
Quintessant - Base Class

For most, magic is a matter of arduous study or unbreakable faith. Yet there are those rare few 

who see magic as a factor of both intense study and irrefutable faith in themselves, those who see 

magic not as a tool but as something they must make part of themselves.

A quintessant uses her mind and body in conjunction to become magic itself. A quintessant does

not have a great deal in the way of spells known, but makes up for it in the broad array of abilities she 

has regarding all other forms of magic.

Game Rule Information
Abilities: Constitution is the primary attribute of a quintessant. It determines how high level 

spells she can cast and how many hit points she has for casting them. A high Strength score is also 

helpful as quintessants often end up carrying around an awful lot of stuff.

Alignment: Any

Hit Die: d4

Class Skills: Concentration, Craft, Knowledge (arcana), Perform, Profession, and Use Magic 

Device

Skill Points: 2+Int modifier (x4 at 1st level)

Weapon and Armor Proficiency: Quintessants are proficient with no armors nor shields and 

only proficient with the club, dagger, and staff.

Spells: A quintessant draws her spells from the Sorcerer/Wizard list. To learn or cast a spell, a 

quintessant must have a Constitution score equal to at least 10 + the spell level. The Difficulty Class for

a saving throw against a quintessant's spell is 10 + the spell level + the quintessant's Constitution 

modifier.

Spells Known: Quintessants are very limited in their intrinsic spell knowledge according to the 

chart below.

Level 0 1 2 3 4 5 6 7 8 9

1 1 - - - - - - - - -

2 2 1 - - - - - - - -

3 2 2 - - - - - - - -

4 3 2 1 - - - - - - -

5 3 2 2 - - - - - - -

6 4 2 2 1 - - - - - -

7 4 2 2 2 - - - - - -

8 4 3 2 2 1 - - - - -

9 4 3 2 2 2 - - - - -

10 4 3 3 2 2 1 - - - -

11 4 3 3 2 2 2 - - - -

12 4 3 3 3 2 2 1 - - -

13 4 3 3 3 2 2 2 - - -

14 4 3 3 3 3 2 2 1 - -

15 4 3 3 3 3 2 2 2 - -

16 4 3 3 3 3 3 2 2 1 -

17 4 3 3 3 3 3 2 2 2 -

18 4 3 3 3 3 3 3 2 2 1

19 4 3 3 3 3 3 3 2 2 2

20 4 3 3 3 3 3 3 3 2 2



Spells per Day: Unlike other spellcasting classes a quintessant has no specific allocation of 

spells she can cast per day. Instead the quintessant uses her very own flesh and soul to power her magic

resulting in the loss of hit points for every spell cast at a rate of twice the level of the spell being cast (0

level spells cost 1 hit point). It should be very easy to see how dangerous this path is, especially when 

casting higher level spells. But, so long as the quintessant has hit points, she can cast as many spells of 

whatever level she likes.

Union with Magic: While a quintessant is hampered by limited spell knowledge, they excel in 

using other forms of magic. As a quintessant advances in level they may use their hit points to power 

arcane magic items instead of using charges or expending single use items.

In order to use a magic item in this fashion the quintessant merely activates the item as normal 

(shouting command words, reading scrolls, pressing studs, etc.) and then expends a number of hit 

points equal to twice the level of the spell involved. If the effect does not have a spell level, then the hit

point cost is equal to the caster level of the item.

The level of spells the quintessant can cast is irrelevant to this process. Technically a level 1 

quintessant could use this ability to activate a 9th level spell scroll, however the effort would kill the 

character in question.

The Quintessant

Level Base Attack Bonus Fort Save Ref Save Will Save Special

1 +0 +2 +0 +2 Union with Magic: Scrolls

2 +1 +3 +0 +3

3 +1 +3 +1 +3 Union with Magic: Potions

4 +2 +4 +1 +4

5 +2 +4 +1 +4 Union with Magic: Wands

6 +3 +5 +2 +5

7 +3 +5 +2 +5
Union with Magic: Wondrous

Items

8 +4 +6 +2 +6

9 +4 +6 +3 +6 Union with Magic: Rods

10 +5 +7 +3 +7

11 +5 +7 +3 +7
Union with Magic: Arms and

Armor

12 +6/+1 +8 +4 +8

13 +6/+1 +8 +4 +8 Union with Magic: Staves

14 +7/+2 +9 +4 +9

15 +7/+2 +9 +5 +9 Union with Magic: Rings

16 +8/+3 +10 +5 +10

17 +8/+3 +10 +5 +10

18 +9/+4 +11 +6 +11

19 +9/+4 +11 +6 +11

20 +10/+5 +11 +6 +12

Ex-Quintessants
The path of the quintessant requires devotion to becoming one with magic and brooks no 

deviation. A quintessant who takes a level in another, non-prestige, class immediately loses all 

quintessant spells and abilities. Likewise anyone entering the quintessant class loses all prior class 

abilities.


