Hounds of Trithereon (Ranger Kit)

The Hounds of Trithereon are both an organization and a specific character kit. The organization is an informal, shadowy network composed of capable worshippers and consisting mostly of fighters and priests, though all classes are represented and many demi-humans are members as well. The "True Hounds of Trithereon," meanwhile (or True Hounds), are Rangers who have chosen a path as holy warriors of the faith. Like the priests of that faith, True Hounds are expected to be vigilant (some would say fanatical) in the defense of individual liberty and freedom. Some have noted that they resemble a combination of the paladin and ranger classes, and may be taken as a Ranger Kit by followers of that Power. 

The Hounds are not truly a knightly organization, though some have accepted honours of knighthood in their native lands. Rather, they operate as an informal network, working alone or in small groups with their friends. In times of great need, however, they will gathering fellows and allies into a formidable "hunting pack" in order to bring their enemies to bay and destroy them. 

Leadership of this organization is not bestowed by formal title; rather, it is the product of tacit agreement by the group and respect for the individual and his/her past decisions. Often, it is simply determined by who has the best ideas and skills to cope with the current problem. Elves in particular find this style quite comfortable, and quite a few elves and half-elves may be found in the upper echelons of the organization. 

Members of this group must fight for the liberty of the oppressed and all who are currently too weak to achieve this freedom on their own. In general, they are opposed to authorities of all types who impose extensive orders and regulations upon their people, even if those authorities are lawful good. After all, snarl the Hounds: power shifts over time, and regulations which are tolerable in the hands of a noble individual will eventually fall into the hands of corrupt bureaucrats or evil rulers, to be used as an instrument of oppression against the people. 

It should not be surprising that this stand does not make them very popular with many authority figures, and many are subject to petty harassment or worse if their activities become public. Fortunately, the Hounds of Trithereon are brave and loyal, and walk confidently in their belief in the rightness of their activities and the favour of their patron Power. 

Nevertheless, this is not the 'never retreat' bravery of some others. Retreat to fight another day is preferred to a senseless death. Nor do the paladin strictures against trickery apply; Hounds are expected to be clever and subtle, to fight from concealment, and take advantage of surprise and deception when necessary. Many walk a fine line between good and neutrality at times, and this flexibility has made them particularly feared by some agents of evil. 

Ability Requirements: As Ranger, plus: Dex.12
Armor: As Ranger 
Weapons: As a Priest of Trithereon.
Alignment: Chaotic Good
Races: Human, Elf, Half-Elf (as rangers)
Experience: Ranger table.
Weapon and Non-Weapon Proficiencies: As per Rangers. 

Abilities: 

(1st) - Lay on hands to heal 2 hp/level, 1x/day.
(1st) - Dispels hostile magic with a Holy Broadsword, +4 Liberator (as paladin)
(3rd) - Detect Charm, 1x/day.
(4th) - Can summon a warhorse. Results are immediate.
(8th) - Cast priest spells as a ranger, from the spheres of Chaos, Divination, and Protection. 

Ranger Ability Alterations:

· Because of their great concern for humanoid struggles and issues like freedom, True Hounds lose their ranger empathy with animals and all associated abilities. They also cast spells from quite different spheres. 

· Does not get an automatic Wilderness Survival proficiency at 1st level. 

· May choose either Tracking OR Tailing proficiency (q.v. Thieves', Bards Handbooks) as their ranger ability, but it operates at -1 from the normal ranger score. 

· Move Silently and Hide in Shadows as a ranger of one level lower, but may pick either cities or natural settings as their primary terrain (abilities in the other setting operate at half effectiveness, as is normal for rangers). 

Restrictions:

· Must tithe all money, save a minimum for personal expenses, to good-aligned people or organizations in need (this does not include player characters of any sort); usually these are people who are struggling against some great (often, though not always, evil) authority figure. 

· Does not attract a body of followers, except as created in the course of play through friendship and voluntary association. 

· May employ freely contracted hirelings, whom they will treat with respect. The concept of Henchmen, however, does not sit well with their belief in individual judgment, non- hierarchical structures, and making one's own decisions. Hounds will not have henchmen. 

· Must be fanatical in the pursuit of freedom and individuality, even in the face of daunting odds (Hounds received their name, which they now wear proudly, because of their extreme tenacity).

Notes:

Holy Broadsword, +4 Liberator: 

Very few of these rare and powerful weapons exist. There are rumours that one such sword, called "Ashoka," was lost in the Pomarj many years ago; and one is said to be stored within the vaults of the Theocrat of the Pale behind heavy wards. Others may exist, perhaps in the ruins of the Suel and Bakluni empires, but they are not recorded. 

In the hands of lawful or evil characters, or those who act as aservants of rigidly lawful regimes, the sword will perform as a Cursed Weapon -2. In the hands of a normal NN, CN, CG, or NG wielder, it acts as a sword +2, which increases to +3 if that individual is a follower of Trithereon. 

When wielded by a priest or a True Hound of Trithereon, however, this weapon's true powers will be revealed. The blade becomes a +4 Holy Sword, with all of the abilities that such weapons normally bestow upon paladins. Additionally, when used against LE opponents or individuals who have used their authority to enforce serious restrictions on liberty, the sword will do +8 damage, and a natural 20 will STUN the target (as a power word, stun) unless a save vs. breath weapon is rolled. 

