Time Master

Races allowed:  All 
Required Skills:
Required Feats:

Base Attack:  +4 (G, ½), +5 All
Knowledge: Astrology, 5 ranks
Alertness

Others
Concentration, 3 ranks
Improved Initiative

Alignment:  Any
Read/Write, 3 ranks
Time Sense

Statistics Required:  Wisdom 12+
Scrying, 3 ranks (spellcasters)


Class Level Required:  9






Preferred Weapons:  
By class/race 

Armor Restrictions:
By class/race

SPELL:  Removal


School


Conjuration, Time

Spell Type

Arcane/Divine

Spell Level

5

Components

VSM

Casting Time

one minute/ten rounds

Range


5 feet per level

Area of Effect

one 5-foot cube per caster level

Duration


one day per caster level

Saving Throw/SR

Reflex; ejected

This spell creates a minor dimension within the current plane.  This minor dimension can be formed into any desired shape by the caster.  The area of effect is essentially frozen in time, and those viewing the area of effect from the outside see only a brief flash of light, no matter how long the affected creatures remained inside.  Any material or people covered by the area of effect are taken into the minor dimension.  Any creatures that wish not to be included may make a Reflex save to pass into the outside world before the area of effect is fully defined.

Time seems to pass normally, and clocks inside continue to pass time according to time registered inside.  The environment inside the area of effect continues to function normally and air continues to circulate, though a portion of a fresh river inside the minor dimension would cease to flow (but still be drinkable) and rain from outside would cease to fall.  Water and perishable goods left standing in this manner would begin to stagnate and spoil in a normal time-frame.

The total amount inside must equal the caster’s total area of effect; portions of walls and areas covered by spells may be brought into the area of effect, though spell effects are temporarily suspended while inside the minor dimensional space.  Those inside the minor dimension are unable to see outside the area of effect – a shimmering opaque wall of force prevents outside viewing.  This wall is not breakable to anyone on the inside or outside, since the wall forms the barrier between two dimensions.

Spells cast that affect anything outside the area of effect (including astral projection, divination/sensing spells directed outside the area of effect, and spells with areas of effect that overlap outside the minor dimension, etc.) may be cast, but nothing happens and the spell is lost from memory.  Rest may occur within the minor dimension, but new spells may not be memorized or prayed-for, since the divine/celestial sources for both are located outside the area of effect.  Spells may be exchanged for other spells of the same rank at the DMs discretion, and magic items located inside the area of effect continue to function – though their abilities may not, if the area of effect is located outside the minor dimension.  Unused spells may be lost with rest, at the discretion of the DM.

FEAT:  Time Sense
Prerequisites:  Knowledge – Astrology, 3 ranks

The character can tell time on his or her home plane.  The character has internalized a sense of time, though outside clues (position of stars/sun in the sky, light from the horizon, certain creature and plant behavior) give this character a better sense of exact times.  In perfect conditions (clear sky), the time can be perfectly accurate (within a minute).  In moderate conditions (cloudy), the time is usually off by 15 to 40 minutes.  In conditions less than ideal (underground, severe storm) the internal clock could register 50 to 80 minutes off of “true time”.  Under no circumstances would a person with this feat ever be off more than two hours.  While on another plane of existence, conditions would be considered less than ideal for knowing the time on his or her home plane.  The character with this feat never oversleeps and does not need a wake-up device.

Timeslipper (Rogue)

Class Level
Base Attack Bonus
Fort

Save
Ref

Save
Will

Save
Special

1st
+0
+0
+1
+0
Chronoplasmic Weapon

2nd
+1
+0
+1
+1
Channel Chronoplasm

3rd
+1
+1
+2
+1
Clairaudience

4th
+2
+1
+3
+5
Mirror Image

5th
+3
+2
+3
+6
Quickness in Action

6th
+3
+2
+4
+7
Timeslipping

7th
+4/+1
+3
+5
+8
Flicker (There/Not There)

8th
+4/+2
+3
+5
+9
Time Sensation

9th
+4/+3
+4
+6
+10
Timewalk (Teleport)

10th
+4/+4
+4
+7
+11
Future Travel

Time Master rogues are known as Timeslippers, though the actual name “Timeslipper” is a title given to higher-level Time Master rogues.  Rogues have a natural eye for detail, and Time Master rogues are able to “see” the seams in time, as well as understand the true nature of space-time; to a rogue, space and time are inseparable.  Space actually “flickers” within time, similar to a strobe effect of infinite speed.  In later levels, rogue Time Masters are able to walk (and eventually manipulate space) between “flickers”.

Chronoplasmic Weapon: rogues are able to generate a single type of ranged weapon – an average short bow, sling, or even a pair of small throwing hammers/axes (but not a long bow, composite bow or crossbow).  The object acts in all regards as a regular weapon of it’s type (damage dice, damage type, material strength, etc.), but appears to be made of a rough crystal of some sort.  Basic ammunition is also generated at will (up to two components per round) which provides damage of 1d6 plus any strength bonuses.  Ammunition on hand can also be used with this chronoplasmic ranged weapon.  The weapon takes a Full Action to conjure, and stays material for one hour per Time Master level. 

Channel Chronoplasm: the Time Master has begun to learn to infuse chronoplasm into his or her nervous system for overall greater efficiency, allowing themselves to generate short-lived bursts of ability.  The rogue Time Master can increase his/her Dexterity by 1 point for a number of rounds equal to the Time Master level.  This extraordinary ability also has the side-effect of snapping the character awake for the duration, thus removing any negative effects due to grogginess or muddling spells or effects. This ability is usable once per day.

Clairaudience:  by tunneling a tube-shaped impression in space-time, the Time Master can hear across distances.  The range is 100 feet per Time Master Level, and can be used to hear through barriers of any non-magical type.  This spell-like ability is usable once per day for one round per Time Master level, and takes one Full Action to prepare.  Note that this ability also makes the Time Master susceptible to spells or effects based on  hearing, such as a sphinx’s roar or a sound burst.  Clairaudience does not impart the ability to understand languages her/she does not know, neither does it allow one to hear through silenced areas.

Mirror Image: this spell-like ability functions as the arcane spell of the same name.  By forming and manipulating immaterial two-dimension sheets of reflective chronoplasm, the Time Master can create multiple, confusing images of him or herself.  The number of images produced is always three, and the duration is one round plus a number of rounds equal to the Time Master level.

Quickness in Action: the Time Master can boost body processes to add a Partial Action three times per day.
Timeslipping:  this supernatural ability allows the character (and up to 50 lbs per Time Master level) to become two-dimension by compressing themselves within folds of chronoplasm.  A very unique application of time-energies, the 

Flicker (There/Not There):  the extraordinary perception of the rogue allows the character awareness into the perceived nature of time.  Rogues are aware that everything moves through time in steps completely indiscernible to the average person.  Similar to images drawn one frame at a time in a book, the objects are “there” and “not there”, having an existence that mirrors the effect of flipping quickly through the drawn images – images “flicker” in and out of the chronoplasmic field they occupy.  Though impossible to actually control in fine detail, the rogue has the ability to stop the reappearance of any non-living object in a volume of up to 10X10x10.  Living objects are considered grounded by the energies that drive them, and are thus immune to this ability.  The rogue has a 50% chance of “catching” an object in mid-flicker.  To do this, the rogue must time the localized “flickering” of an object and quickly open and close his or her eyes, attempting to “catch” the object in mid-stream.  To do this, the rogue rolls a Reflex save versus a DC 30 (the character’s Spot check can be added to the roll).  If successful, a random d100 percentile roll must be made, with a result of 51-100 resulting in the rogue’s ability to stop the flicker of that particular item, and tuning his or her own flicker-phase to match the now-nonexistent item.  A roll of 1-50 always results in an inability to “catch” the object in mid-flicker, and the attempt is treated as a use of the Flicker ability.  The rogue holds this stop-flicker with their gaze.  The gaze can be held for a number of rounds equal to the Concentration rank number, up to a maximum of 20 rounds.  If the rogue’s gaze is distracted by any means (this ability is impossible while in combat), a new Flicker check, using the previous system.  Each Timeslipper possessing this ability must make separate checks, with results varying for each rogue depending on the results.  This ability and its results are exclusive to the individual rogue – the Timeslipper may not allow someone else to share the perceived effect of this ability.

If the rogue is successful, the affected object can then be treated in all respects as not existing; doors and walls can be walked-through or the rogue can check behind a door without opening it, for example.  Characters viewing a rogue walking through a “stopped” door would see the Timeslipper walk toward the door and disappear once reaching it; those walking toward the door must open it and walk through the doorway.  Thus the object functions according to their perceptions of it.  A rogue firing an arrow at a fighter hiding behind a wall (which is “stopped”, and not there, for the rogue) would see the arrow falling short of the fighter and falling to the ground.  The wall would still be there for the fighter – only the rogue would be affected by the results of the ability, since the fighter exists in a flicker-phase in which the wall exists, and the arrow, once released, is subject to the flicker-phase of the localized area!  In the same vein, the rogue could pick up a coffer in her hand and carry it around without anyone else being able to see it (since she is touching it, the coffer now occupies her flicker-phase, and so is affected).  The ability can be used three times per day.

CREATOR’S NOTE:  The possibilities are endless with this ability, and particularly clever PCs can use this ability to maximum effect.  A few of the ideas/effects I generated using the above rules were awesome!  The idea for this ability was generated from my study of theoretical physics and the Schroedinger’s Cat theory.  I was pleased to find that it existed previously in the AD&D 2nd Edition Tome of Magic as a spell, with the material component being a bit of fur and a small box!

Time Sensation: this extraordinary ability is the applied sensitivity to the chronoplasmic energy that pervades everything.  The Time Master can sense all corporeal objects within a 30-foot radius.  This provides three main bonuses: the Time Master receives the Blindfight feat, which allows the character to successfully encounter all opponents (within 10’) in the dark with no negative modifier; the character receives a +1 modifier to AC because of his/her acute senses and the ability to react quicker to attacks; and the character also receives a +4 modifier to Initiative rolls because of these sharper senses.

Timewalk: the Time Master has the extraordinary ability to step out of time and walk through space-time, disappearing from view to all in normal time.  Creatures and objects as viewed from outside of space-time appear as ethereal objects and cannot be interacted with in any manner.  This ability functions three times per day similar to dimension door.  This ability is used as a spellcaster of 9th level, plus the Time Master level.  
Future Travel:  at 10th level, the rogue has the ability to stop time and travel through space-time.  This operates as the spell Teleport Without Error, and may be used twice per day.

Time Knight (Fighter)

Class Level
Base Attack Bonus
Fort

Save
Ref

Save
Will

Save
Special

1st
+1
+1
+0
+0
Chronoplasmic weapon

2nd
+2
+1
+0
+1
Channel Chronoplasm

3rd
+3
+2
+
+1
Chronoplasmic Armor

4th
+4
+3
+3
+5
Temporal Shock

5th
+5/+1
+3
+3
+6
Quickness in Action

6th
+5/+2
+4
+4
+7
Time Strobe

7th
+6/+3
+5
+5
+8
Time Sensation

8th
+6/+4
+5
+5
+9
Time Web

9th
+7/+4
+6
+6
+10
Timewalk (Teleport)

10th
+7/+5
+7
+7
+11
Time Clone

Often known as “hard chronomasters”, Time Knights view the chronoplasmic energies as bricks, with their own sense of willpower as the mortar.  Physical effects are more to their taste, and Time Knights are generally less sensitive to the subtle nuances that lie beneath the obvious.

Chronoplasmic Weapon: fighters are able to generate a single type of average medium- or large-sized weapon.  This weapon can be any non-ranged weapon composed of a single piece (including a bashing shield, but not other types of shields).  The object acts in all regards as a regular weapon of it’s type (damage dice, damage type, material strength, etc.), but appears to be made of a rough crystal of some sort.  The weapon takes a Full Action to conjure, and stays material for one hour per Time Master level. 

Channel Chronoplasm: the Time Master has begun to learn to infuse chronoplasm into his or her nervous system for overall greater efficiency, allowing themselves to generate short-lived bursts of ability.  The fighter Time Master can increase his/her Strength by 1 point for a number of rounds equal to the Time Master level.  This extraordinary ability also has the side-effect of snapping the character awake for the duration, thus removing any negative effects due to grogginess or muddling spells or effects. This ability is usable once per day.

Chronoplasmic Armor: at 3rd level, the Time Knight can harden chronoplasmic energy around her/himself.  The armor appears to be made of quartz crystal, complete with prism-like projections.  The chronoplasmic armor provides an AC modifier equal to the Time Master level for a number of minutes equal to this prestige class level.  This armor weighs a mere two pounds per AC bonus, and forms on top of any armor already worn, though the character looks disproportionately bulky as a result.  The character, however, does not suffer from anything but the weight.

Temporal Shock: by charging the chronoplasmic weapon with pure time energy, the Time Knight is able to add electrical damage to an attack equal to an additional 1d6 per Time Knight level.  Not all charges/levels need to be applied on one attack.  A 5th-level Time Knight, for example, could strike with ten 1d6 shock attacks, one 3d6 and one 2d6 attack, or one 5d6 shock attack.

Quickness in Action: the Time Master can boost body processes to add a Partial Action three times per day.
Timestrobe:  as an spell-like ability, the Time Knight may enchant one creature per Time Master level with a rogue’s sense of time flickering.  This effect is enough to disorient most foes; it lasts 1d6 rounds, and provides a –2 to hit and initiative totals to those affected.  Additionally, the target’s movement speed decreases –10.  The target is allowed a Reflex save vs 10+the Time Knight’s level to resist the effects of a Timestrobe.  The Time Master may perform this ability three times per day.

Time Sensation: this extraordinary ability is the applied sensitivity to the chronoplasmic energy that pervades everything.  The Time Master can sense all corporeal objects within a 30-foot radius.  This provides three main bonuses: the Time Master receives the Blindfight feat, which allows the character to successfully encounter all opponents (within 5’) in the dark with no negative modifier; the character receives a +1 modifier to AC because of his/her acute senses and the ability to react quicker to attacks; and the character also receives a +2 modifier to Initiative rolls because of these sharper senses.

Time Web: by solidifying the criss-crossing strands of chronoplasm in an area, the Time Knight may effectively simulate a web spell.  The caster level is equal to the Time Master level, lasts as many minutes as Time Master levels, and has a hardness/escape DC of 10+the Time Knight’s level.  This may be performed once a day per three Time Master levels.

Timewalk: the Time Master has the extraordinary ability to step out of time and walk through space-time, disappearing from view to all in normal time.  Creatures and objects as viewed from outside of space-time appear as ethereal objects and cannot be interacted with in any manner.  This ability functions three times per day similar to dimension door.  This ability is used as a spellcaster of 9th level, plus the Time Master level.  
Time Clone: at 10th level, the Time Master can form 10 HD worth of clones from chronoplasm.  The resulting clones look exactly like the Time Knight that formed them, but do not possess any Time Master abilities, save a chronoplasmic weapon similar to the original’s.  These clones are formed one round at a time for each, taking one Full Action per clone to form.   The number of hit points possessed by each equals 1d6Xtheir number of HD. They each last a number of rounds equal to their HD totals, and can be composed of as many or as few HD as the Time Knight wishes, with a minimum of 1HD (for ten Clones) and a maximum of 10HD (for one Clone).  The Time Clones share the original’s Attack Bonus number and saves, but may only make a single attack per round per their chronoplasmic weapon with no Strength bonuses.  This potential army is single-mindedly bent on attack, and can perform no special feats, nor use skills.  They are mindless (except for a rudimentary battle prowess), only nod in agreement when given a mental command by the owner, are incapable of speech, and have a rather blank stare.  When destroyed, the Time Clone shatters to the ground and the chronoplasmic shards melt away to nothing.  The Time Knight may use this supernatural ability as may days as s/he wishes, up to the total number of available Time Clone HD remaining.

Chronomancer (sorcerer/wizard)

Class Level
Base Attack Bonus
Fort

Save
Ref

Save
Will

Save
Special

1st
+0
+0
+1
+0
Channel Chronoplasm

2nd
+1
+0
+1
+1
Clairvoyance

3rd
+1
+1
+2
+1
Mirror Image

4th
+2
+1
+3
+5
Augury

5th
+3
+2
+3
+6
Timestretch (Extension feat)

6th
+3
+2
+4
+7
Time Sensation

7th
+4/+1
+3
+5
+8
Timecollapse (Quicken feat)

8th
+4/+2
+3
+5
+9
Time-Scry

9th
+4/+3
+4
+6
+10
Removal

10th
+4/+4
+4
+7
+11
Timewalk (Teleport)

To a chronomancer, time is another facet of the celestial energies that an arcane spellcasters already manipulate.  Chronomancers view chronoplasmic manipulation as similar to another school of magic – one that is far easier to influence than opposing energies.  Specialist wizards actively pursue the manipulation of chronoplasm, since the malleable energies can be shaped to produce effects that they may normally be restricted from performing.

Channel Chronoplasm: the Time Master has begun to learn to infuse chronoplasm into his or her nervous system for overall greater efficiency, allowing themselves to generate short-lived bursts of ability.  The arcane Time Master can increase his/her Intelligence by 1 point for a number of rounds equal to the Time Master level.  For an arcane Time Master, this translates into an additional 0-level spell if performed during memorization or off-the-cuff for a sorcerer, or can be used to increase a skill or solve a problem.  This extraordinary ability also has the side-effect of snapping the character awake for the duration, thus removing any negative effects due to grogginess or muddling spells or effects.  This ability is usable once per day.

Clairvoyance:  by tunneling a tube-shaped impression in space-time, the Time Master can see across distances.  The range is 100 feet per Time Master Level, and can be used to see through barriers of any non-magical type.  This spell-like ability is usable once per day for one round per Time Master level, and takes one Full Action to prepare.  Note that this ability also makes the Time Master susceptible to spells or effects based on sight in the target area, such as a medusa’s petrification or a flare spell.  Clairvoyance does not impart the ability to see in the dark, neither does it allow one to hear through magically-darkened areas.

Mirror Image: this spell-like ability functions as the arcane spell of the same name.  By forming and manipulating immaterial two-dimension sheets of reflective chronoplasm, the Time Master can create multiple, confusing images of him or herself.  The number of images produced is always three, and the duration is one round plus a number of rounds equal to the Time Master level.

Augury:  by probing both the present and the future, the Chronomancer gains insight.  The effect created is as the spell of the same name, at a rank equal to the Time Master’s level.  This extraordinary ability may be performed once per day.

Timestretch:  the Chronomantic control of time extends to their spells.  This extraordinary ability is treated as the Extension feat, but without having to sacrifice a spell slot of higher level. This ability may be used once per day per three Time Master levels.
Time Sensation: this extraordinary ability is the applied sensitivity to the chronoplasmic energy that pervades everything.  The Time Master can sense all corporeal objects within a 30-foot radius.  This provides three main bonuses: the Time Master receives the Blindfight feat, which allows the character to successfully encounter all opponents (within 5’) in the dark with no negative modifier; the character receives a +1 modifier to AC because of his/her acute senses and the ability to react quicker to attacks; and the character also receives a +2 modifier to Initiative rolls because of these sharper senses.

Time Collapse: the Chronomantic control of time extends to their spells.  This extraordinary ability is treated as the Quicken feat, but without having to sacrifice a spell slot of higher level.  This ability may be used once per day per three Time Master levels.

Time-Scry: the Chronomancer may create a floating chronoplasmic sphere that functions as a crystal ball.  The ability may be used for ten total minutes per day, and the total minutes may be split up into multiple uses.  The Chronomancer must still have the scry spell, and the sphere shatters if anyone or anything other than the creator touches it.  If the sphere is destroyed in this manner, the Chronomancer must wait one week before using this ability.

Removal: (as the spell above)

Timewalk: the Time Master has the extraordinary ability to step out of time and walk through space-time, disappearing from view to all in normal time.  Creatures and objects as viewed from outside of space-time appear as ethereal objects and cannot be interacted with in any manner.  This ability functions three times per day similar to dimension door.  This ability is used as a spellcaster of 9th level, plus the Time Master level.  
Pendulum Brother/Sister (Monk)

Class Level
Base Attack Bonus
Fort

Save
Ref

Save
Will

Save
Special

1st
+0
+0
+1
+0
Channel Chronoplasm

2nd
+1
+0
+1
+1
Clairaudience

3rd
+1
+1
+2
+1
Time Displacement

4th
+2
+1
+3
+5
Slow Touch

5th
+3
+2
+3
+6
Augury

6th
+3
+2
+4
+7
Quickness in Action

7th
+4/+1
+3
+5
+8
Time Sensation

8th
+4/+2
+3
+5
+9
Stasis Touch

9th
+4/+3
+4
+6
+10
Revealing (There/Not There)

10th
+4/+4
+4
+7
+11
Timewalk (Teleport)

To a monk, all substances are composed of a neutral energy known as ether.  The monk, through hard mental conditioning, has learned to coax her own ether to produce physical effects.  With the ability to sense this energy that pervades all things, the monk can feel the ether that presents itself as temporal energy.  By arranging and warping this energy while in an object, the monk learns to manipulate the object itself.  By causing faint ripples in this energy, the monk can even cause her own senses to be extended outside of herself. Aware of the large effects that can come from small influences, the monk learns to carefully etch her will into the timestream, producing various effects.

Channel Chronoplasm: the Time Master has begun to learn to infuse chronoplasm into his or her nervous system for overall greater efficiency, allowing themselves to generate short-lived bursts of ability.  The monk Time Master can increase his/her Consitution or Wisdom 1 point for a number of rounds equal to the Time Master level.  This extraordinary ability also has the side-effect of snapping the character awake for the duration, thus removing any negative effects due to grogginess or muddling spells or effects. This ability is usable once per day.

Clairaudience:  by tunneling a tube-shaped impression in space-time, the Time Master can hear across distances.  The range is 100 feet per Time Master Level, and can be used to hear through barriers of any non-magical type.  This spell-like ability is usable once per day for one round per Time Master level, and takes one Full Action to prepare.  Note that this ability also makes the Time Master susceptible to spells or effects based on  hearing, such as a sphinx’s roar or a sound burst.  Clairaudience does not impart the ability to understand languages her/she does not know, neither does it allow one to hear through silenced areas.

Slow Touch: on a touch attack, the monk may flood the target’s system with chronoplasmic energy, causing a cerebral overload and resulting in the target’s reduced speed.  The target must make a Will save vs a DC equal to 10+the monk’s Time Master level+the monk’s Wisdom modifier.  If the subject fails, the target is slowed for 1d6 rounds.  This is a spell-like ability and may be used twice per day.

Time Displacement: The monk may fold chronoplasm around him/herself thus making it harder to determine the Pendulum Brother/Sister’s exact position.  This extraordinary ability functions as the spell displacement, lasts 2d6 rounds, and may be used twice per day.
Augury:  by studying future possibilities and gazing at present conditions, the monk gains insight.  The effect created is as the spell of the same name, at a rank equal to the Time Master’s level.  This extraordinary ability may be performed once per day.

Quickness in Action: the Time Master can boost body processes to add a Partial Action three times per day.
Time Sensation: this extraordinary ability is the applied sensitivity to the chronoplasmic energy that pervades everything.  The Time Master can sense all corporeal objects within a 30-foot radius.  This provides three main bonuses: the Time Master receives the Blindfight feat, which allows the character to successfully encounter all opponents (within 5’) in the dark with no negative modifier; the character receives a +1 modifier to AC because of his/her acute senses and the ability to react quicker to attacks; and the character also receives a +2 modifier to Initiative rolls because of these sharper senses.

Stasis Touch: this extraordinary ability may be used on a single 5x5 area or a single small-, medium- or large-sized individual.  The monk’s touch causes the target to become encased in a crystalline cocoon of chronoplasmic energy.  If alive, the subject’s vital signs are suspended (i.e., frozen in time), is unable to talk or react in any fashion, is unaware of anything occurring outside or inside the cocoon, loses no further hit points (if in the process of dying), and registers no brain activity.  The cocoon is a hardness 30, has a number of hit points equal to the monk’s, and lasts a number of hours equal to the monk’s Time Master level.  Anyone looking into the cocoon can see colors and a vague shape, but is unable to exactly determine the contents.  In addition, the cocoon weighs a mere 20 lbs. total, despite the contents of the cocoon.  It is large and bulky, though, and requires two people to carry or one person using both arms and succeeding at a Balance skill check of 15 per hour.  Living creatures can resist the stasis on a Reflex save vs a DC equal to 10 + the Time Master level + the monk’s Wisdom modifier.  On expiration, the cocoon crackles, shatters harmlessly, and the shards melt away to nothing.  Any living creature inside continues to act in the manner they did when they were put in stasis (talking, fighting, walking, etc.)  This ability may be used once per day, cannot be cancelled in duration by the monk at any time, and can be used on a voluntary subject (who foregoes the save).  This last point applies to the Time Master her/himself, and may be performed on themselves even if in a fragile condition or situation (i.e., in the process of dying, fainting, or falling).

Revealing (There/Not There):  by seeing through the illusions that represent the material world, the monk is able to see the True Nature of time.  Though impossible to actually control in fine detail, the monk has the ability to tune themselves out of time with any non-living object in a volume of up to 10X10x10.  Living objects are considered grounded by the energies that drive them, and are thus immune to this ability.  The monk has a 50% chance of “seeing” an object in its phase of unreality.  To do this, the monk must concentrate on the appearance of an object and quickly open and close his or her eyes, attempting to “view” the object in its true form.  To do this, the monk rolls a Will save versus a DC 30 (the character’s Spot check can be added to the roll).  If successful, a random d100 percentile roll must be made, with a result of 51-100 resulting in the monk’s ability to “view the reality” of that particular item.  A roll of 1-50 always results in an inability to view the object’s true nature, and the attempt is treated as a use of the Revealing ability.  The object is affected for a number of minutes equal to the monk’s Time Master level.  The monk actually affects the object, causing all viewing it to roll a percentile check (results as above) to view the object – each and every time they view the object.  A group of individuals, for example, might see a chest on the ground, and then see it suddenly disappear as the monk’s ability affects its True Nature.  Or better yet, some could see it (and effect it and its contents), while others would not!

If the monk is successful, the affected object can then be treated in all respects as not existing; doors and walls can be walked-through or the monk can check behind a door without opening it, for example.  Characters viewing (if the random percentile check allows them) a monk walking through an affected door would see the Pendulum Brother/Sister walk toward the door and disappear once reaching it.  Those able to view the door are affected by it, must walk toward the door and open it, before walking through the doorway.  Thus the object functions according to their perceptions of it.  For two monks with this ability, the results are interesting.  An example: monk 1 firing an arrow at monk 2 hiding behind a wall (when its True Nature is viewed and not there for monk 1) would see the arrow falling short of monk 2 and falling to the ground.  The wall would still be there for monk 2 – only monk 1 would be affected by the results of the ability, since monk 2 chooses to be in the reality in which the wall exists, and the arrow, once released, is subject to the reality of the localized area!  As an added example, two characters could pick up a statue, put it down and walk away.  The moment they turn around to view the statue again, new percentile rolls would apply – at which time the statue could be gone!  The ability can be used three times per day.

CREATOR’S NOTE:  The possibilities are endless with this ability, and particularly clever PCs can use this ability to maximum effect.  A few of the ideas/effects I generated using the above rules were awesome!  The idea for this ability was generated from my study of theoretical physics and the Schroedinger’s Cat theory.  I was pleased to find that it existed previously in the AD&D 2nd Edition Tome of Magic as a spell, with the material component being a bit of fur and a small box!

Timewalk: the Time Master has the extraordinary ability to step out of time and walk through space-time, disappearing from view to all in normal time.  Creatures and objects as viewed from outside of space-time appear as ethereal objects and cannot be interacted with in any manner.  This ability functions three times per day similar to dimension door, except with a number of feet equal to 1000 feet plus 100 feet per Time Master level.

Timeweaver (Bard)

Class Level
Base Attack Bonus
Fort

Save
Ref

Save
Will

Save
Special

1st
+0
+0
+1
+0
Chronoplasmic Weapon

2nd
+1
+0
+1
+1
Channel Chronoplasm

3rd
+1
+1
+2
+1
Clairaudience

4th
+2
+1
+3
+5
Mirror Image

5th
+3
+2
+3
+6
Time Sensation

6th
+3
+2
+4
+7
Time-Scry

7th
+4/+1
+3
+5
+8
Quickness in Action

8th
+4/+2
+3
+5
+9
There/Not There

9th
+4/+3
+4
+6
+10
Time Clone

10th
+4/+4
+4
+7
+11
Timewalk (Teleport)

“The world is but a song.”  This saying by perhaps the most famous bard, Tholian, expresses the somewhat self-centered view of bards in general.  As beings able to command and shape their world through the power of their voices, bards naturally have the ability to manipulate even that most enigmatic of energies – time.  Spinning the chronoplasmic threads of time into unlimited effects, Timeweavers are certain that their control of time is the most pure and precise.

Chronoplasmic Weapon: bards are able to generate a single type of average medium-sized weapon.  This weapon can be any non-ranged weapon composed of a single piece.  The object acts in all regards as a regular weapon of it’s type (damage dice, damage type, material strength, etc.), but appears to be made of a rough crystal of some sort.  The weapon takes a Full Action to conjure, and stays material for one hour per Time Master level. 

Channel Chronoplasm: the Time Master has begun to learn to infuse chronoplasm into his or her nervous system for overall greater efficiency, allowing themselves to generate short-lived bursts of ability.  The bard Time Master can increase his/her Charisma (persuasiveness) by 1 point for a number of rounds equal to the Time Master level.  This extraordinary ability also has the side-effect of snapping the character awake for the duration, thus removing any negative effects due to grogginess or muddling spells or effects. This ability is usable once per day.

Clairaudience:  by tunneling a tube-shaped impression in space-time, the Time Master can hear across distances.  The range is 100 feet per Time Master Level, and can be used to hear through barriers of any non-magical type.  This spell-like ability is usable once per day for one round per Time Master level, and takes one Full Action to prepare.  Note that this ability also makes the Time Master susceptible to spells or effects based on  hearing, such as a sphinx’s roar or a sound burst.  Clairaudience does not impart the ability to understand languages her/she does not know, neither does it allow one to hear through silenced areas.

Mirror Image: this spell-like ability functions as the arcane spell of the same name.  By forming and manipulating immaterial two-dimension sheets of reflective chronoplasm, the Time Master can create multiple, confusing images of him or herself.  The number of images produced is always three, and the duration is one round plus a number of rounds equal to the Time Master level.

Time Sensation: this extraordinary ability is the applied sensitivity to the chronoplasmic energy that pervades everything.  The Time Master can sense all corporeal objects within a 30-foot radius.  This provides three main bonuses: the Time Master receives the Blindfight feat, which allows the character to successfully encounter all opponents (within 5’) in the dark with no negative modifier; the character receives a +1 modifier to AC because of his/her acute senses and the ability to react quicker to attacks; and the character also receives a +2 modifier to Initiative rolls because of these sharper senses.

Time-Scry: the Chronomancer may create a floating chronoplasmic sphere that functions as a crystal ball.  The ability may be used for ten total minutes per day, and the total minutes may be split up into multiple uses.  The crystal ball simply melts away into nothingness when willed away by its creator.  The Chronomancer must still have the scry spell, and the sphere shatters if anyone or anything other than the creator touches it.  If the sphere is destroyed in this manner, the Chronomancer must wait one week before using this ability.

Quickness in Action: the Time Master can boost body processes to add a Partial Action three times per day.
There/Not There:  

Time Clone: at 10th level, the Time Master can form 10 HD worth of clones from chronoplasm.  The resulting clones look exactly like the Timeweaver that formed them, but do not possess any Time Master abilities, save a chronoplasmic weapon similar to the original’s.  These clones are formed one round at a time for each (during which time the Timeweaver sings them into being, naming each one individually), taking one Full Action per clone to form.   The number of hit points possessed by each equals 1d6Xtheir number of HD. They each last a number of rounds equal to their HD totals, and can be composed of as many or as few HD as the Timeweaver wishes, with a minimum of 1HD (for ten Clones) and a maximum of 10HD (for one Clone).  The Time Clones share the original’s Attack Bonus number and saves, but may only make a single attack per round per their chronoplasmic weapon with no Strength bonuses.  This potential army is single-mindedly bent on attack, and can perform no special feats, nor use skills.  They are mindless (except for a rudimentary battle prowess), only nod in agreement when given a mental command by the owner, are incapable of speech, and have a rather blank stare.  When destroyed, the Time Clone shatters to the ground and the chronoplasmic shards melt away to nothing.  The Timeweaver may use this supernatural ability as may days as s/he wishes, up to the total number of available Time Clone HD remaining.

Timewalk: the Time Master has the extraordinary ability to step out of time and walk through space-time, disappearing from view to all in normal time.  Creatures and objects as viewed from outside of space-time appear as ethereal objects and cannot be interacted with in any manner.  This ability functions three times per day similar to dimension door.  This ability is used as a spellcaster of 9th level, plus the Time Master level.  
Time Templar (Cleric)

Class Level
Base Attack Bonus
Fort

Save
Ref

Save
Will

Save
Special

1st
+0
+0
+1
+0
Chronoplasmic Weapon

2nd
+1
+0
+1
+1
Channel Chronoplasm

3rd
+1
+1
+2
+1
Clairvoyance

4th
+2
+1
+3
+5
Time Strobe

5th
+3
+2
+3
+6
Augury

6th
+3
+2
+4
+7
Time Sensation

7th
+4/+1
+3
+5
+8
Time-Scry

8th
+4/+2
+3
+5
+9
Removal

9th
+4/+3
+4
+6
+10
Temporal Stasis

10th
+4/+4
+4
+7
+11
Timewalk (Teleport)

Time to a cleric is a gift allotted to each person by his patron.  Life itself is merely a facet of time, as all things are a part of the god that brought them into being.  Being granted divine power and abilities that are out of reach for the common person, Time Templars see time as an extension of the gifts bestowed by their respective dieties.  Dominion over the whole of what a god represents is a privilege.  Their “blessed patron” encourages the use of this whole, and what is a whole without the part that contains time?  For the more insightful clerics, utilizing chronoplasm is getting a step closer to their god.

Chronoplasmic Weapon: clerics are able to generate a single type of average medium- or large-sized weapon.  This weapon can be any non-ranged weapon composed of a single piece (including a bashing shield, but not other types of shields).  The object acts in all regards as a regular weapon of it’s type (damage dice, damage type, material strength, etc.), but appears to be made of a rough crystal of some sort.  The weapon takes a Full Action to conjure, and stays material for one hour per Time Master level. 

Channel Chronoplasm: the Time Master has begun to learn to infuse chronoplasm into his or her nervous system for overall greater efficiency, allowing themselves to generate short-lived bursts of ability.  The cleric Time Master can increase his/her Wisdom by 1 point for a number of rounds equal to the Time Master level.  This extraordinary ability also has the side-effect of snapping the character awake for the duration, thus removing any negative effects due to grogginess or muddling spells or effects. This ability is usable once per day.

Clairvoyance:  by tunneling a tube-shaped impression in space-time, the Time Master can see across distances.  The range is 100 feet per Time Master Level, and can be used to see through barriers of any non-magical type.  This spell-like ability is usable once per day for one round per Time Master level, and takes one Full Action to prepare.  Note that this ability also makes the Time Master susceptible to spells or effects based on sight in the target area, such as a medusa’s petrification or a flare spell.  Clairvoyance does not impart the ability to see in the dark, neither does it allow one to hear through magically-darkened areas.

Timestrobe:  as an spell-like ability, the Time Templar may enchant one creature per Time Master level with a rogue’s sense of time flickering.  This effect is enough to disorient most foes; it lasts 1d6 rounds, and provides a –2 to hit and initiative totals to those affected.  Additionally, the target’s movement speed decreases –10.  The target is allowed a Reflex save vs 10+the Time Templar’s level to resist the effects of a Timestrobe.  The Time Master may perform this ability three times per day.

Augury:  by studying future possibilities and gazing at present conditions, the monk gains insight.  The effect created is as the spell of the same name, at a rank equal to the Time Master’s level.  This extraordinary ability may be performed once per day.

Time Sensation: this extraordinary ability is the applied sensitivity to the chronoplasmic energy that pervades everything.  The Time Master can sense all corporeal objects within a 30-foot radius.  This provides three main bonuses: the Time Master receives the Blindfight feat, which allows the character to successfully encounter all opponents (within 5’) in the dark with no negative modifier; the character receives a +1 modifier to AC because of his/her acute senses and the ability to react quicker to attacks; and the character also receives a +2 modifier to Initiative rolls because of these sharper senses.

Time-Scry: the Time Templar causes a geyser of immaterial chronoplasmic energy to spew up from the ground, forming into a font that functions as a scrying device.  The ability may be used for ten total minutes per day, and the total minutes may be split up into multiple uses.  The font melts into nothingness when willed to do so.  If the holy water inside is not removed, it is absorbed into the time-stream.  The Time Templar must still have the scry spell, and the font must be filled with holy water in order to be used (about two bottles worth).

Removal: (as the spell above)
Stasis Touch: this extraordinary ability may be used on a single 5x5 area or a single small-, medium- or large-sized individual.  The cleric’s touch causes the target to become encased in a crystalline cocoon of chronoplasmic energy.  If alive, the subject’s vital signs are suspended (i.e., frozen in time), is unable to talk or react in any fashion, is unaware of anything occurring outside or inside the cocoon, loses no further hit points (if in the process of dying), and registers no brain activity.  The cocoon is a hardness 30, has a number of hit points equal to the cleric’s, and lasts a number of hours equal to the cleric’s Time Master level.  Anyone looking into the cocoon can see colors and a vague shape, but is unable to exactly determine the contents.  In addition, the cocoon weighs a mere 20 lbs total, despite the contents of the cocoon.  It is large and bulky, though, and requires two people to carry or one person using both arms and succeeding at a Balance skill check of 15 per hour.  Living creatures can resist the stasis on a Reflex save vs a DC equal to 10 + the Time Master level + the cleric’s Wisdom modifier.  On expiration, the cocoon crackles, shatters harmlessly, and the shards melt away to nothing.  Any living creature inside continues to act in the manner they did when they were put in stasis (talking, fighting, walking, etc.)  This ability may be used once per day, cannot be cancelled in duration by the cleric at any time, and can be used on a voluntary subject (who foregoes the save).  This last point applies to the Time Master her/himself, and may be performed on themselves even if in a fragile condition or situation (i.e., in the process of dying, fainting, or falling).

Timewalk: the Time Master has the extraordinary ability to step out of time and walk through space-time, disappearing from view to all in normal time.  Creatures and objects as viewed from outside of space-time appear as ethereal objects and cannot be interacted with in any manner.  This ability functions three times per day similar to dimension door.  This ability is used as a spellcaster of 9th level, plus the Time Master level.  
