WIZARD ABILITIES

ARCANE SCHOOL |

OPPOSITION SCHOOL | |
|

SCHOOL POWER |

| OPPOSITION SCHOOL 2 |

B Nug fEATS AT THE LEVELS INDICATED BELOW YOU GAIN A
BONUS FEAT. AT EACH SUCH OPPORTUNITY, HE

CAN CHOOSE A METAMAGIC FEAT, AN ITEM

CREATION FEAT, OR SPELL MASTERY.

LEVEL BONUS FEAT

—_

SCRIBE SCROLL

SCHOOL POWER |

10

15

20

NE BOND AT 1ST LEVEL, WIZARDS FORM A POWERFUL

BOND WITH AN OBJECT OR A CREATURE. THIS

SCHOOL POWER |

| BOND CAN TAKE ONE OF TWO FORMS: A FAMILIAR OR A BONDED OBJECT. ONCE A WIZARD MAKES
THIS CHOICE, IT IS PERMANENT AND CANNOT BE CHANGED. WIZARDS WHO SELECT A BONDED

OBJECT BEGIN PLAY WITH ONE AT NO COST. OBJECTS THAT ARE THE SUBJECT OF AN ARCANE BOND

MUST FALL INTO ONE OF THE FOLLOWING CATEGORIES: AMULET, RING, STAFF, WAND, OR WEAPON.
THESE OBJECTS ARE ALWAYS MASTERWORK QUALITY. WEAPONS ACQUIRED AT 1ST LEVEL ARE NOT

MADE OF ANY SPECIAL MATERIAL. IF THE OBJECT IS AN AMULET OR RING, IT MUST BE WORN TO HAVE
EFFECT, WHILE STAVES, WANDS, AND WEAPONS MUST BE WIELDED. |[F A WIZARD ATTEMPTS TO CAST

A SPELL WITHOUT HIS BONDED OBJECT WORN OR IN HAND, HE MUST MAKE A CONCENTRATION
CHECK OR LOSE THE SPELL. THE DC FOR THIS CHECK IS EQUAL TO 20 + THE SPELL'S LEVEL. IF THE

OBJECTIS ARING ORAMULET, ITOCCUPIES THE RING ORNECK SLOT ACCORDINGLY.
ABONDED OBJECT CAN BE USED ONCE PER DAY TO CAST ANY ONE SPELL THAT THE WIZARD HAS IN

HIS SPELLBOOK AND IS CAPABLE OF CASTING, EVEN IF THE SPELL IS NOT PREPARED. THIS SPELL IS
TREATED LIKE ANY OTHER SPELL CAST BY THE WIZARD, INCLUDING CASTING TIME, DURATION, AND

OTHER EFFECTS DEPENDENT ON THE WIZARD'S LEVEL. THIS SPELL CANNOT BE MODIFIED BY
METAMAGIC FEATS OR OTHER ABILITIES. THE BONDED OBJECT CANNOT BE USED TO CAST SPELLS
FROM THE WIZARD'S OPPOSITION SCHOOLS (SEE ARCANE SCHOOL).

A WIZARD CAN ADD ADDITIONAL MAGIC ABILITIES TO HIS BONDED OBJECT AS IF HE HAS THE

| REQUIRED ITEM CREATION FEATS AND IF HE MEETS THE LEVEL PREREQUISITES OF THE FEAT. FOR
EXAMPLE, A WIZARD WITH A BONDED DAGGER MUST BE AT LEAST 5TH LEVEL TO ADD MAGIC

BONDED OBIECT |

CASTER LEVEL

HARDNESS

HIT POINTS

FAMILIAR

NAME TYPE

SIZE INITIATIVE SPEED
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ABILITIES TO THE DAGGER (SEE THE CRAFT MAGIC ARMS AND ARMOR FEAT IN FEATS). IF THE
BONDED OBJECT IS A WAND, IT LOSES ITS WAND ABILITIES WHEN ITS LAST CHARGE IS CONSUMED,
BUT IT IS NOT DESTROYED AND IT RETAINS ALL OF ITS BONDED OBJECT PROPERTIES AND CAN BE
USED TO CRAFT A NEW WAND. THE MAGIC PROPERTIES OF A BONDED OBJECT, INCLUDING ANY
MAGIC ABILITIES ADDED TO THE OBJECT, ONLY FUNCTION FOR THE WIZARD WHO OWNS IT. IF A
BONDED OBJECT'S OWNER DIES, OR THE ITEM IS REPLACED, THE OBJECT REVERTS TO BEING AN
ORDINARY MASTERWORKITEM OF THE APPROPRIATE TYPE.

IF A BONDED OBJECT IS DAMAGED, IT IS RESTORED TO FULL HIT POINTS THE NEXT TIME THE
WIZARD PREPARES HIS SPELLS. |[F THE OBJECT OF AN ARCANE BOND ISLOST OR DESTROYED, IT CAN
BE REPLACED AFTER 1 WEEK IN A SPECIAL RITUAL THAT COSTS 200 GP PER WIZARD LEVEL PLUS
THE COST OF THE MASTERWORK ITEM. THIS RITUAL TAKES 8 HOURS TO COMPLETE. ITEMS
REPLACED IN THIS WAY DO NOT POSSESS ANY OF THE ADDITIONAL ENCHANTMENTS OF THE
PREVIOUS BONDED ITEM. A WIZARD CAN DESIGNATE AN EXISTING MAGIC ITEM AS HIS BONDED ITEM.
THIS FUNCTIONS IN THE SAME WAY AS REPLACING A LOST OR DESTROYED ITEM EXCEPT THAT THE
NEW MAGIC ITEM RETAINS ITS ABILITIES WHILE GAINING THE BENEFITS AND DRAWBACKS OF
BECOMING A BONDED ITEM.
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SPECIAL ABILITIES
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SPELL DETAIL SHEET

SPELL NAME SCHOOL/SUBSCHOOL DESCRIPTOR TIME COMPONENTS RANGE TARGET/AREA/EFFECT DURATION
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