Geohunter by Ian Friedrich (Planeswalker Maloran)


A lone figure creeps silently down the corridor. He peers around a corner, then ducks back and reaches into a pouch at his side. From the pouch he pulls a smooth, round stone about 1/2 inch in diameter. He mutters a few words and steps around the corner. An Orc looks up, startled. The man throws the stone, hitting the Orc in the forehead. Electricity courses through the Orc's body and it falls, dead, to the ground. The figure slips past it and is gone down the corridor.





Adventures: Geohunters are always looking for target practice, and this is one of the reasons for adventuring. Also, they prefer traveling to settling down in one place.





Characteristics: Geohunters live off the land. They are very skilled with slings and throwing stones. They use these weapons for hunting, and to fend off predators and bandits. It is said that they can even enchant their stones to damage their targets more than usual.





Alignment: Those who live in tribes with other geohunters are usually neutral, but those who go off on their own and live apart from others are generally chaotic neutral.





Religion: Most geohunters either do not follow any particular deity, or they follow their racial deity. A few follow other deities, but not many.





Background: Geohunters are usually raised by a tribe of other geohunters, although a few join a clan later in life. To become a geohunter, one has to join an existing tribe, because they do not teach their skills to outsiders. Once a Geohunter has lived among a tribe for at least one year, they are skilled enough to go adventuring on their own.





Races: Any.





Other Classes: A geohunter often seeks to improve his skills by joining any other class, especially a prestige class.





Game Rule Information


Geohunters have the following game statistics:





Abilities: Geohunters are arcane spellcasters, but do not cast spells in the normal way. Instead, they imbue a throwing stone with a spell. When the stone hits its target, the spell is activated, targeting whatever the stone hit. If the target is invalid, the spell fails. If the spell affects an area, the area is centered on whatever the stone hit.





Alignment: Usually neutral or chaotic neutral, but not always.





Hit Die: 1d12





Special Weapon - Throwing Stones: A geohunter can pick up any stone of 1/2 inch to 1 inch in diameter and throw it (as a ranged touch attack), dealing 1d4 damage (or subdual damage, player's choice).





Class Skills


Hide (Dex), Intuit Direction (Wis), Knowledge: Nature (Int), Listen (Wis), Move Silently (Dex), Search (Wis), Spot (Wis), Wilderness Lore (Wis)





Skill Points at 1st level: (4 + Int modifier) x 4.





Skill Points at each additional level: 4 + Int modifier.





�
Class Features


All of the following are class features of the Geohunter.





Weapon and Armor Proficiencies: Geohunters are proficient with Slings and Daggers, but no other weapons or armor.





Spells: Geohunters can learn arcane spells, but cannot cast them normally. Instead, they imbue the spell in a throwing stone. Activating the spell depends on the spell's range: For personal spells, or spells with you as the target, place the stone against your forehead and focus on activating the spell. For spells with someone or something else as a target, the stone must touch the target. (Either hold the stone against the target or throw it at the target, either way works.) For spells with an area of effect, the area is centered on the stone, whether you are holding the stone or not.





Table 1.1 - Geohunter Abilities and Spells Known


Level	Base Attack	Fort	Ref	Will			Spells Known


	Bonus		Save	Save	Save	Special			0  1  2  3  4  5  6  7  8  9 


1	+1		+1	+2	+1	Imbue Stone*		5  -  -  -  -  -  -  -  -  -


2	+1		+1	+3	+1			6  1  -  -  -  -  -  -  -  -


3	+2		+2	+3	+2			7  2  -  -  -  -  -  -  -  -


4	+2		+2	+4	+2			8  3  1  -  -  -  -  -  -  -


5	+3		+3	+4	+3	Optimize Stone	9  4  2  -  -  -  -  -  -  -


6	+4		+3	+5	+3			9  5  3  1  -  -  -  -  -  -


7	+5		+4	+5	+4			9  5  4  2  -  -  -  -  -  -


8	+6/1		+4	+6	+4			9  5  5  3  1  -  -  -  -  -


9	+7/2		+5	+6	+5			9  5  5  4  2  -  -  -  -  -


10	+8/3		+5	+7	+5	+1 Dex		9  5  5  4  3  1  -  -  -  -


11	+9/4		+6	+7	+6			9  5  5  4  4  2  -  -  -  -


12	+10/5		+6	+8	+6			9  5  5  4  4  3  1  -  -  -


13	+11/6		+7	+8	+7			9  5  5  4  4  4  2  -  -  -


14	+12/7		+7	+9	+7			9  5  5  4  4  4  3  1  -  -


15	+13/8		+8	+9	+8	+1 Dex		9  5  5  4  4  4  3  2  -  -


16	+14/9		+8	+10	+8			9  5  5  4  4  4  3  3  1  -


17	+15/10		+9	+10	+9			9  5  5  4  4  4  3  3  2  -


18	+16/11		+9	+11	+9			9  5  5  4  4  4  3  3  3  1


19	+17/12		+10	+11	+10			9  5  5  4  4  4  3  3  3  2


20	+18/13		+10	+12	+10	+1 Dex		9  5  5  4  4  4  3  3  3  3


* Twice per day per level.








Special Abilities


A geohunter has the following special abilities:





Imbue Stone: A geohunter can imbue stones with any spell he knows. The spell can later be activated via the stone, either by throwing it or focusing mentally on it. An imbued stone can contain up to 2 spells at once, and if one is activated, the other automatically activates 3 seconds later. Once a spell is activated, it is gone from the stone. Anyone can activate an imbued stone, whether or not they know the spell(s) contained within the stone. If the spell's range is personal, than the target is whoever activates the stone. An optimized stone can be imbued as well. Any stone or stone item can be imbued.





Optimize Stone: At level 5, a geohunter can adjust a stone to make it more balanced and aerodynamic. First, he chips away any protruding lumps or edges until the stone is properly balanced and has a sharp edge. Then he polishes the stone to reduce air resistance as much as possible. The result is a +3 Optimized Throwing Stone, which does 1d8 damage (or subdual damage), instead of 1d4.Optimizing an imbued stone has a 50% chance of canceling the spell(s) imbued. Optimizing a stone more than once does not stack.





+3 Dex: At 10th, 15th, and 20th levels, a geohunter's Dexterity score increases by +1.


�
Table 1.2 - Stones


Level	Imbue Stone Time	Optimize Stone Time


1	20 min.	-


2	19 min.	-


3	18 min.	-


4	17 min.	-


5	16 min.	45 min.


6	15 min.	43 min.


7	14 min.	41 min.


8	13 min.	39 min.


9	12 min.	37 min.


10	11 min.	35 min.


11	10 min.	33 min.


12	9 min.	31 min.


13	8 min.	29 min.


14	7 min.	27 min.


15	6 min.	25 min.


16	5 min.	23 min.


17	4 min.	21 min.


18	3 min.	19 min.


19	2 min.	17 min.


20	1 min.	15 min.


