THE ANCHORITE

*This pre-d20 Ravenloft sheet assumes that the players using the Anchorite class have read both the “Anchorite” entry in Domains of Dread, which details general information on the Church of Ezra, and the non-canon article “Anchors of Faith” in the Kargatane’s Book of Secrets netbook, which is more in-depth in explaining the Church and which also introduces the new Nevuchar Springs sect.

All over the Dark Domains of Ravenloft, there walk clerics called Anchorites, they who find their place in the Grand Scheme of Things. They do their duties in the name of Ezra, she who is Our Guardian in the Mists.

Adventures: The anchorite wanders the regions of the Dark Demiplane, healing the sick, providing refuge and generally spreading the word of the mysterious entity known as Ezra. 

Characteristics: Though anchorites are basically clerics, their powers stem from the entity known only as Ezra, whose identity is unclear. If for some reason the anchorite leaves Ravenloft, the anchorite loses all of her powers and abilities.

Alignment: The four sects do Ezra’s bidding in different ways: the Home Church of Levkarest (Borca) spreads Ezra’s doctrine through any means possible, even going so near as to creating as many connections with the famous, the rich and the elite (but rarely by force). The Mordentshire (Mordent) sect anchorites do their work by actively seeking the evil “Legions of the Night” and doing their best to bring them “back into the light.” The Port-a-Lucine (Dementlieu) anchorites focus their activities more on esoteric research into the divinity of Ezra. The Nevuchar Springs (Darkon) sect, while not preaching the impending doom of those who do not turn to Ezra, actively seek out, torture and eventually destroy the Legions of the Night.

Religion: Anchorites preach of Ezra. According to the sacred books of the Ezran faith, she sacrificed herself to guard over the peoples of the Demiplane, and thus, as the anchorites believe, is the only entity in Ravenloft worthy of worship.

Background: Most anchorites are ordained members of any of the four Ezran sects, entering the Church at a young age and called after their ordination to spread the teachings of their faith to faraway domains. Though the four sects may contradict each other in teaching and practice, they rarely come to blows and uphold the teaching of Ezra to protect, heal and preach to those who believe.

Races: Humans frequently answer to Ezra’s calling, but, especially among the sects of Mordentshire and Nevuchar Springs, humanoid races and even monsters (who have somehow “converted”) are welcome to serve as anchorites. 

Other Classes: Given that other adventurers have other deities, an anchorite’s relationship with other members of her group vary depending on the sect she comes from. Levkarest anchorites go along nicely with the rest as long as they at least incorporate some of their most cherished values to whatever goals they wish to attain. Mordentshire anchorites feel a certain affinity to other team members worshipping another deity, as long as his deity upholds goodness. And as long as no one disturbs a Port-a-Lucine anchorite in her research, the adventuring party will do just fine. The Nevuchar Springs anchorite will do her best, even up to the point of threatening, to persuade the rest of her team to convert to Ezra’s teachings.

GAME RULES INFORMATION

Anchorites have the following characteristics.

Abilities: As cleric (see PHB).

Alignment: An anchorite’s alignment is primarily lawful neutral, but this depends mainly on the sect she comes from. Anchorites can deviate one step away from lawful neutral, following the sects. The Home Faith is obviously lawful neutral. Lawful good anchorites come from Mordentshire. Those anchorites who come from Port-a-Lucine are true neutral. The city of Nevuchar Springs hosts anchorites of lawful evil alignment.

Hit dice: d8

Class skills
The anchorite’s class skills (and the key ability for each skill) are Concentration (Con), Craft (Int), Diplomacy (Cha), Heal (Wis), Knowledge: religion (Int), Profession (Wis), and Spellcraft (Int).

Anchorite sects and class skills

The chart below shows an additional class skill for each of the four sects.

	Anchorite sect
	Additional class skill + key ability

	Borcan (Home Church or Levkrest sect)
	Appraise (Int)

	Mordentish (Mordentshire sect)
	Animal Empathy (Cha)

	Dementlieur (Port-a-Lucine sect)
	Knowledge: arcana (Int)

	Necropolitan (Nevuchar Springs sect)
	Intimidate (Cha)


Skill Points at 1st Level: (2 + Int modifier) x4.

Skill Points at Each Additional Level: 2 + Int modifier.

Class features
The following are class features for the anchorite.

Weapons and armor: Anchorites are proficient with all simple weapons. Anchorites are proficient with all types of armor (light, medium, and heavy) and with shields. Note that armor check penalties for armor heavier than leather apply to the skills Balance, Climb, Escape Artist, Hide, Jump, Move Silently, Pick Pocket, and Tumble. Also, Swim checks suffer a –1 penalty for every 5 pounds of armor and equipment carried.


Although priests in general can wear virtually any type of armor, anchorites can wear only metal armor, or none at all. Lighter forms of armor do not support the accepted image of Ezra and anchorites as protectors and defenders of the people. Those who opt to travel without armor are showing their faith in Ezra's protection, while those who garb themselves in steel are setting an example for others. 


When it comes to weapons, however, somewhat less unity exists within the church. Anchorites of both the Levkrest and Mordentshire sects, for example, could not handle edged weapons. However, anchorites of both the Port-a-Lucine and the Nevuchar Springs sects believe that it is acceptable for a priest of Ezra to use edged weapons, but require the use of a shield, so that only one-handed weapons are acceptable. 

Spellcasting: Same as cleric (See PHB).

Turning Undead: At first level, all anchorites, including those of the lawful evil Nevuchar Springs sect, gain the ability to turn undead. Rebuking undead is not applicable for anchorites. An anchorite may attempt to turn or rebuke undead a number of times per day equal to three plus his Charisma modifier. All attempts at turning undead, however, must comply with Ravenloft Turning rules and Sinkholes of Evil rules. 

Extra Turning: As a feat, an anchorite may take Extra Turning. This feat allows the anchorite to turn undead four more times per day than normal. All anchorites can take this feat multiple times, gaining four extra daily turning attempts each time.

Shield of Ezra: Upon reaching 6th level, the anchorite can create the Shield of Ezra three times per day. This magical barrier requires a single round to call into being and remains in place for a number of rounds equal to half the experience level of the anchorite (round down). While under the protection of Ezra, the anchorite character is encased in a faint glow. A dispel magic or similar spell causes the Shield of Ezra to dissipate unless the anchorite fails a Will save. 


The Shield of Ezra has different effects, depending on the anchorite’s alignment:

	Anchorite Sect
	Shield of Ezra

	Borcan (Home Church or Levkarest sect)
	Gives damage reduction of +1/10 to the anchorite.

	Mordentish (Mordentshire sect)
	Immunity to metals of a certain category, e.g., axes. This holds true for magical weapons of that chosen type.

	Dementlieur (Port-a-Lucine sect)
	Partial or full immunity to magical attacks that give physical damage. In cases where the spell does not allow a saving throw, then the anchorite automatically receives the ability to make a saving throw to prevent half of the spell's damage. If the spell normally allows a saving throw, then the anchorite automatically gains the listed benefit and can roll to see if the rest of the damage is negated. This protection does not extend to any others around her, so that a fireball thrown at her will still harm any others within the area of effect.

	Necropolitan (Nevuchar Springs sect)
	Immunity to all mind-affecting spells.


Mist Walk: Upon reaching 9th level, the anchorite can use the Mist Walking ability once a month. She can travel from one domain to another domain that is physically (geographically) linked to it. An anchorite's Mist walking ability does not permit her to enter or exit a domain whose borders have been closed. Should she attempt to leave a closed domain, the domain lord is instantly made aware that someone has attempted to escape from him. Further, he can sense the exact location in which this challenge to his authority was made. 

Mist Walk +1: Upon reaching 13th level, the anchorite gains the ability to take one character along with her through the Mist Walk. For every level she then attains, she could take along with her one more person through the Mists, so that at 16th level she could Mist Walk along with four others.

Free Mist Walk: At 15th level, the anchorite could Mist Walk to any other domain regardless if they are geographically linked.

Domains: Depending on her sect, an anchorite is allowed to choose from the following domains:

	Anchorite Sect
	Domains

	Borcan (Home Church or Levkarest sect)
	Healing, Knowledge, Law, Protection, Sun

	Mordentish (Mordentshire sect)
	Healing, Knowledge, Law, Strength, Sun

	Dementlieur (Port-a-Lucine sect)
	Chaos, Healing, Knowledge, Law, Magic

	Necropolitan (Nevuchar Springs sect)
	Death, Healing, Law, Strength, War


THE ANCHORITE

	Level
	Attack Bonus
	Fort Save
	Ref Save
	Will Save
	Special

	1
	+0
	+2
	+0
	+2
	Turn undead

	2
	+1
	+3
	+0
	+3
	

	3
	+2
	+3
	+1
	+3
	

	4
	+3
	+4
	+1
	+4
	

	5
	+3
	+4
	+1
	+4
	

	6
	+4
	+5
	+2
	+5
	Shield of Ezra

	7
	+5
	+5
	+2
	+5
	

	8
	+6/+1
	+6
	+2
	+6
	

	9
	+6/+1
	+6
	+3
	+6
	Mist walk

	10
	+7/+2
	+7
	+3
	+7
	

	11
	+8/+3
	+7
	+3
	+7
	

	12
	+9/+4
	+8
	+4
	+8
	

	13
	+9/+4
	+8
	+4
	+8
	Mist walk +1

	14
	+10/+5
	+9
	+4
	+9
	Mist walk +1

	15
	+11/+6/+1
	+9
	+5
	+9
	Mist walk +1, Free Mist walk

	16
	+12/+7/+2
	+10
	+5
	+10
	Mist walk +1

	17
	+12/+7/+2
	+10
	+5
	+10
	Mist walk +1

	18
	+13/+8/+3
	+11
	+6
	+11
	Mist walk +1

	19
	+14/+9/+4
	+11
	+6
	+11
	Mist walk +1

	20
	+15/+10/+5
	+12
	+6
	+12
	Mist walk +1
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