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[Re-Print from PlanetAdnd site]

By far one of Vastonia's most mysterious classes. The Witch generally seeks to bring harm to the world. Their cults are dedicated to powerful demons and the works of black magic. They strive to rid of holy beings and everything associated with goodness and righteousness. Marked for death by almost every creature known to exist, the Witch cults make their unholy asylums far atop mountains or perhaps deep within the natural surroundings of a dank forest. Unlike others organizations that represent injustice and evilness, members of a Witch cult spend most of their lives in secret, eagerly devising new magical incantations of disastrous proportion. When given the chance to leave the cult's watchful eye a Witch will search out victim's to test their newfound powers and spells on. Total chaos and mass destruction are the undeniable goals of every Witch and they will not rest until every last creature, structure and/or person standing in their wake is utterly destroyed. 

[End Re-Print]

Class Requirements: The principle attribute of a Witch is wisdom. To become a Witch the character must have scores of not less than 15 wisdom, 14 dexterity and 13 intelligence. A high constitution score is also desirable. The Witch must be of evil alignment or at best chaotic neutral. The Witch is mostly from Human, or Elven races, others like Half-orcs and the like are rare. Witch characters must use only black magic, other magic is unexceptable.

General Info: Witch's use an eight-sided die (1D8) for hitpoint determination, thus equaling the hit-die of a cleric or other priest class. Witch's start with whatever money their cult deems necessary, if this amount is zero then so be it. A witch will alternatively have problem acquiring sufficient money for what is needed. They initially receive weapon proficiency in simple weapons. 

Class Skills: Alchemy, Bluff, Concentration, Craft, Diplomacy, Disguise, Forgery, Gather Information, Knowledge (arcana), Knowledge (religion), Knowledge (ancient history), Knowledge (demonology), Knowledge (herbalism), Scry, and Spellcraft.

Extra's:  Language: Draconis

Class Restrictions: Cannot use silver items or holy items (burn to the touch) can not multi class, however, they are allowed to enter prestige classes. 

Special Casting Times: (Re-print from PlanetAdnd site): A Witch normally casts spells at a rate equal to 1 segment (6 seconds)/ level of spell. Ergo a 7th level spell would take the Witch 7 segments (42 seconds) to cast. They then in turn subtract 1 second for each point of initiative scored during the initiative phase of combat, thus giving them a much faster casting speed than normal spell casters. Confused...here's and example. I.E. A Witch character wishing to cast Shadow Arrow "a first level spell" rolls his/her initiative and scores a 5 on the roll. The fighter charging the Witch rolled a 7 for his initiative. The fighter would have normally won the initiative and begun hacking a normal spell caster to pieces long before they could get the spell off. NOT this time, the Witch rolled a 5 this means he/she takes 5 seconds off the initial casting time of 1 segment "yeah you got it, 1 second", thus the spell is released in the blink of an eye and know the mighty warrior lay dead below the Witch's feet.

Special Disadvantages: 

For the purposes of Holy Ground or Consecrated ground. Witches are considered Outsiders and have the all the appropriate hindrances that any Outsider would have with regards to entering them.

Witch’s Mark: At 1st level, a witch will acquire a “witch’s mark,” such as a wart, an extra nipple, a repulsive fleshly growth, or a similar aberration. The DM, in collaboration with the player, chooses the aberration. The witch suffers a –2 on her saving throws against any spell or power used by a demon that serves her patron. The mark is a permanent feature of the witch and cannot be removed unless the witch renounces her patron (a very dangerous affair).

Class Specials: 

Fiendish Servant: Upon reaching 2nd level, a witch can call upon a fiendish servant, as per the blackguard prestige class. Witches DO NOT have the ability to call a familiar at first level. 

  Fly by Night: A 3rd level witch gains the ability to imbue a staff or broomstick (made of ash-wood) with the ability to fly once per night. This is a supernatural ability and requires no casting time.

Spell Casting: For the purposes of 3eDnD these witches cast spells much like the Sorcerer class in the PHB. Use the spell known and spells per day tables for their spell progression. 

Saving Throws & Base Atts: They use the Sorcerer table for all class-related information including base attack, and saving throws.

The Spell List: Witches chose spells from a very special list. [Re-Print from PlanetAdnd]
Complete Black Magic Spell List
PRIVATE
1st Level Spells
1.) Cause/cure minor wounds

2.) Detect Magic

3.) Shadow Arrow

4.) Mass Money

5.) Radiate

6.) Wretched

7.) Know Alignment

8.) Conjure Spell Component

9.) Past Life

10.) Log of Everburning

11.) Imitate Sound

12.) Weather Overcast

13.) Spook Animal
2nd Level Spells
1.) Personal Reading

2.) Aura of Comfort

3.) Idea

4.) Lighten Load

5.) Caltrops

6.) Create Campsite

7.) Strength of One

8.) Chaotic Sleep

9.) Circle of Privacy

10.) Escape

11.) Disguise
3rd Level Spells
1.) Mind Read

2.) Helping Hand

3.) Know Customs

4.) Memory Read

5.) Love Doll

6.) Pain Doll

7.) Complete Order

8.) Focus

9.) Object

10.) Shadow Bolt

11.) Ice Javelin

12.) Repulsion

4th Level Spells
1.) Miscast Magic

2.) Know Item

3.) Mind Shatter

4.) Create Undead

5.) Time Pool

6.) Ball of Acid

7.) Preserve

8.) Summon Weapon

9.) Thieves Abilities

10.) Advanced Command

11.) Find Unfamiliar

12.) Magic Resistance

13.) Raise Dead
5th Level Spells
1.) Age Creature

2.) Age Person

3.) Crushing Walls

4.) Land of Stability

5.) Spirit of Power

6.) Animate Rock/Stone

7.) Gain XP

8.) Attract Henchmen

9.) Summon Shadow

10.) Mass Gems

11.) Cause Disease (minor)

12.) Fire Walk
6th Level Spells
1.) Leadership

2.) Dragonsbane

3.) Speed Platform

4.) Instant Insanity

5.) Conjure Greater Elemental

6.) Creeping Doom

7.) Transport

8.) Teleport

9.) Summon Lycanthrope 

10.) Part Water

11.) Mummify

12.) Cause Curse (minor)

13.) Produce Flame

7th Level Spells evel Spells
1.) Permanency

2.) Treason

3.) Animal Horde

4.) Control Weather

5.) Reincarnation

6.) Age Dragon

7.) Disintegration

8.) Invisible Assassin

9.) Reverse Gravity

10.) Rany's Mass Engulfment

11.) Journey

12.) Summon Evil Dragon

13.) Summon Good Dragon

14.) Summon Neutral Dragon
8th Level Spells
8th Level Spells 

1.) Shooting Stars

2.) Undead Plague

3.) Stalker

4.) Storm of Vengeance

5.) Gate

6.) Control Demon

7.) Extend Life

8.) Stone to Flesh

9.) Disappear

10.) Cause Disease (major)

11.) Increase Attribute
9th Level Spells
9th Level Spells 

1.) Advanced Reincarnation

2.) Alter Reality

3.) Create Town

4.) Control Lesser Devil

5.) Natural Disaster

6.) Duplicate

7.) Imprisonment

8.) Change Shape

9.) Cause Curse (Major)

10.) Change Race

Witch Prestige Class: High Coven Member:

When a witch reaches ninth level (9th) becoming a "Witch Master or Mistress of Witches", they will be approached by a member of the High Coven of their masters. They will be offered membership in the High Coven, once, and only once. Once in your in for life, and when a witch reached the higher levels that is a long, long time. The High Coven speaks in only one language, Draconis, also has its own rune script that they write it. 
Hit Dice: d6.

Requirements

  Alignment: Any evil.

  Knowledge (arcana): 8 ranks.

  Spellcraft: 5 ranks.

  Level: 9th level or higher

THE HIGH COVEN MEMBER
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Level
Bonus
Save
Save
Save
Special

Summoning
Spells per Day

1st
+0
+0
+0
+2
Make Item
1/day
+1 level of existing class

2nd
+1
+0
+0
+3
Create Spell
2/day
+1 level of existing class

3rd
+1
+1
+1
+3
Create Temple
3/day
+1 level of existing class

4th
+2
+1
+1
+4
Power Word Disintegrate
4/day
+1 level of existing class

5th
+2
+1
+1
+4
Power Word Cripple
5/day
+1 level of existing class

6th
+3
+2
+2
+5
Improved Wish
6/day
+1 level of existing class

7th
+3
+2
+2
+5
Dragon Life
7/day
+1 level of existing class

8th
+4
+2
+2
+6
Immortality
8/day
+1 level of existing class

9th
+4
+3
+3
+6
Summon Witch Clan
9/day
+1 level of existing class

10th
+5
+3
+3
+7
Gain Level
10/day
+1 level of existing class

CLASS FEATURES:

Word of Summoning: Upon entering a coven (achieving 1st level), a witch learns the names of one of its coven’s minor demons. The witch learns one more such name each witch level. Once per day per witch level, a witch can pronounce a name, thus summoning a minor demon (a gremlin, imp, or manes). The minor demon can perform one action. Once the action is completed, the demon will immediately return to hell. This is a supernatural ability.

Make Item: The Witch automatically gains the Craft: Wonderous Item Feat if she does not have it, if she/he does she gains Forge Ring. At this point the witch can make any item within the rules of item creation without the loss of the experience points normally lost in creating an item. She can create one such item per level of the High Coven Member level attained.

Create Spell: The witch can add to her spell list one spell she would be able to cast that is not on the list. Either divine or arcane spells are allowed. However domain spells are not allowed. She can create one spell per level per High Coven Member level attained.

Create Temple: At this level the High Coven Member can chose to create a temple or any time after this level prior to the 9th level, see Summon Witch Clan. She must find a secluded region possibly  inaccessable by normal means. Here she consecreates the ground to her master and summons her own coven to the place and creates some sort of structure that will serve as her/his temple. 3d4 like minded followers will be attracted to the temple upon its completion. These will be fanatical followers of the witch and the master. They come from all walks of life and will run the gamit. The DM and the Player need to work out the details of this.  At this point they can take the title "High Priest or High Priestess".

Power Word, Disintegrate : Much like the 6th level spell except the DC is +5 higher than the normal save verses a 6th level spell cast by the caster. This caster simply blows a kiss towards her/his target and they are effected. This power is called the Kiss of Death as well. It is allowable one time a day.

Power Word, Cripple: This power is one the witches most terrible powers. For it causes suffering more than anything else. She/he only need look at the victum and say the word "Pain" alone usually it is in a sentence as she speaks to the victum. The DC is +8 if were against a 7th level spell. Those that save are temporarly crippled (str is reduced to 3 for  5-10 hours depending on if a 5th or higher level cast the spell. 6th level would be 6 hour, 7th level 7, etc…this is refering to the High Coven Member level not the witch class level). Those that do not are reduced to a str of 3 perminately with only three ways to undo this curse. Have a priest of 5 levels higher than the witch level of the High Coven Member's level cast rejuvenation on them, get the witch to undo it, or kill the witch.

Improved Wish: As the spell wish except there is no xp loss due to using the wish. This wish comes directly from their master and their limitations are part and parcile of being their witch.

Dragon Life: As the power states, the witch ages like a dragon, she stops aging as a human at this point and now ages as a dragon for all things including any magical or supernatural causes as well.
Immortality:  The character stops aging at all at this level. They can die by violence, but now are "outside" death reach through natural causes. At this level withes of the High Coven are called "Eternal Priest or Eternal Priestess".

Summon Witch Clan: If, the witch has created their temple, at this level she may no summon her/his witches clan to them. This need only be stated that she/he is doing so. Within a month 10d4 followers of fanatical levels will arrive at her/his temple 90% will be level one witches, 5% will be level 3 witches and 5% will be sorcerer's that worship the witches master. 
Gain Level: It this level the Witch automatically gains enough experience points to gain the next level regarless of the XP needed is 2 or a full free level. This is a one time boon from their master for achieving the coveted status of Princess of Witches or WitchLord if male.

Notes: 

1) There is amongst the Princess' and Witch Lords rumored to be one among them that they bow to as either Queen of Witches if female or Witch King if male.  Outside the High Coven it is considered a wise tale even amongst Witch Master / Mistress levels that have not entered the High Coven. Those outside laugh it off as folklore and wise tale. To be Queen or King one must do two things, have a witch class over 20th level, and be a 10th level High Coven member, and gain the support of the other Princess' and Lords of the High Coven.

2) There is only ONE High Coven in all of Vastonia and no one but the witches know who the "Master" is.
3) The Unholy E'Necrom: for a small history on the diabolical bible of the black magic of the Vastonian witches see here. ((The link to the 2e class goes here)

