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BASIC INFORMATION
	Race
	Human, Elf (any except Wild), Half-Elf

	Minimum Stats
	9 Intelligence, 6 Dexterity

	Alignment
	Any

	Armor
	None

	Weapons
	Caltrop, Dagger, Dart, Knife, Sling, Staff



MAGIC ITEMS
	Able to use most magic items including rods, staves, wands, potions, scrolls, rings and etc.



SPELLS
	1) Begins at 1st level with spell casting ability.  See separate sheet for spell lists.

	2) Must successfully “learn” all new spells (% chance to learn a spell is listed on main sheet with Intelligence)

	3) May only learn a limited number of total spells (See main sheet, under Intelligence)

	4) At 1st level and beyond, may research and create new spells (DMG p. 115-116)

	5) Must have access to spellbook in order to memorize any spells

	6) Automatically gains one new spell every level, but each must be checked as per #2 above.  Failure means a new spell must be picked.  Repeat until one new spell is successfully learned each level.

	7) Use of 5th level spells requires an intelligence of 10 or higher

	8) Use of 6th level spells requires an intelligence of 12 or higher

	9) Use of 7th level spells requires an intelligence of 14 or higher

	10) Use of 8th level spells requires an intelligence of 16 or higher

	11) Use of 9th level spells requires an intelligence of 18 or higher



CREATION OF MAGIC ITEMS
	At 7th level, gains the ability to create Potions with assistance of an Alchemist

	At 7th level, gains the ability to scribe Magic-User Spell Scrolls

	At 7th level, gains the ability to scribe Scrolls of Protection from Demons, Elementals, Lycanthropes, Magic and Petrification

	At 11th level, gains the ability to create Potions without an Alchemist

	At 12th level, gains the ability to create most Magic Items



CASTLES
	At 12th level, may construct a castle, fortress, etc and gain a living from doing so.




MAGIC-USER 

ABILITIES, ETC, PER LEVEL


	Level
	ABILITIES GAINED

	1
	· 1 weapon proficiencies
· THAC0 = 20
· Begin with regular saving throws
· Hit points = 1d4 + constitution bonus
· Begin with 4 spells in spellbook
· Ability to cast 1st level spells

	2
	· Hit points go up by 1d4 + constitution bonus
· Number of Spells usable per day goes up
· Gain one new spell in spellbook ("% chance to know" roll required)

	3
	· Hit points go up by 1d4 + constitution bonus
· Gain ability to cast 2nd level spells
· Number of Spells usable per day goes up
· Gain one new spell in spellbook ("% chance to know" roll required)

	4
	· Hit points go up by 1d4 + constitution bonus
· Number of Spells usable per day goes up
· Gain one new spell in spellbook ("% chance to know" roll required)

	5
	· Hit points go up by 1d4 + constitution bonus
· Gain ability to cast 3rd level spells
· Number of Spells usable per day goes up
· Gain one new spell in spellbook ("% chance to know" roll required)

	6
	· Hit points go up by 1d4 + constitution bonus
· THAC0 drops to 19
· New saving throws
· Number of Spells usable per day goes up
· Gain one new spell in spellbook ("% chance to know" roll required)

	7
	· Hit points go up by 1d4 + constitution bonus 
· New weapon proficiency
· Gain ability to cast 4th level spells
· Number of Spells usable per day goes up
· Gain one new spell in spellbook ("% chance to know" roll required)
· Gains the ability to create Potions with assistance of an Alchemist
· Gains the ability to scribe Magic-User Spell Scrolls
· Gains the ability to scribe Scrolls of Protection from Demons, Elementals, Lycanthropes, Magic and Petrification

	8
	· Hit points go up by 1d4 + constitution bonus
· Number of Spells usable per day goes up
· Gain one new spell in spellbook ("% chance to know" roll required)

	9
	· Hit points go up by 1d4 + constitution bonus
· Gain ability to cast 5th level spells (requires 10 Intelligence)
· Number of Spells usable per day goes up
· Gain one new spell in spellbook ("% chance to know" roll required)

	10
	· Hit points go up by 1d4 + constitution bonus
· Number of Spells usable per day goes up
· Gain one new spell in spellbook ("% chance to know" roll required)

	11
	· Hit points go up by 1d4 + constitution bonus
· THAC0 drops to 16
· New saving throws
· Gains the ability to create Potions without an Alchemist
· Number of Spells usable per day goes up
· Gain one new spell in spellbook ("% chance to know" roll required)

	12
	· Hit points go up by 1
· Gains the ability to create most magic items
· May construct a castle, fortress, etc and gain a living from doing so.
· Gain ability to cast 6th level spells (requires 12 Intelligence)
· Number of Spells usable per day goes up
· Gain one new spell in spellbook ("% chance to know" roll required)

	13
	· New weapon proficiency
· Hit points go up by 1
· Number of Spells usable per day goes up
· Gain one new spell in spellbook ("% chance to know" roll required)

	14
	· Hit points go up by 1
· Gain ability to cast 7th level spells (requires 14 Intelligence)
· Number of Spells usable per day goes up
· Gain one new spell in spellbook ("% chance to know" roll required)

	15
	· Hit points go up by 1
· Number of Spells usable per day goes up
· Gain one new spell in spellbook ("% chance to know" roll required)

	16
	· Hit points go up by 1
· THAC0 drops to 13
· New saving throws
· Gain ability to cast 8th level spells (requires 16 Intelligence)
· Number of Spells usable per day goes up
· Gain one new spell in spellbook ("% chance to know" roll required)

	17
	· Hit points go up by 1
· Number of Spells usable per day goes up
· Gain one new spell in spellbook ("% chance to know" roll required)

	18
	· Hit points go up by 1
· Gain ability to cast 9th level spells (requires 18 Intelligence)
· Number of Spells usable per day goes up
· Gain one new spell in spellbook ("% chance to know" roll required)

	19
	· Hit points go up by 1
· New weapon proficiency
· Number of Spells usable per day goes up
· Gain one new spell in spellbook ("% chance to know" roll required)

	20
	· Hit points go up by 1
· Number of Spells usable per day goes up
· Gain one new spell in spellbook ("% chance to know" roll required)

	21
	· Hit points go up by 1
· THAC0 drops to 11
· New saving throws
· Number of Spells usable per day goes up
· Gain one new spell in spellbook ("% chance to know" roll required)







