
VOID-MAGE prestige class

A discipline started by the legendary mage Abraham Vaals, void-magi work their power in only one way; to bring something to oblivion. They are usually not concerned about politics of other worries of normal people, merely seeking knowledge or power. However, as necessity requires, they can be found doing any job that makes use of their skills. A void-mage is a powerful enemy, for they might destroy your plans with a single well-chosen spell. However, if you don't provide them with a clear target, they might get into trouble, missing the extensive data gathering and supportive spells most magi of their level know.

A certain amount of detachment is required to comfortably eradicate pieces of existence. The limitations in what spells can be used is also a strong deterrent for many mages considering this path. Few choose this path, but those who do might become something very special.

Hit Die: d4

Requirements

To qualify to become a void-mage, a character must fulfil all the following criteria.

Alignment: non-good, non-evil

Skills: Spellcraft (10 ranks) 

Feats: Skill Focus: Spellcraft

Spells: Able to cast 4th-level arcane spells. May not know any spells with an alignment descriptor, or have an alignment as a domain.

Other: May not have an alignment as a domain. May not be able to channel positive energy. (For multiclass characters)

Class Skills

The void-mage’s class skills (and the key ability for each skill) are Appraise (Int), Concentration (Con), Craft (Int), Knowledge (arcana) (Int), Move Silently (Dex), Profession (Wis), and Spellcraft (Int).

Skill Points at Each Level: 2 + Int modifier.

Class Features

All of the following are class features of the void-mage.

When a void-mage gets his first level, he chooses a spellcasting class he can cast 4th level arcane spells in. That class is called the base class.

Spells: When a Void-Mage gains a level, he gets extra spell slots that can only be filled by spells from the void-mage spell list. This goes as follows: In levels he could his base class can cast spells, he gains slots as if he gained a level in his base class. In the other levels, he gains slots as a specialist wizard of level equal to his base class levels and his void-mage levels.

A void-mage's caster level for spells from the spell list is also equal to his base class plus void-mage levels. The relevant ability for spellcasting in your base class is also the relevant ability for your void-spells. If you don't prepare spells, you don't have to prepare void-spells.

You now count as having a specialization in the spells on the spell-list, as a wizard with a specialisation. This also grants the +2 bonus on spellcraft checks.

Level 0: Daze, Erase2, Ray of Frost, Touch of Fatigue

Level 1: Chill Touch, Darkness, Endure Elements, Feather Fall, Negative Energy Ray, Ray of Enfeeblement, Reduce Person, Resist Energy*, Resistance, Sleep

Level 2: Blindness/Deafness, Dispel Magic, Levitate, Obscure Object, Slow2, Touch of Idiocy

Level 3: Deeper Darkness, Enervation, Magic Circle against [alignment], Nondetection, Protection from Alignment, Remove Curse, Shrink Item

Level 4: Break Enchantment2, Bestow Curse1, Evard’s Black Tentacles, Minor Globe of Invulnerability, Quench, Spell Immunity, Spell Resistance2
Level 5: Antimagic Field2, Circle of Doom, Cloudkill, Cone of Cold, Greater Dispel Magic2, Ice Storm, Magic Circle against Alignment, Passwall, Wall of Force, Wall of Ice

Level 6: Harm, Antilife Shell, Circle of Death, Disintegrate, Globe of Invulnerability, Otiluke’s Freezing Sphere

Level 7: Finger of Death, Power Word - Stun, Sequester, Limited Wish1, Mind Blank2, Power Word - Blind

Level 8: Binding, Energy Drain2, Horrid Wilting, Protection from Spells, Mordenkainen’s Disjunction2, Nightfall
Level 9: Collapsor Bubble, Gate, Power Word - Kill, Implosion, Temporal Stasis, Time Stop, Wish1
 1 only effects in style of void-magi, or of any level you can cast in a different class.
 2 note that this spell is now a level lower than it is for other classes
Resistances (Su): Void-magi get the extraordinary ability to resist energy of most types. They get electricity, fire, sonic and force resistance as by table 1-3. By the DM's discretion it also applies to other forms of energy. For example, it also works against a lantern archon's light rays, but not against cold or negative energy. At level 10, this is replaced by immunities.

Spell Resistance (Ex): From 3rd level, a void-mage has SR equal to double their level + 5.

Immunities (Su): At level 10, void-magi become immune to the energy-types they first had resistance to, but only if it's non-magical.

Undead Void-magi

A Void-mage who becomes an undead and keeps his character classes gains the following bonuses:Once per day, for each void-mage level, an undead void-mage may cast one of his void-spells either Empowered, Enlarged, Widened, or without expending a spellslot. Supernatural and spell-like abilities using negative energy gain a +3 bonus to their DC.
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