Planeswalker by Ian Friedrich (Planeswalker Maloran)


Planeswalkers are mortals, generally from a material plane, who have learned to move between planes with relative ease. They often learn this skill on their own, but they can also be trained by a mentor. They can cast spells, but it is not their main focus.





Adventures: Planeswalkers have a natural wanderlust, and often that is their main reason for adventuring. They may also seek profit or fame, or they may be trying to make up for evil deeds done in their past.





Characteristics: Planeswalkers can cast certain spells that are not available to other classes. They gain these spells automatically when they gain a new level. They cannot be taught these spells by another planeswalker, but they can teach these spells to a wizard in the same way as another wizard can.





Planeswalkers can also cast arcane spells, but they do not learn them automatically upon gaining a level. A planeswalker can study or be taught an arcane spell in the same way as a wizard, but does not require a spell book to write it down. 





Alignment: Because of their restless nature, planeswalkers often tend towards chaos over law.





Religion: Any.





Background: Planeswalkers often, but not always, come from a troubled life or unpleasant society. In such cases, they develop their abilities as a method of escaping. Planeswalkers are often solitary, preferring not to have ties to any plane or location, but every once in a while they develop a strong friendship with a fellow adventurer.





Races: Any.





Other Classes: Multiclassing planeswalkers often prefer to be sorcerers, rogues, druids or other self-taught classes over the more disciplined classes such as wizards or paladins, although at times a member of a more disciplined class will become a planeswalker to cut loose and de-stress.








Game Rule Information


Planeswalkers have the following game statistics:





Abilities: A planeswalker learns a certain number of Planeswalker Spells per turn, as listed on table 1.1. You can learn arcane spells from another spellcaster, or through independent research. A planeswalker's Int modifier is added to or subtracted from the number of times per day a planeswalker can cast Arcane or Planeswalker spells. (For example, a level 1 planeswalker can cast 6 cantrips and 4 first level spells per day, but a level 1 planeswalker with an Int modifier of +2 could cast 8 cantrips and 6 first level spells per day.)





Alignment: Any.





Hit Die: 1d6





Class Skills


The planeswalker's class skills are Craft (Int), Concentration (Con), Escape Artist (Dex), Hide (Dex), Knowledge: The Planes (Int), Move Silently (Dex), Profession (Int), and Scry (Int).





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 planeswalker.





Weapon and Armor Proficiencies: Planeswalkers are proficient with all simple weapons and any lightweight armor. However, spells with somatic components may fail due to wearing armor.





Spells: Planeswalkers can cast Planeswalker and Arcane spells. A planeshifter does not need to prepare spells in advance.





Table 1.1 - Planeswalker Abilities and Spells Per Day


Level	Base Attack	Fort	Ref	Will			.      Spells Per Day      .


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


1	+0		+0	+1	+2	Disalignment*	4  0  -  -  -  -  -  -  -  -


2	+1		+0	+1	+2			5  0  -  -  -  -  -  -  -  -


3	+1		+1	+2	+3	Astral Visit 1*	5  1  0  -  -  -  -  -  -  -


4	+2		+1	+2	+3			5  2  0  -  -  -  -  -  -  -


5	+2		+2	+3	+4	Astral Visit 2*	6  3  0  -  -  -  -  -  -  -


6	+3		+2	+3	+4			5  3  1  0  -  -  -  -  -  -


7	+3		+3	+4	+5	Astral Visit 3*	5  3  2  0  -  -  -  -  -  -


8	+4		+3	+4	+5			6  4  3  0  0  -  -  -  -  -


9	+4		+4	+5	+6			6  4  3  1  0  -  -  -  -  -


10	+5		+4	+5	+6	Plane Shift † *	6  4  3  2  0  0  -  -  -  -


11	+5		+5	+6	+7			7  5  4  3  1  0  -  -  -  -


12	+6/1		+5	+6	+7			7  5  4  3  2  0  0  -  -  -


13	+6/1		+6	+7	+8			7  5  4  3  2  1  0  -  -  -


14	+7/2		+6	+7	+8			8  6  5  4  3  2  0  0  -  -


15	+7/2		+7	+8	+9	Adaptation¤	8  6  5  4  3  2  1  0  -  -


16	+8/3		+7	+8	+9			8  7  6  5  4  3  2  0  0  -


17	+8/3		+8	+9	+10			9  7  6  5  4  3  2  1  0  -


18	+9/4		+8	+9	+10			9  8  7  6  5  4  3  2  0  0


19	+9/4		+9	+10	+11			9  8  7  6  5  4  3  2  1  0


20	+10/5		+9	+10	+11			10  9  8  7  6  5  4  3  2  1


† See table 1.2 - Planeshift Accuracy


* See table 1.3 - Planeswalker Spells


¤ On non-material planes, you can become the substance from that plane, such as astral or ethereal.





Table 1.2 - Planeshift Accuracy





Level:	Accuracy:	Known Locations:


Within 500 ft	Within 50 ft


Within 450 ft	Within 45 ft


Within 400 ft	Within 40 ft


Within 350 ft	Within 35 ft


Within 300 ft	Within 30 ft


Within 250 ft	Within 25 ft


Within 200 ft	Within 20 ft


Within 150 ft	Within 15 ft


Within 100 ft	Within 10 ft


Within 50 ft	Within 5 ft


Exact		Exact


�
Table 1.3 - Planeswalker Spells





Disalignment


Level: 0


Components: S


Casting Time: 1 action


Range: Touch


Target: You, other creature, or item


Duration: 1 round per caster level


Saving Throw: Will negates (harmless)


Spell Resistance: Yes (harmless)


Effect: As blur, but effects items as well.





Astral Visit 1


Level: 1


Components: S


Casting Time: 1 action


Range: Personal


Target: You


Duration: Up to 1/2 hour per caster level per caster level, or until your concentration is broken.


Saving Throw: None


Spell Resistance: No


Effect: Projects an astral copy of you (without clothing or equipment) onto the astral plane. This projection cannot be seen by others, and is not effected by dispel magic, but cannot enter an antimagic field. This projection is under your control, and you can see through its eyes, but you cannot see clearly. While controlling this projection you must keep your eyes closed, but you may open your eyes for up to one minute without destroying the projection. If your concentration is broken, the projection is destroyed.





Astral Visit 2


Level: 2


Components: S


Casting Time: 1 action


Range: Personal


Target: You


Duration: Up to 1/2 hour per caster level per caster level, or until your concentration is broken.


Saving Throw: None


Spell Resistance: No


Effect: Like Astral Visit 1, but you can see clearly and can be seen by anything that can see invisible.





Astral Visit 3


Level: 3


Components: S


Casting Time: 1 action


Range: Touch


Target: You or any creature


Duration: Up to 1 hour per caster level per caster level, or until your concentration is broken.


Saving Throw: None


Spell Resistance: No


Effect: Like Astral Visit 2, but any willing creature can be targeted.





Planeshift


Level: 5


Components: S


Casting Time: 1 action


Range: Touch


Target: Up to 8 willing creatures holding hands in a circle, or one unwilling creature


Duration: Instantaneous


Saving Throw: Will


Spell Resistance: Yes


Effect: The target or targets are transported to any location on any plane (caster's choice). The accuracy of their arrival is determined by the caster's level (see Table 1.3 - Planeshift Accuracy).





