The Spiritualist


(Wizard Kit)





Description: The Spiritualist is an investigator of the paranormal. He is fascinated by the tales of ghosts, ghouls, and vampires and can often be found pouring over ancient tomes in search of answers as to why a particular place is haunted.


	Due to his extensive research, the Spiritualist has amassed a great deal of knowledge of the creatures of the night and their inherent abilities. Fearless and always ready to lend a hand against the forces of evil, the Spiritualist is a person you can count on when a vampire makes his appearance in the middle of the night.


	Unfortunately for the Spiritualist, the vampires of the night are the least of his problems. A Spiritualist seems almost incapable of dealing with creatures that are still living, and on top of that, his stories tend to scare people away. It is also known that on more than one occasion, a Spiritualist has mistakenly spoken the name of a demon which promptly showed up to wreak havoc.


	A character who wishes to become a Spiritualist must have a minimum Intelligence of 14, and Wisdom of 12.


	To drop this kit, a Spiritualist must spend an entire year on sacred ground (such as in a temple, shrine or church of any good deity) to cleanse his soul of the taint of darkness which draws undead to him.





Role: The Spiritualist is a fearless ghostbuster who spends his time fighting off undead or hiring himself out to perform cleansing operations in houses and the like. Many come to him for his knowledge on how to defeat undead. However, the Spiritualist will usually accompany the individual and help vanquish the ghastly fiend, just for the sake of knowledge. 





Preferred Schools: The Spiritualist will find the school of necromancy to be most helpful with his research, but he need not necessarily be a specialist of that school.





Weapon Proficiencies: Chain, Club, Dagger, Dart, Knife, Mancatcher, Net, Whip





Non-Weapon Proficiencies:


BONUS: Languages-Ancient, Ancient History, Reading/Writing


GENERAL: Artistic Ability, Brewing, Direction Sense, Heraldry, Languages-Modern


WIZARD: Ancient History, Astrology, Herbalism, Languages-Ancient, Religion, Spellcraft


PRIEST: Healing, Local History


ROGUE: Blind-Fighting, Tumbling


WARRIOR: Tracking





Special Benefits:





Fear Immunity: Once a Spiritualist successfully saves against a certain type of undead he is immune to the fear generated by others of its kind for the rest of his career. Thus, if a Spiritualist passes his save vs. mummy fear, he will never be afraid of mummies again. However, this does not make him immune to a fear spell, only unnatural fear.





Detect Undead: If a Spiritualist concentrates for an entire round, he can detect undead in a 60' radius.





Identify Undead: Being an expert on undead, a Spiritualist has become familiar with their strengths and weaknesses. If a Spiritualist spends an entire round (or forgoes a round of combat), he may attempt to identify the type of undead encountered and its powers therein. Because of the varying stories and rumors he's heard, the Spiritualist may not always be successful. The base chance of success is equal to 50% ± 10% per level difference between the Spiritualist and the hit dice of the encountered undead. For example, a 4th level Spiritualist has a 10% chance of identifying a Spectre (50% base subtract 40% [8HD Spectre - 4th level = 4]), while the same Spiritualist would have an 80% chance of identifying skeletons (50% base plus 30% [4th level - 1HD Skeletons]). In either regard, success indicates any of the following: the true type of undead, its special abilities, special attacks, and defenses. The amount of information obtained, may be based on how successful the roll was. A DM may give much of the above information for a highly successful roll, while giving only one or two tidbits of information for a marginally successful attempt. However, any roll of 95-100% indicates an improper identification, and the Spiritualist believes the undead to be something other than what it is, and that it has powers or abilities that it does not truly have.





Analytical Analysis: If and only if a Spiritualist is successful in identifying the type of undead (using the above ability), he may attempt to come up with a reasonable course of action against a particularly tough undead that may be eluding him. While this ability is entirely left up to the DM, any information that may be helpful may be given. This is usually in the form of a special weakness or means of injuring the undead. A DM may deem it appropriate to tell a Spiritualist that he may have more success if the mummy's bandages are ignited, or that a sparkling item glowing with power lies behind the lich they are fighting and that it is somehow tied to it (it's phylactery), etc. This is realized as a sudden glimpse of insight (a note passed by the DM). Success is based upon a d20 roll based on the Spiritualist's Intelligence, modified by the Hit Dice of the undead being analyzed. For instance, a 4th level Spiritualist with an Intelligence of 16 would have a 1-to-5 chance on a d20 of analyzing something about a Lich (16 intelligence minus 11 HD Lich). A roll of a 20 always indicates an improper analysis (i.e. by letting a Zombie swing first it may leave itself open). Of course, not all undead might have something that falls into this type of category, and as such, this should only be useful against a particularly nasty undead or plot device. The details of such are left to the DM.





Put Undead to Rest: Once attaining 6th level, a Spiritualist is capable of putting various spirits to rest. To do so, consult the turning chart for priests with the following exceptions: the level of the Spiritualist is divided by 3, rounded down. For example, a 6th level Spiritualist turns as a 2nd level priest, a 9th level Spiritualist turns as a 3rd level priest, etc. In addition, only 1d6 undead are affected and a result of D*  or D is counted as only T. In all other regards, this is treated as the cleric's turn undead ability.





Disadvantages:





Penalties to Hit: A Spiritualist, because of his fascination with the undead, tends to focus too much of his attention on death than on life. When pressed to fight a living creature, he hesitates and tends to fumble. When fighting living creatures, a Spiritualist suffers a -2 initiative penalty and a -2 penalty to his Thac0.





Aura of Death: For some reason, death seems to roll around and follow a Spiritualist wherever he goes. Often, all he need do is walk into the "Nothing-Ever-Happens-Here" Inn, rent a room, unlock his door, and find his furniture floating about the room. Or, should a Spiritualist walk into the "Excitement-Of-Watching-Ale-Foam" Tavern, he would be wise to expect to find a vampire, 2 liches, and the demon-lord of the undead waiting to buy him a drink. In game terms, 50% more wandering encounters are with undead, and they tend to always be a little stronger than their normal counterparts (i.e. Skeletons have an extra HP, A Ghast is present with Ghouls, etc.) Not all encounters with undead are hostile however; it just seems that way.





Bad Reaction: The aura of death tends to surround a Spiritualist. His presence is very foreboding and he often relates gruesome tales of death, ghosts, and the like. Because of this, people tend to avoid the Spiritualist and react badly or even become hostile to him. The Spiritualist suffers a -3 penalty to Reaction rolls.





Mage Apprehension: All but the most open-minded of mages consider the Spiritualist to be a quack or con-artist of some sort. Mages tend to shun a Spiritualist and give him as little help as possible. In game terms, a Spiritualist tends to pay more for spell components bought from other mages, and finds training more expensive or a mentor elusive to find.





Wealth Options: A Spiritualist starts with the standard 1d4+1 times 10 gp.





Races: All races whom can have wizards (or necromancers) are able to take this kit. However, Elves, which tend to be focused on life, tend to avoid this kit. However, exceptions may be permitted by the DM.


