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War Mage

The War Mage is a practitioner of both magic and combat,
often being trained in combat, but later manifesting magical
abilities through their innate magical bloodlines. Because of this
accidental merging of disciplines, often at an early age, they are
adept at combining them with deadly efficiency, with the ability
to wield spells like a weapon.

Role: The War Mage is adept at blending martial combat and
magic, often able to serve as tanks with spell casting abilities
their unique spell weapon ability and weapon and armor
related magical abilities make them formidable warriors with a
slight detriment to their magical ability.

Alignment: Any
Hit Die: d10

Starting Wealth: 2d6 x 10 gp (average 70 gp.) In addition, each
character begins play with an outfit worth 10 gp or less.



The War Mage’s class Skills are  Appraise (Int), Bluff (Cha),
Craft (Int), Fly (Dex), Intimidate (Cha), Knowledge (arcana) (Int),
Profession (Wis), Spellcraft(Int), and Use Magic Device (Cha).

Skill Ranks per Level: 4 + Int modifier.
Table: War Mage
Spells Per Day

Leve | BAB | Fort |Ref | Will | Special 1 |2 |3 |4

1st +1 +2 +0 +0 Magic Armory,

Bloodline,
Bloodline Power,
Arcane

Pool

2nd | +2 +2 +0 +0

3rd +3 +3 +1 +1 Spell Weapon,
Spectral Sword

War Mage Arcana
Bloodline Power,
Bloodline Spell

4th +4 +3 +1 +1 Magic Armory+1 1
S5th +5 +3 +1 +1 Bloodline Spell 1
6th +6/1 +4 +2 +2 Spectral Sword +1 1

War Mage Arcana
Spell Weapon +1

7th +7/2 +4 +2 +2 Magic Armory +2 1 1

Bloodline Feat,

Bloodline Spell
8th [+8/3 |+4 |+2 |[+2 1 |1
9th _|_9/4 +5 +3 +3 BIoodIinePower, 2 1
Bloodline Spell,

Spectral Sword + 3,
War Mage Arcana,
Improved spell
weapon

Spell Weapon +2
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10th +10/5 +5 +3 +3 Magic Armory +3 2 1 1
11th +11/6/ +5 +3 +3 Bloodline Spell p) 1 11

12th +12/7/ +6 +4 +4 Bloodline Feat, p) 2 11

2 Bloodline Spell
Spectral Sword +4
War Mage Arcana
Spell Weapon +3

13th ;13/8/ +6 |+4 |+4 3 /211

14th 214/ 1+6 |+4 |+4 3 12111
+15/10 Bloodline Feat,

15th /15 +7 +5 +5 Bloodline Spell 3 2 2 1

War Mage Arcana

16th | *16/11 | +7 +5 +5 3 |3 2|1
/6/1

17th +}7/12/ +7 +5 +5 Bloodline Spell 4 312 |1
7/2

18th ;};3/13/ +8 +6 +6 War Mage Arcana 4 3 2 2
+19/14/ Bloodline Feat,

19th 9/4 +8 +6 +6 Bloodline SpeTI 4 3132

20th +20/15/ +8 +6 +6 Bloodline Power 4 4 |3 2
10/5

Proficiencies:

The War Mage is proficient with all simple and martial
weapons and light and medium armor and all shields except
tower shields, additionally, the War Mage can cast spells in light
and medium armor without incurring a chance of spell failure

Class Features:
Bloodline:

At first level, the War Mage chooses a bloodline from the
sorcerer bloodline list, This choice cannot be changed this



bloodline acts exactly like the one from the sorcerer section of
the Pathfinder RPG core rulebook, including the bloodline
powers.

Magic Armory:

At first level The War Mage can copy weapons and armor
magically and store them in a Magical Armory that lets them
summon and equip weapons and armor at will summoning
armor or a shield is a free action and summoning a weapon is a
swift action any weapon or armor can be store as long as they
are proficient in it. The war mage can store up to one weapon
and one set of armor at level 1 and this limit increases by +1 at
level 4 and every third level after that until level 10 to a
maximum of four weapons and four sets of armor. The War
Mage can dispel any of their currently equipped weapons and
armor at will. The War Mage can also recall the weapon if it
leaves their hands as if with telekinesis, meaning they could use
their weapon as a thrown weapon and recall it either through
telekinesis or they can have the weapon appear in their hands.

Arcane Pool:

At 1st level, the War Mage gains a reservoir of mystical arcane
energy that he can draw upon to fuel his powers and enhance
his weapon. This arcane pool has a number of points equal to
his War Mage level + his Charisma modifier. The pool refreshes
once per day after 8 hours of rest.



At 1st level, a War Mage can expend 1 point from his arcane
pool as a swift action to grant any weapon he is holding a +1
enhancement bonus for 1 minute. For every four levels beyond
1st, the weapon gains another +1 enhancement bonus, to a
maximum of +5 at 17th level. These bonuses can be added to
the weapon, stacking with existing weapon enhancement to a
maximum of +5. Multiple uses of this ability do not stack with
themselves.

At 5th level, these bonuses can be used to add any of the
following weapon properties: dancing, flaming, flaming burst,
frost, icy burst, keen, shock, shocking burst, speed, or vorpal.

Adding these properties consumes an amount of bonus equal
to the property’s base price modifier. These properties are
added to any the weapon already has, but duplicates do not
stack. If the weapon is not magical, at least a +1 enhancement
bonus must be added before any other properties can be
added. These bonuses and properties are decided when the
arcane pool point is spent and cannot be changed until the next
time the magus uses this ability. These bonuses do not function
if the weapon is wielded by anyone other than the magus.

A War Mage can only enhance one weapon in this way at one
time. If he uses this ability again, the first use immediately
ends.

Spectral Sword:
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At third level, The War Mage gains the ability to summon a
spectral sword of magical energy, the swords are summoned
around the shoulder to the side of the War Mage and launched
at a target of their choosing. This does not require an open
hand to summon as they are summoned with the mind and
require no gesture or spoken words to summon this ability
functions as a ranged weapon that has a range of 120ft and
does 1d6 damage per sword. At third level you can summon
one sword and every third after that you can summon one
more with a maximum, of four swords at level 12 these swords
can hit separate targets or the same target

Spell Weapon:

At third level, The War Mage can spend one spell slot higher on
any damage dealing spell to turn that spell into a weapon, the
spell turns into a one handed melee weapon or ranged weapon
that the War Mage is proficient with and looks as if the spell
itself was formed into a shape of the weapon (for example
using spell weapon on shocking grasp creates a sword made
entirely out of electricity) the weapon does the damage of the
spell and is now a melee attack or ranged attack, regardless of
the range of the spell and retains all other traits or effects the
spell might have, this can be done a number of times per day
equal to the War Mage’s charisma modifier this limit also
increases once every third level after the third until level twelve
to a total of the War Mage’s charisma modifier +3 turning a
spell into a spell weapon requires a swift action and a



successful casting of the spell in question and lasts for 1 minute
+ charisma modifier and cannot be disarmed, letting go of the
spell weapon dispels it.

War Mage Arcana:

Starting at third level, and every third level after that until level
18, the War Mage can choose one ability from the War Mage
arcana list below unless stated otherwise every War Mage
arcana is a swift action to use and can only be used on the War
Mage.

Spell Strike

You can spend points equal to the spell slot you want to use to
use spell strike like a magus equal to your level.

Spectral Sword Defense

You can spend points from your arcane pool equal to the
amount of spectral swords used (up to 4) to summon spectral
swords to defend you rather than attack the number used
cannot exceed the maximum amount you can summon at the
time, and grant you a +1 armor bonus equal to the amount of
swords used your amount of usable swords decrease by one for
every sword used until the swords are dismissed, dismissing
swords from use with spectral sword defense is a free action,
while the bonus granted is an armor bonus, this bonus does still



stack with that granted by wearing armor or natural armor, but
not any other source that grants an armor bonus.

Elemental Swords

You can spend one point from your arcane pool to give your
spectral swords 1d6 of elemental damage of your choosing for
a number of rounds equal to your charisma modifier you can
spend one more point to increase the damage by one more
damage die at 6™ and 9™ level you can also apply this arcana to
Arcane Blast, Burst and Eruption.

Arcane Blast

You can spend one arcane pool point to release a ball of pure
arcane energy that auto hits and deals 1d6 of magical damage
after use, you cannot use this arcana again for 1d4 rounds.

Arcane Burst

Spend up to 4 arcane pool points to make a touch attack that
release a quick burst of arcane energy from your hand that
does damage equal to the amount of points spent in D6s of
damage (so 4 points spent equal 4 d6 of damage) you cannot
use this ability again for 1D6 rounds whether the attack was
successful or not after a successful attack, the target must make
a DC 18 fortitude save or be Knocked back 1D6 feet.

Arcane Eruption (must be level 6)




Spend 3 arcane pool points to cause a large explosion or arcane
energy to erupt from underneath a target of your choosing
dealing 6 d6 of damage You cannot use this arcana for 2d6
rounds after use a successful DC 18 reflex save reduces damage
by half.

Magic Siphon

You can spend up to 4 arcane points, on your next successful
spectral sword attack or a successful touch attack and drain one
spell slot equal to the amount of points spent (so spending 4
points gives you 1 level 4 slot) this must be used on a target
that can cast spells using this arcana through the touch attack
option gives you a one point discount.

Clairvoyance

Spending 1 arcane pool point makes you immune to being flat
footed for a number of minutes equal to your charisma
modifier.

Heal Self

You can spend up to 6 points to heal that many D6s of hit
points this ability cannot be used afterwards for a number of
minutes equal to how many points you spent if you have the
heal other arcana, the cooldown applies to it as well.

Heal other

This Functions Exactly like heal self but can be used to heal
anyone but yourself.



Detonate Sword

You can spend 1 point from your arcane pool to detonate your
next successful spectral sword attack dealing 1 extra damage
dice of damage target must make a DC 18 fortitude save or be
knocked prone.

Sapping Sword

You can spend 3 points from your arcane pool to make your
next successful spectral sword attack give you hit points equal
to the damage dealt from the attack your hit points cannot
exceed your maximum hit points.

Elemental Charge

You can spend 1-6 arcane points to increase your movement
speed by 20 ft and dash along the ground on a trail of an
element of your choosing creating a wall of that element in
front of you, colliding into any creature or object during this
movement will deal damage between 1-6 D6 of damage +
charisma modifier the amount of dice used is equal to the
amount of points spent.

Share Armory

Using at least one arcane pool point, you can share with one
other person any weapon or set of armor from your magic
armory for a minimum of 1 minute you can increase the time by
1 minute for every 1 extra point spent.

Create Material




You can spend a point from your arcane pool to create any
material component for a spell of your choosing, creating the
material is a free action and requires one free hand and can
create materials with a cost of gp equal to 100 * charisma
modifier.

Emergency Spell

You can Spend arcane points equal to the spell slot needed+2
to cast one spell you know you can only use this arcana for a
spell in a slot you can cast normally and cannot use this arcana
for spell weapon.

Spell Rage (must be at least level 18)

This ability takes all your arcane pool points you currently
possess and you must have at least half of them remaining to
use you gain the blood-rage ability and all the blood-rage
powers of your level in your bloodline, you cannot cast spells
while in this state except for one that gets cast at the moment
of activating this arcana that spell must fit the requirements for
spell weapon, the spell turns into two spell weapons that you
duel wield as if having the two weapon fighting feat, spectral
sword defense activates with 4 swords and you get one size
category larger, your movement speed increases by 10 ft. You
cannot discern friend from foe while in this state. This state last
for a number of rounds equal to your charisma modifier and
after the spell rage ends, you are exhausted and take damage
equal to half your total hit points at the time of activation in
non-lethal damage.
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