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Gaming License may be found at the end of 
this book. Open Content consists of rules-
related text only, and will be clearly marked 
“Open Content” at the bottom of the page.

Use of this product requires the use of the 
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Third Edition, published by Wizards of the 
Coast®. Dungeons & Dragons® and Wizards 
of the Coast® are Registered Trademarks 
of Wizards of the Coast, and are used 
with Permission. ‘d20 System’ and the ‘d20 
System’ logo are Trademarks owned by 
Wizards of the Coast and are used according 
to the terms of the d20 System License 

version 3.0.  A copy of this License can be 
found at www.wizards.com. 
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Product Identity: 
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identifying marks of Bad Axe Games, LLC., 
including but not limited to the Bad Axe 
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Grit”;
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Favor” except for its use within Section 15 of 
the Open Game License;

3. All artwork, illustration or graphic design 
including any text contained within such 
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Specialist Wizards
Elven wizards have been steeped in the lore 
of magic for centuries and their knowledge 
of the schools of magic surpasses that of any 
mortal arcanist. The elven Arcane Circle 
shows the relationship between the schools 
and their respective power.

There is no doubt that the various schools 
of magic are not equal in their power or 
application. While it is allowed under the 
core rules for the Divination specialist to 
choose Transmutation as his opposition 
school, it is far more likely that he will 
choose a less impactful school such as 
Necromancy. The following rules allow 
specialist wizards to balance out tougher 
choices in opposition schools with additional 
abilities.

However, some GMs may wish to limit 
access to these rules. In such a case, the 
following feat is recommended:

Greater School Specialization
[General]

You have learned the greater mysteries of the 
arcane circle, granting exceptional abilities 
for your specialty school of magic.

Prerequisites: specialist wizard level 1+

Benefit: You may benefit from the additional 
rules presented in this section.  A wizard 
who chooses this feat can access ever higher 
mysteries of his craft by deliberately 
forgoing more powerful opposition schools 
than is required. 

Special: At your GMs discretion, this feat 
may only be chosen at 1st level, during 

character creation, at the time you choose 
your specialist school and opposition 
school(s).

The Arcane Circle
The Arcane Circle is composed of a 
number of overlapping spheres. At the 
center are the two schools of the Lower 
Circle, Necromancy and Divination. 
Surrounding the Lower Circle are the 
spheres of the Middle Circle: Enchantment, 
Abjuration, and Illusion. Finally, the three 
most influential spheres of the Upper 
Circle— Transmutation, Evocation, and 
Conjuration— superimpose their power 
upon the Arcane Circle.

The Arcane Circle diagram shown below 
also shows the relative power of the schools. 
The Lower Circle schools have a value of 1, 
the Middle Circle schools have a value of 2, 
and the Upper Circle schools have a value 
of 4.

Lost Arcana

Specialist Wizards

Elven Schools of Magic— The Arcane Circle
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Opposition Schools
When you choose an opposition school, 
you must choose one or more schools whose 
value is equal to or greater than the value 
of your specialty school. Specialists of 
the Lower Circle may only choose a single 
opposition school. 

Specialists of the Middle Circle may choose 
one or two opposition schools, provided the 
total value of their opposition school(s) is 
equal to the value of their own school— 
i.e., 2 or more. Thus, they could choose 
both of the Lower Circle schools (valued at 
1 each), or they could choose an opposition 
school from their own circle or a higher 
circle and still meet the requirements. 

Specialists of the Upper Circle may choose 
one, two, or three opposition schools,  
provided the total value of those opposition 
schools is 4 or more.

Specialists may not learn or cast spells 
from their opposition schools, nor can they 
use any spell-completion or spell-trigger 
item containing a spell from an opposition 
school. Furthermore, if you are using the 
spell research rules from this book, they 
may not research a spell that contains any 
effects from an opposition school’s template.

Subtract the value of the wizard’s specialty 
school from the total value of his opposition 
schools. If the net difference is zero, the 
specialist gains only the usual benefits:

a)  the specialist can prepare one 
additional spell (of the school selected 
as a specialty) per spell level each day;

b)  the specialist gains a +2 bonus to 
Spellcraft checks to learn the spells 
of his chosen school. 

However, if the net difference is greater than 
zero, the specialist can “spend” the excess 
points to purchase one or more additional 
abilities, at the costs shown below:

1 Master’s Spellbook
 Saving Throw Bonus
 Heighten Spell

2 Extra Spell Slot
 +1 Caster Level

3 Spontaneous Casting
 Metamagic Mastery

No specialist may spend more than 6 points 
on abilities from this table without the 
benefit of School Mastery (see below).

Master’s Spellbook
Each time your wizard gains a level, 
you may add one additional spell to 
your spellbook. You may choose this 
option more than once to add more than 
one additional spell to your spellbook 
each time you gain a level. 

Saving Throw Bonus
You receive a +1 bonus to your saving 
throws vs. spells from your specialty 
school. You may choose this option up 
to three times, for a total bonus of +3.

Heighten Spell
You receive the Heighten Spell 
metamagic feat as a free ‘virtual’ feat 
that you may use when you prepare 
spells from your specialty school. You 
may choose this option only once.

Extra Spell Slot
You may prepare one extra spell (of 
any level) per day. This spell must be 
chosen from your specialty school; this 

Chapter 3: Lost Arcana
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bonus spell slot is in addition to the 
bonus spells that all specialists receive. 
You may choose this option more than 
once; each time you choose this option, 
you receive one extra specialty spell slot 
per day. However, you may not prepare 
more spells of a higher level than of 
any lower level slot. For example, a 9th 
level specialist with three bonus spell 
slots per day could prepare one bonus 
5th level spell and two bonus 4th level 
spells, but could not prepare two bonus 
5th level spells and only one bonus 4th 
level spell.

+1 Caster Level
All prepared spells you cast from your 
specialty school take effect at +1 caster 
level. You may choose this option only 
once.

Spontaneous Casting
You can “lose” a prepared spell to cast 
a specialty spell you have prepared in its 
place. The specialty spell is retained in 
its bonus spell slot and is cast from the 
other spell slot instead. You must lose a 
spell of a level equal to or higher than 
the spell you wish to cast. You may 
choose this option only once.

Metamagic Mastery
Reduce the metamagic “cost” of any 
prepared specialty spell by one spell 
level (thus, a Maximized spell which 
is normally prepared as a spell 3 levels 
higher may be prepared only 2 levels 
higher). This reduction applies only 
once per spell regardless of the number 
of metamagic feats you apply. You can 
not reduce the cost of any spell to less 
than +1 level. You may choose this 
option only once.

School Mastery
Normally, the number of opposition schools 
you may choose is limited by your specialty 
school: Lower Circle specialists may choose 
only one opposition school, Middle Circle 
specialists may choose one or two opposition 
schools, and Upper Circle specialists may 
choose up to three opposition schools. 

However, wizards who meet the secondary 
attribute requirements for their specialty 
school may choose one additional opposition 
school:

Specialty Secondary
 School Attribute

Necromancy Wis 13+
Divination Wis 13+
Enchantment Cha 13+
Abjuration Wis 13+
Illusion Dex 13+
Transmutation Dex 13+
Evocation Con 13+
Conjuration Con 13+

Specialists who choose additional opposition 
schools through school mastery may exceed 
the normal 6 point cap on purchasing new 
abilities. They may spend additional points 
equal to the attribute modifier from their 
secondary attribute.

If for any reason the specialist wizard 
suffers ability score damage or drain in 
his secondary attribute, he loses access to 
additional abilities (of his choice) until his 
secondary attribute is restored.

A subsequent increase in your secondary 
attribute does not grant access to additional 
benefits.

Specialist Wizards
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The following text is the property of Wizards of the Coast, Inc. and 
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All 
Rights Reserved.

1. Definitions: (a)“Contributors” means the copyright and/or 
trademark owners who have contributed Open Game Content; 
(b)“Derivative Material” means copyrighted material including 
derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, 
extension, upgrade, improvement, compilation, abridgment 
or other form in which an existing work may be recast, 
transformed or adapted; (c) “Distribute” means to reproduce, 
license, rent, lease, sell, broadcast, publicly display, transmit or 
otherwise distribute; (d)“Open Game Content” means the game 
mechanic and includes the methods, procedures, processes and 
routines to the extent such content does not embody the Product 
Identity and is an enhancement over the prior art and any 
additional content clearly identified as Open Game Content by 
the Contributor, and means any work covered by this License, 
including translations and derivative works under copyright law, 
but specifically excludes Product Identity. (e) “Product Identity” 
means product and product line names, logos and identifying 
marks including trade dress; artifacts; creatures characters; 
stories, storylines, plots, thematic elements, dialogue, incidents, 
language, artwork, symbols, designs, depictions, likenesses, 
formats, poses, concepts, themes and graphic, photographic and 
other visual or audio representations; names and descriptions of 
characters, spells, enchantments, personalities, teams, personas, 
likenesses and special abilities; places, locations, environments, 
creatures, equipment, magical or supernatural abilities or effects, 
logos, symbols, or graphic designs; and any other trademark or 
registered trademark clearly identified as Product identity by the 
owner of the Product Identity, and which specifically excludes 
the Open Game Content; (f) “Trademark” means the logos, 
names, mark, sign, motto, designs that are used by a Contributor 
to identify itself or its products or the associated products 
contributed to the Open Game License by the Contributor 
(g) “Use”, “Used” or “Using” means to use, Distribute, copy, 
edit, format, modify, translate and otherwise create Derivative 
Material of Open Game Content. (h) “You” or “Your” means the 
licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content 
that contains a notice indicating that the Open Game Content 
may only be Used under and in terms of this License. You must 
affix such a notice to any Open Game Content that you Use. No 
terms may be added to or subtracted from this License except 
as described by the License itself. No other terms or conditions 
may be applied to any Open Game Content distributed using 
this License.

3 Offer and Acceptance: By Using the Open Game Content You 
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use 
this License, the Contributors grant You a perpetual, worldwide, 
royalty-free, non-exclusive license with the exact terms of this 
License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, You 
represent that Your Contributions are Your original creation and/
or You have sufficient rights to grant the rights conveyed by this 
License.

6. Notice of License Copyright: You must update the 
COPYRIGHT NOTICE portion of this License to include the 

exact text of the COPYRIGHT NOTICE of any Open Game 
Content You are copying, modifying or distributing, and You 
must add the title, the copyright date, and the copyright holder’s 
name to the COPYRIGHT NOTICE of any original Open Game 
Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product 
Identity, including as an indication as to compatibility, except as 
expressly licensed in another, independent Agreement with the 
owner of each element of that Product Identity. You agree not 
to indicate compatibility or co-adaptability with any Trademark 
or Registered Trademark in conjunction with a work containing 
Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark or 
Registered Trademark. The use of any Product Identity in Open 
Game Content does not constitute a challenge to the ownership 
of that Product Identity. The owner of any Product Identity used 
in Open Game Content shall retain all rights, title and interest in 
and to that Product Identity.

8. Identification: If you distribute Open Game Content You 
must clearly indicate which portions of the work that you are 
distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may 
publish updated versions of this License. You may use any 
authorized version of this License to copy, modify and distribute 
any Open Game Content originally distributed under any 
version of this License.

10. Copy of this License: You MUST include a copy of this License 
with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the 
Open Game Content using the name of any Contributor unless 
You have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with 
any of the terms of this License with respect to some or all 
of the Open Game Content due to statute, judicial order, or 
governmental regulation then You may not Use any Open Game 
Material so affected.

13. Termination: This License will terminate automatically if You 
fail to comply with all terms herein and fail to cure such breach 
within 30 days of becoming aware of the breach. All sublicenses 
shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the 
extent necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the 
Coast, Inc. licensed for public use under the terms of the Open 
Game License v1.0a;

 System Reference Document Copyright 2000, Wizards of 
the Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip 
Williams, based on original material by E. Gary Gygax and 
Dave Arneson;

 Original Spell Name Compendium Copyright 2002 Clark 
Peterson; based on NPC-named spells from the Player’s 
Handbook that were renamed in the System Reference 
Document. The Compendium can be found on the legal page of 
www.necromancergames.com;
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