like normal wizards in that they dont wear robes. Usually a set of custom make leather armor is all they wear, an a cloak. All races and sexes of rune wizards can be found.








ROLE: They dedicate their lives to the destruction of some type of item or creature. They view these things as a bane to civilized life. Most rune wizards hire themselves out to adventuring groups due to the safety in numbers. From there they destroy the thing they are hunting with the help of the others.


Friendships are difficult to start with a rune wizard, but once established the wizard will help their friends with all the power at their disposal.








WEAPON PROFICIENCY: those normally allowed to wizards.





NON-WEAPON PROF: (bonus)-herbalism    for making the ink they use


                 (required)-survival an blind fighting


                 (recomended)-hunting/navigation/disguise








EQUIPMENT: Normal wizard items. 1d4+1 x10 starting money plus 2d10 travel money.








SPECIAL BENIFITS:                                                                       


Silence spells have no effect on spell casting.


Wear armor up to studded leather.                                                                 


Spell books are not required,they have their spells tattooed on themselves in the form of special runes    designed by the guild.


Spells are cast by force of will, all thats needed is point or touch and consentrate for the number of    segments required by the spell.


If knocked unconcious the spells for the day are not lost from memory because the spells are locked       in the tattoos, but the wizard must spend 2 hours in meditation an touching the runes to determine    which are still active..





Only one tattoo is needed for each type of spell, to use it more than once per day the wizard must    repeat the ceramony again.


All rune-wizards have a telepathic bond between themselves, line of sight only.





SPECIAL HINDRANCES:


To get a new spell added they must go to the guild and have their body prepared in a special       ceramony to receive the tattoos by the guilds rune scribes.


No more than 3 tattoos can be done at the same time by the scribes, then the wizard must rest for 1    day before having any more tattoos done.


The ink must be gathered by the wizard wanting the new tattoo, this takes three days.


To activate a spell for the day the wizard must preform a special ceramony while touching the specific       tattoo, each last 20 minutes per spell level to activate.


Takes one day per spell level to tattoo the required spell rune.


If an item has a command word ,the word must be tattooed on any part of the body and can be    activated by consentrating on the word.            


The wizard can tattoo the word on themselves after gathering the proper ink.


Must have a wisdom score of 14 or more.


To become a rune wizard the wizard must allow themselves to be rendered mute.


If they ever get their voice back on a permanent basis they are unable to use the runes until rendered    mute again.











THE EIGHT CIRCLES OF RUNIC MAGIC





can use any one of the five runes of each circle per day. casters level determines which circle level is usable IE: 3rd lvl caster can use 1st to 3rd circles.  casting time is one segment per circle level.








1ST CIRCLE





Create Food: create enough food for 1 day for 3 people or 1 horse, per level.


Light: 60 yd range, 20' radius, 1 turn per level.


Magic Arrow: one magic missile, 1d4+1 per 2 levels,(2-3rd,3-5th,4-7th,5-9th)


Resist Blows: protects against 8 points of damage +1 per level.


Stealth: prevents caster from making any noise for 2 rnd/lvl.





2ND CIRCLE





Cause Fear: (sv-neg), 60'range, 1 creature runs away for 1 rnd/lvl.


Detect Monster: 60' + 10'/lvl, (this will block detection- 1' stone,3' wood/earth,thin metal)


Lesser Heal: cure self of 2d4+1 damage.


Rune Of Warding: notifies caster if some creature passes over-by-through the area protected.


Slow Fall: 1 rnd/lvl, caster only.





3RD CIRCLE





Conceal: (sv-see) turn invisible for 1 turn/lvl.


Lightning: (sv-half) 40 yd +10yd/lvl range, 5'x80' or 10'x40' width, 1d6 per level.


Night Vision: 60" infravision, 2hr +1/lvl.


Speed: age 1 year, double mv an atk, 3rnd +1/lvl.


Strengthen Door: 20 yd/lvl range, 20'/lvl door-gate, 1rnd/lvl.





4TH CIRCLE





Heal: cure self of 4d4+2 damage.


Levitate: 10'/rnd , 1 turn/lvl.


Poison: (sv-neg), touch, incapacitates victum, die in 1 turn unless cured.


Remove Trap: 50' range, disarms non-magical traps that are known.


Resist Fire: immune to normal small fires, +3 on save vs magical fire, failed save


             only take half dam, save an only take one fourth damage, 1 rnd/lvl.





5TH CIRCLE





Cure Poison: neutralizes any poison, by touch.


Fireball: (sv-half) 10 yd +10 yd/lvl, 1d6 per level, one creature.


Missile Protection: no dam from normal melee missiles, 1 turn/lvl.


Name Enchantment: reveals the true nature of the object on which the spell is cast.


Open: unlocks doors or chests, 10'range.





6TH CIRCLE





Daylight: 60 yd range, 30'radius, 1 hour/lvl.


Gate Travel: allows the caster to teleport to previously placed moonstone gems.


Greater Heal: cures caster of all damage.


Paralyze: (sv-neg) touch, paralyzed for 2d4 rounds.


Telekinesis: allows caster to mentally pick up an object of 25 pounds or less and


             use it, 2 rnd +1/lvl , 10 yd/lvl range.





7TH CIRCLE





Ally: (sv-neg) charms one creature who will attack the last person the caster attacked.


Confusion: (sv-neg) causes 1 creature to act as if drunk, 2d4 rounds.


Fly: 1d6 turns +1/lvl.


Invisibility: 1 day, or till take an offensive action.


Reveal: 1 rnd/lvl, see hidden objects an concealed doors.





8TH CIRCLE





Flame Wind: (sv-half) one missile/5 lvls, 1d6 missile dam an 4d6 fire dam.


Freeze Time: 15'radius on caster, lasts one round,the caster has 1d3 rounds of


             actual time to perform actions, any creature in or entering the radius


             is frozen in time till the spell ends.


Iron Flesh: +5 on AC.


Roaming Sight: an invisible eye that can travel up to 30' per round, grants 10' infravision


               can pass through any hole 1 inch or bigger, 1 rnd/lvl.


               outside the eye goes up a quarter of a mile.


Tremor: 5' radius/lvl, ground shakes violently causing 1d6 creatures in the area to fall down.


