Castergun Rules

Shooting Gun
	Load a shell into gun. Roll 1d10. If higher than spell level increase misfire by 5. If not, shell is good. 
	Spell costs hit dice is spell is over caster’s level, following wizard spell chart. Spell slots = number of shells you can shot.
	1 Hit Dice per level of spell over, + previous level
	If out of Hit Dice, roll for health drain.
Caster Gun Levels
	The caster gun levels based upon number of shells fired out of it
		lvl 1 – 1 shell – Knows type of shell and proper target
		lvl 2 – 5 shells – Knows spell lvl.
lvl 3 – 10 shells – Gains sentience. Speaks to holder, reflects conscience of holder. Teaches holder how to make shells.
		lvl 4 – 25 shells – +1 attack rolls and damage dice.
[bookmark: _GoBack]lvl 5 – 50 shells – Can teach any spell all schools, up to lvl 5. absorb magic into an empty shell, DC acts like counterspell. +2
		lvl 6 – 75 shells - +3 attack rolls and damage dice, lvl 7 spells
lvl 7 – 100 shells – know every shell, can make any shell, can get any spell into a caster shell. +4 rolls and dice.
lvl 8 – 150 shells – any magic into shells, +5 rolls and dice.
Cost of shells
	If a merchant has castershells for sale. Their color grade determines cost. 
		Black – 50g
		Green – 250g
		Blue – 500g+
		Purple – 5,000+
		Dark Purple – 25,000+
		Golden – 50,000g+
