Archmage

 
	The archmage is an arcane spell caster who strives to reach greater power faster than other spell casters.  There is a price to this power as the archmage will generally have to use up most of his magic with one spell.  Wizards, especially high level ones, are more likely to become archmages than other characters.  The fact that the archmage can cast spells of a higher level sooner than he normally could makes the archmage an appealing choice for any arcane spell caster.


 
 
	Requirements

Feats: Any three metamagic feats
Skills(Ranks): Knowledge[Arcana](8), Spellcraft(8), Concentration(8)
Special: Can cast 3rd level arcane spells

	Hit Die: 1d4

	Skill Points: 2 + Int modifier

	Class Skills

Alchemy (Int), Concentration (Con), Craft (Int), Knowledge [all skills, taken individually] (Int), Profession (Wis), Scry (Int, exclusive skill), Spellcraft (Int)


 
 
	Level
	Attack
	Fort
	Reflex
	Will
	Special

	1
	+0
	+0
	+0
	+2
	Bonus Spells (1), Caster Level (+1), Innate Spell (level 3)

	2
	+1
	+0
	+0
	+3
	Bonus Spells (2), Caster Level (+2), Innate Spell (level 3)

	3
	+1
	+1
	+1
	+3
	Bonus Spells (3), Caster Level (+3), Innate Spell (level 4)

	4
	+2
	+1
	+1
	+4
	Bonus Spells (4), Caster Level (+4), Innate Spell (level 4)

	5
	+2
	+1
	+1
	+4
	Bonus Spells (5), Caster Level (+5), Innate Spell (level 5)

	6
	+3
	+2
	+2
	+5
	Bonus Spells (6), Caster Level (+6), Innate Spell (level 5)

	7
	+3
	+2
	+2
	+5
	Bonus Spells (7), Caster Level (+7), Innate Spell (level 6)

	8
	+4
	+2
	+2
	+6
	Bonus Spells (8), Caster Level (+8), Innate Spell (level 6)

	9
	+4
	+3
	+3
	+6
	Bonus Spells (9), Caster Level (+9), Innate Spell (level 7)

	10
	+5
	+3
	+3
	+7
	Bonus Spells (10), Caster Level (+10), Innate Spell (level 7)


 
	Class Features

Weapon and Armor Proficiency: none
 
Bonus Spells - The archmage gains the listed number of bonus spell slots that he can prepare each day.  The spell's level determines the number of spell slots it takes up.  For example, a 3rd level archmage could prepare one additional third level spell or three additional first level spells or any combination that does not exceed the listed limit (a 10th level archmage could cast one tenth level spell).  Each time the archmage gains a level he adds two spells to his spellbook (if he has wizard levels), or learns two more spells (if he has bard or sorcerer levels).  The spells cannot be of a level greater than the listed limit and must be chosen from the Sorcerer/Wizard spell list.
 
Caster Level - The archmage gains the listed bonus to caster level when he casts arcane spells.  For example, a wizard 6/archmage 4 would have a caster level of 10.
 
Innate Spell - The archmage selects one spell he knows or has in his spellbook.  The spell's level cannot be greater than the level listed.  Once the spell is chosen it cannot be changed.  The spell may be a metamagic version of itself, but its total spell level still cannot exceed the level listed and the metamagic applied to it is also permanent.  The archmage may cast this spell for free once per day and does not need to prepare it.  Any components or XP costs needed to cast the spell are still required.


