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Wandslinger Prestige Class

Wandslinger
To some spellcasters, a magic wand is just a trinket, a minor magic item that carries a few convenient charges.  But for the wandslinger, the wand is the ultimate weapon.  He perfects the art of crafting wands, and can wield them with frightening swiftness and deadly accuracy.

Hit Die: d4.

Requirements

To qualify to become a wandslinger, a character must fulfill all the following criteria.

Spellcasting:  Arcane or divine caster level 5th.
Feats:  Craft Wand, Weapon Focus (ranged touch attacks).
Special:  The character must own at least two wands that he crafted himself.
Class Skills

The wandslinger’s class skills (and the key ability for each skill) are Concentration (Int), Craft (Int), Knowledge (arcana) (Int), Sleight of Hand (Dex), and Spellcraft (Int).  See Chapter 4: Skills in the Player’s Handbook for skill descriptions.


Skill Points at Each Level:  2 + Int modifier.

The Wandslinger
	Class Level
	Base Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special
	Spells per Day

	1st
	+0
	+0
	+2
	+0
	Dualwand 1/day
	+1 level of existing class

	2nd
	+1
	+0
	+3
	+0
	Quick wand
	+1 level of existing class

	3rd
	+1
	+1
	+3
	+1
	Wand capacity (6th level)
	+1 level of existing class

	4th
	+2
	+1
	+4
	+1
	Dualwand 2/day
	+1 level of existing class

	5th
	+2
	+1
	+4
	+1
	Greater weapon focus
	+1 level of existing class

	6th
	+3
	+2
	+5
	+2
	Wand capacity (7th level)
	+1 level of existing class

	7th
	+3
	+2
	+5
	+2
	Dualwand 3/day
	+1 level of existing class

	8th
	+4
	+2
	+6
	+2
	Craft greater wand
	+1 level of existing class

	9th
	+4
	+3
	+6
	+3
	Wand capacity (8th level)
	+1 level of existing class

	10th
	+5
	+3
	+7
	+3
	Dualwand (independant targets)
	+1 level of existing class


Class Features

All of the following are class features of the wandslinger prestige class.


Weapon and Armor Proficiency:  Wandslingers gain no proficiency in any weapon or armor.


Spells per Day:  A wandslinger continues training in spell casting as well as magic item creation.  When a new wandslinger level is gained, the character gains new spells per day and new spells learned as if she had also gained a level in a spellcasting class she belonged to before she added the prestige class.  She does not, however, gain any other benefit a character of that class would have gained.  She adds the level of wandslinger to the other spellcasting class to determine her caster level.  If she has more than one other spellcasting class, she decides which other caster level to increase each time she adds a new level of wandslinger.

Dualwand (Ex):  Once per day, a wandslinger who is holding a wand in each hand can use both wands at once as a full-round action.  Both wands must have a normal casting time of 1 standard action, and a charge is expended from both wands as usual.  If the wands require attack rolls or other such rolls, make them separately.  If it matters what order the wands take effect, the wandslinger decides which wand takes effect first.


Both wands must be aimed or targeted at the same area or set of targets.  If both wands target creatures or objects, they must be used on the same targets.  If both affect a spread or burst area, they must be centered on the same location; if both affect cones, they must be pointed in the same direction; if both areas are shapeable, one shape must fit inside the other.  If one wand is a burst and the other is a cone, the center of the burst must be placed along the center line of the cone.  If one wand is a burst or cone, and the other is shapeable, the shape must be made to conform to the burst or cone as much as possible.  If the wands create effects (such as conjured creatures or illusions), the effects must be placed as close together as possible.  If one wand creates an effect and the other has an area, the effect must be placed within the area.  If one wand creates an effect and the other targets creatures or objects, the effect must be placed as close to one of the targets as possible.

At 4th level this ability is usable twice per day, and at 7th level, three times per day.  At 10th level, the two wands can be targeted independently; the area, effect, or targets of one wand can be totally different than those of the other wand, as though the wands had been used on separate turns.

Quick Wand (Ex):  The wandslinger may retrieve a wand as a free action which does not provoke an Attack of Opportunity, provided it’s stored on a belt sheath, vest pocket, or similar external location (not deep within a backpack or sack).  If the wand is concealed, he may retrieve it as a move action which does not provoke an Attack of Opportunity.  The wandslinger may also stow a wand as a free action which does not provoke an Attack of Opportunity, provided it’s stowed in a similar external location.  He can’t stow a wand into a concealed location.


Wand Capacity (Su):  Normal casters can only craft wands containing spells of 5th level or less, but the wandslinger can exceed this limitation.  At 3rd level, he can use the Craft Wand feat to craft wands of 6th level spells.  At 6th level, he can craft 7th level spell wands, and at 9th level, 8th level spell wands.  The pricing and crafting of these wands follows the normal rules:  a wand’s price in gold is the spell’s level × the caster level × 750; creating the wand requires raw materials worth half this amount, experience equal to 1/25 this amount, and one day per 1000 gold pieces in the base price.

Greater Weapon Focus (Ex):  The wandslinger gets the Greater Weapon Focus feat for free, applied to ranged touch attacks.  He need not meet any of the prerequisites for the feat.

Craft Greater Wand (Su):  A wandslinger of 8th level or higher can use the Craft Wand feat to craft greater wands.  A greater wand functions exactly like a normal wand and can be used by anyone who can use a normal wand, but when a spell is cast from a greater wand, it uses the caster’s relevant ability score modifier and applicable feats (such as Spell Focus) to set the save DC, rather than the minimum ability score required to cast the spell, if this would make the save DC higher.  For example, a wand of fireball normally has a save DC of 14 (10 + spell level 3rd + Intelligence modifier of +1 for a caster with a 13 Intelligence, the minimum needed to cast a 3rd level spell).  A greater wand of fireball used by a wizard with a 19 Intelligence and Spell Focus (Evocation) would have a save DC of 18 (10 + spell level 3rd + Intelligence modifier of +4 + Spell Focus +1).  Essentially, the saving throw DC of a greater wand is calculated as a staff, rather than a wand.  (Unlike a staff, the user of a greater wand can’t substitute his own caster level for the wand’s, even if it is higher.)

Crafting a greater wand follows the normal rules for crafting a wand, except that the market price in gold is equal to the spell’s level × the caster level × 850.

