Warrior Mage

Warrior Mages are characters that have divided their time between martial pursuits and the study of the arcane.  They are not permitted to use a shield of any kind, but they may use any non-shieldbreaking weapon.  They may wear armor of no greater than AC 3.

All spells are as the Mage versions, unless specifically stated otherwise.

At 1st rank, they may cast the spell ‘Feign Death’, the adventure-only spell ‘Light’, and may use items usable by Mages (this includes Mage scrolls).

At 2nd rank, they may cast ‘Mending’ and the adventure-only spell ‘Comprehend Languages’.

At 3rd rank, they may cast the adventure-only spell ‘Detect Traps’.

At 4th rank, they may cast ‘Hold Portal'.

At 5th rank, they may cast ‘Release Portal’ and the Warrior Mage spell ‘Missile Ward’.

At 6th rank, they may cast ‘Dispel Magic’.

At 7th rank, they may cast ‘Cure Light Wounds on Self’ (Identical to the Ranger spell, except that the spell only functions on the caster).

At 8th rank, they may cast ‘Charge Item’.

At 10th rank, they may brew potions or scribe scrolls (see Chapter Seven: Special Items).

Also at 10th rank, they may cast the Warrior Mage spell ‘True Strike’.

-------------

Missile Ward1,2,3
Rank 5

	Length
	100 words 
	Duration
	 Special

	Range
	Touch 
	Area of Effect
	 Self

	Energy Cost
	 1 spell point
	Material Component
	 Grey headband with a red circle in the center


The casting of this spell allows the Warrior Mage to be protected from a single missile weapon hit. In effect, the missile is magically deflected and never strikes the caster. Once struck by a missile weapon, the headband must be removed. This spell protects against the Arrow of Piercing, but not the Javelin of Lightning or any spellball.

This spell is cancelled upon the Warrior Mage’s Death.  Missile Ward may be used in conjunction with the Bracers of Defense; in this situation, any hits taken are first deducted from the Bracers of Defense.
Except during Adventures, this spell may be cast once per day and will recharge automatically (just as normal armor does) in Hades, or upon the call of "Lay On" at the start of a battle. Recasting this spell at any other time will cost additional spell points.

This spell should also be added to the Potions table in Chapter Seven.
True Strike1,2,3
Rank 10

	Length
	100 words 
	Duration
	 Special

	Range
	Touch 
	Area of Effect
	Touch

	Energy Cost
	 1 spell point
	Material Component
	 Orange tape or ribbon


Once cast upon a weapon, this spell will only work in the hands of its caster. Only one such spell per caster may ever be in effect at a time. This spell is broken upon death of the caster.

When cast on the weapon of the Warrior Mage, the weapon will do damage to any creature except those entirely protected from melee strikes (e.g. Sanctuary, Gaseous, etc.). If the creature is immune to a certain color of weapon, or requires some specific weapon type (Holy, Enchanted, etc.) to hit it, the Warrior Mage will still be able to strike it successfully. 

A weapon enchanted by True Strike can freely strike creatures frozen in Ice Storm.

The source of this strike is considered to be packed with the most intense magical energy and will do double damage to all NPCs on the Land Search Charts. While it is up to the Elders of each Adventure to decide its effects, it is highly encouraged to let this strike inflict more damage than a standard hit to monsters and magical NPCs.  However, this spell does not do additional damage to player characters.

When using this spell, the Warrior Mage should call "True" and then the weapon color.

Be it further proposed:

That if this class is passed by Senate and the EB, it will be available immediately upon the subsequent event for players to select.  I do not believe that there is value in allowing a new class to go without players for 6 months.

