MASTER CILASS:

.
b
e
It e,
H
H

Ron Lundeen




32+2

CREPITS

Author: Ron Lundeen
Editing: Rogue Genius Games
Cover Illustration: Kozorog
Project Management and Planning: Lj Stephens
Graphic Design and Layout: Lj Stephens
Bon Vivant and Planning: Stan!

Contents Copyright 2020 Rogue Genius Games
For more information about
Rogue Genius Games, follow us on Facebook:
www.Facebook.com/RogueGeniusGames
on Twitter: @Owen_Stephens
All logos are the trademark of Rogue Genius Games, all rights reserved

Product Code: RGG5220June23

Published Under the SRD, OGL, and d20 (v 3)
License ©2000, Wizards of the Coast, Inc.

DESIGNATION OF PRODUCT IDENTITY:

The Rogue Genius Games (RGG) company name and
logo; the “52-in-52” and “Master Class: Eldmage”
names and logos; all artwork, backgrounds, and logos;
all trade dress, and graphic design elements.

DECLARATION OF OPEN CONTENT:

All game mechanics, proper names of classes,
prestige classes, and class features, archetypes,
feats, skills, spells, magic items, monsters, rituals,
artifacts AND OR the names of abilities presented
within this book are Open Game Content as
described in Section 1(d) of the License.



IlasTER CLASS: ELPMAGE

he halfling war-mage, body bent with age but

with an undeniable clarity in her gaze, holds up
the gnarled fingers on her left hand with a swift,
practiced gesture that belies her age. Speaking
words of power in a deep, booming voice—words
that reverberate with layered eldritch meaning—
the halfling unleashes a cone of snow and ice that
scours the terrain in front of her, while a gleaming
wall of ice shelters her allies from the storm.

His body covered with paint intricately drawn in
complex arcane patterns, an elf touches the designs
with light, swift fingers, remembering each pattern
in complete detail as soon as he touches it. The
arcane energy builds within him, but he doesn’t
stop; his touches become a dance and his mind
holds myriad patterns simultaneously. He firmly
exhales toward the wicked prince, banishing him
to another world and wiping away all memories of
the sinister schemes he was attempting to complete.

A young human, thrilled to finally put her
years of study into action, draws all her power
into conjuring a massive bloom of fire down the
dungeon corridor. With a few quick words, she folds
additional magic into the blaze as it expands. Like
a brilliant firework, the rush of fire contains several
darting, pinwheeling bolts that strike unerringly at
her onrushing enemies.

Eldmages study magic much as wizards do,
but they reject the careful balance of measured
spellcasting, throwing all their might into a few
incredibly powerful spells each day. They view
magic through the lens of age, separating their
spells into their most powerful “elder” spells and
weaker “junior” spells. Eldmages enhance their
most powerful spells with extra effects to make
them truly spectacular—even though this renders
them unable to rely on many less-powerful spells.

Cempmme Iacic

An eldmage’s uncanny ability to combine magical
effects is what truly sets them apart from other
spellcasters: they can weave spell energy into their
most powerful spells as they cast them, creating
unusual—or even contradictory—combinations

of spells. They might combine fire and ice in the
same magical barrage, or weave a strong illusion
supplemented with real, conjured items to provide
it more verisimilitude. Eldmages constantly seek
to combine their powerful spells in ways that are
innovative, effective, and undeniably dramatic.

THE LEDS oF AGE

Eldmages can be of any age, although they must
have completed a program of study just as rigorous
as any wizard and thus tend to be older. No matter
their personal age, eldmages divide their magic into
more powerful “elder” spells and less-powerful
“junior” spells. The most experienced eldmages
have a large array of junior spells, but they consider
these to be merely utilitarian or even hardly worth
the bother; their focus is instead on the potent
combinations of magic they can bring to bear with
their elder spells. Many eldmages respect anything
old and enjoy unlocking ancient mysteries or
exploring eons-old structures.

CREATING AN
ELPMAGE

As you create an eldmage character, consider the
sacrifices that await as you grow in power. Your
character will be able to cast incredibly potent,
multi-layered effects, but these come at the cost of
your less-powerful spells. Why does your character
embrace this ability? Is it the chance to show off
magical effects that no others can duplicate? Is it
the desire to efficiently and decisively conclude
dangerous encounters? Or is it simply to invent
combinations that have never been done before?

What does your character think of wizards? They
have a similar studious, bookish bent, but you’ve
decided on a path that sacrifices flexibility for
power. You may have learned your craft alongside
other wizards, such as in a magic school or from
a tutor or sage. Who are these people and what is
your connection to them? What drove you to seek a
life of adventure away from their presence?
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QUICK BU]LD of a show-off. Second, choose the sage background.

You can make an eldmage quickly by following
these suggestions. First, Intelligence should be your
highest ability score, followed by Dexterity. Your
next-best score should be Constitution if you want
to be a hardy explorer, or Charisma if you are a bit

Third, choose the fire bolt, prestidigitation, and
shocking grasp cantrips, along with the following
Ist-level spells for your spellbook: color spray,

silent image.

fog cloud, mage armor, magic missile, shield, and



5TH EpITION

ELPMAGE

As an eldmage, you gain the following class features.

Hit PoinTs

Hit Dice: 1d6 per eldmage level

Hit Points at 1st Level: 6 + your Constitution
modifier

Hit Points at Higher Levels: 1d6 (or 4) + your
Constitution modifier per eldmage level after 1st

PROFICIENCIES

Armor: None

Weapons: Simple weapons

Tools: None

Saving Throws: Intelligence, Wisdom

Skills: Choose two from Arcana, Insight, Intimidation,
Investigation, Nature, Persuasion, and Religion

EquipyENnT
You start with the following equipment, in addition
to the equipment granted by your background:

(a) a light crossbow and 20 bolts or (b) any
simple weapon

(a) a component pouch or (b) an arcane focus

(a) a scholar’s pack or (b) an explorer’s pack
A spellbook and two daggers

SPELLCASTING

You have a spellbook containing your spells, and
it’s probably already heavily annotated with ways
to combine your spells together in powerful,
dramatic ways. See Spells Rules for the general
rules of spellcasting and the Spells Listing for the
wizard spell list, which eldmages use.

CanTrips

At 1st level, you know three cantrips of your choice
from the wizard spell list. You learn additional
wizard cantrips of your choice at higher levels,
as shown in the Cantrips Known column of the
Eldmage table.

SPELLBOOK_

At 1st level, you have a spellbook containing
six 1st-level wizard spells of your choice. Your
spellbook is the repository of the spells you know,
except your cantrips, which are fixed in your mind.

PreparinG anp CasTinG SPELLS

The Eldmage table shows how many spell slots you
have to cast your eldmage spells of Ist level and
higher. To cast one of these spells, you must expend
a slot of the spell’s level or higher. You regain all
expended spell slots when you finish a long rest.

You prepare the list of eldmage spells that are
available for you to cast. To do so, choose a number
of eldmage spells from your spellbook equal to
your Intelligence modifier + your eldmage level
(minimum of one spell). The spells must be of a
level for which you have spell slots, even fallow
spell slots (see Fallow Spells below).

For example, if you’re a 7th-level eldmage, you
have four Ist-level and two 4th-level spell slots.
With an Intelligence of 16, your list of prepared
spells can include ten spells of 1st through 4th level,
in any combination, chosen from your spellbook.
If you prepare the lst-level spell magic missile,
you can cast it using a lIst-level or a 4th-level slot.
Casting the spell doesn’t remove it from your list of
prepared spells.

You can change your list of prepared spells
when you finish a long rest. Preparing a new list
of eldmage spells requires time spent studying your
spellbook and memorizing the incantations and
gestures you must make to cast the spell: at least
1 minute per spell level for each spell on your list.

8PELLCASTING ABILITY

Intelligence is your spellcasting ability for your
eldmage spells, because you learn your spells
through study and memorization. You use your
Intelligence whenever a spell refers to your
spellcasting ability. In addition, you use your
Intelligence modifier when setting the saving throw
DC for an eldmage spell you cast and when making
an attack roll with one.

Spell save DC = 8 + your proficiency bonus + your
Intelligence modifier

Spell attack modifier = your proficiency bonus +
your Intelligence modifier

Rirvar CasTinG

You can cast an eldmage spell as a ritual if that spell
has the ritual tag and you have the spell in your
spellbook. You don’t need to have the spell prepared.
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8SpeLLCasTING Focus

You can use an arcane focus as a spellcasting focus
for your eldmage spells.

LEaRrpING SPELLS
oF 18T LEVEL anp HIGHER

Each time you gain an eldmage level, you can add
two eldmage spells of your choice to your spellbook
for free. Each of these spells must be of a level for
which you have spell slots, as shown on the Wizard
table. On your adventures, you might find other
spells that you can add to your spellbook.

ELPNAGIC

Spells you cast using the highest spell slots available
to you are called your elder spells (you have two, or
sometimes three, of these each day). Spells you cast
out of your other spots, as well as your cantrips,
are called your junior spells. Whenever you cast an
elder spell that doesn’t have a range of Self, you
can cast a junior spell as a bonus action provided
you haven’t already taken your bonus action that
turn. The junior spell must normally have a casting
time of 1 action or less and can’t have a range
of Self. This ability allows you to cast two non-
cantrip spells in a round, although the junior spell
you cast can be a cantrip if you’d like. If the junior
spell requires a spell attack roll against creatures or
objects, at least one of the targets must be a creature
or object that was targeted by (or in the area of) your
elder spell. If the junior spell creates an effect in an
area, it must overlap at least one portion of the area
of the elder spell (if the elder spell also affected an
area) or include at least one creature affected by the
elder spell (if the elder spell didn’t affect an area).

For example, if you cast fireball as your elder
spell and you want to cast scorching ray as your
junior spell, at least one target of your scorching
ray must be a creature within the area of your
fireball. If there aren’t any such creatures (such as if
the fireball killed them all), you can’t cast scorching
ray as your junior spell.

Any creature affected by your junior spell that was
also affected by your elder spell has disadvantage
on the saving throw against your junior spell.

ELPER RECOVERY

You have learned to regain some of your magical
energy by studying your spellbook. Once per day
when you finish a short rest, you can chose to
recover one of your highest-level spell slots.

ELp IlanpuLarion

When you reach 2nd level, you choose a method for
bending arcane power to enhance your eldmagic.
You choose the freedom manipulation or the miser
manipulation. Your choice grants you features at
2nd level and again at 6th, 10th, and 14th level.

FaLLow SPELLS

When you reach 3rd level, you must keep some of
your power in reserve to fuel your most powerful
and dramatic magical effects. You can no longer
cast spells from your second-highest level spell
slots, except when casting them in conjunction
with an elder spell using your eldmagic feature.
These spell slots are noted in parentheses in the
table above to show that they are unavailable for
normal spellcasting. You can prepare these spells as
normal, but the indicated spell slots are unavailable
to you. Beginning at 5th level, you can no longer
cast spells of your third-highest level spell slots,
and these become fallow spells as well.

ABILITY 8CORE
IMPROVENENT

When you reach 4th level, and again at S8th,
12th, and 16th, and 19th level, you can increase
one ability score of your choice by 2, or you can
increase two ability scores of your choice by 1. As
normal, you can’t increase an ability score above 20
using this feature.

ELPMASTER

At 20th level, whenever you take a short rest and
can study your spellbook, you recover one of your
highest-level spell slots. This is in addition to
the daily spell slot recovery that Elder Recovery
grants you.



ELp IflanpuLaTion

While eldmages put their all into their most powerful spells each day and push additional arcane power
through those spells to create complex effects, they continually strive to do more. Eldmages constantly
look for ways to bend the laws of magic further, overcoming their limitations. Specific techniques called
eld manipulations represent these various tricks. Your path down a specific eld manipulation begins early
in your career, even before you must sacrifice the power of your fallow spells to enable ever-greater power
in your elder spells. The first twist you discover in the rules of magic you find sets you on a path of
manipulations that provides you with abilities that other spellcasters can only envy.

The two most common eld manipulations are the Freedom Manipulation and Miser Manipulation.

Freepor IflanpuLaTtion

You know that sacrifices must be made for your
power, but you’re always seeking loopholes to
get around them. You know that by meticulously
marshalling leaked forces of magic you can eke out
just a little more power than other eldmages can.

JUNIOR SPELL SCRIBE

Beginning when you select this manipulation at
2nd level, you halve the gold and the time you must
spend to copy a junior spell that you can use with
your eldmagic ability (that is, one that has a casting
time of 1 action or less and that doesn’t have a
range of Self) into your spellbook.

LESSER FALLOW CASTER

Beginning at 6th level, you gain one spell slot in the
lower of your two fallow spell levels (that is, the spell
slot two lower than the highest-level slot you can
cast). This is a 1st-level spell slot at 6th level, but it is
a 2nd-level spell slot at 7th level, a 3rd-level spell slot
at 9th level, and so on. You can cast this spell each day,
just as with your lower-level junior spells.

JUNIOR SPELL ENHANCEMENT

At 10th level, when you cast a junior spell that
deals damage other than in conjunction with your
eldmagic ability, add your Intelligence modifier to
that damage.

GREATER FALLOW CASTER

Beginning at 14th level, you gain one spell slot in the
higher of your two fallow spell levels (that is, the spell
slot one lower than the highest-level slot you can cast).
This is a 6th-level spell slot at 14th level, but it is a 7th-
level spell slot at 15th level and an 8th-level spell slot
at 17th level. You can cast this spell each day, just as
with the spell slot you gain from lesser fallow caster
and your lower-level junior spells.

Ifliser IflanpuLaTion

Eldmages hurl their magic into the world heedlessly,
blending it with other abilities to create spectacular
effects. You know that this energy can be used to
protect and bolster your own abilities, if hoarded in
the right way.

MISER SPELL SCRIBE

Beginning when you select this manipulation at
2nd level, you halve the gold and the time you must
spend to copy a junior spell with a range of Self into
your spellbook.

LESSER MISERLY CASTER

At 6th level, when you use your eldmagic ability,
the junior spell you cast can be one with a range of
Self. It need not affect an area or creature that your
elder spell affected.

DEFENSIVE ENHANCEMENT

At 10th level, when you cast a spell with a range of
Self, you harness a bit of lingering magic to protect
yourself. During the duration of that spell, the first
time you must make an Intelligence saving throw,
you make the saving throw with advantage.

GREATER MISERLY CASTER

At 14th level, when you use your eldmagic ability,
the elder spell you cast can be one with a range of
Self. A junior spell you cast in conjunction with an
elder spell with a range of Self must also have a
range of Self.
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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 1 ), 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 conveyed 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.
System Reference Document 5.0. Copyright 2016, Wizards of the Coast, Inc.; Authors Mike
Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter Lee, James Wyatt, Robert J.
Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend, based on original material by E.
Gary Gygax and Dave Arneson.

Eldritch Sorcery Copyright 2005, Necromancer Games, Inc.; Authors Patrick Lawinger, Scott
Greene, and David Mannes, with Erica Balsley, Chris Bernhardt, Casey W. Christofferson,
Bill Collins, Jim Collura, Chad Coulter, Patrick Goulah, Skeeter Green, Jeff Harkness, Lance
Hawvermale, Travis Hawvermale, Richard Hughes, Robert Hunter, Al Krombach, Rob Mason,
Matt McGee, Clark Peterson, Michael Proteau, Greg Ragland, Gary Schotter, Joe Walmsley, and
Bill Webb.

Advanced Player’s Guide Copyright 2010 Paizo Publishing, LLC; Author: Jason Bulmahn.
Pathfinder Roleplaying Game Core Rulebook © 2011, Paizo Publishing, LLC; Author: Jason
Bulmahn, based on material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder RPG Bestiary © 2009, Paizo Publishing, LLC; Author: Jason Bulmahn, based on
material by Jonathan Tweet, Monte Cook, and Skip Williams.

Pathfinder Roleplaying Game Ultimate Magic © 2011, Paizo Publishing, LLC; Authors: Jason
Bulmahn, Tim Hitchcock, Colin McComb, Rob McCreary, Jason Nelson, Stephen Radney-
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Pathfinder Roleplaying Game Ultimate Combat © 2011, Paizo Publishing, LLC; Authors:
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Whalen, Shane O’Connor, Mike Rickard, John Whamond, Bill Browne, Eric Williamson, Slatz
Grubnik, Charles R. Wenzler Jr.
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