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        A Faradhim is a special sort of magician who can cull magical energies from the world about him, and thus is never at a lack for spell power.  In doing this, the Faradhim attunes himself to ONLY be able to use the naturally occurring magic found in the world, so his spells lack the oomph and variety of Wizards and other spellcasters, but are able to continually pour forth magic.

        Characteristics: The Faradhim uses Energy Points (EP) to cast his spells, and during any given round he has 1 EP plus one more EP for each level he has earned.  Thus a 1st level Faradhim has 2 EP each round.  The points are not cumulative, and if they are not used during that round, they are not lost, the Faradhim just doesn't get any more.  Essentially, the Faradhim has access to a certain amount of points, and when they are used up, he gets them back the very next round.

        Faradhim have a severe form of seasickness.  No Faradhim can pass over running water or ocean without feeling at least a little queasy.  While directly over running water (small creek, shallow pond, in heavy rain), the Faradhim cannot cast any spells, and all running spells the Faradhim has are ended.  In addition, the Faradhim has a –2 penalty to all checks and attacks.  While over a larger body of water (a rushing river, a lake or at the seashore) this penalty increases to –4.  While traveling over ocean, this penalty increases to a –8 and lasts for as many days afterwards as it took to make the journey.

        Skills: The Faradhim’s class skills (and the key ability for each skill) are Concentration (Con), Craft (Int), Knowledge (arcana) (Int), Knowledge (architecture and engineering) (Int), Knowledge (the planes) (Int), Profession (Wis), Scry (Int, exclusive skill), and Spellcraft (Int)

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

Skill Points at Each Additional Level: 2 + Int modifier

        Armor and Weapons Proficiency: Faradhim are proficient with all simple and martial weapons.  Faradhim are proficient with all kinds of armor and with shields.  Note that Spell Failure penalties do not apply to a Faradhim casting while wearing armor.

        Spells: When choosing your spells, keep in mind how many EP you will have and how many EP it takes to use the spell.  Getting dimension travel (20pts to cast) at 1st level is probably not a good idea, but getting it at 4th level would not be a bad idea, as you can use it as a last resort spell to escape a sticky situation and then rest for a day.  Also, getting detect power lines at 1st level would do a Faradhim little good since the only spell he would have was a spell for enhancing other spells!

        The Faradhim can learn new spells in any one of three ways.  The first is from another Faradhim who knows that particular spell.  Faradhim do not guard their spells nearly as jealously as a Wizard might, and often a Faradhim will teach another Faradhim a spell just as a favor.  To teach a Faradhim another spell takes about two days.  The second way that a Faradhim can learn new spells is by reading a book on how to do Faradhim spells.  These books are not common.  It takes the Faradhim about a week to attempt to learn a spell from a book, and at the end of that week, the Faradhim needs to make a Learn Spell check.  If he succeeds, then the Faradhim has learned the spell correctly.  If he fails, he must spend another week trying to comprehend that spell, or try a different one.  

	  Table A

  Saving Throws, To Hit, and Energy Points

	Level
	Saving throws
	To Hit Bonus
	Energy Points
	Total # of Spells
	Charge Rate
	Max # of Spells at once

	
	F
	R
	W
	
	
	
	
	

	1
	+0
	+0
	+2
	+0
	2
	1
	-
	1

	2
	+0
	+0
	+3
	+1
	3
	2
	-
	1

	3
	+1
	+1
	+3
	+1
	4
	2
	1
	1

	4
	+1
	+1
	+4
	+2
	5
	3
	1
	2

	5
	+1
	+1
	+4
	+2
	6
	4
	1
	2

	6
	+2
	+2
	+5
	+3
	7
	4
	2
	3

	7
	+2
	+2
	+5
	+3
	8
	5
	2
	3

	8
	+2
	+2
	+6
	+4
	9
	6
	2
	4

	9
	+3
	+3
	+6
	+4
	10
	6
	3
	5

	10
	+3
	+3
	+7
	+5
	11
	7
	3
	6

	11
	+3
	+3
	+7
	+5
	12
	8
	3
	7

	12
	+4
	+4
	+8
	  +6/+1
	13
	8
	4
	8

	13
	+4
	+4
	+8
	  +6/+1
	14
	9
	4
	9

	14
	+4
	+4
	+9
	  +7/+2
	15
	10
	5
	10

	15
	+5
	+5
	+9
	  +7/+2
	16
	10
	5
	11

	16
	+5
	+5
	 +10
	  +8/+3
	17
	11
	6
	12

	17
	+5
	+5
	 +10
	  +8/+3
	18
	12
	6
	13

	18
	+6
	+6
	 +11
	  +9/+4
	19
	12
	7
	14

	19
	+6
	+6
	 +11
	  +9/+4
	20
	13
	7
	15

	20
	+6
	+6
	 +12
	  +10/+5
	21
	14
	8
	16

	+1
	+1 every 3 levels
	+1 every 3 levels
	+1 every 2 levels
	+1 every 2 levels
	+1 each level
	+2 every 3 levels
	+1 every 2 levels
	+1 each level


        The third way a Faradhim can learn a spell is by figuring it out on his own.  The Faradhim attempts to duplicate an effect he has heard of, or has seen another Faradhim do.  This process will take 3d6 days.  At the end of the learning process, the Faradhim must make two Learn Spell checks.  If he fails, he will have to spend another 3d6 days in contemplation if he wants to learn it.  This time can also be spent adventuring, so long as the Faradhim spends at least 4 hours that day working on it.  If he misses a day, he will have to make it up later.

        Fire and Forget: The Faradhim can leave a spell 'running' once he has spent an initial round starting it as long as he stays in range, has enough points to upkeep it and the spell doesn't require any conscious decisions on his part.  A spell running in this way counts against the Faradhim’s maximum number of spells at once.

        Point Charging: A Faradhim can, at 3rd level, charge up points slowly (at a rate of 1 third of his level, rounded down) to a maximum of twice his normal amount.  Once reaching his maximum, if those points are not used immediately, he will take damage equal to the amount of extra points he had charged up.  For example, at 3rd level he can forgo casting spells for a round, charging.  The second round, instead of having 4 points at his disposal, he will have 5.  And so on, adding one each round until he maxes out at 8.  At any point during the charge up, he can stop charging and use the points he has.

        Energy Burst: At any level, a Faradhim can use up to 5x his normal amount at once, but must immediately rest for that many hours (as many points as he used) or take that much damage.  Resting means no spell casting, laying down as comfortably as possible, and minimal talking/discussion.  If the Faradhim has to travel or move about, he will take the damage and still not be able to spellcast for as many hours as he should have been resting.

        Multiple Spells: At 4th level, the Faradhim gains the ability to be casting multiple spells at once or in a round, provided he has enough EP to cover all the spells he is using.  To see how many spells a Faradhim can have running at once, consult Table A.  A Faradhim cannot be casting multiple instances of the same spell.  However, certain spells allow for the caster to pump more points into them to cover multiple targets, and that is detailed in the spell's description.  For example, burn can have more than one target, indicated by the casting cost of 2pt/object.  Create element only can have one instance, but the amount of element created is variable, as indicated by the /cubic foot, so in order to create twice as many feet, the caster will need to double the points being used by the spell.

        Saving Throws DCs against Faradhim spells are equal to the number of points being used for the spell plus the caster’s Con modifier.  Saves versus Faradhim spells are Will unless specified otherwise in the spell’s description.

Accelerate Plant Growth

Range: 1pt/100 feet

Points: grows at rate x2^pts

Duration: /rd

Area of Effect: /plant

Save: Neg

This spell accelerates the growth of the target normal plant.  This spell is not reversible, and dispel magic will not cause the plant to go back to normal.

Anchor

Range: 1pt/100 feet

Points: 2pt/object*** or person

Duration: /rd

Area of Effect: Target(s)

Save: Auto or 5pts for Neg``

This spell anchors the target to any surfaces it is touching.  This is useful for climbing walls, ceilings or clinging to a surface as another force tries to push the target away.  This will keep a person anchored to the ground even in a high windstorm.  The caster can also stop someone who is following him, provided he pays the extra 5pts and the target fails his save. This combined with false matter will allow the caster to anchor false matter to a ceiling or cliff side.

Animate

Range: 1pt/10 feet

Points: 1pt

Duration: /rd

Area of Effect: 1pt/lb

Save: Auto or 5pts for Neg``

This spell can animate any flexible material, such as a rope or small doll.  The strength the material has is equal to 3 plus any extra points the caster puts into the spell, and can move at a movement rate of 30.  If the caster doubles the points in the spell, it can move at 60.

Burn*

Range: Sight

Points: 2pt/object

Duration: instantaneous

Area of Effect: 1 object

Save: None

This spell ignites any object that is normally flammable.  If the target is tougher to burn than paper or oil, the caster can continue casting the spell on it until it catches.  5 rounds will be enough for most hardwoods, and in 20 rounds the caster can even catch damp wood on fire.  Burn will deal 1 point of damage to creatures not immune to fire.

Create Element

Range: 0

Points: 4pts

Duration: /rd

Area of Effect: /10 foot radius

Save: Neg

This spell allows the caster to create any number of cubic feet of Fire, Water, Earth, Air, Electricity, Ice or Stone.  The element created exists for 1 round.  It can deal up to 1d2 points of damage to everything within the area of effect, or be used in conjunction with Strike, where it will instead double the damage dice Strike deals.  When used in conjunction with Strike, use the range on Strike and the Area of Effect from Create Element.

Create Sound or Silence

Range: 1pt/10 feet

Points: 1pt/person sound

Duration: /rd

Area of Effect: See below

Save: Neg`` or 5pts for None

This spell will create or muffle sound.  One person's worth of sound is defined as the amount of sound a person can create with their voice.

Detect Aura

Range: Sight

Points: 1pt/objectSave: None

Duration: Instantaneous

Area of Effect: 1 person or object

This allows the caster to see any magical auras on the target.  On a successful Int. check, the caster can discern the types of magic.

Detect Power Lines

Range: Sight

Points: +1d8-3 EP

Duration: /rd

Area of Effect: Powerlines

Save: None

Basically, this spell allows the Faradhim to search the area for magical lines of power.  At any given time, there can be up to 5 lines of power nearby.  There is also a chance there are negative power lines.  So when the Faradhim uses this spell, during the next round he can have up to 5 extra points, or suddenly find himself missing two.

Dimension Travel

Range: Caster + touch

Points: 20pt

Duration: Instantaneous

Area of Effect: 10 foot radius max

Save: Automatic

This spell takes the caster and any number of people he is touching to somewhere the caster has been before and has studied for the purpose of teleporting to it.  The caster can use this to span dimensions.  Only those willing will go with the caster.

Disguise Living

Range: 2 planes***

Points: 1pt/person + 1 for each 10% change in size

Duration: /hour

Area of Effect: 1 person

Save: None

This spell allows the caster to cause the target to look like anything he can imagine that is roughly the same size as the target is.  The target cannot see his changed appearance, except in a reflection.  It is completely illusionary and has no actual substance, but what the target originally had.  This variant only works on actually living beings, but can still disguise the things the target is wearing. 

Disguise the Once Living

Range: 1 plane***

Points: 2pts/object +2/10% change in size

Duration: /hour

Area of Effect: 1 object**

Save: None

This spell allows the caster to cause the target to look like anything he can imagine that is roughly the same size as the target is.  It is completely illusionary.  This variant will only work on something that was once alive, but is not currently alive.  Chunks of wood, etc.

Disguise the Never Living

Range: Sight only

Points: 5pts/object +3/10% change in size

Duration: /turn

Area of Effect: 1 object**

Save: None

This spell allows the caster to cause the target to look like anything he can imagine that is roughly the same size as the target is.  It is completely illusionary.  This variant only will work on something that has never been alive.  Rocks, etc.

False Matter

Range: 1pt/100 feet

Points: 1pt/4 foot cube or 4 foot piece of 4 stairs

Duration: /rd

Area of Effect: See below

Save: Auto or 5pts for Neg``

This spell creates a temporary amount of false matter.  The created matter cannot be destroyed short of a dispel magic. When the caster stops using magic to upkeep it, it will fade out of existence.  The matter can be opaque or smoky clear.  It must be created somewhere where it has enough support to balance stably. Doing so can allow the caster to create a bridge over spaces. The matter must consist of 4-foot cubes and/or stairs that are 4 feet tall and 4 feet wide/deep with 1-foot tall/deep steps.  The cubes can be of any color and either slick, smooth, rough or with built in handholds for climbing.  The caster may sacrifice matter for a better fit with the environment.  The matter will move with any movement that it's anchors do.  If it becomes unsupported by more than 2 sides, it will disappear.  The caster cannot encase a conscious being in the substance, as any conscious being within the false matter will cause the matter to be dispelled.  Oxygen and Carbon Dioxide pass through the matter.

Flying

Range: 0

Points: 1pt/40lbs

Duration: /rd

Area of Effect: Caster

Save: None

This spell allows the caster to fly at a movement rate of 30.  By spending double the points, the caster may double his speed.  He can carry up to his normal weight allowance with him, with normal encumbrance rules applying and possibly causing his movement rate to decrease.

Gust Of Wind

Range: Sight

Points: 10pts

Duration: /turn

Area of Effect: /4 10 foot cubes

Save: None

This spell creates a gust of wind that passes from one end of the target area to the other end, extinguishing any fires of torch size or smaller, and blowing off hats and blowing away leaves and papers.  This spell will FAN larger fires.

Infravision, 360 Degrees

Range: 0

Points: 4pts

Duration: /rd

Area of Effect: "Line of Sight"

Save: Auto

This spell endows a 360 degrees infravision, 60-foot radius to the caster. Unfortunately, the caster can't see normally for the duration.  This spell is very useful when used with the spell sight.

Invisibility on the Dead

Range: 20' radius

Points: 10pt/object

Duration: /round

Area of Effect: 1 object**

Save: None

This spell will render each target completely invisible.

Invisibility on the Living

Range: 20' radius

Points: 2pt/person

Duration: /round

Area of Effect: 1 person

Save: None

This spell will render each target completely invisible.  This conveys a -4 to all attacks upon the target.  If the target of this spell has anything in its hands, the spell fails.

Levitation

Range: 1pt/MR 3

Points: 1pt/20 lbs

Duration: /round

Area of Effect: /object

Save: None

This spell allows the Faradhim to levitate any object at a movement rate of 15.  This spell can be used on the caster to allow him to fly, but it is not as efficient as fly.

Light

Range: 1pt/25 feet

Points: 1pt

Duration: /turn

Area of Effect: 1pt/20' rad.

Save: None

This spell shines light in the area of effect.  The light is about as bright as a torch and will only shine in the area of effect.

Magical Wards

Range: 1 mile***

Points: 2pts to initiate

Duration: Until triggered

Area of Effect: 2pt/5' radius.

Save: None

This spell creates a magical ward in a dome or sphere around the casting point.  Extra spells may be cast in conjunction with the ward when it is cast.  When anyone but the caster or anyone the caster was touching when the spell was cast passes through the wards, the caster will be alerted and the other spells will be triggered. If the caster is sleeping when the ward goes off, it will wake him up immediately.

Remove Spell

Range: Sight

Points: 1/level of target spell's caster 

Duration: special

Save: Neg

Area of Effect: 50' radius maximum

During the duration of this spell, if the target spell does not make an initial saving throw (usually the original caster's Will save.  DM has the final word here,) the spell no longer functions.  At the end of the duration, the target spell can try to make a saving throw once more, and if it makes it, the spell comes back in full force, as if nothing had happened.  The spell may save again in 10 minutes, 10 hours, 10 days, 10 months and then 10 years.

See Through Illusion

Range: Sight

Points: 10pt

Duration: /rd

Area of Effect: Sight

Save: None

This allows the caster to see through any illusion that is within his normal sight.  Magically altered things will not be revealed, only illusions.

Shatter

Range: 50' radius

Points: 10pt/object

Duration: permanent

Area of Effect: 1 object**

Save: Neg

This spell causes the target to make a Fortitude save.  Only objects that can normally shatter may be targeted by this spell. People do NOT shatter, unless frozen solid.

Sight

Range: 2pt/15 foot distance to initiate

Points: 5pt

Duration: /rd

Area of Effect: "Sight"

Save: None

This spell allows the caster to be able to see around corners, on the other sides of walls, etc.  This does not convey x-ray vision, infravision or anything of the sort; it only allows the caster to see as if he were there.

Sleep

Range: 10 ft radius

Points: 3pts/person

Duration: /4 hours

Save: Neg. (1pt per penalty to save)

Area of Effect: 1 person

This spell causes a deep sleep on the target.  The target can try to save vs. spell to negate the spell.  If the spell succeeds, the target will sleep for up to 4 hours.  Loud noises, being attacked, and anything else that would normally wake him up will awaken the victim.

Snip

Range: 1pt/100 feet

Points: 1pt/1foot wide + 1pt/1inch thick (+40 for magical)

Duration: Permanent

Area of Effect: 1 object

Save: Auto

This spell severs any target of rope, cloth or other flexible material, at the DM's discretion.

Strike

Range: 10 feet (+10/pt)

Points: 3pt/d2 or 5pt/d4 or 7pt/d6

Duration: Instantaneous

Save: Neg, 5 for 1/2, 10 for None

Area of Effect: 1 creature/object

This spell invisibly attacks the target, as if with a blunt instrument, doing a variable amount of damage, depending on the amount of points the caster uses.  The caster can only strike a target he can see.   This counts as a blunt attack.  The target is allowed a saving throw vs. spell.  If create element is used with this spell, the damage is doubled.  The range of this spell is 10 feet, plus 10 feet for each point used in this spell.

Weather Control

Range: 3 mile radius

Points: 48pts

Duration: /day

Area of Effect: 3 mile rad.

Save: None

This powerful spell will allow the caster to control the weather in a 3-mile radius by causing it to be a single type of weather for the next 24 hours from casting.  This is a VERY difficult spell for the Faradhim, and the weather appears over a 1-hour period.  If the Faradhim put double the amount of points into the spell, the weather takes form in 2 rounds.

*(Only that which is normally lit by a candle)

**(Max 1 foot per level cubed)

***(Needs to see target to begin spell, but not to upkeep)

`(Can be combined to create element for special attacks, else treat as a blow from a blunt instrument)

``(Saves each round)

