The Juggler-


Showcasing mental abilities beyond the scope of the ordinary warrior, the Juggler is a fighter unmatched in power.  Utilizing experience gained from the spirits of a long-fallen civilization steeped in their unique arts, the Juggler can imbue his weapons with terrifying powers, confusing and dispatching an unprepared victim with absolute certainty.  The Art of the Juggler is an ancient and powerful one, and manifests only in particularly skilled individuals capable of either absolutely mastering their own minds, or loosing them to the innate chaos that exists.  Primarily interested only in furthering their own powers, Jugglers can be found serving almost any master, or may wander freely, attempting to perfect their deadly arts as a lone adventurer or a leader of a band, although the opportunity to resurrect the fallen culture that the power originally emerged in will send even the most pragmatic Juggler on a quest.  Occasionally, a Juggler may be found operating as an assassin, posing as a performer before wreaking havoc with his extraordinary abilities.  Finally, Jugglers are always grouped into two categories: those who find that power comes from the ordered mind, and those who find it in the chaos of the world.  Both have a strong bent towards neutrality, but all Jugglers will be able to coexist with any other Juggler.


Fighters, Barbarians, and Rangers make for deadly Jugglers, pulling from the class's innate skills to supplement their already powerful combat repertoire.  Alternatively, a Bard may become a Juggler to implement the bizarre skills of the class into an incredible act or performance, while Rogues may put the power of the Juggler to use in their own unique "performances".  Wizards, Sorcerors, and Clerics may also become Jugglers, giving themselves a powerful defense behind which to cast spells, and the Clerics an important opportunity to "prove" his deity's power.  Paladins rarely become Jugglers, seeing the deceptive and impersonal fighting style as dishonorable, while Monks tend to ignore the class because it is primarily based in usage of weapons, which the Monk frequently does not use.


NPC Jugglers may be protecting a particularly influential NPC as a bodygaurd, serving as an elite warrior, or simply being a particularly adept ally to another NPC.  They most commonly act alone, but if they band with another group, it will most likely be a small clan of other Jugglers, where they can train with those who understand their powers.  An well-trained Juggler can prove a devastating enemy to a party, as the class quickly becomes nearly untouchable once they are well-prepared.





Hit Die: D6								


Lvl.	Atk.Bonus	Fort. Save	Ref. Save	Will Save	Special		


1st	+0		+0		+2		+2		Dancing Blades, Channel


2nd	+1		+0		+3		+3		Net of Steel		


3rd	+2		+1		+3		+3		Blade of Vengeance, Channel


4th	+3		+1		+4		+4		Dancing Blades	


5th	+4		+1		+4		+4		Juggler's Blade, Channel


6th	+5		+2		+5		+5		Net of Steel	


7th	+6		+2		+5		+5		Dancing Blades, Channel


8th	+6		+2		+6		+6		Greater Blade of Vengeance


9th	+7		+3		+6		+6		Enchantment Shift, Channel


10th	+7		+3		+7		+7		Dancing Blades, Net of Steel	





Requirements:


To qualify to become a Juggler, a character must filfull all of the following criteria.


Base Attack Bonus: +4		Base Dexterity Bonus: +3 or higher


Feats: Ambidexterity, Combat Reflexes, Two-Weapon Fighting


Concentration: 10 ranks	Perform: 5 ranks


Alignment: Lawful or Chaotic (Must have total control of the mind, or have accepted its chaos)


Special: A potential Juggler must be contacted a Juggler of at least 5th level to be set on the path.





Class Skills:


The Juggler's class skills (and the key ability for each skill) are Balance (Dex), Craft (Int), Jump (Str), Knowledge[Arcana/Weaponry/Ancient History](Int), Listen (Wis), Move Silently (Dex), Perform (Cha), Search, (Int), Spot (Wis), Tumble (Dex)


Skill Points at each level: 2 + Intelligience Modifier





Class Features:


All of the following are class features of the Juggler prestige class.


Weapon and Armor Proficiency: The Juggler retains all previous proficiences but gains no additional proficiencies in weapons or armor.  Note that armor check penalities for armor heavier than leather apply to the skills Balance, Climb, Escape Artist, Hide, Jump, Move Silently, Pick Pocket, and Tumble.


Forgotten Knowledge:  A Juggler will always innately know where his or her power came from; it's an ability burned into them by the ceremony granting access to their powers.  Besides instantly knowing anything about the culture or society of the Ancient land where the Art originated, a Juggler will be able to recall certain trivial details about a powerful, lost civilization that they lived in.  Of course, they did not actually ever live in it, but that's beside the point.  Jugglers recieve a 


+5 bonus to any checks on their Knowledge of ancient histories, and have a 1% ability cumulative per Juggler level to be able to instantly recall a major detail from an ancient time (such as which barbarian tribe sacked the lost city of Viosch or who the ancient ruler of the Sapphire Throne was).  The Jugglers constantly seek out more knowledge of their fallen culture.


Absolute Two-Weapon Fighting: A Juggler wielding 2 (or more) weapons that are light receives no penalties to any attacks made with those weapons, rather than the -2 minimum penalty granted to non-jugglers.  If using medium or larger weapons, the Juggler recieves the same penalties any other class attempting to fight with two weapons of that type.


Dancing Blades: The mark of a true Juggler, the Dancing Blades ability is also the cornerstone of their power.  At 1st level, every melee-class weapon the Juggler enters combat with gains the ability to "Dance" as the enchantment, except that each can dance for one round only, and retrieving the weapon as it attacks (a free action) does not prohibit the dancing ability on even the next turn.  Utilizing this ability, a Juggler can keep a number of weapons equal to his dexterity bonus -2 attacking even as the juggler continues fighting with additional weapons in his hands, with no penalties. For every 3 levels of Juggler the character advances beyond the first, the number of turns the weapons can maintain their "dance" increases by 1, and the number of weapons capable of being "juggled" (kept in the air) increases by 1 (dex bonus -1 for 2 turns each at level 4, dex bonus for 3 turns each at level 7, dex bonus +1 for 4 turns each at level 10).  If a weapon is already a "dancing" weapon, there is no limit of turns it can be "danced", regardless of the enchantment on the weapon.  If desired, a Juggler can "Juggle" a very high number of weapons, but this counts as a full-round action, and requires a concentration check with a DC of 10 + 1 for each weapon being juggled, and each weapon recieves the same -2 bonus that a normal character using 2 weapons recieves, including those being used directly with the character's actual hands.  Note that an unsuccessful concentration check while attempting to "juggle" a high number of weapons provokes a reflex save (DC 10+1 per extra weapon) to avoid damaging the Juggler with each additionally juggled weapon, and that regardless of the result of the reflex save, all additional weapons fall to the ground, and attacks are made at an additional -4 penalty for that round.  To simplify this combat style, an example: A Juggler at level 1, with a dexterity bonus of +3, enters combat.  He immediately draws his two scimitars (a weapon he is proficient with), while his third scimitar begins "Dancing".  On that turn, he attacks with both scimitars as normal, while the third strikes on its own, and then immediately allows one of his weapons to "Dance" out of his hands while retrieving the one from the air.  On the following turn, he makes the same number of attacks, with the same weapons.  The next turn, he looses his other weapon, and retrieves the one currently dancing.  This style requires a great deal of concentration and skill, but allows for all the weapons to continuously attack.


Channel: Another of the Juggler's intristic skills is the ability to Channel a portion of his own life force into a weapon that is being "juggled" or wielded.  At 1st level, every weapon being wielded by a Juggler in combat gains a +1 enhancement bonus.  Unlike magic weapons enchanted by normal means, the Juggler need not spend experience points or money to accomplish this task.  For every two levels of Juggler the character advances beyond the 1st level, wielded weapons gain an additional +1 enhancement bonus (+2 at 3rd level, +3 at 5th level, +4 at 7th level, and +5 at 9th level).  If using an enchanted weapon, use whichever enhancement bonus is higher.  


Net of Steel: Utilizing the many whirling weapons of his calling, a Juggler can form a nearly impenetrable defense.  At 2nd level, the Juggler can have any weapon currently being "danced" forego its attack to give himself an additional +1 AC for that turn, per "Juggled" weapon not attacking.  For each 4 levels the Juggler advances, the AC bonus for each defending weapon increases by 2 (+3 AC per blade at level 6, +5 AC per blade at level 10).  The Juggler's Blade always gives twice this amount of AC.  Note that weapons currently in the Juggler's hands also count towards this bonus. As an example, a level 6 Juggler with a dexterity of 18 (maximum number of dancing weapons: 4) could choose to attack only with 2 of his currently swarming weapons, using the other 2 in the air and the two he was actually wielding to increase his armor class by 12.  If one of these was his Juggler's Blade, his armor class would instead increase by 15.  In the case of a miss by someone attempting to strike the Juggler while he is being defended in this fashion (due to his increased AC), each of the defending weapons immediately makes an attack against the enemy who has just missed.  If none of the blades make a successful attack, the enemy is considered to have bypassed the blades, and the hit is counted against the unmodified armor class of the Juggler.


In any case, this exhibition of focused coordination requires a Concentration check at DC 15 +1 per defending blade to avoid attacking oneself if the Juggler attempts any active actions (spells with Somatic components, movement, attack), requiring a reflex save at DC 10 +1 per defending blade to avoid being hit by many, many whirling weapons.


Blade of Vengeance: The Juggler's many weapons often seem to have a mind of their own.  At 3rd level, any weapon wielded in combat by a Juggler gains the ability to be thrown and return as the enchantments "Throwing" and "Returning".  This ability may only be used twice per encounter and is considered a standard action for the Juggler.  In the case of weapons actually enchanted with "Throwing", the weapon can be cast twice as far, and weapons with "Returning" return regardless of obstacles (a door suddenly closed will cause a weapon to repeatedly clatter on its surface, for instance, until the Juggler retrieves it).  Any weapon without "Returning" will attempt to return to the Juggler until its "Dance" time is up, at which time it will fall, or until someone else grabs it.  Conversely, even if a "Dance" period ends while a weapon is being thrown, it does not fall unless it returns and the Juggler does not catch it, or if it is blocked during return.  A Juggler's Blade can be thrown any distance, and is considered to have both enchantments at all times.


Juggler's Blade: At 5th level, the Juggler can form a bond with an extraordinary weapon.  The weapon chosen must be one the Juggler is proficient with, and must be enchanted to a +1 level, at minimum (excluding the Juggler's Channel bonuses).  This bond consumes all enchantments present on the weapon, including all damage enhancement bonuses, rendering it a simple Masterwork weapon.  To the Juggler, though, the weapon can be used as if it has all the enchantments it previously held, in addition to an enhancement bonus equal to his current Channel rating.  This weapon is always counted as though it had both the "Dancing" and "Throwing/Returning" enchantments, in additional to all others, and may "Dance" back if disarmed or struck down.  If the weapon enchanted as the Juggler's Blade already had Throwing/Returning or Dancing, the Juggler may choose another enchantment or set of enchantments of roughly the same value for the weapon (i.e. a Dancing weapon has a cost equivalent to an enhancement of +4, so that weapon could become a Brilliant Energy weapon, instead). In addition, all of the Juggler's abilities have enhanced effects on a Juggler's Blade, and the Blade is capable of "Dancing" three times its range away from the Juggler (a Juggler's Blade based on a Longsword, for example, could "Dance" 15' away, instead of the usual 5'.  This weapon never requires direction from the juggler, provided it remains in range, and will continue to defend him even if he is unconscious or busy doing something else.  A Juggler may have only one Juggler's Blade at a time, and if it is destroyed, he or she must wait for a minimum of one year to create another.  On a Juggler's Blade's destruction, the Juggler must make a fortitude saving throw (DC 15), losing 200 experience points per Juggler level on a failure, and 100 experience per Juggler level on a successful save.


Greater Blade of Vengeance: Exceptionally powerful Jugglers gain the ability to project themselves into their weapons at will, allowing for devastating attacks.  At 8th level, the Juggler may use the "Blade of Vengeance" skill any number of times per encounter, each of which may be thrown double the standard distance (quadruple if the weapon is enchanted with "Throwing").  In addition, the Juggler may enter a trance, foregoing any standard actions, to direct the blade to move around corners, through any large enough entrances, hover, or reverse direction, returning along the exact same route once it has struck the target a single time.  Only an unavoidable obstacle prevents the blade from striking the target, and, if the Juggler maintains concentration (making Concentration checks if distracted), the blade may simply wait until the target is open to attack (a target in a closed windowless chamber sticking his head out to scout is in for a nasty surprise).  If the Juggler's concentration is broken as he directs the blade, he must make a willpower check (DC 10 + 1 per 10 feet away) to force the weapon back.  As it returns, it may not turn or go through obstacles, but will bounce past some barriers or continue pulling back.  If it encounters an impassable barrier, the weapon drops to the ground, out of the Juggler's control.  If this ability is used with the character's Juggler's Blade, the weapon may stay fly for any distance, chasing a target, and may stay and fight for any amount of time, without the Juggler's intervention.  Once the Blade reaches the target, the Juggler may cease his trance, and the Blade will continue its attack until the foe is dead, defeated, or has escaped, and will then return by the same route.  While the Juggler is in his trance to direct the animated weapon, his other weapons continue to attack and/or defend, utilizing the Net of Steel ability when necessary.


Enchantment Shift:  The Juggler, over time, forms a unique bond with each of his weapons.  Once a Juggler has reached level 9, he gains the ability to instantly determine active combat-based enchantments, if any, on any weapon he uses (this discludes non-activated powers, such as those used with an unknown command word).  Once he has familiarized himself with these weapons, he can, as a standard action, temporarily shift the bonuses of one enchanted weapon to another, one enchantment per level of Juggler, or one +1 enhancement bonuses per Juggler level, or any combination of the two.  No weapon may ever have more than a +5 enhancement bonus, but may have any number of other enchantments.  For example, a level 7 Juggler with a +5 Flaming Bastard Sword and a Ghost Touch Broad Sword could hurl a Masterwork War Axe, using Blade of Vengeance, and instantly (as a free action) switch over the enchantments, so that, for one full turn, the War Axe counted as a +5 Flaming Ghost Touch War Axe.  If drawing abilities from or into the Juggler's Blade, any number of enchantments can be transferred, and, once per week, the Juggler's Blade may reach an enhancement bonus of +10.  This ability can only be used three times per day, and may not be utilized on artifacts (even Minor ones).


Retribution of the Ancients:  If a Juggler is slain while in battle, all melee weapons currently within 10 feet of the Juggler uncontrollably dance about and slash wildly.  The Juggler's own weapons fly directly towards his slayer, making a single additional attack at his highest attack bonus, while his Juggler's Blade (if it exists) is permanently burned out to a Masterwork weapon, with each ehancement bonus of +1 (count additional enchantment bonuses in their value of enhancement- i.e. Vorpal weapons count as +5 enhanced weapons) dealing 1d4 damage per Juggler level to all targets within 10 feet of the Juggler and 5 feet (or the weapon's range) of the Blade itself.  Every character within 10 feet of the Juggler must make a fortitude save to avoid losing control of their currently wielded weapons (DC 15 + 2 per Juggler level), and a character must make a reflex save (DC 10 + 1 per Juggler level) to avoid being struck by any weapon within range that is uncontrolled (including those wrenched from control).





