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Wizard: 0 additional wizard spell in spellbook (must be 1+ levels below 

highest level you can create

FAVORED CLASS RACIAL BENEFITS (not yet automated)

WIZARD

- Spells: Casts arcane spells from sorcerer/wizard spell list; must 

choose and prepare spells in advance by getting 8 hrs of sleep and 

spending 1 hr studying spellbook; Intelligence is primary ability for bonus 

spells and DC; must spend 1 hour each day to regain daily allotment of 

spells: 1st level:  (DC 15): 4 spells per day | 2nd level:  (DC 16): 4 spells 

per day | 3rd level:  (DC 17): 3 spells per day

- Bonus Languages: Substitute Draconic for 1 bonus language 

availabledue to race

- Arcane Bond (Sp): Masterwork Bonded Object must be worn/wielded 

while casting or make concentration check (DC 20 + the spell's level); 

may be used 1/day to cast any one spell in your spellbook (except those 

from opposed school) w/out preparation

- Arcane School (Enchantment): 

Enchanting Smile (Su) - gain a +3 Enhancement bonus on Bluff, 

Diplomacy, and Intimidate checks

Dazing Touch (Sp) - 7/day, melee touch attack dazes living foe with less 

then 7 HD for 1 rnd

Opposed schools (Necromancy and Illusion) cost double spell slots to 

memorize

- Cantrips: 4 cantrips per day (DC 14), cast like any other spell, but do 

not expend any slots and may be used again (cantrip from opposition 

school uses up two of available slots)

- Scribe Scroll: Gain Scribe Scroll as bonus feat

- Bonus Feats: Gain bonus feats related to wizardry: 

- Spellbooks: Begins play with spellbook containing all 0-level wizard 

spells (except those from prohibited schools, if any) plus 7 1st-level 

spells; gains 2 new spells per class level; must study spellbook each 

day to prepare spells, cannot prepare any spell not recorded in 

spellbook except for read magic

CLASS ABILITIES

• Bonus Feat: gain one extra feat at 1st level

• Skilled: gain 1 extra skill rank/level

TRAITS

FEATS (feats marked with † are not yet fully automated)

- Armor Proficiency, Light: No penalties on attack rolls while wearing 

light armor

- Combat Casting: +4 bonus on concentration checks for casting 

defensively or while grappled

- RUN: Run at 5x (if wearing medium or lighter armor and carrying no 

more than 66 lbs.) or 4x (if wearing heavy armor or carrying more than 

66 lbs.); gain +4 to make a jump after a running start (see the 

Acrobatics skill description); retain Dex bonus to AC while running

- Spell Penetration: +2 bonus on level checks to beat SR

- Spell Penetration, Greater: +4 bonus on level checks to beat SR 

(replaces Spell Penetration bonus)

- Scribe Scroll: Create magic scrolls

- Silent Spell: 1 spell level higher; spell can be cast w/ no verbal 

components

RACIAL ABILITIES
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