Fensal Hunter

(plural and adjective, Fensali)

Of all the positions to which a member of the elven kingdom can attain, the highest glory is that of enlistment as a Fensal.  Originally formed as a home guard of the ancient elven king Faesha’alin, the Fensali have grown into an elite group of specialist and highly-skilled individuals.  There is no exact description of Fensal, for they are as diverse as the elves themselves:  a burly blood-thirsty warrior, a graceful quick-witted bard, an introspective sage-like sorcerer, or a secretive emotionless druid are all possible recruits.  Each of these enlistees has the possibility of being of unique service to the ruler of the elves.  A few hundred Fensali exist, all take the title of Fensal Hunter, and all are fiercely loyal to the ruler of the elves.  The elven ruler bequeathes on only his most-trusted an loyal followers the rank of Fensal Hunter; this offer is never refused, because a potential recruit always has such a sense of honor and respect for the offer itself and a sense of loyalty to the elven nation, that there is no alternative to inclusion. Employed as spies, bounty-hunters, or thieves, the Fensali are shrouded in mystery and are known only by their most carefully-guarded weapons:  the Sersa’ae.  Presented to each new recruit by the inducting elven ruler, the Sersa’ae are a pair of s-shaped weapons of unparalleled flexibility.  Sight of one immediately marks a bearer as a Fensal Hunter, and the respect that this position requires.  In most situations, this identification is not favorable to the Hunter’s mission, and so the Sersa’ae are most-likely hidden by disk-shaped leather sleeves worn at the waist.  Fensal Hunters are notoriously hard to stop or kill, an d it is often said that a Hunter’s prey are rarely aware they were even being hunted.  The proof of succession of an assassination by a Fensal Hunter is the return of the head of the “prey” to the elven ruler.  Though many, many Fensal Hunters exist spread throughout the land, rarely are they called on to perform their duties, for their own unique areas of specialization require service by the ruler of the elves.  Maintaining relative anonymity outside their small group is utterly important for any future assignment, so to set themselves apart from others and gain patronage from the elven ruler, Fensal Hunters adventure constantly to increase their skills and gain special, unique items to present to the current queen in appreciation for the privilege of association as a member of the Fensali.  The Fensali are, however, largely ignored by the current queen of the elves for their own protection, and receive little from those elves they do come across.  It is a small matter, though, since each Hunter is able to perform any task assigned with eerie precision.  Contact from the queen of the elves could come in the form of a spell of Sending, a message from another Fensal warrior (who is only given the task of contacting and delivering a message to another Hunter), or being summoned to the queen (which is rare indeed).  Vague and incomplete assignments are part-and-parcel to assure that few realize the nature of or know the assignment given, and often assignments are five words or less; “raven head” is an example of a note mysteriously found by a Fensal Hunter on her person, and the Hunter is expected to discern both the object of the task and how to find it.  In this case, a powerful wizard enemy known as Taylon,  who has a raven familiar, is held in low-esteem by the queen, and the wizard’s head is to be brought to the queen.  Most missions have no time frame, but considering the royal attention paid to any task, all Fensal Hunters tackle them immediately, with a completion norm of weeks, if not days.  All assignments require a superhuman sense of endurance, information-gathering, and focus, and the more resourceful Fensal Hunters have recruited unwitting adventurers into their schemes.  The vast amount of sensitive information stored within the minds of a typical Fensal Hunter leads many Hunters to seek the services of a special elven psionicist, named Thersin, to use psychic surgery to purge this information from their minds to protect its confidentiality.  Otherwise, self-immolation in the face of certain capture and interrogation is not uncommon.  The requirements for service and the sacrifices required as a Fensal Hunter are great indeed, but the reward is patronage of the queen, the appreciation of a nation, and satisfaction in being one of the finest specialists in the world.

Races allowed:  ½ elf or elf
Required Skills:
Required Feats:

Base Attack:  +5
Jump, 10 ranks
Weapon Focus: Sersa’ae (Ser-SAH-ay)

Alignment:  any non-evil
Tracking, 5 ranks
Weapon Finesse


Gather Information, 5 ranks
Ambidexterity

Dexterity 16
Hide, 5 ranks
Two-Weapon Fighting

Strength 14
Move Silent, 5 ranks
Quick-Draw

Constitution 14
Tumbling, 5 ranks






Weapon Proficiencies:  long-sword, long-bow, daggers
Special:  No multi-classing is allowed after selection of this prestige class; the focus in training involves an intensity that does not allow the time for learning other class traits.




Armor Restrictions:  Light or Medium armor use only.  Medium armor negates Twisting Leap and Bladed Whirlwind.




WEAPON REQUIREMENT:  Sersa’a (Sehr-SAH):  elaborately-etched, 12-inch diameter steel, S-shaped edged weapons with a cup in the center, under which lies a handle for grasping the weapon.  Can be used as two edged weapons; together as a full shield bearing the full Dexterity modifier as an AC bonus (no other combat actions allowed); or one as a weapon/one as a shield combination for a weapon/AC+1 bonus.  Used as blunt weapons, each Sersa can provide 1hp damage with 1hp per level subdual damage.  Sersa’ae can be thrown (see corresponding level benefits).  Spellcasting while using either sersa is impossible.  Prestige class advancement without at least one Sera is impossible, due to the fact that the character class and abilities revolve around the Sersa’ae.



Class Level
Base Attack Bonus
Fort

Save
Ref

Save
Will

Save
Special

1st
+1
+2
+2
+0
Sersa’ae damage d6, Twisting Leap

2nd
+2
+2
+3
+0
Sersa’ae damage d4+2, Throw Sersa’ae 1

3rd
+3
+2
+3
+1
Fensal Link, Bullseye 1, Fensal Tracking

4th
+3/+1
+3
+4
+1
Sersa’ae damage d8, Bladed Whirlwind 1

5th
+3/+2
+3
+5
+2
Imbue Sersa’ae, Ricochet, Throw Sersa’ae 2

6th
+4+2
+3
+5
+2
Sersa’ae damage 2d4, Bullseye 2, Returning Throw

7th
+4/+3
+4
+6
+3
Animate Sersa, Throw Sersa’ae 3

8th
+5/+3
+4
+7
+3
Sersa’ae damage d10, Bladed Whirlwind 2

9th
+5/+4
+5
+7
+4
Throw Sersa’ae 4, Bullseye 3

10th
+6/+5
+6
+8
+4
Sersa damage d12; Animate Sersa’ae

Twisting Leap  by pulling Sersa’ae in and twisting during a jump, the Fensal Hunter can double the maximum jumping distance.  Alternately, if no other action is taken, the Hunter can throw a sersa in mid-leap with a –5 modifier to hit if one is thrown, and a –7 modifier for each if both Sersa’ae are thrown simultaneously.  If the the mid-leap strike is elected, a Partial Action is required at the beginning of the next round to regain composure, at which time no other action may be taken.

Imbue Sersa’a  with touch spells.  Spell is discharged on first object or opponent hit, even on a miss.

Fensal Link (with sersa’ae) knows direction of personal sersa’ae on the same plane; does not indicate exact position, including distance

Bullseye 1  hits exact spot within throwing range if Reflex save vs number of feet distance is made; if thrown at an individual and aimed at a vital area, the target must make a Fortitude save vs the amount of damage taken, or die; once per day

Bullseye 2  hits exact spot within throwing range if Reflex save vs number of feet distance is made; if thrown at an individual and aimed at a vital area, the target must make a Fortitude save +5 vs the amount of damage taken, or die; once per day

Bullseye 3  hits exact spot within throwing range if Reflex save vs number of feet distance is made; if thrown at an individual and aimed at a vital area, the target must make a Fortitude save +10 vs the amount of damage taken, or die; once per day

Ricochet (Sersa’ae can be thrown and aimed to ricochet off of at least two surfaces.  The sersa’ae can travel no more than the long-range number in feet.  The DC for each surface is 10 + the number of feet travelled before striking a surface until that point (rounded down).  FOR EXAMPLE:  to ricochet a single sersa off the walls in a straight plane in a cubed room of 10x10x10 in a square and then return would require three ricochet attempts.  The thrower in this example has a maximum number of throwing feet set at 30”.  Supposing the thrower is standing at wall A (with wall B to the left, C ahead, and D to the right), would be a total of 30 feet (point A to B is 7 ½ feet, B to C the same, C to do also, and 7 ½ to travel back to wall A).  The first attempt would be DC 17, the second would be 24, the third 31, and to return a 38.  All rolls must be made in order, and any failure of any of them causes the sersa to land five feet after the last successfully-rolled surface.  When Animate Sersa is acquired, the DC is equal to the number of feet travelled only.

Returning Throw  Sersa’ae can be thrown as to return to the Hunter, but the maximum distance thrown can be no more than half the maximum throwing range.  A DC equal to 10+the number of feet thrown minus the Dexterity modifier is required to catch it at the beginning of the next round (requires a Partial Action.).
Bladed Whirlwind 1  attack against all opponents within a 5-foot range, full-round action, the Fensal Hunter jumps up, spinning herself, and can elect to miss one individual within range

Bladed Whirlwind 2  attack against all opponents within a 10-foot range, full-round action, jumps up and spins themselves, can elect to miss any selected individuals within range

Fensal Tracking  as the spell Locate Object, and includes people; 2 times a day

Animate Sersa  a single Sersa can be animated: can be used as an animated weapon, fighting with your Base Attack and current damage level; animated shield, providing AC+1; Bladed Whirlwind once every ten rounds, within ten feet

Animate Sersa’ae  both Sersa can be animated as follows:  dancing weapons, with two separate attacks; one providing a shield, the other as an animated weapon; both as a shield, providing Dexterity modifier protection to AC; both as a Bladed Whirlwind once every ten rounds, within ten feet.

Throw Sersa’ae 1  Sersa’ae can be thrown with a –1 to hit for short range/-2 to hit for medium range/-3 for long range; range increment is 10ft/20ft/30ft.

Throw Sersa’ae 2  Sersa’ae can be thrown with a –1 to hit for short range/-2 to hit for medium range/-3 for long range; range increment is 15ft/25ft/35ft.

Throw Sersa’ae 3  Sersa’ae can be thrown with a –1 to hit for short range/-2 to hit for medium range/-3 for long range; range increment is 20ft/30ft/40ft.

