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Levithix ux Bahamuti-Beguiler-Conjurer-FS-UM-MS.xls, Page 1

Levethix ux Bahamuti Dragonborn Half-EIf
Final

Base Stat  Addition fi Base Racial _ Stat Bonus  Points
STR 1] 9 -1 1
DEX 7 15 2 8
CON 7 22 6 8
INT 8 26 8 10
wis 4 12 1 4
CHA 3 11 0 3
30 16 34
20 Totals 12 8 21 8

Fort Reflex_ Will BAB _ Max

Level Class Fort  Reflex  Will BAB  Max
2 21 8

20 Totals 12 8 21 8

Prohibited Schools: Enchantment, llusion, Necromancy

Feats/Abilities

When Type  What Downside

1 Flaw  Noncombatant -2 Melee Attack Rolls.

1 Flaw  Innattentive -4 Listen, Spot.

1 1 Level

1 Wizl  Class

3 Level

6 6 Level

7 UM2  Class

8 UM3  Class

9 UM4  Class

9 9 Level

10 UM5  Metamagic Bonus

1n UM Class

12 12 Level

13 UM7  Class

14 UM9  Metamagic Bonus

15 15 Level

15 UM10  Class

16 MS1  Class

18 18 Level

18 Wiz5  Class

19 AM1  HighArcana -15th & -1 8th Level spells

20 AM2  HighArcana -1 5th Level spells

1 Bonus

23

3
3
3
3
3

23

a" 4"Bonus 8" 8" Bonus

0 137 55 175

Skills

Per Ivl _ Skills HP Adj HP

EICIENENY

skils  HP AdjHP
205

175

55

137 55

Feat/Ability
Extend Spell

Collegiate Wizard

Arcane Mastery

Scribe Scroll

Practiced Spellcaster (Beguler)
Steady Concentration

Expanded Spell Knowledge (1*)
Augmented Casting

Expanded Spell Knowledge (2™)
Energy Substitution (Acid)
Maximize Spell

Expanded Spell Knowledge (3)
Spell Penetration

Expanded Spell Knowledge (4™)
Twin Spell

Spell Focus (Conjuration)
Expanded Spell Knowledge (5)
Skill Focus (Spellcraft)

Spell Focus (Evocation)
Quicken Spell

2x per day SLA Moment of Prescience
Master of Elements

191

HD

HD

" gonus 16"

Feats ASP

Feats

LV Adj
1

13

13

Magic
Bonuses

" gonus 20" " Bonus

4 0 0
Gained Gained Cum.
Beg

FINEINFNINES
e
5}

ASP Beg SCL
16

NN

17

Source

PHB 94

CARC 181

CADV 111Take 10 on Caster Level Checks.
PHB 99
CARC 82
RoS 144
Ccm78
Ccm78
CcmM78
PHB 93
PHB 97
CcmM78
PHB 100
CcmM78
CARC 84
PHB 100
cm78
cM71
PHB 100
PHB 98
DMG 179
DMG 179

Take 10 on Concentration Checks.

0

Gained  Cum.

8

SKL

0
Gained Cum.
Cnj j

0

23
Adj

nj SCL_CnjSCL_Cnj SKL CnjSKL Gained

cnjscL
22

23

Specialist 0 1 2 3 4 5 6 7 8 9
Bon. Spl. 3 3 3 3 3 1 3 3 2 3
DC Bonus 0 1 2 3 4 5 6 7 8 9
Beg 0 18 19 20 21 22 23 24 25 26 27
Wiz 0 18 19 20 21 22 23 24 25 26 27
Conj 1 19 20 21 22 23 24 25 26 27 28
Evc 1 19 20 21 22 23 24 25 26 27 28
0 18 Wizard

Spell Per Day by Lvl (Beg/Wiz(Crj)
Spells 0 1
Used

5 6 7 8 9
18/18/19 19/19/20 20/20/21 21/21/22 22/22/23 23/23/24 24/24/25 25/25/26 26/26/27  27/27/28

Gained Cum. Spells

CnjSKL SplKwn SplKwn 18/18/19 19/19/20 20/20/21 21/21/22 22/22/23 23/23/24 24/24125 25/25/26 ~ 26/26/27  27/27/28
18 77 69 0 0 0 0 0 0 0 0 0 0

18 77 69 6/4 8/5/3 8/5/3 /513 5/5/3 0/a/1 0/413 01313 0132 013




Wizard Spells

Spells/Day (Beg/Wiz/Conj)

Lvl Gained Mem. as Lvl

Known
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes
Yes

1
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7
Copied (16)
8
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10
Copied (16)
10

10
Copied (20)
10
9
9
Copied (18)
1
Copied (16)
12
Copied (20)
16
12
18
12
15
14
1
18
1
Copied (20)
Copied (16)
12
13
17
15
14
13
16
14
Copied (20)
13
13
14
Copied (18)
17
Copied (16)
Copied (16)
16
15
Copied (20)
18
16
15
Copied (17)
17
17
18
Copied (17)
1

CL 23

58
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CL > SR: 27

(Can take 10)

Spell Lvl Name

0
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Acid Splash
Arcane Mark
Dancing Lights
Detect Magic

Detect Poison

Flare

Light

Mage Hand

Mending

Message

Open/Close
Prestidigitation

Ray of Frost

Read Magic
Resistance
Dawnburst

Detect Undead
Endure Elements
Feather Fall

Grease

Identify

Jet of Steam

Magic Missile
Protection from Evil
Shield

Sticky Floor
Summon Monster |
True Strike
Glitterdust

Gust of Wind

Knock

Locate Object
Scorching Ray
Shatter

Summon Monster 11
Web

Caustic Smoke
Dispel Magic

Fireball

Fly

Protection from Energy
Scintillating Sphere
slow

Summon Monster 111
Water Breathing
Black Tentacles
Dimension Door
Dimensional Anchor
Globe of Invulnerability, Lesser
Mnemonic Enhancer
Orb of Force
Resilient Sphere
Resist Energy, Mass
Solid Fog

Summon Monster IV
Wall of Fire

Arc of Lightning
Blink, Improved
Break Enchantment
Cloudkill

Cone of Cold
Dismissal

Evacuation Rune

Fire and Brimstone
Lightning Leap
Secret Chest
Summon Monster V
Telepathic Bond
Teleport

Transmute Rock to Mud
Vitriolic Sphere

Wall of Force

Acid Fog

Antimagic Field
Contingency
Disintegrate

Dispel Magic, Greater
(Bigby's) Forceful Hand
Lingering Flames
Repulsion

Summon Monster VI
Tactical Teleportation
True Seeing

Wall of Iron
Antimagic Ray
Delayed Blast Fireball
Forcecage

Mage's (Mordkainen's) Sword
Plane Shift

Prismatic Spray
Reverse Gravity
Summon Monster Vi1
Teleport, Greater
Incendiary Cloud
Moment of Prescience
Plane Shift, Greater
Prismatic Wall
Sunburst

s Disjunction
Summon Monster IX
eleportatior

Time Stop

Wizard Spel

lls

BOLD = Maximised (3) Underlined = Energy Substitution (Acid) (0)

Italics =

School

Extended (1)

Quickened (4)

=0:6/4 1:8/5/3 2:8/5/3 3:7/5/3 4:5/5/3 5:0/4/1 6:0/4/3 7:0/3/3 8:0/3/2 9:0/1/3

Subtype  Description
Cre, Acd Orb deals 103 acid damage.

Inscribes a personal rune (visble or ivisbl).
Creates torches or other ights

Detects spells and magic items within 60 ft.

Detects poison in one creature or smal object.

Dazzs one creature (-1 on attack roks)

Object shines ke a torch

5 pound tekekinesis

Makes minor repairs on an object.

Whispered conversation at a distance.

Opens or closes smal or ight things

Performs minor tricks.

Ray deals 103 cold damage

Read scrols and spelbooks.

Subject gains +1 on saving throws.

luminate al creatures in 10 ft radius, deal damage to ight-sensitive creatures.
Reveals undead within 60 ft

Exst comfortably in hot or cold environments.

Objects or creatures fal siowy.

Makes 10 ft square or one object sippery.

Determines properties of magic item.

30 ft ine of steam deals 104 fie damage/level (max 5D4).

1D4+1 damage; +1 missie per two levels above 1st (max 5).

++2 to AC and saves, counter mind control, hedge out elementals and outsiders.
Invisble disc gives +4 to AC, blocks magic missies.

Entangles and immobizes creatures i affected area.

Sum, varies Cals extraplnar creature to fight for you.

++20 on your next attack rol
Binds creatures, outines nvishle creatures.

Blows away or knocks down smaller creatures.

Opens locked or magicaly sealed door.

Senses direction toward object (specifc or type)

Ranged touch attack deals 4D6 fie damage, +1 ray/four levels (max 3).
Sonic vbration damages objects or crystaline creatures.

Sum, varies Cals extraplnar creature to fight for you.

Fils 20 ft radius spread with sticky spiderwebs.
Cloud deals 106 acid damage/round, binds creatures.

Cancels magical spell and effects

20' Radus spread deals 1d6/kevel (10d6 max) fire damage.

Subject fies at speed of 60 ft.

Absorb 12 points/level of damage from one kind of energy

20' Radus spread deals 1d6/kevel (10d6 max) electricty damage.

One subject/level takes only one action/round, -1 to AC, Reflex saves, and attack rols

Sum, varies Cals extraplnar creature to fight for you.

Subjects can breathe underwater.

Tentacks grapple al within 20 ft spread.

Teleports you short distance

Bars movement.

Stops 1st through 3rd level spel effects.

Wizard only. Prepares extra spels or retains one just cast.

Cre, For  Globe of force deals 1D6/level damage (max 10D6)

Force globe protects but traps one subject.
Creatures ignore damage from specified energy type.
Blocks vision and sows movement.

Sum, varies Calk extraplanar creature to fight for you

Fir

Deals 2D4 fire dam. to 10ft and 1D4 to 20 ft. Moving thru wal deals 2D6 damage -+1/kevel

Cre, B Line of electricty arcs between two creatures (106/kevel damage).

As Blnk except; 50% miss chance on mekee & targeted spels, half damage on area attacks.
Frees subjects from enchantments, alterations, curses, and petrfication.

Kils 3 HD or less; 4-6 HD save or die; 6+ HD take Con damage.

16/kevel cold damage (15D6 max)

Forces a creature to return to its native plane.

Transports you once, at wil as if by Greater Teleport, to inscribed rune (Lasts 24 hours)
Subject takes fie damage, might be sickened. Fort Save.

Transform into bok of ightning, damaging foes (15D6 max) and transporting seff 60'

Hides expensive chest on Ethereal Plane; you retrieve it at wil

Sum, varies Cals extraplnar creature to fight for you.

Cre, Acd 10" Radius burst deals 1d4/level (1504 max) acid damage in

For

Link lets alles communicate.

Instantly transports you as far as 100 mies/kevel.

Transforms two 10 ft cubes per level.

#, 6d4 in 2", 3d4 in 3 round.

Wal s immune to damage.

Cre, Acd  Fog deals acid damage

Negates magic within 10 ft.

Sets trigger condition for another spel.

Makes one creature or object vanish.

As dispel magc, but +20 on check

Hand pushes creatures away.

Eruption of fire deals 106 damage per caster level each round for 3 rounds.
Creatures can't approach you.

Sum, varies _Calk extraplnar creature to fight for you

Teleport one creature/3 leveks a short dstance.
Lets you see al things as they realy are.

30 hp/four levels; can topple onto foes.

Subject loses al magical povers.

1D6/kvel fire damage (20d6 max); you can postpone biast for 5 rounds.
Cube or cage of force imprisons al inside

Floating magic biade strikes opponents,

As many as eight subjects travel to another peane

Rays hit subjects with variety of effects.

Objects and creatures fal upward,

Sum, varies Calks extraplnar creature to fight for you

Tel
Cre, Fir

Page 1

As teleport, but no range imit and no off-target arrval
Cloud deals 4D6 fire damage/round.

You gain insight bonus on singe attack rol, check, or save.
Plane shit accurately to your desred destination.

Wals colours have array of effects

Binds al within 10 ft, deals 6D6 damage.

tegrates subjects

Source

RoDR



Beguiler Spells

CL 17

Beguiler Spells

Spells/Day (Beg/Wiz/Conj) = 0:6/4 1:8/5/3 2:8/5/3 3:7/5/3 4:5/5/3 5:0/4/1 6:0/4/3 7:0/3/3 8:0/3/2 9:0/1/3

Known

ESP

ESP

ESP

ESP
ESP

Lvl Gained

Mem'd

Spell Lvi
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Name
Dancing Lights
Daze

Detect Magic
Ghost Sound
Message
Open/Close

Read Magic

Charm Person
Colour Spray
Comprehend Languages
Detect Secret Doors
Disguise Self
Expeditious Retreat
Feather Fal
Hypnotism

Mage Armour
Obscuring Mist
Rouse

sient Image

Seep

True Strie
Undetectable Aignment
Wheim

Binding Colour Surge
Blur

Daze Monster
Detect Thoughts
Fog Cloud
Gltterdust
Hypnotic Pattern
Invisbity

Knock

Minor Image

Mirror Image
Misdirection

See Invisibity
sience

Spider Cimb

Stay the Hand
Touch of Idiocy
Vertigo

Wheiming Blast
Arcane Sight
Clairaudience/Clairvoyance
Crown of Veis
Deep Sumber
Dispel Magic
Displacement

Fiy

Glbness

Halt

Haste

Hesitate

Hold Person
Inevitable Defeat
Invisbiity Sphere
Legon of Sentiels
Major Image
Nondetection

Sow

Suggestion
Vertigo Field
Zone of Sience
Charm Monste
Confusion
Crushing Despai

Dimension Doo

Dimensional A
Freedom of Movement

Invisbity

Locate Creature
Mirror Image, Greater
Phantom Battle
Rainbow Pattern

Sold Fog

Vheim, Mass

School Subtype
Eve Lig
Enc Cmp, Min
Div ni
1] Fig
Tm Lan
™ ni
Div ni
Enc chm, Min
1] Pat, Min
Div ni
Div ni
1] =
™ ni
™ ni
Enc Cmp, Min
cnj Cre, For
cnj cre
Enc Cmp, Min
1] Fig
Enc Cmp, Min
Div ni
Abj ni
Enc Cmp, Min
1] Gl
1] Gl
Enc Cmp, Min
Dv Min
cnj cre
cnj cre
L} Pat, Min
1] Gl
Tm ni
1 Fig
1 Fig
1] Gl
D ni
1] Gl
Tm ni
Enc Chm. Min
Enc Cmp, Min
n Pha, Fea, Min
Enc Cmp, Min
D ni
Div Scy
1 Fig
Enc Cmp, Min
Abj ni
1l Gl
Tm ni
Tm ni
Tm ni
Tm ni
Enc Cmp, Min
Enc Cmp, Min
Enc Cmp, Min
1] Gl
1] shd
[l Fig
Abj ni
Tm ni
Enc Cmp, Lan, Min
L} Pat
1l Gl
Enc Chm, Min
Enc Ccmp, Min
Enc Ccmp, Min
Cnj T
Abj ni
Abj ni
n Gla
Div ni
1} Fig
1l Fig
n Pat, Min
cnj cre
Enc Ccmp, Min

Page |

Source
Creates torches or other ghts. PHB
Humanoid creature of 4 HD or less loses next action. PHB
Detects spels and magic items within 60 ft. PHB
Figment sounds. PHB
Whispered conversation at a distance. PHB
Opens or closes small or fght things. PHB
Read scrols and spelbooks. PHB
Makes one person your friend. PHB
Knocks unconscious, binds, and/or stuns weak creatures. PHB
You understand al spoken and written languages. PHB
Reveals hidden doors within 60 ft. PHB
Changes your appearance. PHB
Your speed increases by 30 ft. PHB
Objects or creatures fal sowy. PHB
Fascinates 2D4 HD of creatures. PHB
Gives subject +4 armor bonus. PHB
Fog surrounds you. PHB
Awakens creatures in area. PHB2
Creates minor ilusion of your design. PHB
Puts 4 HD of ceatures into a magical simber. PHB
++20 on your next attack rol PHB
Conceals alignment for 24 hours. PHB
Deal 106 nonlethal damage +1D6/2 levels above 1st (max 5D6). PHB2
Bind subject for 1 round, gain nvisbity. PHB2
Attacks miss subject 20% of the time. PHB
Living creature of 6 HD or less loses next action. PHB
Alows "lstening” to surface thoughts. PHB
Fog obscures vision. PHB
Blnds creatures, outines invisbale creatures. PHB
Fascinates (2D4 + level) HD of creatures. PHB
Subject i invisble for 1 min./level or unti it attacks. PHB
Opens locked or magicaly sealed door. PHB
As sient image, plus some sound. PHB
Creates decoy dupicates of you (104 + 1 per three levels, max 8). PHB
Miskeads divinations for one creature or object. PHB
Reveals invisble creatures or objects PHB
Negates sound in 20 ft radius. PHB
Grants abilty to wak on wals and ceings PHB
Immedate spel, change subject creature's attitude to helpful for 1 round. PHB2
Subject takes 1d6 points of Int, Wis, and Cha damage PHB
Subject creature must succeed on a DC 10 Balance check to move each round. PHB2
15 ft cone deals 106 nonlethal damage/2 levels (max 5D6). PHB2
Magical auras become visible to you. PHB
Hear or see at a distance for 1 min./level PHB
Gain +2 to Disguise and Hide, dicharge to gain +8. PHB2
Puts 10 HD of creatures to skeep. PHB
Cancels magical spels and effects PHB
Attacks miss subject 50%. PHB
Subject fies at speed of 60 ft PHB
You gain +30 bonus on BUuff checks, and your lies can escape magical discemment PHB
Immediate spel, subject's feet become stuck to ground PHB2
One creature/level moves faster, +1 on attack roks, AC, and Reflex saves. PHB
Immedite spel, force subject to lose actions. PHB2
Paralyzes one humanoid for 1 round/evel. PHB
Subject takes 3D6 nonlethal damage/round. PHB2
Makes everyone within 10 ft invisble PHB
Ghostly swordsmen threaten a 10 ft radius, deal 108 damage +1/3 levels (max +5) PHB2
As sient image, plus sound, smel, and thermal effects. PHB
Hides subject from divination, scrying. PHB2
One subject/level takes only one action/round, -1 to AC, Reflex saves, and attack rols PHB
Compels subject to folow stated course of action. PHB
Creatures have 20% miss chance and possbly become nauseated. PHB2
Keeps from overhearing PHB
Makes monster beleve it & your aly PHB
Subjects behave oddly for 1 round/kevel PHB
Subjects take -2 on attack rols, damage rols, saves, and checks. PHB
Teleports you short ditan PHB
Bars extradimensional movement. PHB
Subject moves normally despite impediments. PHB
As invisbity, but subject can attack and stay invisble PHB
Indicates direction to familiar creature. PHB
As miror image, but gain an additonal image each round. PHB2
llusion of batte flanks creatures and denies attacks of opportunity PHB2

4 HD of ct

ures

Lights fasciate

Blocks vision and slows mover

nt.

1D6 nonlethal damage/level (max 10D6) to 1 creature/kevel




