	Connard - Agent of The Council
	

	Connards are agents working in support of The Council of Oaks.  They are dispatched to far away lands to search out and destroy unnatural creatures such as Aberrations and Undead.  They travel far and wide gathering information about their prey.  They have great discretion on how to accomplish this and are well suited to conduct their hunts in all types of environment urban or natural.  Rangers and Druids are well suited for the Connard's life but rogues, bards, fighters, monks and barbarians can benefit from the specialized offensive capabilities of the class.  Wizards, Sorcerers and Clerics gain increased combat capabilities. 

Hit Die: d10

Requirements:
To qualify to become a Connard, a character must fulfill all the following criteria.

Alignment: Any Non-Evil

Base Attack Bonus: +5

Feats: Track, Iron Will

Knowledge (Nature): 4
Wilderness Lore: 4
Skill points at each level:  6+Int Modifier

The Connard’s class skills (and the key ability for each skill) are:

Bluff (Cha), Concentration (Con), Decipher Script (Int, exclusive skill), Diplomacy (Cha), Disguise (Cha), Escape Artist (Dex), Gather Information (Cha), Hide (Dex), Intimidate (Cha), Knowledge (Undead)(Int), Knowledge (Nature)(Int), Listen (Wis), Move Silently (Dex), Scry (Int, exclusive skill), Search (Int), Sense Motive (Wis), Spot (Wis), Wilderness Lore (Wis).

Class Features

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

Weapon and Armor Proficiency:  Connard's are proficient with all simple and martial weapons, all types of armor and shields.   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.

Connard Favored Enemies - Through extensive training a Connard gains great insight into his foes and proper techniques for combating them, the connard gains a +1 bonus to Bluff, Listen, Sense Motive, Spot and Wilderness Lore checks when using these skills against this type of creature.   Likewise he gets the same bonus to weapon damage rolls against creatures of this type.  The connard also gets the damage bonus with ranged weapons, but only against targets within 30 feet.  The bonus doesn't apply to damage against creatures that are immune to critical hits.  Connard favored enemy selection is independent of any selections he has made as a ranger.  Favored enemy levels do not stack with those granted by the ranger class, except on the case were the favored enemy is the same for both classes.
	Sneak Attack - Undead Only:  If a connard can catch an undead creature when it is unable to effectively defend from the attack, the connard can effectively attack weak areas on the undead creature.  Basically, any time the connard's target would be denied his Dexterity Bonus to AC or when the connard can flank the undead, the connard's attack deals extra damage.  Undead are by definition immune to critical hits this damage does in no way make the undead vulnerable to such hits.  The damage inflicted is due to the connard's knowledge of specific vulnerabilites attributed to undead creatures. 

Magical Woodland Stride:  As the Druid 2nd level ability but allows passage through magically altered woodlands with a +4 Bonus Save

Evasion:  As the rogue 2nd level special ability

Shadow Walk:  By concentrating a connard is able to move from shadow to shadow silently.  See shadowdancer Shadow Jump ability.

Aberration / Undead Effect Resistance:   The connard is especially adept at resisting the special attacks of undead and aberrations.  Add a +4 bonus to saves against these effects.  This bonus can be applied to the Fortitude Save to regain Negative Levels

Spells:  Connard's gain the ability to cast spells.  To cast a spell, a connard must have a Wisdom score of at least 10 + the spell's level, so a connard with a Wisdom of 10 or lower cannot cast these spells.   Connard bonus spells are based on Wisdom, and saving throws against these spells have a Difficulty Class of 10+Spell Level+Wisdom Modifier.  When the connard gets 0 spells of a given level, the connard gets only bonus spells.  A connard without a bonus spell for that level cannot yet cast a spell for that level.  A connard has access to any spell on the list and can freely choose which to prepare.  A connard prepares and cast's spells just as a cleric does (though the connard cannot use spontaneous casting to lose a spell and cast a cure spell in its place.)

 

Connard Spell List
Connards choose their spells from the following list:

Level 1: Cure Minor wounds, Detect Undead, Disrupt Undead, Expeditious Retreat, Flare, Summon Nature's Ally I
Level 2: Cat's Grace, Cure Light Wounds, Invisibility to Undead, Obscuring Mist, Protection from Evil, Remove Fear, Summon Nature's Ally II
Level 3: Clairaudience/Clairvoyance, Displacement, Halt Undead, Invisibility, See Invisibility, Speak w/ Dead, Summon Nature's Ally III
Level 4: Charm Monster, Cure Moderate wounds, Locate Creature, Nondetection, Searing light, Summon Nature's Ally IV


	Character 
	Attack 
	Fort 
	Ref 
	Will 
	Special
	Spells per Level

	Level
	Bonus
	Save
	Save
	Save
	
	1
	2
	3
	4

	1
	+0
	+2
	+0
	+1
	Sneak Attack - Undead Only +1d6
	0
	-
	-
	-

	2
	+1
	+3
	+0
	+1
	Connard Favored Enemy - Undead; Magical Woodland Stride
	1
	-
	-
	-

	3
	+2
	+3
	+1
	+1
	Evasion
	1
	0
	-
	-

	4
	+3
	+4
	+1
	+1
	Sneak Attack - Undead Only +2d6
	1
	1
	-
	-

	5
	+4
	+4
	+1
	+1
	Shadow Walk
	1
	1
	0
	-

	6
	+5
	+5
	+2
	+2
	Aberration Effect Resistance +4 Morale Bonus
	1
	1
	1
	-

	7
	+6
	+6
	+2
	+2
	Connard Favored Enemy - Aberrations; Slippery Mind
	2
	1
	1
	0

	8
	+7
	+6
	+2
	+2
	Sneak Attack - Aberration Only +1d6
	2
	1
	1
	1

	9
	+8
	+6
	+3
	+3
	Undead Effect Resistance +4 Morale Bonus
	2
	2
	1
	1

	10
	+9
	+6
	+3
	+4
	Connard Favored Enemy - Outsider (Evil)
	2
	2
	2
	1


