
The Summoner Invented by Kogrek 

 

The Summoner is one who is not usually quite so sure of there physical abilities. Usually the small boy in the town that 

has been constantly picked on and is now seeking revenge is a Summoner. Though this is not always the case. A young 

girl could sit and watch her town be destroyed and decide that she no longer wants this to happen anywhere, thus she 

turns to this class so she may receive aid in her quest to stop such attacks. 

Summoners are often people who were left alone. The King’s son is not likely to become a Summoner. A lonely child 

whose friends and parents ignore him may become a Summoner. Once again though this may not be the case, maybe a 

king’s son is jealous of his older brothers who will rule the kingdom and cannot possibly stand to hold up against them 

physically. 

 

Adventures: 
Summoners often adventure to find a place where they feel accepted. Though they usually settle down when they near 

middle age, Summoners rarely stay in one place in their prime. Summoners usually try to pass on some of their skill to 

their offspring, but only if their offspring seem to be interested. If their children are not interested in learning the ways of 

the Summoner, then they simply search until they find a pupil who is. Of course some may travel hired by a king or guild 

just to be a simple mediator, due to their diplomatic way of life. Of course should someone not be persuaded by their 

words, they usually don’t mind persuasion with brute force. 

 

Characteristics: 
When a Summoner summons a creature it is a divine spell-like ability. As a Summoner grows in experience so does the 

creatures it is able to summon. Summoners tend to shy away from heavier weapons and armour, believing that all they 

really need are there summoned creatures to truly protect them. Summoners also seem to be more diplomatic then other 

classes as well. 

 

Alignment: 
Summoners may be of any alignment. Good Summoners may journey the lands trying to protect others. Chaotic 

Summoners may be wondering, selling their skills along the way to make a living. Evil Summoners tend to be bully like 

and take what they want simply because know one is able to stand up to there creatures. 

 

Races: 
Do to the way people view Half-elves, they are the most likely to become a Summoner because of the feeling that they 

do not blend in well with neither Humans nor Elves. Humans, Elves and Gnomes also often become this class. Dwarves 

because of their more civilized way of life rarely become this class. Halflings find this class much to unfitting for them, 

often preferring to become thieves instead. Half-Orcs almost never choose this class do to its non-brutish ways. 

 

Table: The Summoner 
 

Class Base Fort Ref Will  

Level Attack Bonus Save Save Save Special 
1

st
 +0 +0 +0 +2 Summon Ally 

2
nd

 +1 +0 +0 +3  

3
rd

 +1 +1 +1 +3  

4
th

 +2 +1 +1 +4  

5
th

  +2 +1 +1 +4  

6
th

 +3 +2 +2 +5  

7
th

  +3 +2 +2 +5  

8
th

 +4 +2 +2 +6 Summon Lesser Planar Ally 

9
th

 +4 +3 +3 +6  

10
th

 +5 +3 +3 +7  

11
th

 +5 +3 +3 +7  

12
th

 +6/+1 +4 +4 +8 Summon Planar Ally 

13
th

 +6/+1 +4 +4 +8  

14
th

 +7/+2 +5 +5 +9  

15
th

 +7/+2 +5 +5 +9  

16
th

 +8/+3 +5 +5 +10 Summon Greater Planar Ally 

17
th

 +8/+3 +5 +5 +10  

18
th

 +9/+4 +6 +6 +11  

19
th

 +9/+4 +6 +6 +11  

20
th

 +10/+5 +6 +6 +12 Change Type 

 



Table: Summoner Summoning and Spells 
 

Class Summoning Attempts Spells per Day 

Level 1 2 3 4 5 6 7 8 9 1
st
  2

nd
  3

rd
  4

th
  

1
st
 2 - - - - - - - - 0 - - - 

2
nd

 3 1 - - - - - - - 0 - - - 

3
rd

 4 2 1 - - - - - - 0 - - - 

4
th

 5 3 2 - - - - - - 0 - - - 

5
th

  5 4 3 1 - - - - - 0 0 - - 

6
th

 5 5 4 2 - - - - - 1 0 - - 

7
th

  5 5 5 3 1 - - - - 1 0 - - 

8
th

 5 5 5 4 2 - - - - 1 0 0 - 

9
th

 5 5 5 5 3 1 - - - 1 0 0 - 

10
th

 5 5 5 5 4 2 - - - 1 1 0 - 

11
th

 5 5 5 5 5 3 1 - - 2 1 0 - 

12
th

 5 5 5 5 5 4 2 - - 2 1 0 0 

13
th

 5 5 5 5 5 5 3 1 - 2 1 1 0 

14
th

 5 5 5 5 5 5 4 2 - 2 1 1 0 

15
th

 5 5 5 5 5 5 5 3 1 2 2 1 0 

16
th

 5 5 5 5 5 5 5 4 2 3 2 1 0 

17
th

 5 5 5 5 5 5 5 5 3 3 2 1 1 

18
th

 5 5 5 5 5 5 5 5 4 3 2 2 1 

19
th

 5 5 5 5 5 5 5 5 5 3 2 2 1 

20
th

 5 5 5 5 5 5 5 5 5 3 3 2 1 

 

Summoning Table 
This Table indicates how often a Summoner may summon a creature. The creatures are chosen from the relevant level 

within on the Summoning Table. For instance a 1
st
 Level Summoner has two summoning attempts from the level 1 

summoning table. This ability increases at every level so at 2
nd

 Level a Summoner may summon three level 1 creatures, 

and one level 2 summoned creature. 

For more details on summoning see the Summoning in the Class Features below. 

 

Game Rule Information 
Summoners have the following game statistics. 

 
Abilities: Wisdom determines how great a creature, and how many monsters a Summoner is able to summon. To 

summon a creature a Summoner must have 10 + the creatures equivalent spell level. A Summoner gets bonus summons 

based on wisdom. Since Summoners wear light armour dexterity is good to improve their defence. Constitution is also a 

good statistic for the Summoner to possess due to their low hit points. Charisma also helps a Summoner by allowing him 

to avoid conflict.  

Alignment: Any. Summoners usually become the alignment of the person who taught them their skills. 

Hit Die: d4 

 

Class Skills 
The Summoners class skills and their key abilities are Concentration (Con), Diplomacy (Cha), Forgery (Int), Gather 

Information (Cha), Hide (Dex), Innuendo (Wis), Listen (Wis)Read Lips (Int), Sense Motive (Wis), and Speak Language 

 

Skill points at 1st level : (4 +Int modifier) x4 

Skill points at each additional level: 4+ Int Modifier 

 

Class Features 
All of the following are the class features of the Summoner. 

 
Weapon and Armour Proficiency: Summoners are proficient with all simple weapons. They do not believe that they 

will need anything other than these. Summoners are proficient with light armour. Due to the agility needed to work with 

the creatures they summon and the likelihood of their spells failing they do not learn to use medium or heavy armour. 

They are not skilled in the use of any shields. 

Note that wearing armour heavier than leather imposes a penalty to the ranger skills Climb, Hide, Jump, and Move 

Silently. Swim checks also suffer a –1 penalty for every 5 lbs. of armour or equipment carried. 

The Summoner suffer spell failure in armour as any normal arcane caster. 

 

Spells: Summoning creatures is a dangerous business and the Summoner often needs to protect themselves from the 

creature that they have summoned. As a result they learn to cast certain spells to aid that protection. The Summoner 

needs a Wisdom of 10+spell level to cast a spell of a specific level. The Summoner prepares spells at the start of the day 

just as a Wizard does. 



Table Summoner Spell List 
 

1
st
 level 2

nd
 level 

Detect Magic, Mage Hand, 

Mending, Open/Close, 

Message, Protection from 

Chaos/Evil/Good/Law, Unseen 

Servant, Locate Object 

Magic Circle against 

Chaos/Evil/Good/ Law, 

Suggestion, Scare, Enthrall, 

Tongues, Speak with Animals, 

Sanctuary, Repel Vermin 

3
rd

 level 4
th

 level 
Charm Monster, Dispel Magic, 

Fear, Lesser Geas, Phantom 

Steed, Remove Curse, Scrying, 

Comprehend Languages, 

Forbiddance 

Break Enchantment, Detect 

Scrying, Dismissal, Hold 

Monster, Locate Creature, 

Repulsion, Geas/Quest, Planar 

Binding 
 
Summon Ally(Ex): This spell like ability which duplicates the summoning abilities of other spell casting classes like 

Wizards. 

This ability summons one or more summoned ally, to aid the Summoner. No two of which can be more than 30ft apart 

when they appear, either extra planar or natural. The creature appears on the turn the ability is used and immediately try 

to aid the caster. If the Summoner can communicate with the summoned creature it will follow their wishes otherwise it 

will attack the Summoner’s enemies, immediately. 

Summoned creatures act normally on the last round of the spell and disappear at the end of their turn. 

Choose a monster from the appropriate level from the Summon Ally Table below that the Summoner has access to. 

Access to the higher level creatures means that you can summon a number of other creature from the a lower level. 

Using a higher level summoning to summon creatures from the list one level lower, summons 1d3 creatures, two levels 

lower summons 1d4+1 creatures. 

For example; a Summoner with one Level 3 summoning attempt, can use it to summon one Level 3 creature, or 1-3 

Level 2 or 2-5 Level 1 using the Level 3 summoning attempt. 

Using this ability takes a full round and the creature summoned stays for 1round/summoner level. This is a spell like 

ability and the Summoner can be disturbed during the Summoning just like a normal spell caster. 

Note: Summoners are limited to summoning creatures whose alignment does not compromise their own. Anyone can call 

Neutral creatures but only evil Summoners can call evil creatures and vice versa for good. The Law Chaos axis has no 

effect on this. If the Summoner is to summon a creature from an opposed alignment they must be protected from the 

creature by spell, and be able to compel it to obey them, otherwise it attacks the Summoner. 

In addition the Summoner must have a high enough wisdom to control the summoned creature. For example Linska has 

14 wisdom, thus she is able to only summon creatures up to Summon Ally Level 4. Although Linska may receive the 

ability to summon a creature higher then level 4, after summoning it she would not be able to control it, it would do 

whatever it wants. 

If opposed or neutral it will undoubtedly attack the Summoner unless they are protected, if not opposed it may or may 

not aid the Summoner dependant on it’s own goal and aims. 

 

Summon Planar Being: By using this ability, the Summoner request the presence of an send you an elemental or 

outsider sharing the Summoners your philosophical alignment. If the name of a specific individual is known then the 

Summoner may request that individual by speaking the name during the summoning (though a different creature may 

appear anyway). 

The Summoner may ask the creature to perform one task for the Summoner, and the creature may request some service 

in return. The more demanding the Summoner request, the greater return favor the creature asks for. This bargaining 

takes at least 1 round, so any actions by the creature begin in the round after it arrives. If the character agrees to the 

service, the creature performs the task the requested, reports back to the Summoner afterward (if possible), and returns to 

its home plane. The Summoner is honor bound to perform the return favor. A creature may accept some form of 

payment, such as a magic item, in return for its service. The creature may keep it or may deliver the item to another 

member of the character’s religion somewhere else, where it can help the religion’s cause. Note: When you use a calling 

spell that calls an air, chaotic, earth, evil, fire, good, lawful, or water creature, it is a spell of that type. For example, 

lesser planar ally is a fire spell when it calls a fire elemental. 

Using a Lesser Planar Ally calls a Planar Being of up to 8HD and uses up one of the Level 7 Summoning but can only be 

done once per day. 

Using Planar Ally calls a Planar Being of up to 16HD and using up one of the Level 8 Summoning but can only be done 

once per day. 

Using Greater Planar Ally calls a Planar Being of up to 24HD and using up one of the Level 9 Summoning but can only 

be done once per day. 



Unihorn: The Unihorn is a semi-sentient horn that starts to grow from the Summoner’s forehead. The unihorn starts at 2 

inches and grows at a half inch per level.. It is aware and grows in experience with the Summoner, gaining powers as a 

familiar would. 

 

 

The Unihorn 
The Unihorn of a Summoner when removed from them can be used for a number of purposes and as such are in great 

demand. A detached horn can be made into a wand using the appropriate Craft Wand feat, what sets it apart from other 

wands is that it does not need to have other magics cast on it to make it magical. Without using this feat the horn is a one 

use magical wand allowing the user to summon one creature that the Summoner from which it came from and then it 

returns to dust. 

For example Linska the 15
th

 level Summoner accidentally causes the death of someone she loves by summoning a 

creature to powerful for her to control, she decides to leave her ways behind, thus when her unihorn falls off, it may be 

used to summon a creature of up to Summon Monster/Natures Ally IX, but disappears as soon as the ability is used. 

A horn which has been stabilised by the use of the Craft Wand feat is a little more powerful. The wand can be used to 

make a wand of monster summoning X (Where X is equal to the ability to summon that the Summoner had ie 10
th

 Level 

Summoner’s Horn can be used to Natures Ally or Monster summon 5 so the wand is Wand of Summoning V). The Wand 

has a number of charges equal to 10 X Summoner Level on creation and a Caster Level equal to that of the Summoner it 

came from, but it may not be recharged. 

 

Feat: Create Wand Caster Level: Equal to the Summoner’s Level. Cost: 200gp/Summoner Level. 

 

 

Table: Unihorn Game Statistics 
 

Master Class Intelligence Special 

Level:   

1-2 +6 Empathic Link 

3-4 +7 30ft. Blind Sight 

5-6 +8 +10 Summon Time 

7-8 +9  

9-10 +10  

11-12 +11 +20 Summon Time 

13-14 +12 60ft. Blind Sight 

15-16 +13  

17-18 +14 +30 Summon Time 

19-20 +15  

 

Empathic Link: This ability allows the Summoner to communicate telepathically with his unihorn. 

Blind Sight: This ability allows the unihorn to see what is happening around it, and its master. This is a super-natural 

ability. 

Summon Time: This ability allows a Summoner’s creatures to last longer after being summoned. For every bonus the 

unihorn receives it allows the Summoners creatures to last that many minutes longer. For example Linska a 5th level 

Summoner is able to have her creatures last an extra 10 minutes. 

Change Type: The Summoner’s exposure to and manipulation of planar energies changes them over time and they 

eventually become a magical creature. The are forevermore treated as an outsider (extraplanar creature) rather than as a 

humanoid. For instance, charm person does not affect them. This ability works much the same way a monks perfect self 

ability works. 

 

Ex-Summoners 
Summoning is a vocation and a way of life as such Summoners are limited in their choices when multiclassing. Should a 

Summoner voluntarily give up the class they may never return to it. Ex-Summoners lose all abilities they gained in the 

Summoner class and the Unihorn which has been part of their life for so long drops off. 



Table Summoning Table 
 

Creature and Level Alignment  Creature and Level Alignment  Creature and Level Alignment 

1
st
 Level   3

rd
 Level   4

th
 Level  

Badger N  Ape N  Arrowhawk, Small N 

Celestial Badger CG  Azer LN  Assassin Vine NE 

Celestial Dog LG  Bear, Black N  Celestial Lion CG 

Dire Rat N  Bison N  Dire Ape N 

Dog N  Boar N  Dire Wolf N 

Fiendish Dire Rat LE  Celestial Bear, Black LG  Fiendish Dire Ape LE 

Fiendish Hawk CE  Celestial Bison NG  Fiendish Dire Wolf LE 

Hawk N  Celestial Dire Badger CG  Fiendish Viper, 

Medium-Size Snake 

CE 

Viper, Tiny N  Crocodile N  Giant Eagle CG 

   Dire Badger N  Giant Owl NG 

Creature and Level Alignment  Dire Bat N  Grig Sprite 

Without Pipes 

NG 

2
nd

 Level   Dire Weasel N  Hell Hound LE 

Celestial Eagle CG  Dretch CE  Howler CE 

Eagle N  Elemental, Small N  Imp LE 

Fiendish Hyena 

(Treat as Wolf) 

CE  Fiendish Boar NE  Lantern Archon LG 

Fiendish Octopus CE  Fiendish Crocodile CE  Lion N 

Fiendish Shark, 

Medium-Size 

NE  Fiendish Dire Bat NE  Magmin CN 

Fiendish Squid LE  Fiendish Dire Weasel LE  Phantom Fungus N 

Fiendish Viper, Tiny CE  Fiendish Gorilla LE  Tojanida, Small N 

Fiendish Wolf LE  Fiendish Leopard CE  Varguouille NE 

Formian Worker LN  Fiendish Lizard, Giant NE  Viper, Large N 

Hyena 

(Treat as Wolf) 

N  Fiendish Shark, Large NE  Xorn, Small N 

Lemure LE  Fiendish Snake, 

Constrictor 

LE  

Octopus N  Fiendish Viper, 

Medium-Size 

CE  

Shark, Medium-Size N  Fiendish Wolverine CE  

Squid N  Leopard N  

Viper, Small N  Lizard, Giant N  

Wolf N  Salamander, Small NE  

   Satyr Without Pipes N  

   Shark, Large N  

   Snake, Constrictor N  

   Thoqqua N  

   Triton NG  

   Viper, Medium-Size N  

   Wolverine N  

 



 

Creature and Level Alignment  Creature and Level Alignment  Creature and Level Alignment 

5
th

 Level   6
th

 Level   8
th

 Level  

Achaierai LE  Barbazu LE  Barghest, 

Medium-Size 

LE 

Arrowhawk, 

Medium-Size 

N  Belker NE  Cornugon LE 

Bear, Brown N  Bezekira LE  Elemental, Greater N 

Celestial Bear, Brown LG  Celestial Dire Bear LG  Fiendish Squid, 

Giant 

LE 

Celestial Dire Lion CG  Celestial Unicorn CG  Formian Taskmaster 

(Alone) 

LN 

Celestial Orca, Whale NG  Chaos Beast CN  Janni (Genie) N 

Celestial Pegasus CG  Dire Bear N  Lillend CG 

Dire Boar N  Elemental, Large N  Salamander, Large NG 

Dire Lion N  Erinyes LE  Squid, Giant N 

Dire Wolverine N  Fiendish Viper,  

Huge Snake 

CE  Succubus CE 

Elemental, 

Medium-Size 

N  Kyton LE    

Fiendish Dire Boar NE  Rast N  Creature and Level Alignment 
Fiendish Dire 

Wolverine 

CE  Shambling Mound N  9
th

 Level  

Fiendish Giant 

Crocodile 

CE  Slaad, Red CN  Astral Deva NG 

Fiendish Girallon CE  Tendriculos N  Barghest, Large LE 

Fiendish Rhinoceros NE  Unicorn CG  Couatl LG 

Fiendish Shark NE  Xorn, Medium-Size N  Elemental, Elder N 

Fiendish Snake, Giant 

Constrictor 

LE     Elemental, Greater N 

Fiendish Tiger CE  Creature and Level Alignment  Gelugon LE 

Fiendish Viper CE  7
th

 Level   Ghaele Eladrin CG 

Formian Warrior LN  Arrowhawk, Large N  Lammasu LG 

Giant Crocodile N  Avoral Guardinal NG  Night Hag NE 

Hound Archon LG  Bebilith CE  Nightmare NE 

Mephit, Any N  Celestial Elephant NG  Rakshasa LE 

Quasit CE  Dire Tiger N  Salamander, Large NE 

Rhinoceros N  Djinni CG  Squid, Giant N 

Salamander, 

Medium-Size 

NE  Elemental, Huge N  Vrock CE 

Satyr (With Pipes) N  Elephant N  Xill LE 

Shadow Mastiff NE  Fiendish Dire Tiger CE  

Shark, Large N  Fiendish Octopus, 

Giant 

CE  

Snake, Giant 

Constrictor 

N  Hamatula LE  

Tiger N  Invisible Stalker N  

Tojanida, 

Medium-Size 

N  Octopus, Giant N  

Viper, Huge N  Osyluth LE  

Whale, Orca N  Pixie 

Can’t Cast Otto’s 

Irresistible Dance 

NG  

Yeth Hound NE  Ravid (Alone) N  

   Slaad, Blue CN  

   Tojanida, Large N  

   Treant NG  

   Xorn, Large N  

 


