The Elementalist





The Elementalist is a unique magic using class, originating in Gecekondu.They practice a much older, more primal form of magic than traditional wizardry, and are much maligned and misunderstood by the more traditional spellcrafters. Elementalists harness energies directly from the four Elemental Planes, using the the magic they draw from the Weave Magic simply to form conduits from the Elemental Planes to the Prime. 


Elementalist always have a focus (chosen at birth) on one of the four elements. It is the Elementalist's supreme goal to become so attuned to their focus element that they will eventually become one with it. This process is known as the Path to Completion. Elementalist are almost religious in their pursuit of this goal. The practice of Elementalism requires great diligence and devotion, so great that only those either born into the Elementalist family clans or raised by them from a very young age, can have any hope of attaining even first level skills. In comparison to more traditional magic using classes, Elementalist start a little slower, but become more powerful very quickly. Unlike other classes however, an Elementalist's adventuring career has a definite upper limit. 


As they become more powerful, they experience an actual and dramatic physical and mental transformation. The strain on the body and mind of the Elementalist is great. At the point of increase from 19th to 20th level, the Elementalist runs a 10% risk that their minds will not be able to handle the strain. If this happens the character "Crosses-over" and becomes an NPC elemental of the appropriate type and hit dice. The elemental immediately enters their home elemental plane and lives life from then on as an NPC elemental. This risk increases by 10% at each new level gained, till finally at 30th level the character must succumb automatically to the transformation.


With such an inevitable end, one wonders why anybody would chose such a path. The answer lies in the immense powers that an Elementalist in their prime can command. Legends of those who have Crossed-Over say that those who beheld them mistook them for gods!


All Elementalists hold many traits in common with each other but many traits vary by their focus element. When appropriate these differences will be detailed below.


Class Requirements: The attribute requirements are rigorous. All Elementalists must have a minimum INT of 15 and WIS of 12. Their spells are also physically taxing, so they must be in strong physical condition, with a minimum CON of 12 and STR of 10. In addition each focus has it own additional minimum requirements: 


Earth - STR of 15


Air - CHR 15


Water - WIS 15


Fire - DEX 15


Elementalist may be of any alignment except evil, though each Focus has its own alignment tendencies:


Earth - Lawful Neutral


Air - Chaotic Good


Water - Lawful Good


Fire - Chaotic Neutral


General Info: Elementalists use d4 for hit die. They use the same spell table as sorcerers. Elementalists may use only one of two weapons in melee, the quarterstaff or the Bo staff. For missile attacks, all Elementalists use only one missile weapon in their entire lives, a special throwing weapon of their own creation called the Tau. Each Focus carries a different form of Tau, which is made in the shape of the ancient glyph for that element. They vary in material, size, weight, range, and damage. All Tau are made to return on a miss if thrown correctly, though they vary in this ability.


Focus Element	Material	Weight(lbs)/damage/ critical(3E)/Range/Type(3E)				Special	


� Earth 	Polished 


