Core Class Reference Sheet

THE SORCERER

Sorcerer1

Fort Ref wink s Spells Per Day ------------
Level Base Attack Bonus Save Save Save Special 0 1st 2nd 3rd 4th 5th 6th 7th 8th 9th

1 +0 +0 +0 +2 Summon Familiar 5 3 - - - - - - - -
2 +1 +0 +0 +3 6 4 - - - - - - - -
3 +1 +1 +1 +3 6 5 = = = = = = = =
4 +2 +1 +1 +4 6 6 3 - - - - - - -
5 +2 +1 +1 +4 6 6 4 - - - - - - -
6 +3 +2 +2 +5 6 6 5 3 - - - - - -
7 +3 +2 +2 ) 6 6 6 4 - - - - - -
8 +4 +2 +2 +6 6 6 6 5 3 -- -- -- -- --
9 +4 +3 +3 +6 6 6 6 6 4 - - - - -
10 +5 +3 +3 +7 6 6 6 6 5 3 - - - -
11 +5 +3 +3 +7 6 6 6 6 6 4 = = = =
12 +6 / +1 +4 +4 +8 6 6 6 6 6 5 3 - - -
13 +6 / +1 +4 +4 +8 6 6 6 6 6 6 4 == == =
14 +7 1 +2 +4 +4 +9 6 6 6 6 6 6 5 3 --
15 +7 ] +2 +5 +5 +9 6 6 6 6 6 6 6 4 -- --
16 +8/ +3 +5 +5 +10 6 6 6 6 6 6 6 5 3 -
17 +8/ +3 +5 +5 +10 6 6 6 6 6 6 6 6 4 -
18 +9/ +4 +6 +6 +11 6 6 6 6 6 6 6 6 5

19 +9/ +4 +6 +6 +11 6 6 6 6 6 6 6 6 6 4
20 +10/ +5 +6 +6 +12 6 6 6 6 6 6 6 6 6 6

GAME RULE INFORMATION

Alignment: Any.
Hit Die: d4.

CLASS SKILLS

The sorcerer’s class skills (and the key ability for each skill) are Bluff (Cha),
Concentration (Con), Craft (Int), Knowledge (arcana) (Int), Profession (Wis), and
Spellcraft (Int).

Skill Points at 1st Level: (2 + Int modifier) x4.
Skill Points at Each Additional Level: 2 + Int modifier.

CLASS FEATURES
All of the following are class features of the sorcerer.

Weapon and Armor Proficiency: Sorcerers are proficient with all simple
weapons. They are not proficient with any type of armor or shield. Armor of any
type interferes with a sorcerer’s gestures, which can cause his spells with
somatic components to fail.

Spells: A sorcerer casts arcane spells which are drawn primarily from the
sorcerer/wizard spell list. 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 sorcerer must have a Charisma score equal to at
least 10 + the spell level. The Difficulty Class for a saving throw against a
sorcerer’s spell is 10 + the spell level + the sorcerer’'s Charisma modifier.

Like other spellcasters, 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: The
Sorcerer. In addition, he receives bonus spells per day if he has a high Charisma
score. A sorcerer’s selection of spells is extremely limited. A sorcerer begins play
knowing four O-level spells and two 1st-level spells of your choice. At each new
sorcerer level, he gains one or more new spells, as indicated on Table: Sorcerer
Spells Known. (Unlike spells per day, the number of spells a sorcerer knows is
not af fected by his Charisma score; the numbers on Table: Sorcerer Spells
Known are fixed.) These new spells can be common spells chosen from the
sorcerer/wizard spell list, or they can be unusual spells that the sorcerer has
gained some understanding of by study. The sorcerer can't use this method of
spell acquisition to learn spells at a faster rate, however.

Upon reaching 4th level, and at every even-numbered sorcerer level after
that (6th, 8th, and so on), a sorcerer can choose to learn a new spell in place of
one he already knows. In effect, the sorcerer “loses” the old spell in exchange for
the new one. The new spell’s level must be the same as that of the spell being
exchanged, and it must be at least two levels lower than the highest-level
sorcerer spell the sorcerer can cast. A sorcerer may swap only a single spell at
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any given level, and must choose whether or not to swap the spell at the same
time that he gains new spells known for the level.

Unlike a wizard or a cleric, a sorcerer 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.

Familiar: A sorcerer can obtain a familiar (see below). Doing so takes 24
hours and uses up magical materials that cost 100 gp. A familiar is a magical
beast that resembles a small animal and is unusually tough and intelligent. The
creature serves as a companion and servant.

The sorcerer chooses the kind of familiar he gets. As the sorcerer
advances in level, his familiar also increases in power. If the familiar dies or is
dismissed by the sorcerer, the sorcerer must attempt a DC 15 Fortitude saving
throw. Failure means he loses 200 experience points per sorcerer level; success
reduces the loss to one-half that amount. However, a sorcerer’'s experience point
total can never go below 0 as the result of a familiar's demise or dismissal. A
slain or dismissed familiar cannot be replaced for a year and day. A slain familiar
can be raised from the dead just as a character can be, and it does not lose a
level or a Constitution point when this happy event occurs.

A character with more than one class that grants a familiar may have only
one familiar at a time.

FAMILIARS

A familiar is a normal animal that gains new powers and becomes a magical
beast when summoned to service by a sorcerer. It retains the appearance, Hit
Dice, base attack bonus, base save bonuses, skills, and feats of the normal
animal it once was, but it is treated as a magical beast instead of an animal for
the purpose of any effect that depends on its type. Only a normal, unmodified
animal may become a familiar. An animal companion cannot also function as a
familiar.

A familiar also grants special abilities to its master, as given on the table
below. These special abilities apply only when the master and familiar are within
1 mile of each other.

Levels of different classes that are entitled to familiars stack for the purpose of
determining any familiar abilities that depend on the master’s level.

Familiar Basics: Use the basic statistics for a creature of the familiar’s kind,
but make the following changes:

Hit Dice: For the purpose of effects related to number of Hit Dice, use the
master’s character level or the familiar’s normal HD total, whichever is higher.

Hit Points: The familiar has one-half the master’s total hit points (not including
temporary hit points), rounded down, regardless of its actual Hit Dice.

Attacks: Use the master’s base attack bonus, as calculated from all his
classes. Use the familiar's Dexterity or Strength modifier, whichever is greater, to
get the familiar's melee attack bonus with natural weapons. Damage equals that
of a normal creature of the familiar’s kind.
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Saving Throws: For each saving throw, use either the familiar's base save
bonus (Fortitude +2, Reflex +2, Will +0) or the master’s (as calculated from all his
classes), whichever is better. The familiar uses its own ability modifiers to saves,
and it doesn't share any of the other bonuses that the master might have on
saves.

Skills: For each skill in which either the master or the familiar has ranks, use
either the normal skill ranks for an animal of that type or the master’s skill ranks,
whichever are better. In either case, the familiar uses its own ability modifiers.
Regardless of a familiar’s total skill modifiers, some skills may remain beyond the
familiar’s ability to use.
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Master Natural

Familiar Special

Bat Master gains a +3 bonus on Listen checks

Cat Master gains a +3 bonus on Move Silently checks
Hawk Master gains a +3 bonus on Spot checks in bright light
Lizard Master gains a +3 bonus on Climb checks

owl Master gains a +3 bonus on Spot checks in shadows
Rat Master gains a +2 bonus on Fortitude saves

Raven' Master gains a +3 bonus on Appraise checks
Snake® Master gains a +3 bonus on Bluff checks

Toad Master gains +3 hit points

Weasel Master gains a +2 bonus on Reflex saves

Class Armor
Level Adj. Int  Special
Alertness, Improved Evasion, Share Spells,

1st-2nd +1 6 Empathic Link

3rd-4th +2 7 Deliver Touch Spells

5th-6th +3 8 Speak With Master

7th-8th +4 9 Speak With Animals of its Kind
9th-10th +5 10
11th-12th +6 11 Spell Resistance
13th-14th +7 12 Scry on Familiar
15th-16th +8 13
17th-18th +9 14
19th-20th +10 15

EPIC SORCERER

Epic Attack  Epic Save

1 A raven familiar can speak one language of its master’s choice as a
supernatural ability.
2 Tiny viper.

Familiar Ability Descriptions: All familiars have special abilities (or impart
abilities to their masters) depending on the master's combined level in classes
that grant familiars, as shown on the table below. The abilities given on the table
are cumulative.

Natural Armor Adj.: The number noted here is an improvement to the
familiar’s existing natural armor bonus.

Int: The familiar’s Intelligence score.

Alertness (Ex): While a familiar is within arm’s reach, the master gains the
Alertness feat.

Improved Evasion (Ex): When subjected to an attack that normally allows a
Reflex saving throw for half damage, a familiar takes no damage if it makes a
successful saving throw and half damage even if the saving throw fails.

Share Spells: At the master’s option, he may have any spell (but not any
spell-like ability) he casts on himself also affect his familiar. The familiar must be
within 5 feet at the time of casting to receive the benefit. If the spell or effect has
a duration other than instantaneous, it stops affecting the familiar if it moves
farther than 5 feet away and will not affect the familiar again even if it returns to
the master before the duration expires. Additionally, the master may cast a spell
with a target of “You” on his familiar (as a touch range spell) instead of on
himself.

A master and his familiar can share spells even if the spells normally do not
affect creatures of the familiar’s type (magical beast).

Empathic Link (Su): The master has an empathic link with his familiar out to a
distance of up to 1 mile. The master cannot see through the familiar’s eyes, but
they can communicate empathically. Because of the limited nature of the link,
only general emotional content can be communicated.

Because of this empathic link, the master has the same connection to an item
or place that his familiar does.

Deliver Touch Spells (Su): If the master is 3rd levd or higher, a familiar can
deliver touch spells for him. If the master and the familiar are in contact at the
time the master casts a touch spell, he can designate his familiar as the
“toucher.” The familiar can then deliver the touch spell just as the master could.
As usual, if the master casts another spell before the touch is delivered, the
touch spell dissipates.

Speak with Master (Ex): If the master is 5th level or higher, a familiar and the
master can communicate verbally as if they were using a common language.
Other creatures do not understand the communication without magical help.

Speak with Animals of Its Kind (Ex): If the master is 7th level or higher, a
familiar can communicate with animals of approximately the same kind as itself
(including dire varieties): bats with bats, rats with rodents, cats with felines,
hawks and owls and ravens with birds, lizards and snakes with reptiles, toads
with amphibians, weasels with similar creatures (weasels, minks, polecats,
ermines, skunks, wolverines, and badgers). Such communication is limited by the
intelligence of the conversing creatures.

Spell Resistance (Ex): If the master is 11th level or higher, a familiar gains
spell resistance equal to the master’s level + 5. To affect the familiar with a spell,
another spellcaster must get a result on a caster level check (1d20 + caster level)
that equals or exceeds the familiar’s spell resistance.

Scry on Familiar (Sp): If the master is 13th level or higher, he may scry on his
familiar (as if casting the scrying spell) once per day.
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Level Bonus Bonus Special
21 +0 +1
22 +1 +1
23 +1 +2 Bonus Feat
24 +2 +2
25 +2 +3
26 +3 +3 Bonus Feat
27 +3 +4
28 +4 +4
29 +4 +5 Bonus Feat
30 +5 +5
Hit Die: d4.

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

Spells: The sorcerer’s caster level is equal to his or her class level. The
sorcerer’'s number of spells per day does not increase after 20th level. The
sorcerer does not learn additional spells unless he or she selects the Spell
Knowledge feat.

Familiar: The sorcerer’s familiar continues to increase in power. Every two
levels beyond 20th the familiar's natural armor and Intelligence each increase by
+1. The familiar's spell resistance is equal to the master’s class level + 5. At 21st
level and again every ten levels higher than 21st, the familiar gains the benefit of
the Familiar Spell epic feat for a spell of its master’s choice.

Bonus Feats: The epic sorcerer gains a bonus feat (selected from the list
of epic sorcerer bonus feats) every three levels after 20th.

Epic Sorcerer Bonus Feat List: Augmented Alchemy, Automatic Quicken
Spell, Automatic Silent Spell, Automatic Still Spell, Energy Resistance, Enhance
Spell, Epic Spell Focus, Epic Spell Penetration, Epic Spellcasting, Familiar Spell,
Ignore Material Components, Improved Combat Casting, Improved Heighten
Spell, Improved Metamagic, Improved Spell Capacity, Intensify Spell, Master
Staff, Master Wand, Multispell, Permanent Emanation, Spell Knowledge, Spell
Stowaway, Spell Opportunity.

FAMILIARS AT EPIC LEVEL

Special abilities granted to a familiar continue to grow as the level of its
master increases beyond 20th, as shown on Table: Epic Familiar Special
Abilities. Even though the table shows advancement only to 42nd level, that is
not the limit. The patterns in the table continue infinitely. Familiar special abilities
gained at less than 20th level also continue to improve.

Familiar Spell: The familiar gains the benefit of the Familiar Spell epic feat for
the spell its master chooses.
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EPIC FAMILIAR SPECIAL ABILITIES

Master
Class Level

Natural

Armor

Int
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Special

21st-22nd
23rd-24th
25th-26th
27th-28th
29th-30th
31st-32nd
33rd—34th
35th-36th
37th-38th
39th-40th
41st-42nd

+11
+12
+13
+14
il
+16
+17
+18
+19
+20
+21

16
17
18
19
20
21
22
23
24
25
26

Familiar Spell

Familiar Spell

Familiar Spell

BONUS SPELLS GRANTED BY ABILITY SCORE

Ability
Score

Bonus Spells (By Spell Level)
4 5
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1
2-3
4-5
6-7
8-9

10-11

12-13

14-15

16-17

18-19

20-21

22-23

24-25

26-27

28-29

30-31

32-33

34-35

36-37

38-39

40-41

42-43

44-45

g~ A DB W W W WNDNDMDNMNDNPRPLPREP PP

A A B D W WWWNDNDNDNNERERPRPREP P

Can't cast spells tied to this ability
Can't cast spells tied to this ability

Can't cast spells tied to this ability

Can't cast spells tied to this ability
Can'’t cast spells tied to this ability

A DA DB WW W WNDNDNDNDNDERERER PP

A A W W W WMNDNDNDNPRPPRPPREP P
AW W W WNDNNDNDERE P PP

W W W wWwNNMNNDMNND P PP

W W wWw NN NN PP
W W N NNDNPREPR R PP
W NN NN PR PP

etc...
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OPEN GAME LICENSE Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights Reserved.

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content;

(b)"Derivative Material" means copyrighted material including derivative works and translations (including into other computer languages), potation, modification, correction,
addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be recast, transformed or adapted; (c) "Distribute" means to
reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content" means the game mechanic and includes the
methods, procedures, processes and routines to the extent such content does not embody the Product Identity and is an enhancement over the prior art and any additional
content clearly identified as Open Game Content by the Contributor, and means any work covered by this License, including translations and derivative works under copyright
law, but specifically excludes Product Identity. (e) "Product Identity" means product and product line names, logos and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio representations; names and descriptions of characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any
other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically excludes the Open Game Content; (f)
"Trademark" means the logos, names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated products contributed to the
Open Game License by the Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of
Open Game Content. (h) "You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game
Content may only be Used under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to or subtracted
from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty free, non-exclusive license with the
exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your Contributions are Your original creation
and/or You have sufficient rights to grant the rights conv eyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE of any Open Game
Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any original
Open Game Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in
conjunction with a work containing Open Game Content except as expressly licensed in another, independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product
Identity used in Open Game Content shall retain all rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open Game Content. 9. Updating the
License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of this License to copy, modify and distribute
any Open Game Content originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have written permission from the
Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all
of the Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.

13. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days of becoming aware of the
breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc.

System Reference Document Copyright 2000-2003, Wizards of the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker, Andy Collins, David

Noonan, Rich Redman, Bruce R. Cordell, based on original material by E. Gary Gygax and Dave Arneson.
Core Class Reference Sheet: Sorcerer Copyright 2005, Michael Rainey.
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