Justicar, Arkadian

Justicars are the peacekeepers and bounty hunters of the Arkadian Empire.  They are known the world over for the crystal embedded into the palm of their hands.  Criminals always fear that these men and women will be on their trail.  There are three kinds of Justicars.  The first is the Justifier, which has jurisdiction over in a local province and regional affairs.  The second is the Justice, which is a Judge and the gatekeeper of the dimensional prison.  The last is the Justicar the hunter of men.  Justicars generally work independently and cover great distance to catch the person they are looking for.  They are one of the few types of people that are allowed back into the Empire after they leave its borders.  They go to all lengths to catch their prey.

Hit Die:  d10

Alignment: Any Lawful

Race: Human Arkadians Only
Requirements:


Base Attack: +5
Skills: Gather Information 4 Ranks, Innuendo 4 Ranks, Knowledge (Arkadian Law) 6 ranks, Sense Motive 6 Ranks and Wilderness Lore 6 Ranks


Feats: Two-weapon Fighting, Track and Run


Special: Must be accepted into the Justicar Order

Skill Points: 4 + Int modifier.

Skills:  Autohypnosis (Wis), Balance (Dex), Climb (Str), Concentration (Con), Jump (Str), Spot (Wis), Stabilize Self (Str), Scry (Int), Swim (Str), Tumble (Dex) and Use Psionic Device (Cha)

Armor/Weapons:  All simple weapons and the Jetti.  Light armor and no shields.

Special Restrictions:  Justicars must forgo all but Light Armor to still have the benefits of the class.  A Justicar must use a Jetti has his main melee weapon.  If a Jetti is not available he can use other weapons he is proficient in at a –2 penalty.

	Level
	Attack
	Fort
	Ref
	Will
	Special
	Power Points/Day
	0
	1
	2
	3

	1st
	0
	0
	0
	2
	Palm Crystal Level 1, Weapon focus: Jetti
	+3
	-
	-
	-
	-

	2nd
	1
	0
	0
	3
	Uncanny dodge (Dex to AC)
	+5
	-
	-
	-
	-

	3rd
	2
	1
	1
	3
	Evasion
	+5
	-
	-
	-
	-

	4th
	3
	1
	1
	4
	Psi powers, Mind barrier
	+5
	1
	-
	-
	-

	5th
	4
	1
	1
	4
	Power Crystal Level 2
	+7
	2
	-
	-
	-

	6th
	4
	2
	2
	5
	Uncanny dodge (Can’t be Flanked)
	+7
	2
	1
	-
	-

	7th
	5
	2
	2
	5
	
	+7
	2
	2
	-
	-

	8th
	6/1
	2
	2
	6
	Weapon Specialization: Jetti
	+9
	2
	2
	1
	-

	9th
	6/1
	3
	3
	6
	
	+9
	2
	2
	2
	-

	10th
	7/2
	3
	3
	7
	Power Crystal Level 3
	+9
	3
	2
	2
	1


Class Features:

Palm Crystal (Su): A Crystal of Power is embedded into the Justicar’s left palm at the time of Initiation.  It is surround by ancient ruins about the law.  It is not magical in nature but psionic.  As part of the process the Justicar swears an oath that acts like Geas.  The oath is that a Justicar must uphold the laws and justice of the Arkadain Empire.  The crystal on command can give Light as the spell and it can leave an Arcane Mark on the forehead of a criminal.  These effects are psionic not magical.  The Arcane Mark is usually a statement of the crime they did (Murder, Thief, etc…).  As a Justicar advances in level the crystal get more and more powerful.  If for some reason the Justicar’s hand is dismembered from his or her body the crystal will shatter and the Justicar will lose all the powers of the crystal and is released from the Geas.  The following table is a list of the crystal’s abilities:

	Level
	Abilities:
	Power Points/Use

	1
	Detect Magic, Detect Alignment, Hold Person, and Message
	1

	2
	Dispel Chaos, Discern Lies, Scry, and See Invisibility
	2

	3
	Imprisonment, Legend Lore and Mark of Justice
	3


Abilities Notes:

The Focus for the abilities is the palm crystal no material components are required.  All the abilities use Cha as the modifier.  All the crystals abilities act like the spell of the same name but with a psionic effect.

Detect Magic: As the spell except the Justicar can make magic items visibly glow to everyone round him or her.

Detect Alignment:  As detect evil spell except that it can detect any one alignment (Lawful, Neutral, Evil etc.) of the Justicars choice at the time of “casting”.  This can only be done once per day per person.

Hold Person: As the spell except that it is a ray that shots out of the palm crystal.

Message: As the spell except that it can only be used to commutate with other Justicars via the palm crystal and the range is Long.

Dispel Chaos: As the Dispel Evil Spell except that the touch must be done with the palm crystal.

Discern Lies: As the spell except the crystal turns a white for truth and dark blue for falsehoods.

Scry: As the Spell except that the Justicar must peer into the palm crystal to scry on a target.

See Invisibility:  As per spell except the power is a cone that radiates from the palm crystal.  If the Justicar wishes s/he could make the objects or beings visibly glow when in the cone.

Imprisonment: As the spell except the being must be touched with the palm crystal.  Justicars have the ability to free any on imprisoned as well.  As an option Justices can open a portal to a plane on imprisonment.

Legend Lore: As the spell except the information is projected from the crystal either audibly or visually.

Mark of Justice:  As the spell except the being touched must be touched with the palm crystal.

Weapon Focus/Specialization: As Fighter Feats.  A Justicar must use a Jetti has his main melee weapon.  It is a symbol of his Authority and the Geas will not let him do otherwise.  A Jetti is a multi-function weapon that can be used for lethal and non-lethal attacks.  Its base form is a short staff like weapon that measures about 3.5 feet in length with the ends reinforced with steel to form a mace like head.  The main body is made of cured hardwood that can take the best blows of a sword.  Upon activation on each end foot long blades can spring to life an adding to the range of the weapon.  This last surprise is that this weapon can be broken down into a triple part staff with an extended reach weighted chain.  The Jetti stats are as follows:

	Weapon/Mode
	Damage
	Critical
	Range
	Weight
	Type
	Special

	Double Mace
	1d8/1d8
	X2
	-
	12
	Blunt
	

	Double Bladed Shortspear
	1d8/1d8
	X3
	10ft
	12
	Piercing
	Blades are spring loaded. 

	Triple staff/Weighted Chain
	2d4
	X2
	30ft
	12
	Blunt
	+2 to Trip and weapon catch


Uncanny Dodge and Evasion (Ex): as per rogue and monk abilities

Psi Powers: Starting at 4th level a Justicar may pick one Psionic Discipline as the Psion Class.

Mind Barrier: A Justicar is a proto-psion and is not totally open to the psionic realm; hence s/he uses the nonpsionic buffer modifiers.  This ability does not work if the Justicar was or ever receives psionic powers.  This barrier also prevents Justicars from using arcane or divine spells.
