___________________________________________Spell Shaper
Spell Shapers are unique individuals who can impose their will on the world around them to alter the very fabric of reality. Their power comes not from memorizing spell books or praying to a deity, but rather from intense focus of their will. Most spell shapers are under the mistaken belief that they are a wizard, sorcerer, or on of the other spell casting classes. This fact added to the relatively low number of spell shapers lead many scholars to believe spell shapers a myth. 
Adventures:  The potential to become a spell shaper is passed down through the generations and usually only awakens during a time of great tragedy. Most spell shapers travel to avenge a wrong that has been done to them. 
Characteristics:  Spell shapers cast spells by focusing their willpower and through strict meditation and training add spells to their repituar. Being very perceptive individuals spell shapers quickly realize that even the best spell caster can be defeated by a blade, so they also study mundane fighting skills. They are proficient with all simple and martial weapons.
Alignment:  For spell shapers magic is a discipline requiring great force of will and concentration. Thusly, most tend to favor lawful alignments, although those who dabble in transmutation or illusion are masters of change and deception respectively. They favor chaos over law.
Religion:  Most spell shapers learn early on that if they put their mind to it they can duplicate any of the spell effects of a cleric, and thus have little regard for those who would worship a deity for spells rather than look within themselves for their own magic. Being able to alter ones reality at will makes a deity rather superfluous.
Background:  Spell shapers come into their powers during times of turmoil and tend to react violently lashing out at everything around them. Their quick tempers often get them into trouble and they have trouble settling down in one place. 

Races:  Humans tend to dominate the field of spell shapers, but since the ability is passed on through blood lines, any humanoid could potentially be a spell shaper.
Other Classes:  Spell shapers generally get along with fighters the best, their understanding of weapons and strait forward tactics complement each other extremely well. Spell shapers are most at odds with clerics who feel that divine magic is the province of the gods, and have little patients for sorcerers who lack any kind of discipline.
Game Rule Information

Abilities:  Wisdom determines how powerful a spell a spell shaper can cast, how many spells the spell shaper can cast per day, and how hard those spells are to resist. To cast a spell a spell shaper must have a wisdom score of 10 + the spell’s level. A spell shaper gains bonus spells based on wisdom. The difficulty class of a saving throw against a spell shaper is 10 + the spell’s level + the spell shaper’s wisdom modifier. A spell shaper benefits from high dexterity and constitution scores.
Alignment:  Any.
Hit Die:  d6.
Class Skills

The spell shaper’s class skills (and the key ability for each skill) are Alchemy (Int), Concentration (Con), Craft (Int), Knowledge (universal spells) (Int), Knowledge (Int), Profession (Wis), Scry (Int), Sense Motive (Wis), and Spellcraft Int). 

Skill Points at 1st Level:  (2 + Int modifier) × 4. 

Skill Points at Each Additional Level:  2 + Int modifier. 
Class Features

All of the following are class features of the spell shaper. 

Weapon and Armor Proficiency

Spell Shapers are proficient with all simple and martial weapons. They are not proficient with any type of armor or shield. Armor of any type interferes with a spell shaper’s gestures, which can cause his spells with somatic components to fail. 

Spells:  A spell shaper’s spells are considered arcane and are may be drawn from any spell list. The skill knowledge (universal spells) is used exclusively by the spell shaper and is substituted for knowledge arcane religion, and nature when concerning matters of spells. No other knowledge of these skills is gained through universal spells; Ex. doesn’t gain insight into the church hierarchy, understanding of arcane traditions, or understanding of plants and animals. He can cast any spell he knows without preparing it ahead of time, the way a wizard or a cleric must (see below). To learn or cast a spell, a spell shaper must have a wisdom score equal to at least 10 + the spell level. The difficulty class for saving throw against a spell shaper’s spell is 10 + the spell level + the sorcerer’s wisdom modifier. Like other spell casters, a sorcerer can cast only a certain number of spells of each spell level per day. His base daily spell allotment is given on Table 1-1. In addition, he receives bonus spells per day if he has a high enough wisdom score. A spell shaper’s selection of spells is extremely versatile. A spell shaper begins play knowing four 0-level spells and two 1st-level spells of your choice. At each new spell shaper level, he gains one new spell. This new spell can be a common spell chosen from any spell list (arcane or divine), or it can be an unusual spell that the spell shaper has gained some understanding of by study. The spell shaper can’t use this method of spell acquisition to learn spells at a faster rate; however the spell shaper may sacrifice experience points equal to 45 x caster level + 10 per spell level to learn a new spell. If the spell shaper has a scroll containing the spell he is trying to learn the experience cost to learn that spell is halved rounded up to the nearest whole number. If the spell shaper is interrupted during his meditation the experience cost is still paid and the scroll is used up in the process. Drandorion a third level spell shaper must sacrifice 155 experience points to learn a new second level spell (45 x 3 + 20 = 155). Jason a level 15 spell shaper must sacrifice 378 experience points to learn a new eighth level spell which he has the scroll for (45 x 15 + 80 = 755 ÷ 2=377.5). The intense meditation and training undergone by a spell shaper to master a new spell requires 12 hours of solitude during which the spell shaper may only perform basic tasks, such as eating walking, and putting on his pants. Unlike a wizard or a cleric, a spell shaper need not prepare his spells in advance. He can cast any spell he knows at any time, assuming he has not yet used up his spells per day for that spell level. He does not have to decide ahead of time which spells he’ll cast.
Scribe Scroll:  A spell shaper has the bonus item creation feat scribe scroll, enabling him to create magic scrolls (see the feat page, page 84 in the Player Handbook, and magic item creation in the Dungeon Masters Guide).

Reserve Feat:  A spell shaper gains a bonus reserve feat at second level and every three levels thereafter (see the feat page, page 36 in the Complete Mage).
Table 1-1: The Spell Shaper
	
	Base 
	Fort
	Ref
	Will
	
	----------Spells per Day----------

	Level
	Attack Bonus
	Save
	Save
	Save
	Special
	0
	1st
	2nd
	3rd
	4th
	5th
	6th
	7th
	8th
	9th

	1st
	+0
	+0
	+0
	+2
	Scribe Scroll
	3
	2
	-
	-
	-
	-
	-
	-
	-
	-

	2nd
	+1
	+0
	+0
	+3
	Reserve Feat
	4
	3
	-
	-
	-
	-
	-
	-
	-
	-

	3rd
	+2
	+1
	+1
	+3
	
	4
	3
	2
	-
	-
	-
	-
	-
	-
	-

	4th
	+3
	+1
	+1
	+4
	
	5
	4
	3
	-
	-
	-
	-
	-
	-
	-

	5th
	+3
	+1
	+1
	+4
	Reserve Feat
	5
	4
	3
	2
	-
	-
	-
	-
	-
	-

	6th
	+4
	+2
	+2
	+5
	
	6
	5
	4
	3
	-
	-
	-
	-
	-
	-

	7th
	+5
	+2
	+2
	+5
	
	6
	5
	4
	3
	2
	-
	-
	-
	-
	-

	8th
	+6/+1
	+2
	+2
	+6
	Reserve Feat
	7
	6
	5
	4
	3
	-
	-
	-
	-
	-

	9th
	+6/+1
	+3
	+3
	+6
	
	7
	6
	5
	4
	3
	2
	-
	-
	-
	-

	10th
	+7/+2
	+3
	+3
	+7
	
	8
	7
	6
	5
	4
	3
	-
	-
	-
	-

	11th
	+8/+3
	+3
	+3
	+7
	Reserve Feat
	8
	7
	6
	5
	4
	3
	2
	-
	-
	-

	12th
	+9/+4
	+4
	+4
	+8
	
	9
	8
	7
	6
	5
	4
	3
	-
	-
	-

	13th
	+9/+4
	+4
	+4
	+8
	
	9
	8
	7
	6
	5
	4
	3
	2
	-
	-

	14th
	+10/+5
	+4
	+4
	+9
	Reserve Feat
	10
	9
	8
	7
	6
	5
	4
	3
	-
	-

	15th
	+11/+6/+1
	+5
	+5
	+9
	
	10
	9
	8
	7
	6
	5
	4
	3
	2
	-

	16th
	+12/+7/+2
	+5
	+5
	+10
	
	11
	10
	9
	8
	7
	6
	5
	4
	3
	-

	17th
	+12/+7/+2
	+5
	+5
	+10
	Reserve Feat
	11
	10
	9
	8
	7
	6
	5
	4
	3
	2

	18th
	+13/+8/+3
	+6
	+6
	+11
	
	12
	11
	10
	9
	8
	7
	6
	5
	4
	3

	19th
	+14/+9/+4
	+6
	+6
	+11
	
	12
	11
	10
	9
	8
	7
	6
	5
	4
	3

	20th
	+15/+10/+5
	+6
	+6
	+12
	Reserve Feat
	13
	12
	11
	10
	9
	8
	7
	6
	5
	4


