Alchemist: (Wizard)

Requirements: INT 14, DEX 12

Weapon Proficiencies: as wizard

Nonweapon Proficiencies: Bonus herbalism, Required chemistry

Equipment: any, no armor

Spell Casting: wizard

Spell Progression: alteration specialist

Spell Learning: wizard with spellbook
Schools: alteration(nonliving targets only), enchantment/charm(nonliving targets only), divination(nonliving targets only), elemental(any)

Special: All nonliving targets receive a -1 saving throw penalty against any alteration spell. Is allowed to brew potions, create homunculi, golems, foci, figurines and other magic items starting at 1st level.

Find Faerie: 2nd 

Anakagok (Witch Doctor, Shaman): (Wizard)

Requirements: CON 15, INT 9

Weapon Proficiencies: spear, knife, blowgun,  bow, sling, harpoon, staff

Nonweapon Proficiencies: Bonus survival, weather sense

Equipment: as savage, no metal or manufactured. No armor

Spells Casting: wizard 

Spell Progression: wizard

Spell Learning: priest

Schools: Conjuration/Summoning, Divination
Spheres: Divination, Summoning
Special: Conjure spirit once per day. Max force = level, Time needed to conjure = force in minutes. Duration = 4 +1 minute/level, The spirit has one power of the Anakagok’s choice, or may be conjured for combat. The duration of the power is as the spirit remains. The Anakagok must concentrate for the duration, and if disturbed, the spirit will become uncontrolled and remain until the duration expires, doing whatever it believes is best for the land. Only a spirit appropriate for the terrain type may be conjured. Spirit’s hd = force, damage = 1d2*hd (half damage if target makes save Vs paralyzation), Movement rate of 15 in whatever medium is appropriate, and is never slowed by its own terrain. It is immune to damage from its own element, and nonmagical weapons, but is affected by any unarmed attack, AC = 11-force.

Spirits:

Terrain

HP mod

Powers

Forest



search, concealment, movement, entangle

Freshwater


search, waterwalk, gust of water

Hearth

+1 hp/hd
search, concealment

Mountain
+1 hp/hd
search, concealment, movement, Maxmillian’s Earthen Grasp

Plain



search, entangle, movement x2

Saltwater


search, water breath, Maxmillian’s Watery Grasp

Sky

-1 hp/hd

searchx2, gust of wind

Storm



call lightning
Swamp



search, concealment, movement entangle

concealment: grants one creature per point of force invisibility in the spirit’s terrain for the duration. if one of the creatures moves, the effect is canceled for that creature only.

movement: grants one creature per point of force the ability to move at a rate of 15 unhindered in the spirit’s terrain for the duration.

search: functions as locate object or person, with a percent chance of success equal to force x10, and takes the entire duration. 

waterwalk & water breath: affects one creature per point of force for the duration.

Find Faerie: 4th

Aule’s Chosen: (Priest)

Requirements: WIS 9, dwarf

Weapon Proficiencies: any

Nonweapon Proficiencies: as priest

Equipment: any, any armor

Spell Casting: priest

Spell Progression: priest

Spell Learning: priest

Spheres: all, combat*, divination*, elemental(earth, others*), guardian, healing, necromatic*, protection, travelers, wards
Special: Gains all PHB dwarf abilities, except save bonuses. 3rd level: protection from evil, once per day.

Find Faerie: 2nd

Bard (any):
As kit description

Special: Instead of the normal spell progression, a bard gets any one of the following at 2nd level: spell casting as any of the types mentioned in this list at the bard progression, counterspell ability, any of the special magic abilities listed here, psionics as a psionicist of half his level. A bard with spell or alternative magical abilities does not get any associated benefits that the true spell caster may recieve. Some bards are more likely to develop certain abilities:

Charlatan: spell casting as illusionist

Gypsy: spell casting as seer

Meistersinger: spell casting as druid

Skald: rune abilities as runecaster

Caller: (Wizard)

Requirements: INT 12, WIS 12, CON 14, CHA 14

Weapon Proficiencies: staff

Nonweapon Proficiencies: Required: Animal Lore, Spellcraft

Equipment: any, no armor

Spell Casting: wizard

Spell Progression: reduced progression

Spell Learning: wizard with spellbook

Schools: Conjuration/Summoning
Special: May call any creature he has bonded with once/day, as long as both are on the same plane. Creature remains for 1 minute per level. The caller can bond with one creature each level. The creature’s hd must be less than or equal to half the caster’s level, rounding down. To bond with a creature, the caster must face it alone. He then casts Bond (level 1, 1 segment spell), the creature gets a save vs. spell (-1 per 3 levels of the caster) if it fails, then it may be bonded with. If it makes the save, the caster must wait at least one day before attempting to bond with that particular creature again. After the creature fails the save, the caster must defeat it in combat, none of his attacks cause permanent damage. The creature fights normally. After the creature is defeated it may now be called. An intelligent creature may decide to willingly bond by surrendering in combat. If the creature is killed or increases in hd, the castor looses the bond with it, but may replace it with a new creature or the appropriate hd. Calling takes one round, no components, or chance of failure. The creature is teleported  to the castor and will serve in any capacity, at the end of the duration it is teleported back. The creature’s state (hp, spells, etc.) is not changed by either transport. While the creature is serving the castor, he need not maintain concentration.

Find Faerie: 2nd

Children of Ilsalunte: (Priest)

Requirements: WIS 13, INT 11, CHA 12, Elven

Weapon Proficiencies: bows, javelin, staff, sickle, staff-sling, sling

Nonweapon Proficiencies: as priest

Equipment: any, may wear leather armor

Spells Casting: priest 

Spell Progression: priest

Spell Learning: preist

Schools: illusion/phantasm (at 3rd level)

Spheres: all, astral, charm*, divination, healing, necromantic, protection, travelers, weather, plant*

Special: +2 to all saves vs. death and mind affecting magic. 3rd level: may cast wizard illusion spells as priest spells of one level higher. 9th level: dream once per week.

Find Faerie: 4th + 10%

Eldar Sehanine (English The Goddess), she is not ever called by any name.

Christian Monk: (Priest)

Requirements: WIS 13 Alignment LG

Weapon Proficiencies: staff

Nonweapon Proficiencies: Bonus Healing

Equipment: Any, no armor

Spell Casting: priest

Spell Progression: priest

Spell Learning: priest

Spheres: all, animal*, astral, creation, divination, elemental, guardian, healing(nonreversed only), law, necromantic(nonreversed only), plant*, protection, summoning, sun(nonreversed only), wards, weather*
Special: Turn undead at normal level, Lay hands as a Paladin of equal level, Soothing Word at will, Level 8: +2 to CHA (to 18 max), Must never willingly take sentient life.

Find Faerie: 2nd
Daghdha Druid: (Priest)

Requirements: 

Weapon Proficiencies: staff, javelin, spear, knife

Nonweapon Proficiencies:

Equipment: Any savage items, no metal or manufactured. Only organic armor may be worn, but can’t cast spells in any armor.

Spell Casting: wizard

Spell Progression: priest

Spell Learning: priest

Spheres: as druid

Special: At 1st level gain skinwalking as Elven skinwalker. 

Find Faerie: 4th

Dreamer: (Psionicist)

Requirements: INT 16, WIS 17, can only be taken at 0th level, if dual classed at a later point, looses all dreamer powers.

Weapon Proficiencies: Any, but none are taken at 1st level. later slots may be spent on dream weapons, and even specialization, but these do not work in the real world.

Nonweapon Proficiencies: as psionicist, but any may be taken in Dreamland

Equipment: Any, but dream equipment should be kept separate

Special: At 1st level receives Dream Travel as a bonus power. Primary devotion must be dream powers, the second devotion must be telepathy. No other disciplines can ever be learned. Dream powers must always be taken if possible, only if no dream powers can be taken at that level can telepathic powers be taken. Dreamers can control their sleeping patterns and go into either a deep sleep, normal sleep, light sleep, or a near death state. In a deep sleep PSPs are regenerated at double the normal rate, but it is nearly impossible to wake the dreamer before the time at which they specify that they will awake. In a light sleep they only regenerate at half the normal rate, but awaken very easily. In the death-like trance, no PSPs are recovered and the dreamer will not awaken until the specified time or event takes place unless they take damage. In this state the dreamer may freely enter dreamland, and also freely leave it by using any exit. A dreamer can switch between each of these modes by concentrating for a minute.

Find Faerie: 1st, (4th in DL)

Filidh Druid: (Priest)

Requirements: WIS 12, CHA 15, Alignment Neutral

Weapon Proficiencies: Required Sickle, Allowed club, dart, spear, dagger, sling, staff, scimitar

Nonweapon Proficiencies: Bonus Druidic cant, Nature Lore (at 3rd)

Equipment: any, may only wear organic armor, but can not cast spells in armor.

Spell Casting: wizard

Spell Progression: priest

Spell Learning: priest

Spheres: all, animal, divination, elemental, healing, plant, weather
Special: All special benefits listed in the PHB as given to druids. -20% to spell aftermath table, and aftermath effect is always related to the effect that was attempted. Once per year mistletoe may be harvested with a golden sickle. mistletoe gathered in this way may be used as an additional spell component, giving +2 to the d20 role. A full sprig is needed for each spell cast. The mistletoe is consumed. Note, these druids are those who live normal lives, generally in civilized areas, meeting in secret.

Find Faerie: 4th
High Magi: (Wizard)

Requirements: INT 12, CHA 12, Elven

Weapon Proficiencies: staff

Nonweapon Proficiencies: as wizard

Equipment: any, no armor

Spells Casting: wizard

Spell Progression: wizard

Spell Learning: no spellbook, -10%
Schools: illusion/phantasm, enchantment/charm, alteration(can only effect the castor)
Special: +2 to d20 spell success role. Does not ever need material spell components. May multiclass as a fighter/magi or thief/magi

Find Faerie: 3rd

Houngan/Bokor: (Wizard)

Requirements: INT 12, WIS 12, CON 12

Weapon Proficiencies: staff, dagger, knife, machete, club, hand ax, short sword

Nonweapon Proficiencies: as wizard

Equipment: any, no armor, Loa conjuring materials cost 10 gp/force and are different for each Loa.

Spell Casting: wizard

Spell Progression: bard

Spell Learning: no spellbook

Schools: Enchantment/charm(living targets only), Conjuration/Summoning, Abjuration(living targets only)
Special: Can learn one voodoo ability or magic item construction, or zombie construction each level. Once per day per level can attempt to summon  a Loa. The maximum force of the Loa summoned = 1/2 summoner’s level. One minute must be spent for each force of the Loa to summon it. Loa remain for 24 hours or until used, they remain in astral form unless being used. The conjurer must make a successful roll equal to or below his CHA on a d20 to summon any Loa. A Loa can be used for the following functions, but only for one each time summoned: Combat, with one combat encounter fulfilling one use. If of a suitable type of Loa they can be used to power a voodoo ability. They can likewise be used in the creation of magic items and zombies.  A Loa may be called on to possess the castor, the Loa remains in control for as long as the caster called it to be, during this time it has all of its own abilities as well as all of the castor’s abilities. At the end of this time the Loa may attempt to remain in the castor’s body. Or the Loa may be called upon to use any one of its abilities.

Find Faerie: 3rd

Illusionist: (Wizard)

Requirements: INT 14, DEX 12, CHA 14

Weapon Proficiencies: as wizard

Nonweapon Proficiencies: Bonus spellcraft, subtle casting, Recommended ventriloquism

Equipment: any, no armor

Spell Casting: wizard

Spell Progression: wizard

Spell Learning: spellbook

Schools: Illusion/Phantasm
Special: Specialist saving throw benefits. Has Pick Pockets at 15% + 5% per level after 1st. Can use PP to change the appearance of a spell’s material and somatic components making it look like a different spell, or simply preventing recognition of the spell. Can also attempt to hide the casting of the spell completely. If he has ventriloquism he can attempt to make the verbal components come from another area. attempting either of the above inflicts a -2 to the spell success role, and are cumulative. At first level he can cast spook once per day with no chance of failure. And can do the same with hypnotic pattern at 4th.

Find Faerie: 4th

Knight Temlar, Order of the Heart: (Psionicist)
as paladin

Spell Casting: priest

Spell Progression: paladin

Spell Learning: priest

Spheres: combat, healing

Knight Templar, Order of the Mind: (Psionicist)

Requirements: STR 9, WIS 15, INT 12

Weapon Proficiencies: any

Nonweapon Proficiencies: As psionicist

Equipment: As Paladin, only leather or padded armor may be worn.

Special: Must take clairsentience as primary discipline, and telepathy as second. Psychoportation and Metapsionics can never be taken. Does not recieve free defense modes, but does have closed mind. Must follow paladin ethos, or looses all psionics. May take weapon specialization at double the normal cost, and never recieves the 10% XP bonus.
Find Faerie: 2nd

Mystic: (Wizard)

Requirements: INT 9, WIS 16, CHA 14, Alignment Neutral

Weapon Proficiencies: staff, unarmed styles

Nonweapon Proficiencies: Bonus healing, herbalism

Equipment: may only own what can be carried with him, no armor

Spell Casting: wizard

Spell Progression: wizard

Spell Learning: no spellbook, -20%
Schools: Enchantment/Charm, Illusion/Phantasm, Abjuration, Divination
Special: Receives one free speak language proficiency slot at each level. +1 to all saving throws. +1 to d20 role for spell success, -5% to spell aftermath results. Wisdom score is used for all spellcasting factors instead of intelligence. -2 reaction adjustment with all priests.

Find Faerie: 4th

Necromancer: (Wizard)

Requirements: INT 10, WIS 16

Weapon Proficiencies: staff, dagger, knife, dart, club, sickle, scythe, whip, flail, scourge, sling

Nonweapon Proficiencies: Required Anatomy, Recommended Astrology

Equipment: any, no armor

Spell Casting: wizard

Spell Progression: necromantic specialist
Spell Learning: spellbook

Schools: divination, necromancy
Special: Gains all abilities of a necromancer specialist, including save bonus against necromantic effects and a save penalty to targets of his effects. Animate dead is a 3rd level spell for the necromancer. Any time he wishes a necromancer may perform a seance with any mostly intact corpse, that can have been dead for 2 days per level. As he gains in level he gets additional powers he may use during the seance, in any seance he may use any or all of these abilities. All abilities function automatically, with no save allowed , and take as long as it takes for the necromancer to command the corpse and for it to reply.

Necromancer Level
Ability


1

Comprehend Languages (the corpse serves as a translator, translating anything 




it hears in any language it knew during life into any other language it knew 




during life of the necromancer’s choice.


2

Read Magic (if the subject had any magical ability in life, it will translate any 




magical writings or phrases it sees or hears into any language it knows of the 




necromancer’s choice.



3

Identify (if the subject was able to identify this magic item during life, either 




through direct knowledge, general knowledge or magical ability, it will do so)


4

Locate Animals of Plants (The corpse will tell the necromancer the direction 




and distance of the nearest specimen, will not find a specific specimen.)


5

Locate Object or Person (The corpse will tell the necromancer the direction and 




distance of a specific creature or object the necromancer has a clear mental 




picture of)


6

Know Alignment ( The creature who’s alignment is being told must be 




within sight of the corpse, who will speak it aloud to the necromancer )


7

Past Life (The corpse will provide factual accounts of any or all past lives of its 




soul)


8

Speak With Dead (The corpse will give details of any information, opinions or 




feelings it has or had in any past life)


9

Detect Lie (The corpse will speak aloud the existence of any knowing falsehood 




spoken in its presence, in any language)

Find Faerie: 3rd

Paranormal Investigator: (Rogue)

Requirements: DEX 12, INT 13, CHA 15, WIS 13, Human

Weapon Proficiencies: Any, though light-weight iron or silver weapons are preferred

Nonweapon Proficiencies: Bonus religion, astrology, information gathering, ancient history, Required spellcraft

Equipment: any, any armor up to chain, no shield

Spells: none, but uses demibard counterspell ability, with normal bard progression.

Special: 


1) Paranormal Knowledge: works the same as the true bard’s legend lore ability. The investigator gains a 5% chance per level of identifying the presence and type of paranormal activity. If successful, he gains a number of pieces of information about the particular type of paranormal activity equal to his level.

Paranormal Investigator Paranormal Knowledge Table:

roll 3d6 once for each level the investigator has attained

3d6 result
Information Gained

3

False superstitions/misconceptions

4

Related effects by same cause/method, side effect

5

How to stop/reverse/counter effect

6

Duration/end result/culmination of effect

7

Restriction on effect’s use/target/invokation

8

How effect is created/invoked

9

How effect works

10

Name of effect (possession, level drain, etc.)

11

Famous/historical examples

12

Name of effect (possession, level drain, etc.)

13

Type of effect (undead, psionics, etc.)

14

Cause of effect (deamon, ghost, telepath, etc.)

15

Other ability of same creature

16

Weakness of creature

17

Description of entity/proximity effects/telltale signs

18

History/background of THIS specific entity


2) Resistance to Paranormal Effects: He has a +2 to any save against a paranormal effect, and receives a save even if one is not allowed.


3) Turn undead and Deamons: He turns undead as if he were a priest of 3 levels lower. Rather than using the power of a deity, the investigator has learned what signs, material and words are offensive to the undead, causing them to be unable to approach him. It has no effect on totally mindless entities (skeletons and zombies). Any destroyed result should be handled as an automatic turn result instead.

4) Thief Abilities: Investigators have the following initial thieving abilities: Hide in Shadows 10%, Move Silently 10%, Detect Noise 20%, Read Languages 5%. Investigators receive 20 points at 1st level and 15 points at each successive level to place in these abilities.

5) Paranormal Sense: He gets a +2 reaction bonus to any surprise roles resulting from paranormal activity.


6) Can not ever learn how to cast spells or develop psionic abilities.

Paranormal Includes: Psionic, Other-planer, natural undead, lycanthropy ?

Not Paranormal: Wizardly and Priesly magic, mythic beasts (dragons, giants, chimerae, kracken, etc.)

Find Faerie: 4th

Priestess of Kupalla (Seithr): (Priest)

Requirements: female, WIS 9, CHA 15 

Weapon Proficiencies: dagger

Nonweapon Proficiencies: Bonus agriculture, animal handling

Equipment: any, no armor

Spell Casting: priest

Spell Progression: priest

Spell Learning: priest

Spheres: all, animal, charm, divination, healing, necromatic, plant, weather

Special: At 3rd level gain the ability to polymorph into a horse, at level 6 gain the ability to predict the future of any individual with 10%/level chance of accuracy (95% max).

Find Faerie: 3rd

Ranger (any):

as kit or ranger class

Spell Casting: priest

Spell Progression: ranger (or as kit)

Spell Learning: priest

Spheres: animal, plant

Runecaster: (Wizard)

Requirements: CON 14, INT 9

Weapon Proficiencies: dagger, knife, staff, spear

Nonweapon Proficiencies: Required artistic ability

Equipment: any, no armor, pigments and an application tool are usually required for most spells.

Spell Casting: wizard

Spell Progression: bard

Spell Learning: no spellbook, can only learn spells from runecasters or research

Schools: any Enchantment/Charm, Alteration, Invocation/Evocation, that are runic type spells
Special: The only component required for any spell is the drawing, painting, or tracing or a rune, which may require specific material components and any verbal requirement. +1 to d20 spell success role. At each level the runecaster chooses one rune (from elves of Evermeet or other fitting spells). This may be cast at will, within the bounds of the rune description. The ability must still be learned or researched.

Find Faerie: 2nd

Seer: (Wizard)

Requirements: INT 16, WIS 16

Weapon Proficiencies: as wizard

Nonweapon Proficiencies: double initial slots(8), taken as wizard

Equipment: any, no armor

Spell Casting: wizard

Spell Progression: wizard

Spell Learning: priest

Schools: Divination
Spheres: Divination
Special: Has the abilities of a psionicist of half his level, rounded  down. only discipline is clairsentence. Can never learn psionic defenses and does not have closed mind. The first time the seer ever sees someone he has a percent chance equal to his level of seeing that person’s death.  Often has visions foretelling the future, 5% chance per level of gaining vision about specific event or person. Hear voices, especially during periods of great emotion (-2 to all d20 roles). +4 (or 20%) to all observation, perception checks. -1 to initiative roles. +1 to all saves. -4 to all domination saves involving seer.

Find Faerie: 4th

Semitic Cleric: (Priest)

Requirements: WIS 13, CON 9, CHA 9, Alignment any good

Weapon Proficiencies: staff, sling, staff sling, scimitar, dagger, knife, spear, long spear, any blessed or holy weapon.

Nonweapon Proficiencies: Required ancient language, ancient history

Equipment: any, armor up to chain

Spell Casting: priest

Spell Progression: priest

Spell Learning: priest

Spheres: all, combat, creation, divination*, guardian, healing, law*, necromantic, protection
Special: Turn Undead at normal level, Perform exorcism; same chance as turn undead, prep time is 1 hour/ level. May perform at 3 levels higher if possessing spirit’s true name is known. Library access to ancient history and language and scholarly type works.

Find Faerie: 2nd

Sorcerer: (Wizard)

Requirements: INT 12, CON 15

Weapon Proficiencies: dagger, knife, staff

Nonweapon Proficiencies: Bonus spellcraft

Equipment: any, no armor

Spell Casting: wizard

Spell Progression: wizard specialist

Spell Learning: spellbook

Schools: Conjuration/Summoning, Invocation/Evocation, Necromancy
Special: Is treated as a specialist in all of the Schools they can cast. They gain +1 to all saves against those spells and opponents receive a -1.

Find Faerie: 2nd

Speaker for the Dead: (Priest)

Requirements: WIS 16, CHA 16, Alignment NG

Weapon Proficiencies: any may be taken, 1 initial, 1 every 4 levels

Nonweapon Proficiencies: May take from any group, 4 initial, 1 every odd level, Bonus 2 languages, ancient history, crowd working, information gathering

Equipment: Can only have what can be carried with him easily, Can never own property or buildings. Must never have a permanent residence. Must never carry weapons, but may use any found in a battle for the duration of the fight. He may carry and use a symbolic weapon (see below). Armor as a thief.

Spells Casting: priest, never uses components.

Spell Progression: Seeker Ranger
Spell Learning: priest

Spheres: charm, divination
Special: When using a symbolic or emotionally bonded weapon (which must be found or given), he receives a +2 to hit and can strike creatures immune to normal weapons as if he were a monster attacking with natural weapons, with his level being equal to the monster HD. He is immune to all mental control/manipulation spells (including most mind effecting enchantment/charm) and telepathic psionics and similar attacks. Can use Soothing Word at will. Receives a -3 reaction penalty when dealing with any priest. Experience advancement is as a Rogue. Gains 5 PSPs per level and the following psionic abilities:


level
Power


2
Empathy


4
Sensitivity to Psychic Impressions


6
Aura Sight

Find Faerie: 3rd

Spellsinger: (As Minstrel Bard kit)

Requirements: DEX 12, INT 13 CHA 15, Elven

Weapon Proficiencies: blowgun, bow, dagger, dart, hand ax, javelin, knife, quarterstaff, sling, spear, staff sling, long sword, short sword, trident.

Nonweapon Proficiencies: Bonus musical instrument, reading/writing, singing, spellcraft

Equipment: any, may wear Leather, padded or elven chain, but can not cast spells in armor other than elven chain.

Spell Casting: minstrel, no material components are needed and +3 to the casting time of all spells

Spell Progression: bard

Spell Learning: no spell book, +10% for music/sound based, -10% for others

Schools: any

Special: +4 to spell success role for any effect involving sound, +2 for all other spells. All the special abilities listed in the kit description (spell singing, influence reactions, counter song, special resistance)

Find Faerie: 3rd

Telepath: (Psionicist)

Requirements: CON 11, INT 12, WIS 15

Weapon Proficiencies: As psionicist

Nonweapon Proficiencies: as psionicist

Equipment: Any, only leather or padded armor

Special: At first level receives the following bonus powers: Mindlink, ESP. Must take telepathy as primary discipline, and must take metapsionics as secondary discipline. No other disciplines are ever gained. Has closed mind, and does get bonus psionic defenses. Receives a +1 to all telepathy power scores, but gets a -1 to the power scores of all metascionic powers. All physical attacks are at -1 to hit.

Find Faerie: 2nd

Witch: (Wizard)

Requirements: INT 12, CON 12, CHA >14, or CHA < 7

Weapon Proficiencies: none allowed

Nonweapon Proficiencies: as Witch kit

Equipment: any, no armor

Spell Casting: wizard

Spell Progression: as specialist in one of below schools

Spell Learning: spellbook

Schools: enchantment/charm, conjuration/summoning, divination
Special: Counts as a specialist in on of the three schools allowed, including save penalties/bonuses where appropriate. May start brewing any potion at 3rd level. Must save Vs spell once per week or be possessed for 12 hours, usually by familiar. Gains all of the odd level powers detailed in the witch kit.
Find Faerie: 2nd
