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E l v e n    W o o d l a n d    D e f e n d e r

About:                   

Elves are race which dominates in deepest forests and woods.

Elven people have long history and great culture.

Many people are just common citizens in peaceful towns in deep forest, far away from standard human civilization.

Elf who decide to be adventurer or a warrior, he must look into civilized way of life. Many of them are Rangers, Druids and rare evil elves...they are mostly Rogues.

But it isn't all what it looks like...Elfves have mostly feared army of archers and warriors (Arcane archer, Ranger, Druid).They are highly trained warriors (ussualy neutral) and they defend woods, nature, forests, mountains, rivers, etc...

One member of this elite army is 865 years old. Now he is the village elder. He is known as LAXAR «Defender» KALPALNIN.

Long time ago in isolated forest he lived with standard life until t h e n. One day when he was playing near the river, he heard sound of MANY horses. He saw big number of evil wizards/fighters. He was scared to death and he hided in big tree. He heard panic noises of his people, he saw fire, blood and mercyless killing. He started to cry...He saw his parents, friends, people, village...all under fire and cold steel.

He was helpless..he sees that, and there is nothing he can do.

Then he sweared with his life..Elven people will NEVER live undefended again!!! When that is sayed he was 23 years old.

He lived alone, heart to heart with nature.

He had great strenght and perception because he lived on his own. He learned new skills, he found a new way how to use nature strenght. Because of his way of life he was greatly phissicaly prepared. When he was about 50 years old (that's nothing for elves,he is just a kid yet) he goes to neiborhood village and he decide that he will be ranger. His story and his life were greatly famous around the elven kingdom. But, he was exception among others.

He knows how to use nature strenght with great power and he was esspecially uniqe and selfstanding........After many years of being ranger he becomes adult...Now he is much more greater than others. With his wisdom, bravery, intelligence and strenght he became a village elder. He carried his sad childhood inside him....He rememberd his words «I swear that elven people will live undefended never again!!!». He decided that he will take youngest rangers (if they want of course) and train them to become «Woodland defenders». Many years of hard training and revealing nature powers make them good, strong and flexibile ' Defenders '. Laxar's dream is now truth.

· Characteristics

Woodland Defender is strong and most capable in combat.

He is though, and precise with weapons.

His skills allow him to survive in the wilderness, to find his pray and to avoid detection.

He uses nature power, and he knows how to use nature as gift from gods.

· Languages – Elven, Common, Undercommon, Sylvan

· Alignment

Defenders must be true neutral aligment, because they are trained to deal in neutral way.

Defender is trained to consider every action and he must make it in way he thinks is the best in that moment.

· Religion

Though defenders gain their divine spells from the power of nature, like anyone else they may worship a chosen deity.

· Races

Only elf can be the defender.

REQUIREMENTS FOR THIS CLASS:

· Elf

· True neutral alignment

Restrictions:    

1. No Multi-Class allowed

2. This is highly linear class and it’s not flexibile like others

3. No alignment change (all your actions are your considerations – all is neutral)

4. Only Elf can be “Woodland Defender”

Rule information:

· Hit Die: d12

Because of hard training defenders have great thoughness.

· Class skills

Animal Empathy (CHA), Balance (DEX), Climb (STR), Concentration (CON), Craft (INT), Gather Information (CHA), Handle Animal (CHA), Heal (WIS), Hide (DEX), Intuit Direction (WIS), Jump (STR), Knowledge Nature (INT), Listen (WIS), Move Silently (DEX), Profession (WIS), Ride (DEX), Search (INT), Spot (WIS), Swim (STR), Use Rope (DEX), Wilderness Lore (WIS).

Skill points at 1st Level:

(4 + Int modifier) x 4

Skill Points at Each Additional Level: 4 + Int modifier

Defender can’t have these skills:

Read lips, Decipher script, Scry.

Class Features:

Weapon and Armor Proficiency:

Defender is proficient with all simple and martial weapons, light armor, medium armor, heavy armor, and shields.

Feats: 

At the beginning Defender gets Track, Quick Draw and Improved Initiative as starting feats (No bonus feats, no feats in starting package, on 1st level he can’t choose any other feat.)

On 3,6,9,12,15,18 level Defender can’t choose feats from the list, like other characters.

He GETS predefined feats on these level’s, according to table:

  3 – Dodge

  6 – Power Attack

  9 – Point Blank Shot and Precise Shot

12 – Mobility

15 – Spring Attack

18 – Lightning Reflexes 

______________________________________________

Nature Sense – Player’s handbook page 34/35

Woodland Stride - Player’s handbook page 34/35
Trackless Step - Player’s handbook page 34/35
Resist Nature’s Lure - Player’s handbook page 34/35
Venom Immunity - Player’s handbook page 34/35
Thousand Faces - Player’s handbook page 34/35
Timeless Body - Player’s handbook page 34/35
Fusion with Water – Defender can breath water and move normally through water like it doesn’t exist / once per day, duration is two hours

Wind of listening – Defender can make wind, and listen trough the wind like he is there / 2x per day, duration is half hour

Contact nature – When Defender is unfamilliar with area, he can contact all the nature around him and ask details about location, direction etc...(Defenders can’t be lost with this abillity) / once per day, duration is 15 mins.

Spells:

A Defender casts divine spells according to table.

A Defender may prepare and cast any spell on the druid spell list (166) provided if he can cast spell of that level.

He can cast spells per day same as druid, but when he memorizes and prepare spells for that level he can’t rememorize other spells of that level like cleric, ranger or druid (before sleaping). So he must choose spells an he can’t change them (rememorize).

To prepare or cast a spell, a defender must have Wisdom score of at least 10 + spell’s level.

The DC for a saving throw against Defender’s spell is 10 + spell’s level + wisdom modifier.

Bonus spells for Defenders are based on Wisdom (page 8).

Tables:

Base attack bonus and saving throw table – Ranger (page 44)

Spells per day – Druid (page 34)

Special abillities on each level:

Level   1: Nature Sense

Level   2: Woodland Stride

Level   3: Trackless Step

Level   4: Resist Nature’s Lure

Level   5: Wind of Listening

Level   6: Venom Immunity

Level   7: NOTHING

Level   8: NOTHING

Level   9: Fusion With Water

Level 10: NOTHING

Level 11: NOTHING

Level 12: Contact Nature

Level 13: NOTHING

Level 14: Thousand Faces

Level 15: NOTHING

Level 16: NOTHING

Level 17: NOTHING

Level 18: Timeless Body

Level 19: NOTHING

Level 20: NOTHING

