Gladiator of the Elements

Most Elemental Gladiators gain their first elemental skills through a lifelong fascination with a given element, peaceful contact with an Elemental who is looking for students, or through a random encounter with an elemental force that instils in them fear, awe, and respect for a certain element. The elemental blessing doesn't happen at random - something causes a person to pursue the path of the elements, and that grants them the elemental powers. 

Most of these warriors tend to be flashy, showy fighters who embody the primal aspects of the raw elements. Hence the gladiator-like abilities and focus - they love to show off and let the primal power rage through them. They don't have to be chaotic, but  Elemental Gladiators definitely tend towards chaos.

A Gladiator of the Elements learns about his or her first element (air, earth, water, or fire) by first level, then gains knowledge of another element at 5th level, and a third element at 8th level. A Gladiator can never gain elemental powers that are the opposite of his first element.

Class Requirements and Features

Attribute Requirements: BMS(13). 5% Experience bonus for BMS(15), 10% Experience Bonus for BMS(16).

Noncombat Bonus Skills: Predict Weather [air/water], Direction Sense [earth], Start Fires [fire]. The latter indicates that the character can start a small fire without using flint/steel or matches.

Elemental Mastery: Primary element receives +2 to all rolls and +3 damage; Secondary element receives +1 to all rolls and +2 damage; Tertiary element receives +1 damage.

Cleave: 30 % +5% per level (maximum 80%). On a successful cleave check the gladiator does 2d4 + [1 point per level]. Cleave may only be done on the last attack per round.

Elemental Resistance: Character has a resistance to elements on a successful check of 20% plus 5% per level to take half damage from his or her primary element. She gains 10% + 2% per level resistance to damage from her secondary element, and gains 5% + 1% per level resistance to damage from her tertiary element.

Elemental Bane: The Gladiator takes an extra 50% damage when being struck with the element opposite of his primary.

Elemental Aura: This may be turned on an off , but the Gladiator appears to have whichever his primary element is running through his body. For example, an earth Gladiator would have skin that looks marbleised, while a fire Gladiator would look ruddy and radiate a certain amount of heat. 

Pit Fight: This skill gives the gladiator an innate +2 to all rolls while in duel or pit fight

Weapons: Any except handguns. They prefer melee weapons to missile weapons.

Armour restrictions: Any except Heavy.

Combat BAtCh Progression: As Barbarian

Level
Attacks
Parries

1-5
2/1
1/1

6-9
2/1
3/2

10-15
5/2
2/1

16-20
3/1
5/2

21+
3/1
3/1

Saving Throws: As Shaman 

Spiritual Powers

Requirements: Faith check. Accessible at 1st Level

1st Tier

· Elemental Strike

Range: Touch

Duration: Instant

AoE: The weapon touched

Casting time:0

Spirit points: 5

The gladiator calls upon an element to strike a foe. On a successful attack, the elemental blast adds 2d4+ [1 point per level] damage to the weapons regular damage. Like most Warrior spells, this invocation can be cast at the same time as a normal attack.

· Elemental Blast

Range: 30// RTT

Duration: Instant

AoE: 1 Target, LOS

Casting time: 1 segment

Spirit points: 5

When this power is called upon, a violent manifestation of one of the elements blasts from the gladiator’s hand or weapon (small weapons only). The target may attempt a save vs.  magic weapon for half damage, while those who fail take the full 2d6+ [1 point per level].

· Invoke Element

Range: 10// LOS

Duration: One round per level

AoE: The summoned creature

Casting time:1 segment

Spirit points:10

The Gladiator summons a minor elemental of  her primary element to aid her in combat. This power is identical to the Shaman spell Elemental Servant, except that the summoned elemental can never have more hit dice than half that of the Gladiator’s. The Gladiator can summon from her other two elements as well, although the duration is one round per two levels (secondary) or one round per three levels (tertiary).

· Enchant Weapon

Range: Touch

Duration:1d8 rounds + 1 per 2 levels

AoE: Weapon

Casting time:1 segment

Spirit points:5

The Gladiator enchants a weapon with one of the elements. The weapon functions at +1 to hit and 1d6 damage. The damage bonus is stackable with any bonus received from the character’s elemental mastery. This effect can be made permanent, as part of a ritual, once the character reaches 8th level. In this case, the casting time is 3 hours, costs 35 SP, and counts as one degree of enchantment towards the weapon’s maximum enchantment of four.

2nd Tier

Requirements: Faith check. A Gladiator must be 8th level to cast 2nd Tier spells.

· Grant Elemental Resistance

Range: 10\\

Duration:1 turn per level

AoE: 1 target per level

Casting time:1 Segment

Spirit points: 5 per target 

The Gladiator grants a resistance to the elements. Target receives a 50 % chance to resist damage from a specific elemental type. Thus, a water-blessed person would have a 50% chance to not drown, while a fire-blessed person would have a 50% chance to walk into a burning building unscathed. Air-blessed individuals could survive exposure to a vacuum, half the time, while earth-blessed persons could withstand being crushed half the time. 

· Extinguish Element

Range: 10\\

Duration:instant

AoE: One 1// x 1// x 1// cube per three levels

Casting time:1 segment

Spirit points: 10

Gladiator completely rids the area of effect of one element. For instance, a Gladiator could remove all fire from a burning building, or remove water from a sinking ship. The matter is not actually destroyed, but rather is displaced somewhere else. Where that somewhere else may be is open to speculation!

· Summon Elemental Familiar

Range: 10//

Duration: Permanent

AoE: One elemental being

Casting time: 1 hour

Spirit points:20 

Once cast the elemental is permanently bound to the gladiator. The elemental must be whatever the gladiators primary element is. When killed the gladiator must wait 6 months to resummon. The elemental has half the hit dice of the Gladiator.

· Grant Elemental Aura

Range: 10\\

Duration:1d6+1 per level rounds

AoE: target

Casting time:1 segment

Spirit points:10

This imbues an elemental aura onto an ally to make them appear as an elemental. Foes must make a panic check -1 or cower in fear. If save is failed by at least 8 the foe runs . Foes must make a panic check every round to attack the ally with the aura following the same rules as the initial check. Creatures immune to illusions are also immune to this spell.

· Elemental Explosion

Range: 50\\ RTT

Duration: Instant

AoE: 10\\

Casting time:1 segment

Spirit points:15

This is an area effect spell. The gladiator must make a RTT against one foe then every foe within 10\\ is affected. Damage is 3d6+ [2 points per level]. The target may save vs area effect for half damage.
