The Many, Lords of the Slaughter (Fighter Subclass)

The Many are a group of holy warriors who serve Erythnul. Like their deity, the Many are a wild, chaotic group, reveling in combat and destruction. Their sole purpose seems to be to cause as much panic and fear as possible, living (and dying) very violent lives. 

The Many tend to operate individually rather than come together in groups of any sort, though they will happily command humanoids and most will serve with priests of Erythnul as well. They will generally be found as patrol leaders, commanders, and/or tribal champions, therefore, and their ability to rise in level gives them a significant advantage over their fellows. As a rule, their tactics tend to rely on backstabbing, ambush, and victory through force of numbers and superior viciousness. 

The Lords of the Slaughter certainly do not lack for enemies, however. In addition to the enmity of most human and demi-human communities, quite a few humanoid shamans also see this sect as a blasphemous form of competition and will make strenuous efforts to wipe out such sects whenever possible. The endurance of Erythnul's cult in the face of such competition is surely a testament to its strength among many humanoids on Oerth, as well as the cunning, fanaticism, and quantity of its followers. 

Ability Requirements: Str 15, Con 15, Wis &lt;14
Weapons: must use Mace, otherwise Any.
Armor: Any
Race: Any (The Many includes a considerable number of humanoids)
Alignment: Chaotic Evil
Experience: -10% XP, no bonuses possible.
Weapon Proficiencies: as Fighter
Non-Weapon Proficiencies: only 2 to start, gain 1/4 levels. 

Abilities:

(1st) - Bonus of 2 points to AC, which reflects the gift of tougher skin and body structure.
(1st) - May take Weapon specialization if training available, but only with a Mace.
(1st) - Immune to fear.
(3rd) - Strength spell once per day, as Mage but limit is 19.
(5th) - Effective charisma of 18 when dealing with orcs, gnolls, bugbears, ogres, or trolls.
(10th) - Cast spells as a Justifier Ranger from the following spheres: Chaos, Combat. 8 

Restrictions:

· Must live for combat, not for other incentives. For this reason, the knights must shun all forms of wealth. They can keep as many magical items as they want, but cannot keep any amount of wealth. The wealth must be given to priests of Erythnul, or squandered in wild revelry, or otherwise disposed of in a way that honors their patron Power. 

· Cannot turn away from an opportunity for combat. The Many must always be the first to charge into combat, and the last to leave. Failure means the loss of all powers, and death at the hands of other followers of the deity if they are present to witness the act. Fortunately, this is not difficult to enforce, as their temperament makes it very hard for them to resist any opportunity for a fight. 9 

· This focus on combat also causes The Many to gather non-weapon proficiencies at a significantly slower rate than normal fighters (see above) . 

Level Limits:

Humans.....Unlimited
Orcs ......5th (Orogs = 9th)
Gnolls.....6th
Ogres......6th
Bugbears...7th 
Trolls.....8th, but shamans only. 

Footnotes:

1 Specifically the Khalax-Khidae and Gorim-Primex. This is intended to provide yet another independent base of power and check on the power of their underlings. The flip side is that these allies must be treated well and given a great deal of leeway, or they are liable to conspire with others and turn on their supposed master. Of course, such treatment only feeds their natural arrogance and belief that they are above the justice of ordinary mortals. 

2 "The faith of Hextor is quite content to employ humanoids, but mostly as grunt troops and fireball-fodder. There are documented cases of Hobgoblins and even some Orc Shamans being accepted by this deity, and Half-orc priests (many multi-classed as fighters or thieves) have long been accepted by the faith. In general, however, the faith of Hextor is a humanocentric one, and humanoids are given second-class status. Even half-orcs will almost always find themselves acting on the fringes of the organization as operatives, rather than ascending to positions of real religious power." - The Sage Demos Payne of Rel Mord, 520 CY 

3 Hits on the Red Arrow will not disrupt this process; if anything, it will make it easier for them to attain their desired state of barely-controlled anger and rage. 

4 Or in popular parlance (usually whispered): "Whitecloaks." This is so because of their habit of wearing the colours of Pholtus as a symbol of their devotion: white edged in gold or silver. 

5 Being "put to the question" not infrequently mandates torture or trial by ordeal (with no magical assistance allowed), unless there is a high level priest of Pholtus in the area who can be persuaded to take the time and trouble to cast high-level (4th and above) divination spells. Needless to say, this is very rare for those without significant connections or influence. 

6 Lawful Good adherents of Pholtus theorize that the Knight Militants' absence of divination abilities may be a sign of displeasure from their patron Power at their use of such techniques. When members of the Official Church bother to respond at all, it is to note that Pholtus nevertheless continues to bestow other powers on the Knights Militant. Alternatively, some respond that any lack of divination abilities is simply recognition that the Knights' role is to obey the demands of their wiser priest-superiors, to whom such powers have been properly entrusted. 

7 A blindness which could have dire consequences down the road. Actually, this theory is not as strange as it seems, and is widely accepted in the Forgotten Realms. The recovery of strange and powerful magics on Toril linked to the 'Creator Races' (aaracockra, bullywugs, lizard men) is a documented fact, and the possibility of similar finds in the lands of Oerth cannot be lightly dismissed. It is even possible that Wastri himself is but a human whose powers stem from association with one such item/site, though how his followers manage to receive their spells and powers if this is true would be a mystery (perhaps via a pact Wastri made with Demogorgon or some other dark power). Istus alone knows, and only the future will tell.... 

8 This ability is mostly hearsay, though, as very few of these devotees survive that long. It is quite possible that such rumours stem from encounters with dual-classed individuals. If the DM decides that such tales are true, however, the spell failure tables for low wisdom should be waived for members of this sect. 

9 Unfortunately, this kind of hair-trigger temper and unthinking appetite for violence often leads to their demise at the hands of stronger and more powerful opponents. Not to mention frequent instances of fratricide among members of this Order. 

