New Classes of Kajir

                Geomancer

The land contains magic, so say the scholars. The land contains power for all who respect her, so say the priests. The land is magic, that is what the Geomancers say. Geomancers harness the power of the land to work their magic, weaving the raw power of the land into their spells. The magic of the land comes in 5 basic types, which Geomancers refer to as colors. The 5 colors of Magic are: White, Blue, Black, Red, and Green. Each color of mana, as the energy is named, has different properties, and specific uses. White Magic focuses on healing and protection. It flows from the open plains. Blue Magic is the magic of the sea and sky, all things changeable are within the domain of Blue. Black Magic, despite its name, is not evil. Coming from the swamps and cemeteries, Black magic deals with the powers of life and death. Red Magic is truly land magic, coming from the mountains, and manifesting in the elements of Fire and Earth. And Green Magic is the magic of the forest, as exotic as the elves who commonly use it to gain mastery over the beasts of the land. 

Table 1 – 1 : The Geomancer

Level
 Base Attack
 Saving Throws
Special
Spells Per Day



Fort
Ref
Will

0
1
2
3
4
5
6
7
8
9

1st
+0
+0
+0
+2
Homeland, Land Magic
3
1
-
-
-
-
-
-
-
-

2nd
+1
+0
+0
+3
Scribe Scroll
4
2
-
-
-
-
-
-
-
-

3rd
+1
+0
+0
+3
Summon Familiar
4
2
1
-
-
-
-
-
-
-

4th
+2
+1
+1
+4

4
3
2
-
-
-
-
-
-
-

5th
+2
+1
+1
+4
Land Mastery
4
3
2
1
-
-
-
-
-
-

6th
+3
+1
+1
+5

4
3
3
2
-
-
-
-
-
-

7th
+3
+2
+2
+5

4
4
3
2
1
-
-
-
-
-

8th
+4
+2
+2
+6

4
4
3
3
2
-
-
-
-
-

9th
+4
+2
+2
+6

4
4
4
3
2
1
-
-
-
-

10th
+5
+3
+3
+7
Land Mastery
4
4
4
3
3
2
-
-
-
-

11th
+5
+3
+3
+7

4
4
4
4
3
2
1
-
-
-

12th
+6/+1
+3
+3
+8

4
4
4
4
3
3
2
-
-
-

13th
+6/+1
+4
+4
+8

4
4
4
4
4
3
2
1
-
-

14th
+7/+2
+4
+4
+9

4
4
4
4
4
3
3
2
-
-

15th
+7/+2
+4
+4
+9
Land Mastery
4
4
4
4
4
4
3
2
1
-

16th
+8/+3
+5
+5
+10

4
4
4
4
4
4
3
3
2
-

17th
+8/+3
+5
+5
+10

4
4
4
4
4
4
4
3
2
1

18th
+9/+4
+5
+5
+11

4
4
4
4
4
4
4
3
3
2

19th
+9/+4
+6
+6
+11

4
4
4
4
4
4
4
4
3
3

20th
+10/+5
+6
+6
+12
Land Mastery
4
4
4
4
4
4
4
4
4
4

Adventures: A Geomancer tends to wander Kajir in search of inspiration for new spells, to find other geomancers of his color to teach him new magic, and to expand his memories of the land, for those memories are the key to unlocking mana from the land.

   Characteristics: Geomancers use their willpower to shape mana into the proper framework for spells. Geomancy spells are much simpler than Wizardly spells and thus Geomancers are the dominant form of spellcasters in the Ice Age.

Alignment: Geomancy develops differently for different people. Each color of magic seems to be keyed to different personality types, and long term use of particular colors tends to impact the wielder. Thus depending on the color that the mageling wants to use it imposes an alignment exclusion:

White: Any Non-Chaotic, Non-Evil. White magic is purifying and only disciplined people of pure heart can wield it.

Blue: Any Non-Chaotic. Blue Mages are introspective and studious, and only people who can balance their own internal conflicts can understand it’s paradoxes

Black: Any Non-Good. Though not inherently evil, wielding entropy is corrupting and even the purest soul is corrupted by the touch of decay it brings.

Red: Any Non-Lawful. Red magic is the magic of release and passion. Those who are too bound up in order cannot comprehend it.

Green: Any Neutral. Green Mages revere nature, and only people whose souls are in harmony with nature can understand its mysteries.

   Religion: Most Geomancers follow the patron deity of their type of  magic, worshipping those who taught the first geomancers to call upon the land.

   Background: Geomancers, like all arcane spellcasters belong to the Conclave of Magi, and any who do not become renegade mages, who are hunted by the powerful magical organization. Consequently, most geomancers must seek out a member of the conclave and apprentice to him, learning the art and preparing for the Test of the Magi, which all must take.

   Races: Humans learn geomancy quickly as their natural flexibility leads them to master the intricacies of spellcasting. Elves take quickly to the path of green magic seeing it as a natural extension of their love of the forests. Dwarves distrust magic, and dwarven mages tend to wield the red. With it’s predomination towards chaos. Dwarven mages are doubly outcast from dwarven society. Kender lack the discipline to become geomancers and most people prefer it that way. Gnomes take very well to the intricacies of Blue magic.

   Other Classes: Geomancers generally work well with members of other classes whether their abilities complement or mirror those of their comrades.

Game Rule Information
Geomancers have the following game statistics.

   Abilities: All ability scores are important to Geomancers as each color-based group of spells is keyed to a different ability score. Black Magic is keyed to Strength, Red Magic is keyed to Constitution, Blue Magic is keyed to intelligence, White Magic is keyed to Wisdom, and Green Magic is keyed to Charisma. The keyed ability score determines how powerful a spell the geomancer can cast and how difficult those spells are to resist. To cast a spell, a geomancer must have a keyed ability score of 10 + the spells level. In addition, geomancers get bonus spells based on the keyed ability score of their specialty color. The Difficulty Class to resist a Geomancer’s spell is 10 + the geomancer’s keyed ability score bonus + the level of the spell. Each color of magic has a different save DC based upon the Geomancer’s ability scores. A high dexterity score is valuable because it provides a bonus to Armor Class and geomancers typically wear little or no armor. A high constitution provides them with Hit Points a resource that they are lacking in.

   Alignment: Based on color. 

White: Any non-chaotic, non-evil

Blue: Any neutral

Black: Any non-good

Red: Any non-lawful

Green: Any neutral

   Hit Die: d4

Class Skills

The Class skills for all geomancers (and the key ability for each skill) are Alchemy (Int), Concentration (Con), Craft (Int), Knowledge (any) (Int), Profession (Wis), Scry (Int), and Spellcraft (Int)

Skill Points at 1st Level: (2 +Int modifier) x 4.

Skill Points at each additional level 2 + Int modifier.

Class Features

All of the following are class features of the Geomancer

Weapon and Armor Proficiency: Geomancers come from a variety of backgrounds and are proficient with the club, dagger, staff, light crossbow and one additional simple or martial weapon of the player’s choice. Geomancers are not, however, proficient with any type of armor nor with shields as both interfere with the somatics that make up most of geomancy magic. 

Spells: A geomancer casts arcane spells by channeling the raw mana of creation. The act of casting mana-based sorcery is physically and mentally taxing, much more so than the innate talent of sorcery or the grueling study of wizardry. To learn or cast a Geomancy spell, a Geomancer must have an Intelligence score of at least 10 + the level of the spell. A geomancer’s bonus spells are based on their Intelligence score. The Difficulty Class for saving throws against mana spells it 10 + the spell’s level + the Geomancer’s Intelligence modifier. To determine how many spells a Geomancer may cast per day consult table 1 – 1. At least one spell per spell level per day must come from the geomancer’s primary color, as designated with an “s”.

Familiar: A Geomancer can call a familiar. Doing so takes a day and uses up materials that cost 100sp. (Kajir is a silver standard economy. In other settings use the gold standard.) A familiar is a magical, unusually tough, and intelligent version of a small animal (see PHB p. 51). It is a magical beast, not an animal. The creature serves as a companion and a servant. The geomancer chooses the type of familiar he gets. As the geomancer increases in level, the familiar also increases in power. If the familiar dies or the geomancer chooses to dismiss it, the geomancer must attempt a Fortitude saving throw (DC 15). If the saving throw fails, the geomancer looses 200 experience points per class level. A successful saving throw reduces the loss to half that amount. However a geomancer’s experience point total can never go below zero as a result of a familiar’s demise. Slain familiars can be raised from the dead just as characters can be, but do not lose a level or a Constitution point when this occurs.

Homeland:  A Geomancer must start his career by learning the color of magic tied to the terrain type he is most familiar with. The mana of his homeland gives him the ability to cast spells tied to the terrain, but without further training, he can only cast spells of that color. Spells of other colors are considered to be from “prohibited schools” and the Geomancer cannot cast them, not even from magic items or scrolls.

Land Magic: A Geomancy spell is strongly tied to the land beneath the caster. His proximity to certain terrain types can affect the potency of the spells he casts. When a player attempts to cast a geomancy spell, he should ask the DM what terrain he is considered to be on. If the terrain type provides the correct type of mana for the spell he is casting, his effective caster level increases by 1, and his saving throw DC increases by 1. If the terrain type runs counter to his spell, his effective caster level is reduced by 1 instead, and his saving throw DC is reduced by 1 as well. If the terrain neither benefits nor hinders the casting, his effective caster level and saving throw DC is unaffected. (See Table 1 –2)

Land Mastery As a Geomancer grows in power, his connection to the land broadens. At 5th Level and every five levels thereafter (10th, 15th, and 20th), he may select a new terrain type that he has attuned himself to and begin learning spells of the color tied to that terrain. In this way, a travelling Geomancer may learn to cast spells that were formerly prohibited to him. Alternatively, the Geomancer may select a terrain type that he can already draw mana from and strengthen his connection to it. If he selects this option, the save DC’s for all spells of that color increase by 1

Table 1 – 2 Terrain types

Terrain type          Aligned color     opposed colors

City, Grasslands,        White              Red, Black

Glacier, Desert

Mountain, Cave,         Red                 Blue, White

Hills, near fire*,

Under ground***

Stream, Ocean,           Blue                 Red, Green

Lake, in air**, 

Near water*

Bog, Swamp,              Black                White, Green

Cemetary

Forest, Jungle              Green                Blue, Black

*Within 50’

** At least 50’ above the ground

*** At least 50’ below the surface
