	Executioner of the Eye 

Executioners of the Eye practice or execute the will of the Elder Elemental God. They bends all their being to revering the god and attempting to locate and enact rituals to draw more power of the God to the prime world. 

The mean goal of the executioners is to weaken to gates of the eternal prison of their God. To do this, executioners make sacrifices to the Eye (an alias of the Elder Elemental God), but this is not all. With bizarre and unspeakable mystic rituals executioners try to locate and summon long forgotten minions of their God to the prime world and thus strengthening the Elder Elemental God in the process. 

Most executioners are clerics of the elder elemental god. However other classes are also suitable to become Executioners of the Eye, especially evil druids and wizards. Non spellcasters don't receive spells with this prestige class. 

The Elder Elemental God is absolutely terrifying and unpredictable violent. Every deity is considered to be a foe of the Elder Elemental God, with notably exceptions to Juiblex the Faceless Lord and the Dark God and maybe some other non-human(oid) gods. 
Hit Die: d8 

Requirements 
To qualify to become an Executioner of the Eye, a character must fulfill all the following criteria: 

  Aligment: Any evil. 

  Base Attack Adjustment: +5 

  Alchemy: 3 ranks. 

  Heal: 5 ranks. 

  Feats: Alertness, Power Attack. 

  Special: To become an Executioner of the Eye, one must ritual murder 25 innocent beings and sacrifice a creature who's hitdice exceeds the hitdice of the to become executioner. Every level the executioner gains he must ritually murder 25 innocent beings + the total of previous levels. So to become 2nd level he must murder 50 creatures, to become 3rd level 75 creatures, 4th level 100 creatures and so on. 

Level
Attack Bonus
Fort. Save
Ref. Save
Will Save
Special
Spells per Day
1

+1

+2

+0

+2

The Eye's Aid 1/day

+1 level of existing class

2

+2

+3

+0

+3

Disease Immunity+

+1 level of existing class

3

+3

+3

+1

+3

The Eye's Aid 2/day

+1 level of existing class

4

+4

+4

+1

+4

Poison Immunity

+1 level of existing class

5

+5

+4

+1

+4

The Eye's Aid 3/day

+1 level of existing class

6

+6

+5

+2

+5

Acid Immunity

+1 level of existing class

7

+7

+5

+2

+5

The Eye's Aid 4/day

+1 level of existing class

8

+8

+6

+2

+6

Inspire Fear

+1 level of existing class

9

+9

+6

+3

+6

The Eye's Aid 5/day

+1 level of existing class

10

+10

+7

+3

+7

The Transformation

+1 level of existing class

Class Skills 
The Executioner of the Eye's class skills (and the key ability for each skill) are Bluff (cha), Climb (Str), Concentration, Disguise (Cha), Heal (Wis), Hide (Dex), Intuit Direction (Wis), Knowlegde Religion (Int), Listen (Wis), Move Silently (Dex), Scry (Int), Search (Int), Sense Motive (Wis), Spot (Wis) and Swim (Str). See Chapter 4: Skills in the Player's Handbook for skill descriptions. 

Skill Points at Each Level: 4 + Int modifier. 

Class Features 

  Weapon and Armor Proficiency: The executioners is proficient with all simple and martial weapons and armor and shields. 

  The Eye's Aid: When an executioner wants too, he can call upon the aid of his God. When aided the Elder Elemental God grants the following benefits for a amount of rounds equal to his prestige class level: 
- +6 Strength 
- Deal double damage with every strike 
- Healing as Cure Serious Wounds and Regenerate 
During the Aid the executioner must kill at least one sentient being or he cannot call upon aid for the rest of the remaining week. 

  Disease Immunity+: At 2nd level executioners are immune to all diseases, including magical and supernatural diseases. At this level executioners are also immune to paralysis and hold. 

  Poison Immunity: Immunity to poisons, including supernatural and spell-like poisons. 

  Acid Immunity: Executioners are immune to all acids and corrosive fluids and substances at 6th level. 

  Inspire Fear: At 8th level, executioners can inspire fear as a free action at will. 

  The Transformation: See "The Ooze form" below. It said that special followers of the Elder Elemental God can become an amorphous creature in a very wicked and evil ritual (up to the DM, but it should be *very* difficult!). At this point an Executioner of the Eye becomes an intelligent ooze of great power. At this moment only the highest priest of the Eye on the prime made it to this level is Malchar. 
  

The Ooze form 
The ooze form of an executioner is a powerful shapechanging, polymorphous, protoplasm slime-being. The ooze has full control of its semiliquid body and can chage forms very easily. The Ooze is highest "gift" from the Elder Elemental God, the ooze is most favourited by its god. 

Creating A "Ooze" 
In a very wicked and evil ritual the executioner is able to transform himself permanantly into a protoplasm ooze of great power. The ooze is a template that can be added to any creature who is a 10th-level executioner of the eye. The creature's type changes to "aberration". It uses all the character's statistics and special abilities except as noted here: 

   Hit Dice: Same as the character's further class improvement. 
   Speed: Same as the character's original speed, the ooze must be in humanoid shape however. The ooze form can also move at 20 ft. through small cracks, gratings, or even under doors. It moves at the same rate on walls and ceilings. 
   AC: The ooze form has a +10 natural armor bonus, or the character's nat. 
   Attacks: The ooze retains all the attacks of its former humanoid form. In addition the ooze can lash out with two pseudopods each round, each successful attack causes paralysis (see below). inflicting 1d6+str damage. 
   Damage: The pseudopods inflict 1d6+str damage. 
   Special Attacks: The ooze retains all the character's special attacks and also gains those listed below. Saves have a DC of 10 +1/2 ooze's HD + ooze's strength modifier. 
   Paralysis (Ex): Touching (also its attacks) the ooze form always triggers its paralysing ability. Creatures must make a Fortitude saving throw or be paralysed for 3d6 rounds. The ooze can engulf a paralyzed opponent automatically. 
   Engulf (Ex): The ooze can move over creatures the same size or smaller to engulf them. During the move, creatures gain an attack of opportunity against the ooze, but doing so they are not entitled to a saving throw. Those who do not attempt opportunity attacks must succeed at a Reflex save or be engulfed; on a success, they are pushed back or aside (opponent's choice) as the ooze moves forward. Engulfed creatures are subject to the ooze's paralysis and suffocation (consult the DMG on page 88). 
   Spells: The ooze can cast any spells it could cast in its former form. 
   Special Qualities: An ooze retains all the character's special qualities and those listed below: 
   Blindsight (Ex): The ooze's entire body is highly developed sensory organ that can ascertain prey by scent and vibration within 120 feet. The ooze retains its originally visual sense at the same time. 
   Damage reduction (Su): The ooze body is tough and thick, giving the creature damage reduction 15/+1. Normal weapons just pass through the body dealing no damage! 
   Regeneration (Ex): The ooze form regenerates 1 hit point of damage each round. Fire deals normal damage. Severed parts of the ooze join automatically when they come in contact with eachother. 
   Mimic Form (Ex): The ooze can change form to mimic other creatures appearances. The ooze require one standard action to assume another shape. Most Executioners will hold their original appearance in human form. It must be said that the ooze's mass always stays the same, its volume can of course be different. In effect, the ooze cannot mimic creatures of another size categories then its own. Using this ability with a disguise, an executioner gets a +15 bonus to all checks. 
   Immunities (Ex): Immune to all mind-influencing effects, blinding, poison, sleep, disease, paralysis, stunning and polymorphing. The ooze has no front or back and therefor not subject to critical hits or flanking. The ooze doesn't breathe and can even stay alive in vacuum up to 1 day x constitution modifier. After that the ooze will recieve suffocation damage (1 hitpoint per hour). 
   Resistance (Ex): The ooze form has cold resistance 20. 
   Saves: Same as the character. 
   Abilities: An Ooze gains a +2 Constitution. 
   Skills: Oozes receive a +2 racial bonus to Search and Spot checks. Otherwise same as the character. 
   Feats: Same as the character. 
   Climate/Terrain: Any land and underground 
   Organisation: Often solitary 
   Challenge Ration: Same as the character +2 
   Treasure: Standard 
   Alignment: Any evil 
   Advancement: By character class. 

"Ooze" Characters 
The process of the transformation is unspeakably evil and wicked and can be undertaken with a great and evil ritual of some kind (up to the DM). In any case, the executioner must ritual offer no less than 100 creatures in the process. The ooze retains all class abilities it had in its former existance. 


