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The Elite

A substitute for the fighter, the Elite is a combat specialist who focuses more on Dexterity and Intelligence than on Strength and Constitution.  They make excellent fencers, archers, fighter-acrobats, combat-oriented ninjas, and urban rangers.

                                                                                                               ELITE

foo

Adventures:  bar

Characteristics:  baz

Alignment:  bam

Religion:  wombat

Background:  goober

Races:  monkey

Other Classes:  fajita

Table: The Elite

	Level
	Attack

Bonus
	Fort

Save
	Ref

Save
	Will

Save
	Dodge Bonus
	Flurry of Strikes Attack Bonus
	Special

	1
	+1
	+0
	+2
	+0
	+3
	-1/-1
	Weapon finesse, fast movement

	2
	+2
	+0
	+3
	+0
	+3
	+0/+0
	Bonus Feat

	3
	+3
	+1
	+3
	+1
	+4
	+1/+1
	Uncanny dodge

	4
	+4
	+1
	+4
	+1
	+4
	+2/+2
	Evasion

	5
	+5
	+1
	+4
	+1
	+4
	+3/+3
	

	6
	+6/+1
	+2
	+5
	+2
	+4
	+4/+4/-1
	Bonus feat

	7
	+7/+2
	+2
	+5
	+2
	+5
	+6/+6/+1
	Improved uncanny dodge

	8
	+8/+3
	+2
	+6
	+2
	+5
	+7/+7/+2
	Acrobatic charge

	9
	+9/+4
	+3
	+6
	+3
	+5
	+8/+8/+3
	Kip up

	10
	+10/+5
	+3
	+7
	+3
	+5
	+9/+9/+4
	Bonus feat 

	11
	+11/+6/+1
	+3
	+7
	+3
	+6
	+10/+10/+5/+0
	Defensive roll

	12
	+12/+7/+2
	+4
	+8
	+4
	+6
	+11/+11/+6/+1
	Improved acrobatic charge

	13
	+13/+8/+3
	+4
	+8
	+4
	+6
	+12/+12/+7/+2
	Hustle

	14
	+14/+9/+4
	+4
	+9
	+4
	+6
	+14/+14/+9/+4
	Bonus feat

	15
	+15/+10/+5
	+5
	+9
	+5
	+7
	+15/+15/+10/+5
	Precise strike 1/day

	16
	+16/+11/+6/+1
	+5
	+10
	+5
	+7
	+16/+16/+11/+6/+1
	Riposte

	17
	+17/+12/+7/+2
	+5
	+10
	+5
	+7
	+17/+17/+12/+7/+2
	Precise strike 2/day

	18
	+18/+13/+8/+3
	+6
	+11
	+6
	+7
	+18/+18/+13/+8/+3
	Bonus feat

	19
	+19/+14/+9/+4
	+6
	+11
	+6
	+8
	+19/+19/+14/+9/+4
	Precise strike 3/day

	20
	+20/+15/+10/+5
	+6
	+12
	+6
	+8
	+20/+20/+15/+10/+5
	Precise strike at will


GAME RULE INFORMATION

Abilities:  Dexterity affects many Elite skills, improves the Elite’s armor class, and helps the Elite attack using Weapon Finesse.  Intelligence improves the Elite’s number of skill points.  Strength adds to an Elite’s melee damage, and Constitution improves the Elite’s modest hit points.  Many Elites rely on their wits and charm to extract themselves from dangerous situations, and so value high Wisdom and Charisma scores.
Alignment: Any.

Hit Die: d8.

Class Skills

The Elite's class skills (and the key ability for each skill) are Balance (Dex), Bluff (Cha), Climb (Str), Craft (Int), Diplomacy (Cha), Hide (Dex), Gather Information (Cha), Jump (Str), Listen (Wis), Move Silently (Dex), Perform (Cha), Profession (Wis), Sense Motive (Wis), Spot (Wis), Swim (Str), Tumble (Dex), and Use Rope (Dex).


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


Skill Points at Each Additional Level:  4 + Int modifier.

Class Features

The following are class features of the Elite.

Weapon and Armor Proficiency: The Elite is proficient in the use of all simple and martial weapons.  They are proficient with light armor, but not medium or heavy armor, and the only shield with which they are proficient is the buckler.  Note that armor check penalties for armor heavier than leather apply to the skills Balance, Climb, Escape Artist, Hide, Jump, Move Silently, Sleight of Hand, and Tumble.
Dodge Bonus (Ex):  An Elite gains the listed bonus as a dodge bonus to AC.  He loses this bonus if he is wearing any armor, any shield, or carrying a medium load or more.  As a dodge bonus, this stacks with other dodge bonuses, but is lost when the Elite would lose his Dexterity bonus to AC.

Flurry of Strikes (Ex):  When wielding a weapon for which the Weapon Finesse feat applies in his primary hand, the Elite may make an extra attack with this weapon as part of a full attack.  This attack and all others for the round are at a -2 penalty.  At 7th level, the penalty is reduced to -1, and at 14th level the penalty no longer applies.  An Elite may make extra attacks with an off-hand weapon, and the normal two weapon fighting penalties apply to all attacks this round, including the extra attack made with the primary weapon.  This ability does not stack with other abilities that grant an extra attack, such as a monk’s Flurry of Blows or the haste spell.  He can’t use this ability while wearing medium or heavy armor or carrying more than a light load.
Weapon Finesse:  An Elite gains the Weapon Finesse feat for free at 1st level, even if he does not meet the normal prerequisites.
Fast Movement (Ex):  At 1st level, an Elite is quick on his feet; his speed is 10 feet greater than the norm for his race.  He can’t use this ability while wearing medium or heavy armor or carrying more than a light load.
Bonus Feats:  The Elite gains a bonus feat at 2nd level and every four levels thereafter (6th, 10th, 14th, 18th).  These bonus feats must be drawn from the following list: Alertness, Blind-Fight, Combat Reflexes, Dodge (Mobility, Spring Attack), Exotic Weapon Proficiency*, Expertise (Improved Disarm, Improved Trip, Whirlwind Attack), Improved Critical*, Improved Initiative, Improved Unarmed Strike (Deflect Arrows, Stunning Fist), Lightning Reflexes, Point Blank Shot (Far Shot, Precise Shot, Rapid Shot, Shot on the Run), Quick Draw, Run, Skill Focus (any Elite class skill), Two-Weapon Fighting (Improved Two-Weapon Fighting), Weapon Finesse, Weapon Focus*, Weapon Specialization*.

Some of the bonus feats available to an Elite cannot be acquired until the Elite has gained one or more prerequisite feats; these feats are listed parenthetically after the prerequisite feat.  An Elite can select feats marked with an asterisk (*) more than once, but it must be for a different weapon each time.  An Elite can take the Skill Focus feat more than once, but it must be for a different skill each time.  An Elite must still meet all prerequisites for a feat, including ability score and base attack bonus minimums.  Elite levels count as, and stack with, fighter levels for feat prerequisites.
Uncanny Dodge (Ex):  The Elite retains hi Dexterity bonus to AC (if any) if caught flat-footed or struck by an invisible attacker.

Evasion (Ex):  If exposed to any effect that normally allows a character to attempt a Reflex saving throw for half damage, the Elite takes no damage with a successful saving throw.    He can’t use this ability while wearing medium or heavy armor or carrying more than a light load.
Improved Uncanny Dodge (Ex):  The Elite can no longer be flanked, except by a rogue at least four levels higher.
Acrobatic Charge (Ex):  The Elite can make an unusual charging attack by springing off of walls, rolling under tables, leaping over allies, etc.  He can charge through terrain that would normally hamper or impede movement, such as rough terrain, although he may need to make skill checks to pass through the terrain (such as Balance, Jump, or Tumble checks).  All movement for the round must still be in a straight line.  He can’t use this ability while wearing medium or heavy armor or carrying more than a light load.
Kip Up (Ex):  The Elite may stand up from prone as a free action.  He must have 5 or more ranks of Tumble to use this technique. He can’t use this ability while wearing medium or heavy armor or carrying more than a light load.
Defensive Roll (Ex):  Once per day, when an Elite would be reduced to 0 hit points or less by damage in combat (from a weapon or other blow, not a spell or special ability), he can attempt to roll with the damage. He makes a Reflex saving throw (DC = damage dealt) and, if successful, takes only half damage from the blow.  He must be aware of the attack and able to react to it in order to execute the defensive roll — if the Elite’s Dexterity bonus to AC is denied, he can't roll. Since this effect would not normally allow a character to make a Reflex save for half damage, the evasion ability does not apply to the defensive roll.

Improved Acrobatic Charge (Ex):  The Elite can now charge through squares occupied by creatures by tumbling.  The tumbling portion of the movement is at half speed, and the Elite must make a DC 25 Tumble check for each creature, including friendly creatures.  If the check fails, the Elite may still move, but may not execute a charge attack at the end of the move. He can’t use this ability while wearing medium or heavy armor or carrying more than a light load.
Hustle: (Ex)  The Elite knows the value of getting out of harm’s way.  He can move at his normal speed while making Balance, Climb, Hide, Move Silently and Tumble checks without a penalty, and he takes only a -10 penalty while running.  He can make a running jump with only a 10 foot running start.  He must have 5 ranks in the appropriate skill (Balance, Climb, Hide, Jump, Move Silently, or Tumble) to use this technique, and can’t be wearing medium or heavy armor or carrying more than a light load.
Riposte (Ex):  While fighting defensively, executing a total defense action, or using the Combat Expertise feat, anyone who misses the Elite with a melee attack roll provokes an Attack of Opportunity from the Elite.
Precise Strike (Ex):  Once per day, as a standard action, the Elite can make a precise strike.  The Elite makes an attack against an enemy, but against the opponent’s touch attack AC rather than normal AC.  If the attack hits, the Elite adds his Dexterity modifier to the damage roll in addition to his Strength modifier.  (He always adds his full Dexterity modifier to damage, even for a two-handed weapon or off-hand attack.)  Enemies that are immune to critical hits or sneak attacks do not take extra damage for a precise strike.
The Elite can use this ability twice per day at 17th level, 3 times per day at 19th level, and at 20th level he can perform precise strikes at will.
