Protectors of the Great Oak

Many people of the world believe that Nature is what keeps the world alive and well.  However it is the Great Oak Tree that is the status symbol of nature and nature reflects the well being of the Great Oak Tree.  A few so strongly believe in this theory that they dedicate their lives to its protection and then gain benefits from this dedication.  Protectors of the Great Oak, and there are only three in the World, are an elite of group of strong-willed individuals.

Requirements:

To become a Protector of the Great Oak a character must fulfill all of the following criteria.


Knowledge Nature (10 ranks)


Wilderness Lore (10 ranks)

Feats: Alertness, Endurance, Track

Attack Bonus: +5

Alignment: NG, LN, N

Class Skills:

Protectors of the Great Oak class skills (and the key ability for each) are:

Animal Empathy (Cha), Climb (Str), Concentrate (Con), Diplomacy (Cha), Handle Animal (Cha), Heal (Wis), Intuit Direction (Wis), Jump (Str), Knowledge (nature) (Int), Listen (Wis), Sense Motive (Wis), Spellcraft (Int), Spot (Wis), Spot (Str), Wilderness Lore (Wis).

See the Player’s Handbook, Chapter 6, for skill descriptions.

Skill Points at Each Level: 2 + Int Mod

Hit Die: D8

	Class

Level
	Attack

Bonus
	Fort.

Save
	Ref.

Save
	Will

Save
	Special
	HP Special

	1
	+0
	+1
	+0
	+1
	Speak with Plants 3x/day
	+2 HP when in Great Oak Grove

	2
	+1
	+1
	+0
	+2
	Oaken Teleport 1x/day
	+4 HP when in Great Oak Grove

	3
	+2
	+2
	+1
	+3
	Commune with Nature
	+6 HP when in Great Oak Grove

	4
	+3
	+2
	+1
	+4
	Toughness Feat
	+8 HP when in Great Oak Grove

	5
	+4
	+3
	+2
	+4
	Hallucinatory Terrain
	+10 HP when in Great Oak Grove

	6
	+5
	+3
	+2
	+5
	Oaken Teleport 3x/day
	+12 HP when in Great Oak Grove

	7
	+6
	+4
	+3
	+5
	Oaken Elemental Control
	+14 HP when in Great Oak Grove

	8
	+7
	+4
	+3
	+6
	Power Word, Stun 2x/day
	+16HP when in Great Oak Grove

	9
	+8
	+5
	+3
	+6
	Oaken Temporal Stasis
	+18 HP when in Great Oak Grove

	10
	+9
	+5
	+4
	+7
	Oaken Neutralize
	+20 HP when in Great Oak Grove


Class Features:

Weapon and Armor Proficiency: Protectors of the Great Oak’s are proficient with all simple and martial weapons, light armor, medium armor, and shields.

Spells per Day: When a character reaches an odd-numbered Protectors of the Great Oak level, he gains new spells per day as if he had also gained a level in his previous spellcasting class.  He does not, however, receive any other benefit a character of that class would have gained (skills, feats, attacks, and so on).  This essentially means that he adds the level of Protectors of the Great Oak to the level of his other spellcasting class, and then determines spells per day (and caster level) accordingly.

Speak with Plants: At any time a character may use this ability, as per the spell, up to the number of times per day indicated.

Oaken Teleport: A character may step “in to” any oak tree of at least four inches in diameter and instantly teleport to the Great Oak Tree, as the teleport without error spell.  This ability only works on the Prime Material until level 5 and from that point on it works from any Plane as well.  A character cannot teleport from the Great Oak, only to the Great Oak.

Commune with Nature: A character can use this ability 2x/day. The character becomes one with nature, attaining knowledge of the surrounding territory. The character instantly gains knowledge of up to three facts from among the following subjects: the ground or terrain, plants, minerals, bodies of water, people, general animal population, presence of woodland creatures, presence of powerful unnatural creatures, or even the general state of the natural setting.

Toughness Feat: The character gains this feat for free.

Hallucinatory Terrain: As per the spell but only in the Great Oak Grove, 1x/day.

Oaken Elemental Control: While a character is in the Great Oak Grove he can control the elements as per the following spells, 1x each/day: Control Water, Control Weather, and Control Winds.

Power Word, Stun: When in the grove of the Great Oak a character may use this ability, as per the spell description, up to 2x per day.

Oaken Temporal Stasis: Once per week a character may place the Great Oak Tree, and only the Great Oak Tree, in to a Temporal Stasis, as per the spell description.  However, the duration is only one week.

Oaken Neutralize: The character detoxifies any sort of poison or disease in the Great Oak Tree. The Great Oak suffers no additional damage or effects from the poison or disease, and any temporary effects are ended, but the spell does not reverse instantaneous effects, such as hit point damage, temporary ability damage, or effects that don’t go away on their own.

