High Mage of Orkis

Written by elderick@bigfoot.com, www.geocities.com/palladia_3rd_age
Before the fall of the Empire of Legolis, the Emperor created an elite academy of magic for his own personnal uses and for the control of magic within the empire. The result was the creation of the State of Orkis, a parcel of land given over to a then fledgling race of high orcs. Magic, or natural evolution altered the orcs from their less intelligent cousins. The High Orcs excelled in magic, and in gratitude to the Emperor served the Empire well for many centuries. Eventually though they broke away from the Empire and created their own kingdom called ‘The Magocracy of Orkis’. 

During the great fall of the Empire of Legolis they withdrew themselves from the other nations and even created a barrier around the kingdom to protect themselves from outsiders. At present the Magocracy is the only bastion to knowledge on the entire continent and as such they are the only wizards known on the continent. 

To fill this void sorcerers and bards have started springing up amongst the other races, but at present their numbers are too small. The high orc culture of Orkis is the only place known with the resources to properly train a 'wizard', and the high orcs are particular about who they teach. A few humans have been taught by the high orcs but only to a certain level of power. Perhaps the High Orcs are weary of allowing humans to play with as much power as they had before the fall of Legolis.
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	Lvl
	Base Attack
	Fort. Save
	Ref. Save
	Will Save
	Special Abilities
	Other

	1
	+0
	+0
	+0
	+2
	Secret
	+1 Caster Level

	2
	+1
	+0
	+0
	+3
	Lore
	+1 Caster Level

	3
	+1
	+1
	+1
	+3
	Secret
	+1 Caster Level

	4
	+2
	+1
	+1
	+4
	Spell Dilettante
	+1 Caster Level

	5
	+2
	+1
	+1
	+4
	Secret
	+1 Caster Level

	6
	+3
	+2
	+2
	+5
	Lore
	+1 Caster Level

	7
	+3
	+2
	+2
	+5
	Secret
	+1 Caster Level

	8
	+4
	+2
	+2
	+6
	Spell Dilettante
	+1 Caster Level

	9
	+4
	+3
	+3
	+6
	Secret
	+1 Caster Level

	10
	+5
	+3
	+3
	+7
	Lore
	+1 Caster Level



Requirements 

To qualify to become a High Mage, a character must fulfill all the following criteria: 

Race : Orc, Half-Orc 
Alignment: Any 
Knowledge (Arcana) : 7 
Alchemy : 7 
Feats: Any three Metamagic or Item Creaton 
Spell Casting : The ability to cast 3rd level spells 

Class Skills 

Skill Points at each level 4 + Int mod 
The High Mage’s 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) 
Spellcraft (Int) 

See Player’s Handbook Chapter 4, "Skills" for skill descriptions. 

Class Features

· Hit Dice: d4 
· Weapons and Armour : None 
· Lore : Same as the Loremaster’s ability in the Dungeon Master’s Guide 
· Secret : Same as the Loremaster’s ability in the Dungeon Master’s Guide 
· Spell Dilettante : Can choose spells from a spell list typically barred from his, cleric, druid, ranger, paladin, sorcerer or bard. Once the table is chosen it cannot be changed. 
· Caster Level : For the purposes of casting a spell the High Mage can add his level to that of any other spellcasting class that he may possess. He can only pick one other class to do this with.

