THE ELITE SPECIALIST
The Elite Specialist is a highly trained solider.  The best of the best.  No job is to hard or to dangerous for him to take.  Through the many missions that Elite Specialists under takes, their bodies under go some Supernatural changes to better equip and enable them to perform.  Elite Specialist might form small tight-knit strike teams to complete missions.  In other cases one of them is all that’s needed.  Some are hired by high-ranking officials to protect, guard, or even act as security for important people or meetings.  Others form a group for hire, taking on the missions no other could do.  Still some join adventurers and travel with them as replacements to Fighters, Rangers, or Rogues.  Extensively trained in the Two-weapon fighting style The Elite can deal swift death to whom ever stands in his way.  The Elite prefers two weapons because they like to get in and out quickly, quietly, and with out much harm (to them selves that is).  They believe that when fighting with a shield one expect to get hit, hens the shield.  And that one is willing to make noise and take time.  But this just isn’t the way of The Elite Specialist they believe in the art of being silent and deadly, swift and unnoticed. The Elite Specialist is skilled at recognizance and rescue as well as full frontal attacks.  They are also quit adept at interrogation.  Though Elite Specialists never back down they are not adverse to retreat so that they may come back ten fold.  Elite Specialists will complete their mission at all cost.  They’re equally capable in a large busy city or out in the quite serenity of nature, indoors or out the Elite Specialist is comfortable and deadly.  Though enemies oppose the Elite Specialist they respect him as a cunning and equally dangerous foe.  

Hit Die: d12

Requirements


To qualify to become an Elite Specialist, a character must fulfill all the following criteria.

Base Attack Bonus: +6

Feats: Ambidexterity, Weapon Focus, Two-weapon Fighting and Track  

Gather Information: 4 ranks
Hide: 6 ranks
Intimidate: 4 ranks
Listen: 6 ranks 

Move Silently: 6 ranks
Sense Motive: 4 ranks
Spot: 6 ranks 

Wilderness Lore: 6 ranks
Class Skills


The Elite Specialist’s class skills (and the key ability for each skill) are Balance (Dex; Armor Check Penalty), Bluff (Cha), Climb (Str; Armor Check Penalty), Disable Devise (Int; Trained Only), Escape Artist (Dex; Armor Check Penalty), Gather Information (Cha), Handle Animal (Cha; Trained Only), Hide (Dex; Armor Check Penalty), Intimidate (Cha), Jump (Str; Armor Check Penalty), Listen (Wis), Move Silently (Dex; Armor Check Penalty), Open Lock (Dex; Trained Only), Ride (Dex), Search (Int), Sense Motive (Wis), Spot (Wis), Swim (Str), Tumble (Dex; Trained Only; Armor Check Penalty), Use Rope (Dex), Wilderness Lore (Wis).  See Chapter 4: Skills in the Player’s Handbook for skill descriptions.

Skill Points at each level: 6 + Int modifier.

Class Features

Weapon and Armor Proficiency
The Elite Specialist is proficient in all Simple and Martial weapons and all Light and Medium armors.  Note that armor check penalties for armor heavier than leather apply to the skills Balance, Climb, Escape Artist, Hide, Jump, Move Silently, Pick Pocket, and Tumble.  Also, Swim checks suffer a –1 penalty for every 5 pounds of armor and equipment carried. 


Deadly Strike

Deadly Strike functions in all ways like the Sneak Attack ability of a Rouge.  And stacks with any other Sneak Attack or similar abilities gained from any other class.  Deadly Strike represents the effectiveness with which an Elite Specialist can strike if able to catch an opponent off guard.  Deadly Strike starts at first level with a +1d6 and increases by +1d6 every third level.


Fast Movement

This functions just like the Fast Movement ability of a first level Barbarian, (+10’ feet to movement when wearing light or medium armor and not carrying a heavy load).


Darkvision

An Elite Specialist’s body under goes certain Supernatural changes, one being that upon reaching 2nd level The Elite Specialist permanently gains darkvision up to 60’ feet.  This is a Supernatural ability.


Superior Weapon Focus

The Elite Specialist gains Superior Weapon Focus for free for a weapon with which he has the Weapon Focus feat. Superior Weapon Focus stacks with the weapon already affected by the Weapon Focus feat granting an additional +1 to the attack bonus with the affected weapon.

Quick Draw 

The Elite Specialist gains this feat for free.

Weapon Specialization

The Elite Specialist gains this feat for free in one weapon of his choice with which he has Weapon Focus.  If he already has this feat the effects may either stack or he can apply it to a weapon with which he doesn’t have Weapon Specialization.  Furthermore The Elite Specialist may pick this feat any time he would normally receive a feat just as if he was a Fighter of 4th level or higher.


Improved Critical

This feat is gained for free by The Elite Specialist at 7th level.  If you apply this feat to a weapon already affected by the Improved Critical feat then the weapon gains an additional +2 to its threat range.


Improved Invisibility

At 8th level The Elite Specialist gains the Supernatural ability to turn invisible as per the Improved Invisibility spell once per day for duration equal to 10min/ Elite Specialist level. 


Blades of the Elite

Upon reaching 9th level any weapon wielded by The Elite Specialist is considered to have a +1 better enchantment bonus than it would normally have.  This bonus is only for attack and damage not for determining damage reduction.  Note: The weapon only gains this enhancement when used by The Elite Specialist.  Henceforth a non-magical weapon in the hands of an Elite Specialist acts as a +1 weapon, a +1 weapon in the hands of an Elite Specialist acts as a +2 weapon, a +2 weapon in the hands of an Elite Specialist acts as a +3 weapon, etc…
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	1st
	+1
	+2
	+2
	+0
	+1d6 Deadly Strike, Fast Movement 

	2nd
	+2
	+3
	+3
	+0
	Darkvision

	3rd
	+3
	+3
	+3
	+1
	Superior Weapon Focus

	4th
	+4
	+4
	+4
	+1
	+2d6 Deadly Strike

	5th
	+5
	+4
	+4
	+1
	Quick Draw

	6th
	+6
	+5
	+5
	+2
	Weapon Specialization 

	7th
	+7
	+5
	+5
	+2
	+3d6 Deadly Strike, Improved Critical

	8th
	+8
	+6
	+6
	+2
	Improved Invisibility 

	9th
	+9
	+6
	+6
	+3
	Blades of the Elite

	10th
	+10
	+7
	+7
	+3
	+4d6 Deadly Strike


