Sorceror/Sorceress

Races Allowed:  All

THACO as:  Priest
Saves as:  Priest

Hit Dice:  1d8

HP After 9th:  +2

Armour:  No Shields

Weapons:  No blunt (except staves)

Prime Req.:  Wisdom (Minimum: Str 9; Dex 11; Int 12; Wis 18)
.A Sorceror is a special kind of Priest chosen specifically by Koron or Eryn to represent them as a sort of warrior/priest, and thus can only be Neutral Good or Chaotic Evil.  They are made to serve as leaders of great causes, and pillars of wisdom  to their peoples.

A Sorceror can learn Healing, Combat and All spheres of Priestly magic, and from the Alteration, Invocation and Evocation spheres of Old Wizardly magic, up to 7th circle spells.  They do not gain bonus spells for high Wisdom (a character must have a Wisdom of 18 or better.)  

The Sorceror must donate 10% of his income to his temple.  He must also survive 0th level before being granted any magical abilities.  Once the Sorceror begins earning spells, he must pray to his god for the spells he wishes.  The next morning, when the Sorceror awakens, he will have those spells fresh in his mind, provided that he is in good standing with his god and his god doesn't have ideas to the contrary.  The Sorceror must have one spell of each type per spell circle.

At 6th  level, the Sorceror gains one Priest or Old Wizard spell that he will be able to cast up to 3 times per day.  This spell is either chosen for the character by the DM or randomly selected from those that the character has used.  Usually it is a spell the Sorceror has used frequently.  At 10th level, the Sorceror gains another 1st circle spell he can cast 3 times per day and 2nd circle spell that can be cast 2 times per day. Upon attaining 15th level, the character chooses an animal form.  This form must be approved by the DM.  The character may now shift to and from this form at any time.  The shift takes ten rounds.  If the shift is stopped at any point, the character will spend the next equal amount of time to shift back.  Thus, if the character decides not to change after spending 2 rounds changing, it takes another 2 rounds before the character is back to normal.  For each level beyond 15th level, the character takes 2 less rounds to complete the change.  At 20th level, the change is instantaneous, though can only be preformed once a round.  At 20th level, the Sorceror will stop aging and never die of old age.
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