 The Vicar
Summary:

    The Vicar are a very select group of magic-users who exist on the fringes of civilization, usually belonging to primitive or barbarian peoples or humanoids. Vicar are very similar to sorcerers in that they develop their spells through innate talent and sheer will power, gaining their magic through nothing short of lengthy and life-threatening vision quests relying on nothing but their iron grip on elementary principals of magic. Unlike sorcerers, they specialize in channeling one, and only one, type of arcane energy; that is, they can only cast a few spells from one school of magic. The upside is that Vicar are so completely and utterly devoted to attuning themselves to their chosen power that they do not cast spells, they gain spell-like abilities instead. Vicar become living magic itself.

Other Classes:
    The fundamental difference in their magical theory ( the difference between learning spells and becoming them ) causes Vicar to share little in common with other spell casters. Many view Wizards with wonder because of the sheer versatility and knowledge they command. Others look down on them as mere dabblers in what could be greatness. Many Vicar also look kindly on Sorcerers, seeing much of themselves within the Dragon-Blooded casters while also pitying them silently for their lack of dedication or inner resolve. Clerics are often respected, because they connect directly with the divine powers at large. Bards are seen for what they are: jacks of all trades; helpful in many situations. Druids strike a true chord deep in the hearts of Vicar, who see them as brothers, fellow channelers of the vast powers of nature. The Ranger and the Barbarian are also close brothers of these wild men and have much in common with their harsh and predatory ways. The Fighter, the Monk, the Rogue, and the Paladin are all regarded equally as necessary and skillful in their own way: The Fighter with dedication to steel, the Monk with self, the Rouge with skill, and the Paladin with righteousness.

Adventures:
    The average Vicar ( if any can be said to be truly average ) adventures for one purpose above all others: perfection. They seek to be united totally and wholly with the magic that courses through their being. The road to perfection is long and hard, and the Vicar must be tested before he can be whole. Thus many Vicar find their way out into the world, looking for one more chance to test their mettle.

Alignment:

    Vicar as a group tend toward neutrality over good or evil: they are simply vessels for the power they command, and that is an end unto itself. Vicar also tend toward chaos over law, because theirs is a world of wild power that must be tamed with passion, not logic.

Religion:

    Vicar deeply respect the gods and see all things as coming from their power, but, Vicar tend to reverence Baccob, God of Magic, and Obad-Hai, God of Nature, above others; both for their temperament and their rolls as masters of the two things that Vicar respect most.

Background:

    Vicar usually begin developing strange powers at young ages, like Sorcerers or Psions, but because of the lands in which they live they are immediately groomed for aptitude with one school of magic. When a school is found and favored within the young mage, they are sent into immediate and harsh training with the appropriate elder Vicar. The training is so intense, draining, and focused on one school of magic that it actually changes the very nature of the Vicars soul: they form an innate and constant bond with that type of magical force that fully and completely powers them. As a final test, the Adept is thrown out into the most harsh and wild land possible with nothing but his magic to accompany him home. If the Adept succeeds he is welcomed into the ranks of the Vicar, given the title of Free-Stander, and is allowed to do as he pleases to further develop his powers. The elder Vicar make sure that no child ever die on their journey home, but should the Adept need rescue, he is forever banned from the house of the Vicar and sent away to wander the world in search of the inner strength he lacks.

Races:

    Many Vicar come from the Human, Orc, Half-Orc, Wild Elf, and other intelligent, tribal races. Less intelligent or hardy races usually become Sorcerers or Psions instead. Also, many monster races choose the Vicar class, especially those that already have spell-like abilities in abundance (Mind-flayers, Medusa's, etc).

Game Information:
    Vicar have the following game statistics.

Abilities: Charisma determines the power of a Vicars spell-like abilities. The Vicar must have a Charisma of 10 + the level of the spell-like ability in order to cast it. The saving through for all the Vicars spell-like abilities are 10 + the Vicars charisma modifier + 1/2 the Vicars character ( not class ) level. Vicar also benefit from high dexterity and constitution scores.

Alignment: Any.

Hit Die: d4.

Class Skills:

The Vicars class skills (and the key abilities for each skill) are Alchemy (Int), Concentration (Con), Knowledge (Arcana) (Int), Knowledge (Nature) (Int), Craft (Int), Profession (Wis), Scry (Int, exclusive skill), Spellcraft (Cha), and Survival (Wis).

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

Skill Points at Each Additional Level: 2 + Int modifier.

Class Features:

    The following are the class features for the Vicar.

Weapon and Armor Proficiency: Vicar are proficient with simple weapons. Armor interferes with a Vicars ability to use his spell-like abilities, so Vicar have no proficiency with any armor.

Spell-Like Abilities: The Vicar casts spell-like abilities from one school of magic. The player chooses this school in creation, from that point on it cannot be altered. Note: the Vicar can cast any spell that falls within his school as his chosen spell like ability per level. Hence, the Vicar can take his powers from any spell list, and they are counted as arcane magic. Vicar start of with 2 cantrip spell-like abilities and 1 Level 1 spell-like ability. The level of the Vicars highest spell-like ability is equal to (his level + 1) / 2. That means a 3rd level Vicar gains 1 level 2 spell-like ability in his school from any level 2 spell lists. Vicar gain an additional spell-like ability when they are able to cast their next highest power. Vicar gain an additional lower level spell-like abilities when they hit level 10. Thus, an 11th level Vicar chooses his next highest spell-like ability from any 6th level spell-list, and he also gets an additional 1rst level spell-like ability. He should have: 2 Cantrips, 2 1st-Level, 1 2nd-Level, 1 3rd-Level, 1 4th-Level, 1 5th-Level, and 1 6th-Level spell-like ability. This progression continues. When the same character gains his 13th level as a Vicar, he will gain a 7th level spell-like ability and a second 2 Level spell-like ability. Once a Vicar has a spell-like ability, he can cast it an unlimited amount of times per day. Every spell-like ability he gains only requires Somatic and Verbal components to wield. If the spell-like ability requires experience, the Vicar only pays half. A Vicars incredible specialization grants him excellent casting ability at the cost of versatility. The DC for all of a Vicars spell-like abilities, regardless of spell level, is 10 + the Vicars charisma modifier + 1/2 the Vicars character level. At level 20, a Vicar should have
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spells and his DC for all of them will be 10 + 10 + his cha + any other mods.

Universal Spells: Spells from the universal school can be learned, but when a Vicar learns them, they become spells of the Vicars favored school. Example: Tresh the Vicar is a Diviner, and he chooses Detect Poison (a divination spell) and Detect Magic (a universal spell). On his character sheet, he writes them down as both being spells belonging to the school of divination, because the universal spell became a spell of his favored school.

No Magical Training: Because Vicar has not had any formal training with magic (they don't even cast spells) and they don't instinctively understand magical theory like Sorcerers, the Vicar is unable to enter into prestige classes that require the applicant to know magic (the Vicar doesn't know any of the underlying magical principals used in 'schooled' magic). This also prevents the Vicar from being able to make any magical items using the spells he knows as spell-like abilities. Because his spell-like abilities are still broken down by level progression, he may still use Meta-Magic feats. It takes the Vicar, like the Sorcerer, one additional round of casting to augment his spell-like abilities with Meta-Magic feats. He may take this special new feat to end that limitation, however:

Meta-Magic Speed [General]

    You can now cast Meta-Magic enhanced spells without a full round of casting to prepare it.

Prerequisites: Caster level 3+, two Meta-Magic feats.

Benefit: You no longer need to take an extra full round of casting to augment your spells with Meta-Magic feats, you only need to declare the usage ahead of time and modify the level of the spell, the casting time remains the same for the spell, as if it was being cast without any enhancement.

Normal: Spontaneous casters must spend a full extra round to augment their Meta-Magic feats.

Skill Training: Vicar use their Charisma modifier for Spellcraft and Scry skills, not Int.

Attributes: Starting at the 8th level, and every 4 levels thereafter, the Vicar gains a special ability. They may choose from the following list:

Spell Resistance: The Vicar gains a spell resistance equal to 5 plus his character level. If the Vicar already has a permanent form of spell resistance, he gains 5 to it. This ability may be taken 3 times (giving the Vicar SR of 35 at level 20).

Power Mastery: The Vicar gains +2 to his DC for spell-like abilities. This stacks with any of the Spell Focus feats. This ability may be taken twice.

Arcane Armor: The Vicar gains the special ability to bolster his form with arcane power. As a free action, the Vicar may create an effect similar to Mage Armor as cast by a sorcerer of the Vicars character level. It can be dispelled, but the Vicar may re-activate it as a free action. If taken twice, the benefit is +6 to AC instead of 4.

Flow of Power: The Vicar is permanently effected by a power similar to Expeditious Retreat except that it also effects swim and fly speed. It will not stack with itself or the spell, but it will stack with haste. This ability may be taken multiple times. On the second time, the Vicar gains a permanent version of the Jump spell. On the third, he gains the ability to activate a spell-like version of the Blur spell at will (unlike Blur it is not counteracted by spells that pierce illusion, as it is a miss chance granted by an insight bonus).

Supernatural Ascension: Upon reaching the 20th level, the Vicar transcends his mortality and becomes a being of pure magic. He is totally filled and connected to his chosen type of magical energy. His type changes to 'Outsider' and he no longer requires food or drink, and becomes immune to death from aging, disease, and poison. He can be hedged out by Protection line spells or spells that specifically effect Outsiders, and spells that target humanoids (Charm Person, etc) do not effect him. His new body is now magically charged, and any amount of damage that reduces him to 0 hit points causes his instant and total destruction as his body vaporizes from the cataclysmic powers released. His spell-like abilities and special abilities become supernatural abilities. As with all supernatural abilities, they cannot be counter-spelled and are not subject to spell resistance, but anything that gives immunity to the chosen spell school will block their power. Once the Vicar Ascends, he usually undergoes some small physical change that betrays his ascended nature and reflects his school of choice (mildly glowing eyes or heat emanations for an evoker, dancing lights or odd smells for an illusionist, etc) and other Vicar have a chance to recognize his ascended nature. This gives him a +2 diplomacy check toward any lower-level, non-ascended Vicar.
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Human Vicar Starting Package

Armor: None, speed 30 ft.

Weapons: Shortspear (1d8, crit x 3, 20 ft., 5 lb., Large, Piercing). Light crossbow (1d8, crit 19-20/x2, 80 ft., 6 lb., Piercing).

Skill Selection: Pick a number of skills equal to 2+int modifier x 4.

Skill


Ranks

Ability

Armor

Concentration

4

Con



Spellcraft

4

Cha*



Kowledge(Arcana)
4

Int



Survival


4

Wis



Hide(cc)

2

Dex

0

Move Silently(cc)
2

Dex

0

Chosen School: Transmutation
Feat: Toughness

Bonus Feat: Spell Focus (Transmutation)

Spell-Like Abilities Known: 0-Level: Detect Magic, Mage Hand or Mending. 1-Level: Burning Hands.

Gear: Backpack with waterskin, one day's trail rations, bedroll, sack, flint and steel. Hooded lantern, 5 pints of oil. Case with 10 crossbow bolts.

Gold: 2d4 gp.

*Vicars use Cha for Spellcraft and Scry instead of Int.

