Forestal 

Nearly all creatures of Avernos regard the land and nature as a "god" usually simply called Avernos or Arfernost in the ancient tongue. Other names are the Great Spirit or Rosethorn, more often used by druids. Unlike other gods, Avernos is never been seen. It seems a very passive god, though most druids disagree on this point of view. They regard the land not only as something precious, to be adored or to be feared, but also an entity with a conscious. This being will not interfere with petty mortal affairs, but interferes when nature is concerned and uses a variety of 'agents' to further this cause. Examples are feys like nymphs and treants, druids and rangers. The Forestal, another (but very rare) example is described here. 

The Forestal are named after mythical beings of old. These were protectors of the woods that covered nearly the whole sphere of Arfernost. They seem to have disappeared with the coming of civilization. The Forestal, however claim to hear the voices of these beings and further their cause. This special bond with the land makes the Forestal very attuned with their surroundings and confers rare mystical powers. Only few people hear the old mythical beings and can become Forestal. Classes with a connection to nature, like druids, rangers and clerics, are most likely to become Forestal. Other classes have difficulty understanding the signs of nature. Elves, Feys and Treants, who by their very nature have a connection with the land are also good candidates for becoming Forestal. Forestal have an attitude towards survival, toughness and combat. They are described as less sociable and somewhat strange in behavior. 
Hit Die: d10 

Requirements 
To qualify to become a Forestal, a character must fulfill all of the following criteria. 

  Base Attack Adjustment: +7 

  Handle Animal: 5 ranks. 

  Knowlegde (Nature): 5 ranks. 

  Heal: 5 ranks. 

  Wilderness Lore: 10 ranks. 

  Special: See above. 

	Level
	Attack Bonus
	Fort. Save
	Ref. Save
	Will Save
	Special

	1
	+1
	+2
	+0
	+2
	Heightened Senses (100 yards), Nature's friend

	2
	+2
	+3
	+0
	+3
	Healing 1hp/2hours, Nature's Champion

	3
	+3
	+3
	+1
	+3
	Heightened Senses (500 yards), Speak with Plants

	4
	+4
	+4
	+1
	+4
	Speak with Animals, Wanderer

	5
	+5
	+4
	+1
	+4
	Healing 1hp/1hour, Heightened Senses (1 mile)

	6
	+6
	+5
	+2
	+5
	Longevity

	7
	+7
	+5
	+2
	+5
	Heightened Senses (2 miles)

	8
	+8
	+6
	+2
	+6
	Nature's Champion (strength)

	9
	+9
	+6
	+3
	+6
	Heightened Senses (3 miles)

	10
	+10
	+7
	+3
	+7
	Heightened Senses (5 miles)


Class Skills 
The Forestal class skills (and the key ability for each skill) are Animal Empathy (Cha), Climb (Str), Handle Animal (Cha), Heal (Wis), Hide (Dex), Intuit Direction (Wis), Listen (Wis), Move Silently (Dex), Search (Int), Spot (Wis), Swim (Str) and Wilderness Lore (Wis). 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 Forestal is proficient with club, dagger, quarterstaff and sling. 

  Heightened Senses: Forestal have a powerful sixth sense. They can sense unnatural beings and disturbances in natural environment. Unnatural beings are aberrations, undead, outsiders, including humanoids, etc. and examples of disturbances are magic, pollution and cultivated areas. Forestal cannot be fooled by illusions disguising or hiding this state. The radius of effect increases in level. 

  Healing: Whenever the Forestal is in a natural, uncultivated environment (not residing in cities for example), they heal one hit point per two hours (increased to one hour at 5th level) in addition to their normal healing rate. Natural diseases are cured and poison neutralized within two hours (one hour at 5th level). In addition nature itself benefits from the Forestal. Wherever they are, nature - including animals in their natural habitat - abundances, revitalizes and the natural balance of the ecosystem is restored. The radius of this effect is the same as their heightened senses ability. 

  Nature's Champion: While defending nature, the nature champion gains +4 insight bonus to armor class and initiative. At 8th level, they gain an extra +4 to strength when defending nature. 

  Longevity: Blessed with extra longevity equal to character level times 15 years. 

  Nature's friend: The Forestal will never be attacked by animals or plants. 

  Spells: The Forestal may Speak with Animals and Speak with Plants at will. 

  Wanderer: In nature they move at 40 feet (or +10 feet.). In direct contact with the land, nature champions feel at their best and can walk for hours at great speed.
