Naturalists (By Seth Klein)

Naturalists are those who seek harmony in themselves to find harmony with nature. Some claim that like their fellow druids that they command the powers of nature, but like the druids, they gain their power by being in harmony with nature.  Naturalists also share much with monks as they seek power through self-sufficiency, far more than most druids do.

The original naturalists were druids who decided to drive back the ever-increasing numbers of unnatural beings that were appearing. These druids learned from the monks on how to improve themselves, but are still no match for the monks in unarmed combat, thus combining their skills and teachings into one school of thought and thus the naturalists were born. Only the druids and naturalists know why this occurred, and they aren’t speaking up, but many scholars guess that some unnatural series of events, forced those people to rise up and combat the unnatural. Naturalists consider themselves as druids, are accepted as druids, and are part of druid society.


However, to the enemies of the naturalists especially among the undead and other unnatural beings, they are commonly referred to as ‘Nature’s Fury’.

Adventurers:

Naturalists perceive adventure as not only as tests to be overcome, but as lessons to be learned. Often, naturalists will travel on their own accord, in order to gain more knowledge about the mysteries of the natural world… other times they are called upon by nature itself, whether it be through allies, or through dreams. The naturalists believe everything happens for a reason. Although a naturalist may be good or evil, to them both are necessary, as both are part of the natural world. However, things that are not part of the natural world such as aberrations and undead… invoke the wraith of the naturalists, and often naturalists will actively hunt down such beings.

Characteristics:
Discipline and determination are the keys to the naturalist’s way of life. They train both their bodies and minds to the point where they can match any natural animal in unarmed combat, as they do not like relying on artificial objects. Like monks, naturalists are able to manipulate ki – the life-force energy found in all things. Naturalists do not learn to use armor, and they carry few weapons as they shun such unnatural things. Additionally, many of their abilities do not function if wearing armor. Like druids, they shun alloys and tempered metals, carrying only cold iron and silver items.

Alignment:

To a naturalist order, chaos, good and evil are all trivial in the grand scheme of things, and as such all naturalists are in some part neutral. Although not all naturalists are truly neutral, their neutrality is always apparent.

Religion:

Naturalists have the same religious beliefs as druids they worship only Nature itself to them everything is a part of nature, except the unnatural, which has no place, and must be eliminated. Naturalists work well with the followers of other deities of nature as they see those deities as part of nature. However, to a naturalist the worshiping of these deities is no different from worshiping a particular bear, tree, or rock, as all of them are part of nature.

Background:

Although to anyone except the druids, who are part of the organization, naturalists seem to have no organization, but that is far from the truth. The organization of naturalists is that of the druids and it spans the land, ignoring political boundaries.  New naturalists are sponsored by a full member who takes the individual to monastery where the new naturalists is trained by the sponsor as well as by other members of the naturalist organization. The training of a naturalist comprises of rituals and tests, some of which can be fatal if the student fails. Only when the sponsor deems the student ready, is the student allowed to leave the monastery and venture out alone to combat the unnatural.


Naturalists consider themselves apart from their native people and share the close connection druids feel for the land. They consider the ranger and monk as their equals and the druid as their brethren.

Races:


Any race that may become a druid may be a naturalist. Most naturalists are elves, or human, but half-elven and gnome naturalists are common as well.

Game rule information

Abilities:
A naturalist’s wisdom represents the naturalist’s discipline and willpower. It determines the strength of many of his abilities, as well as his spells. To cast a spell, a naturalist must have a Wisdom score of 10 + the spell’s level, and a naturalist gets bonus spells based on his wisdom. The Difficulty Class of a saving throw against a naturalist is 10 + the spell’s level + the naturalist’s wisdom bonus.

Alignment:
Any neutral

Hit Dice: 
d8

Class Skills

The naturalist’s class skills (and the key ability for each skill) are Animal Empathy (Cha, exclusive skill), Balance (Dex), Climb (Str), Concentration (Con), Craft (Int), Escape Artist (Dex), Hide (Dex), Jump (Str), Intuit Direction (Wis), Knowledge (nature), Knowledge (unnatural), Listen (Wis), Move Silently (Dex) Profession (Wis) Scry (Int, exclusive skill), Spellcraft (int), Spot (Wis), Swim (Str), Tumble (Dex) and Wilderness Lore (Wis).

Skill points at 1st Level: (4 + Int Modifier) * 4.

Skill points at each additional level: 4 + Int modifier.

Class Features

All of the following are class features of the naturalist.

Weapon and armor proficiency:


Naturalists only use natural and utilitarian weapons. The list of weapons they will use includes club, dagger, dart, hand-axe, quarterstaff, short spear, half spear, javelin, sickle, sling, and whip. These weapons must be made of natural wood, leather, and untempered metal (Usually cold iron.) A Naturalist can learn to use other weapons… so long as those weapons are made of natural wood, leather, and untempered metal.

A Naturalist is not proficient in the use of any armor, but my learn to use armor provided it is made of natural wood, leather, and untempered metal. However, any naturalist who wears armor loses the benefit of many of the class abilities.


The naturalist’s defensive ability increases as the naturalist gains experience. Naturalists gain Armor Class bonuses from Dexterity normally, but also apply half their Wisdom adjustment (rounded down) and level-based bonuses (see table 1) to their AC. The naturalist’s combat abilities are almost preternatural in nature and they can respond to dangers before they are not consciously aware of it. They can not be caught flat-footed, flanked, or surprise-attacked, and they retain their full AC bonuses unless restrained.


Class abilities for wearing armor suffer the same chance of failure as if the naturalist was casting an arcane spell. These check penalties also apply to skills when wearing armor heavier than leather.

Spells:

A naturalist casts divine spells according to Naturalist Table 2:. A naturalist may prepare and cast any spell on the druid spell list (Page 166) provided he can cast spells of that level. A naturalist may not cast spells of an alignment opposed to his own. (Example good vs. evil) spells associated with an alignment are identified as such on the “Level” line of the spell description.

Bonus Languages:

A naturalist may substitute Sylvan for one of the bonus languages available to him because of his race. Additionally a naturalist knows the Druidic language, this secret language is normally known only to druids, and naturalists know it because they are considered brothers to the druids. Naturalists are forbidden from teaching Druidic to any non-druid, or non-naturalist. Druidic has its own alphabet.

Increased Speed:

As a naturalist advances in level, he gains an economy of movement that increases his base speed at a rate of +2/level. This bonus applies to any form of movement the naturalist has.

Nature Sense:

A naturalist can identify plants and animals (their species and special traits) with perfect accuracy. Additionally he can tell whether water is safe to drink or dangerous (polluted, poisoned, etc…)

Unarmed Strike:


All naturalists specialize in unarmed combat, and gain several advantages while doing so. They gain the benefits of the Improved Unarmed Strike Feat (Thus provoking no Attack of Opportunity from armed opponents), and gain special damage capability. (As shown on table 1) They cause normal damage with their strikes, but they can choose to cause subdual damage instead at no penalty. It is important to note that off-hand penalties do not apply to unarmed strikes, as attacks are made interchangeably with all limbs. For unarmed damage, use the listed damage as per level for medium sized naturalists. For smaller naturalists damaged is reduced by one die increment per size less than medium. The damage die is scaled up by one increment for larger monks at the same rate, so 1d4 becomes 1d6, etc…

Combat Sense:


Divide the naturalist’s Wisdom modifier by two and round down, and add the result to his Armor class, this stacks with the normal bonus from Dexterity.

Uncanny Dodge:


From his training, a naturalist hones his senses, both physical and otherwise. Consequently, a naturalist retains his AC bonus from Dexterity and his Naturalist AC bonus even when attacked by an invisible creature. This ability does not function at all if the naturalist is wearing armor.

Sense Unnatural:


Starting at 2nd level a naturalist can sense the presence of any unnatural being within 10ft/level of the naturalist. Additionally the naturalist will be able to determine the general direction of the being, and at 5th level the distance to the being, but no information other than is known.

Woodland Stride:


Starting at 2nd level, a naturalist may move through natural thorns, briars, overgrown areas, and similar terrain at his normal movement rate without suffering any damage or other impairment. However, thorns, briars, and overgrown areas that are enchanted or magically manipulated to impede motion still affect the naturalist.

Resist Impurity:


The naturalist has resistance to all natural poisons and diseases. At 1st level this bonus is +2, at 4th level it is +3, at 8th level it is +4. This resistance does not apply to magical afflictions.

Repel Unnatural:


This ability takes two separate forms.


First, due to nature’s natural repulsion of the unnatural a 3rd level or higher naturalist is able to try to turn or rebuke any unnatural being as if he was a cleric 2 levels below his naturalist level trying to turn/rebuke undead. Non-undead are treated as if they were a paladin of the same level as it has HD being turned by a evil cleric. If a planar being has a result of rebuked then it is instantly sent back to its native plane of existence.

Secondly, the Naturalist can repel the unnatural. The range for this ability is 10ft + 1 ft per naturalist level. Any unnatural being within the range must make a will save. Those that fail suffer a –1 on luck penalty on attack rolls, weapon damage rolls, saves, and skill checks, while the naturalist’s allies gain a +1 bonus on such rolls against the being, but a successful save negates this. This ability requires the naturalist to concentrate on the task and thus can only move at half rate or defend himself while attempting to repel the unnatural.

 The ability to turn/rebuke undead can only ability can be done as often as a cleric could turn undead, but repelling be done at as often as desired and can be maintained for as long as needed.
Trackless Step:


Starting at 3rd level, a naturalist leaves no trail in natural surroundings and cannot be tracked.

Animal Friendship:


At 5rd level the naturalist gains the benefits of the animal friendship spell at will, although this imparts no way to directly communicate with his animal friends.
Resist Unnatural:


Once the naturalist reaches 6th level, he begins to learn how to protect himself form the unnatural abilities of the unnatural. He gains a +4 to saving throws against unnatural effects such as energy drain, lycanthropy, mummy rot, and the draining attacks of the undead. The naturalist suffers only one-quarter damage (and half the normal draining effects that occur on a successful save, if any) on a successful save. If no save is normally allowed the naturalist may make a Fortitude save with no bonus against a DC of 20.

Nature’s Wraith:
Upon reaching 9th level the naturalist had learned enough about the unnatural to do several things he and uses that knowledge against them getting a +1 morale bonus against on any roll related with the unnatural. Example: Frank the Naturalist gets +1 to try and find the an unnatural being hiding in the shadows, when he finds one he gets +1 to hit and +1 to damage. 
Ki Strike:


Because many of the unnatural are immune to non-magical attacks, the naturalist learns to focus his ki to be able to strike at such creatures. At 10th level and above the naturalist can focus his internal energy to strike creatures with unarmed strikes that have damage resistance as if he was wielding a +1 magical weapon. At 13th level, this becomes as if welding a +2 magical weapon, this increases again to +3 at 16th level, and finally to +4 at 19th level. This bonus does not affect attack rolls or damage in any way. This is a supernatural ability.

Purity of Body:


At 12th level the naturalist gains control over his immune system and thus are immune to all natural poisons and diseases. This immunity does not apply to magical afflictions. This is a supernatural ability.

Purity of Nature:


Once 14th level, the naturalist is now immune to the effects caused by touching an unnatural being. This immunity does not extend towards spells that mimic those effects.  Now the naturalist can strike the unnatural, and be touched by them without fear of suffering any side effects for doing so.

In addition, a naturalist automatically suffers only half damage (And half normal effects) if he fails his saving throw against unnatural effects. The naturalist now takes no damage (no draining) if he succeeds in his savings throw, which now gains a +8 bonus. If no saving throw is normally allowed then the naturalist may make a Fortitude save with no bonus against a DC of 15.

Finally, any attempt to use the naturalist’s remains to create an unnatural being will automatically fail. Also, the person attempting this will suffer backlash damage equal to the naturalist’s total hit points as his body will violently reject such an attempt. (Form when he was alive.) A Fortitude save may be made against the a DC of 15 + half the naturalist’s level + the naturalist’s wisdom modifier.
Timelessness:


At 17th level, a naturalist no longer suffers penalties for aging and cannot be magically aged, any penalties already suffered remain and bonuses still accrue. The naturalist will still die of old age when his time is up.

Nature’s Fury:  

At 18th level, naturalists gain their strongest ability against the unnatural, ‘Nature’s Fury’. Once per day, the naturalist can invoke the fury nature has against the unnatural. This terrifying requires the naturalist to make light contact with the unnatural target, which must be of lower level (or hit dice) than the naturalist. This attack ignores all AC of the target except AC due to dexterity and agility during the attack roll and can only make this one attack in the round when he does so. (The naturalist must state he’s making the attack before making the attack roll.) This attack causes immediate disintegration of the unnatural being, if it fails a Fortitude save against a DC of 15 + half the naturalist’s level + the naturalist’s Wisdom modifier. This ignores hit points of the target.  If the victim succeeds on the savings throw, he still loses half his total hit points. If the being survives the loss of hit points, he must still make a Reflex save against the same DC, or flee from the naturalist in terror. Damage caused by this ability on an unnatural being can not be healed be regeneration, and are recovered at a rate of 1 hp per day. 

Perfect Harmony:

The most powerful and enlightened naturalists have gained truly remarkable harmony with nature. Naturalists are now immune to all unnatural attacks such as energy drain, mummy rot, and vampiric touch. Any penalties accrued from aging is permanently restored.

Ex-Naturalists

A naturalist who ceases to revere nature or changes to a prohibited alignment loses all spells, spell-like abilities, and supernatural Druidic abilities and can no longer gain levels as a naturalist until he atones.

 NOTE: For the purpose of this article, ‘unnatural beings’ includes constructs and all beings that do not exist naturally. Furthermore, it excludes elementals and all beings native to another plane of existence, unless those beings are unnatural even in their native plane of existence. 
Naturalist Tables

Table 1

Level
Attack Bonus
Unarmed Attack Bonus
Fort Save
Ref Save
Will Save
Unarmed Damage 
AC Bonus
Special Abilities

1
0
0
+1
+1
+2
1d4
+0
Nature Sense,

Unarmed Strike,

Combat Sense,

Uncanny Dodge,

Resist Impurity (+2)

2
+1
+1
+1
+1
+3
1d4
+1
Sense Unnatural,

Woodland Stride

3
+2
+2
+1
+1
+4
1d6
+2
Repel Unnatural,

Trackless Step

4
+3
+3
+2
+2
+4
1d6
+2
Resist Impurity (+3)

5
+3
+3
+2
+2
+5
1d6
+3
Resist Unnatural

6
+4
+4/+1
+2
+2
+5
1d6
+3
Animal Friendship

7
+5
+5/+2
+3
+3
+6
1d8
+3


8
+6/+1
+6/+3
+3
+3
+6
1d8
+4
Resist Impurity (+4)

9
+6/+1
+6/+3
+3
+3
+7
1d8
+4
Nature’s Wraith,

Smite Unnatural

10
+7/+2
+7/+4/+1
+4
+4
+7
1d8
+4
Ki Strike (+1)

11
+8/+3
+8/+5/+2
+4
+4
+8
1d10
+4


12
+9/+4
+9/+6/+3
+4
+4
+8
1d10
+5
Purity of Body

13
+9/+4
+9/+6/+3
+5
+5
+9
1d10
+5
Ki Strike (+2)

14
+10/+5
+10/+7/ +4/+1
+5
+5
+9
1d10
+5
Purity of Nature

15
+11/+6/+1
+11/+8/ +5/+2
+5
+5
+10
1d12
+5


16
+12/+7/+2
+12/+9/ +6/+3
+6
+6
+10
1d12
+5
Ki Strike (+3)

17
+12/+7/+2
+12/+9/ +6/+3
+6
+6
+11
1d12
+6
Timelessness

18
+13/+8/+3
+13/+10/ +7/+4/+1
+6
+6
+11
1d12
+6
Nature’s Fury

19
+14/+9/+4
+14/+11/ +8/+5/+2
+7
+7
+12
1d16*
+6
KiStrike (+4)

20
+15/ +10/+5
+15/+12/ +9/+6/+3
+7
+7
+12
1d16*
+6
Perfect Harmony

* A random number from 1 to 16 can be generated by rolling a 1d8 and a 1d4, if the 1d4 is a 1 or a 2, use the roll of the 1d8, however if the 1d4 roll is a 3 or a 4 add 8 to the roll of the 1d8.

Table 2

Spells per day

Level
0
1
2
3
4
5
6
7
8
9

1
2
0
-
-
-
-
-
-
-
-

2
-
1
-
-
-
-
-
-
-
-

3
1
-
0
-
-
-
-
-
-
-

4
-
-
1
-
-
-
-
-
-
-

5
-
1
-
0
-
-
-
-
-
-

6
1
-
-
1
-
-
-
-
-
-

7
-
-
1
-
0
-
-
-
-
-

8
-
1
-
-
1
-
-
-
-
-

9
-
-
-
1
-
0
-
-
-
-

10
-
-
1
-
-
1
-
-
-
-

11
-
-
-
-
1
-
0
-
-
-

12
-
-
-
1
-
-
1
-
-
-

13
-
-
-
-
-
1
-
0
-
-

14
-
-
-
-
1
-
-
1
-
-

15
-
-
-
-
-
-
1
-
0
-

16
-
-
-
-
-
1
-
-
1
-

17
-
-
-
-
-
-
-
1
-
0

18
-
-
-
-
-
-
1
-
1
1

19
-
-
-
-
-
-
-
1
-
1

20
-
-
-
-
-
-
-
-
1
1

Note that a 0 means that the naturalist will get his bonus spells from his Wisdom for that level, but does not get any other spells of that level.

