	 
	
	 Witcher (Human)
	
	 Hexblade
	
	[image: image1.png]EONS
RAGONS





	Character
	
	Race
	
	Class
	
	

	 Neutral
	
	 Agnostic
	
	5
	
	10100/15000
	
	
	
	

	Alignment
	
	Deity
	
	Level
	
	Experience
	
	Penalty
	
	Character Sheet © J. Hirvonen, Vardaen & TetNak

	 Male
	
	 32
	
	 M
	
	
	
	
	
	 
	
	 
	
	
	
	 

	Gender
	
	Age
	
	Size
	
	Height
	
	Weight
	
	Skin
	
	Hair
	
	Eyes
	
	Handedness

	  
	
	 Kingdom of Temeria

	
	
	 Now Kaer Morhen is your winter home with the other Witchers.

	Past
	
	Nationality / Region

	 
	
	 Wither Armor, with several weapons potions and other items tightly hooked.

	
	
	 Black leather boots, and tight fitting leather pants.

	Appearance
	
	Clothing

	 
	
	 

	
	
	

	Personality / Behavior
	
	Notes

	ABILITY SCORES
	
	SAVING THROWS
	Toxcitity
	0
	
	Vitality
	60/60
	 Wounds
	14/14

	
	SCORE
	MOD
	
	TEMP SCORE
	TEMP MOD
	
	TOTAL
	
	BASE SAVE
	
	ABI MOD
	
	MAGIC MOD
	
	MISC MOD
	
	TEMP MOD
	
	LIFT OVER HEAD
	LIFT OFF GROUND
	
	PUSH / DRAG

	STR
	
	16
	3
	
	
	
	
	FORT
	(CON)
	3*
	=
	1
	+
	2
	+
	
	+
	**
	+
	
	
	230
	
	460
	
	1150

	DEX
	
	16
	3
	
	
	
	
	REF
	(DEX)
	4
	=
	1
	+
	3
	+
	
	+
	*
	+
	
	
	1 x MAX LOAD
	
	2 x MAX LOAD
	
	5 x MAX LOAD

	CON
	
	14
	2
	
	
	
	
	WILL
	(WIS)
	5*
	=
	4
	+
	1
	+
	
	+
	**
	+
	
	
	LOAD
	
	SPEED
	MAX 

LOAD
	MAX DEX
	CHK PEN
	RUN

	INT
	
	14
	2
	
	
	
	
	SAVING THROW MODIFIERS
	
	41.25
	
	L
	30
	76
	-
	-
	X4

	WIS
	
	12
	1
	
	
	
	
	 3* Arcane Resist: +CHA Bonus (3) vs Spells and Spell Effects
	
	SPEED
	
	M
	20
	153
	+3
	-3
	X4

	CHA
	
	16
	3
	
	
	
	
	 4* Mettle: Evasion for Fort or Will
	
	30
	
	H
	20
	230
	+1
	-6
	X3

	

	ARMOR CLASS
	18
	=
	10
	+
	3
	+
	
	+
	3
	+
	
	+
	2
	
	ARMOR & PROTECTION
	TYPE
	ARMOR BONUS
	MAX DEX
	CHECK PEN
	SPELL FAIL
	SPEED
	WGT

LBS

	
	NORMAL
	
	ARMOR BONUS
	
	SHIELD BONUS
	
	DEX MOD
	
	SIZE MOD
	
	MISC MOD
	
	 Studded Leather, MW, 3m*
	Light
	3
	5
	0
	15
	30 
	20

	
	0
	
	15
	
	AC MODIFIERS
	
	 Witcher’s Amulet, 4m*
	Nat
	2
	-
	-
	-
	-
	-

	
	ARCANE SPELL FAIL
	
	FLAT FOOTED
	
	 7* Combat Expertise: -Att/+AC
	
	 
	
	
	
	
	
	
	

	
	0
	
	13
	
	
	
	
	
	
	
	
	
	
	

	
	ARMOR CHECK PEN
	
	VS TOUCH ATTACKS
	
	
	
	PROFICIENT WITH ( LIGHT ARMOR (MEDIUM ARMOR ( HEAVY ARMOR ( SHIELDS

	
	ATTACK BONUS MODIFIERS

	INITIATIVE
	3
	=
	3
	+
	
	
	ATTACK BONUSES
	
	BASE ATTACK BONUS
	5
	
	Armor Potion Slots

	
	INITIATIVE MODIFIERS
	
	DEX MOD
	
	MISC MOD
	
	TOTAL 

ATTACK BONUS
	
	BASE

ATTACK BONUS
	
	ABI MOD
	
	SIZE MOD
	
	MISC MOD
	
	TEMP MOD
	
	Swallow 5th Lv

	
	
	MELEE
	(STR)
	8
	=
	5
	+
	3
	+
	
	+
	
	+
	
	
	Cat 2nd Lv

	
	
	RANGED
	(DEX)
	8
	=
	5
	+
	3
	+
	
	+
	
	+
	
	
	 Hexblade Curse: 2/2

	
	
	GRAPPLE
	(STR)
	8
	=
	5
	+
	3
	+
	
	+
	
	+
	
	
	Witcher Amulet 2/2

	
	
	
	
	=
	
	+
	
	+
	
	+
	
	+
	
	
	Attuned To: Magic

	WEAPONS
	ATTACK BONUS
	DAMAGE
	CRITICAL
	RANGE
	SIZE
	TYPE
	WGT

LBS
	NOTES & RELATED FEATS

	 Witcher’s Steel Bastard Sword
	+9
	1d10+4
	19-20x2
	-
	M
	L
	6
	  Two Handed, Disarming, Masterwork ( See Below 1m*)

	
	
	
	
	
	
	
	
	

	 Witcher’s Silver Long Sword
	+9
	1d8+2
	19-20x2
	-
	M
	S
	4
	 Silver, Monster Slayer, Masterwork (See Below, 2m*)

	     Used Two Handed
	+9
	1d8+3
	*
	*
	*
	*
	*
	 This is if the weapon is wielded two handedly

	 
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	
	
	
	
	
	
	
	
	

	

	WEAPON PROFICIENCIES
	( ALL SIMPLE ( ALL MARTIAL
	
	COMBAT NOTES

	 Ignore Arcane Spell Failure for Light Armor
	
	 

	
	
	

	
	
	


	SKILLS
	
	SKILL POINTS PER LEVEL
	2
	+ INT MOD
	5
	CLASS SKILL MAX RANKS = CHARACTER LEVEL + 3

CROSS-CLASS SKILL MAX RANKS = (CHARACTER LEVEL + 3) / 2
	
	( CAN BE USED UNTRAINED   ( ARMOR CHECK PENALTY APPLIES
	

	

	SKILL NAME
	SKILL MOD
	
	RANKS
	
	ABI MOD
	
	MISC MOD
	KEY ABILITY
	CLASS

SKILLS


	
	SKILL NAME
	
	SKILL MOD
	
	RANKS
	
	ABI MOD
	
	MISC MOD
	KEY ABILITY
	CLASS

SKILLS



	
	Appraise (
	
	
	=
	
	+
	2
	+
	¥
	INT
	(
	
	
	Knowledge: Local
	
	
	=
	
	+
	2
	+
	
	INT
	(

	
	Autohypnosis
	
	
	=
	
	+
	1
	+
	
	WIS
	(
	
	
	Knowledge: Nature
	
	7
	=
	5
	+
	2
	+
	
	INT
	(

	
	Balance ((
	
	
	=
	
	+
	3
	+
	
	DEX
	(
	
	
	Knowledge: Nobility
	
	
	=
	
	+
	2
	+
	
	INT
	(

	
	Bluff (
	
	8
	=
	5
	+
	3
	+
	
	CHA
	(
	
	
	Knowledge: Religion
	
	
	=
	
	+
	2
	+
	
	INT
	(

	
	Climb ((
	
	
	=
	
	+
	3
	+
	
	STR
	(
	
	
	Knowledge: The Planes
	
	
	=
	
	+
	2
	+
	
	INT
	(

	
	Concentration (
	
	7*
	=
	5
	+
	2
	+
	*+4
	CON
	(
	
	
	Knowledge: 
	
	
	=
	
	+
	2
	+
	
	INT
	(

	
	Craft ( Alchemy
	
	12
	=
	8
	+
	2
	+
	*+2
	INT
	(
	
	
	Listen (
	
	
	=
	
	+
	2
	+
	
	WIS
	(

	
	Craft (
	
	
	=
	
	+
	2
	+
	
	INT
	(
	
	
	Move Silently ( (
	
	
	=
	
	+
	3
	+
	
	DEX
	(

	
	Craft (
	
	
	=
	
	+
	2
	+
	
	INT
	(
	
	
	Open Locks
	
	
	=
	
	+
	3
	+
	
	DEX
	(

	
	Craft (
	
	
	=
	
	+
	2
	+
	
	INT
	(
	
	
	Perform (
	
	
	=
	
	+
	3
	+
	
	CHA
	(

	
	Decipher Script
	
	
	=
	
	+
	2
	+
	
	INT
	(
	
	
	Perform (
	
	
	=
	
	+
	3
	+
	
	CHA
	(

	
	Diplomacy (
	
	10
	=
	5
	+
	3
	+
	¥
	CHA
	(
	
	
	Profession
	
	
	=
	
	+
	1
	+
	
	WIS
	(

	
	Disable Device
	
	
	=
	
	+
	2
	+
	
	INT
	(
	
	
	Profession
	
	
	=
	
	+
	1
	+
	
	WIS
	(

	
	Disguise (
	
	
	=
	
	+
	3
	+
	
	CHA
	(
	
	
	Psicraft
	
	
	=
	
	+
	2
	+
	
	INT
	(

	
	Escape Artist ((
	
	
	=
	
	+
	3
	+
	
	DEX
	(
	
	
	Ride (
	
	
	=
	
	+
	3
	+
	
	DEX
	(

	
	Forgery (
	
	
	=
	
	+
	2
	+
	
	INT
	(
	
	
	Search (
	
	
	=
	
	+
	2
	+
	
	INT
	(

	
	Gather Information (
	
	
	=
	
	+
	3
	+
	
	CHA
	(
	
	
	Sense Motive (
	
	
	=
	
	+
	1
	+
	
	WIS
	(

	
	Handle Animal
	
	
	=
	
	+
	3
	+
	
	CHA
	(
	
	
	Slight of Hand (
	
	
	=
	
	+
	3
	+
	
	DEX
	(

	
	Heal (
	
	
	=
	
	+
	1
	+
	
	WIS
	(
	
	
	Spellcraft
	
	3
	=
	1
	+
	2
	+
	
	INT
	(

	
	Hide ((
	
	
	=
	
	+
	3
	+
	
	DEX
	(
	
	
	Spot (
	
	
	=
	
	+
	1
	+
	
	WIS
	(

	
	Intimidate (
	
	10
	=
	5
	+
	3
	+
	¥
	CHA
	(
	
	
	Survival (
	
	
	=
	
	+
	1
	+
	¥
	WIS
	(

	
	Jump ((
	
	
	=
	
	+
	3
	+
	
	STR
	(
	
	
	Swim ( x2 Armor Check Penalty
	
	
	=
	
	+
	3
	+
	
	STR
	(

	
	Knowledge: Arcana
	
	3
	=
	1
	+
	2
	+
	
	INT
	(
	
	
	Tumble (
	
	
	=
	
	+
	3
	+
	
	DEX
	(

	
	Knowledge: Architecture
	
	
	=
	
	+
	2
	+
	
	INT
	(
	
	
	Use Magic Device
	
	
	=
	
	+
	3
	+
	
	CHA
	(

	
	Knowledge: Dungeon
	
	7
	=
	   5
	+
	2
	+
	
	INT
	(
	
	
	Use Psionic Device
	
	
	=
	
	+
	3
	+
	
	CHA
	(

	
	Knowledge: Geography
	
	
	=
	
	+
	2
	+
	
	INT
	(
	
	
	Use Rope (
	
	
	=
	
	+
	3
	+
	
	DEX
	(

	
	Knowledge: History
	
	
	=
	
	+
	2
	+
	
	INT
	(
	
	
	
	
	
	=
	
	+
	
	+
	
	
	(

	

	SKILL MODIFIERS
	
	RACIAL TRAITS & CLASS FEATURES & FEATS & FLAW
	
	LANGUAGES

	 ¥ +2 Synergy Bonus
	
	 1* Hexblade Curse: -2 Att, Saves, Ab Check, Skills, Dmg for 1 Hour: Will DC 15
	
	 Common

	 * +4 Combat Casting
	
	 2* Armored Casting: Ignore Arcane Spell Failure for Light Armor
	
	 Elven

	 *+2 Alchemist Tools
	
	 3* Arcane Resistance: +CHA Bonus  on Saves vs Spells and Spell Like Abilties
	
	

	
	
	 4* Mettle: Fort or Will Save vs Partial Effect negates the entire effect (Like Evasion)
	
	

	
	
	 5* Bonus Feat: Combat Casting: +4 Concentration to Cast on Defensive
	
	

	
	
	 6* Bonus Hexblade Feat: Brew Witcher Potion (this replaces the Familiar abilty)  
	
	

	
	
	 7* 1st Level Feat: Combat Expertise: -1 Att to goin +1 AC (Max BAB)
	
	TRAITS

	
	
	 8* 3rd Level Feat: Improved Disarm: +4 to Disamr, no AoO
	
	 Modified Class Skills

	
	
	 9* Bonus Witcher (Human) Feat: Endurance (Various Bonus, Sleep in Armor)
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	

	EQUIPMENT
	LOCATION
	WGT LBS
	
	POTION FORMULAS/INGREDIENTS
	LOCATION
	WGT LBS
	
	WEALTH & VALUABLES
	AMOUNT

	 Haversack
	Back
	2
	
	 Formuli: Swallow, Cat, Blade Coating
	Left
	
	
	
	Copper Pieces
	

	 Alchmest Brewing Tools, MW (+2)
	Center
	2
	
	 
	
	
	
	
	Silver Pieces
	

	 Food (Chick, Pork, Fruit) 3 Days
	Center
	3
	
	
	
	
	
	
	Gold Pieces (Orens)
	50

	 Torch
	Center
	1
	
	 Suet (Oil Base) x1
	Left
	.5
	
	
	
	

	 Flint and Steel
	Center
	-
	
	 Temerian Rye x2
	Left
	.5
	
	
	

	 Swallow Potion x3 (3rd Level)
	Right
	.75
	
	 Local Peper Vodka x2
	Left
	.5
	
	
	

	 Swallow Potion x1 (5th Level)
	Armor
	.25
	
	 
	
	
	
	
	

	 Cat Potion x1 (2nd Level)
	Right
	.25
	
	 White Myrtle Flowers x3
	Left
	
	
	
	

	 Cat Potion x1 (2nd Level)
	Armor
	.25
	
	 Hellebore x5
	Left
	
	
	
	

	 Blade Coating x1 (1st Level)
	Right
	.25
	
	 Celandine x2
	Left
	
	
	
	

	
	
	
	
	 Balisse x2
	Left
	
	
	
	

	
	
	
	
	 Wolf’s Aloe x2
	Left
	
	
	
	

	 Witchers Amulet
	Worn
	
	
	 Beast Liver x3
	Left
	
	
	
	

	
	
	
	
	
	
	
	
	 Armor and Weapon Weight
	30

	
	
	
	
	
	
	
	
	 Gear SubTotal Weight
	11.25

	
	
	
	
	
	
	
	
	 Total Weight Carried
	41.25

	SIGNS PER DAY
	
	1
	0+1
	2
	
	3
	
	4
	
	5
	
	6
	
	7
	
	8
	
	9
	

	SIGNS USED
	
	1
	
	2
	
	3
	
	4
	
	5
	
	6
	
	7
	
	8
	
	9
	

	SIGNS KNOWN
	
	1
	2
	2
	
	3
	
	4
	
	5
	
	6
	
	7
	
	8
	
	9
	


	SIGNS KNOWN

	1st
	2nd
	3rd
	4th
	Other

	Axii - Cause Fear (PHB)
	
	
	
	

	Yrden - Bloodletting (Cp Ma)
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	

	
	
	
	
	


Formulas, Ingredients, Mundane Items
Alchemist Brewing Tools, Masterwork: This set of mortal and pestal, messuring spoons, and small scale grant a +2 Equipment bonus on Craft: Alchemist checks when sued to brew potions or make other alchemical items.

Ingredients



Temerian Rye: Drunkards call this vodka their daily bread. A standard potion base.


Local Pepper Vodka: Throat-burning pepper vodka. A standard potion base.


 Suet/Goose Fat: These various pastes, fats and lards can provide a stable grease able to withstand the addition of alchemical ingredients without losing viscosity. The bases easily spread over the entire length of the weapon, distributing the powerful ingredients evenly for maximum results. Care should be taken, however, not to touch one's eyes or other sensitive body parts until throughly washing your hands.


 White Myrtle Flower: The petals of the white myrtle flower, a common field plant with big white flowers, are used in alchemy. It is apparently an imported herb and is an excellent wine base.  Contains: 


 HYPERLINK "http://witcher.wikia.com/wiki/Vitriol" \o "Vitriol" 
Vitriol
, 


 HYPERLINK "http://witcher.wikia.com/wiki/Albedo" \o "Albedo" 
Albedo
 


 Hellebore petals come from a common field plant. According to the old women, it is a tonic for insomnia. Contains: 


 HYPERLINK "http://witcher.wikia.com/wiki/Aether" \o "Aether" 
Aether
, 


 HYPERLINK "http://witcher.wikia.com/wiki/Rubedo" \o "Rubedo" 
Rubedo
 



 Celandine is a common plant with medicinal properties. Contains: 


 HYPERLINK "http://witcher.wikia.com/wiki/Rebis" \o "Rebis" 
Rebis
, 


 HYPERLINK "http://witcher.wikia.com/wiki/Nigredo" \o "Nigredo" 
Nigredo



 Balisse is an edible fruit characterized by subtle magic resonance. The fruit is apparently poisonous unless soaked in alcohol first, after that it can be used for medicines.  Contains: 


 HYPERLINK "http://witcher.wikia.com/wiki/Quebrith" \o "Quebrith" 
Quebrith
, 


 HYPERLINK "http://witcher.wikia.com/wiki/Rubedo" \o "Rubedo" 
Rubedo
 


 Wolf's aloe leaves are a plant native to Kaer Morhen valley, more commonly found as a potted plant. Contains: 


 HYPERLINK "http://witcher.wikia.com/wiki/Hydragenum" \o "Hydragenum" 
Hydragenum
, 


 HYPERLINK "http://witcher.wikia.com/wiki/Albedo" \o "Albedo" 
Albedo
 



 Beast livers are obtained from the bodies of dogs, wolves, mutants and other beasts. Contains: 


 HYPERLINK "http://witcher.wikia.com/wiki/Rebis" \o "Rebis" 
Rebis
, 


 HYPERLINK "http://witcher.wikia.com/wiki/Rubedo" \o "Rubedo" 
Rubedo
 

Forumlas



Swallow: The potion is made from ingredients providing one measure each of Vitriol and Aether, and two measures of Rebis 

"There is no bird more beautiful than the swallow, the harbinger of spring. Even the dark mages who developed the formula for witchers' potions appreciated the charm of this bird, lending its name to the potion that accelerates regeneration of a mutated organism." 

The subject gains Fast Healing for 5 Rounds. The Fast Healing amount is equal to the spells level used to create the potion. For example if brewed at 1st level it grants Fast Healing 1, if brewed at 5th level it grants Fast Healing 5. DC 20+Lv


 Cat: The potion is made by mixing ingredients providing a total of one measure of Rebis and two measures of Quebrith
"Cat is said to have been the first potion created specifically for witchers. The concoction allows witchers to pursue monsters into their lairs, including dark caves, ruins and crypts, because it augments vision to pick up additional wavelengths of light. To prevent blinding, the imbiber's pupils automatically narrow when in bright light. This is possibly the potion most commonly used by witchers." 

The subject gains the ability to see 60 feet even in total darkness. Darkvision is black and white only but otherwise like normal sight. Darkvision does not grant one the ability to see in magical darkness. Duration 1 Hour/Level. DC 22+Lv



Blade Coating: The oil is made by mixing ingredients providing one measure each of Vitriol, Aether and Hydragenum, and two measures of Rebis.
”Witcher’s know all manner of dangerous concoctions that are better left unknown by simple men.”
Blade coating gives a weapon a +1 enhancement bonus on attack and damage rolls. (An enhancement bonus does not stack with a masterwork weapon’s +1 bonus on attack rolls.) Duration: 1 Min/Level. DC 20+Lv
Magical Items, Potions, Weapons and Armor
1m* Witcher’s Steel Bastard Sword: This steel weapon is masterwork quality and has the ability known as Disarming. This ability eliminates any of the enemy’s bonuses to resist a disarm based on weapon size, or two handed quality.

2m* Witcher’s Silver Longsword: This alchemical silver weapon is masterwork quality and has the ability known as Monster Slaying. This ability allows the silver sword to overcome the damage reduction of most monsters, such as Magic or Alignment.

3m* Witcher’s Studded Leather Armor: This masterwork studded leather armor has two slots to store potions in. Witcher’s soliders often carry potions known as mutagens, but in the midst of battle a warrior may not have a free hand or time to locate a particular vial. A potion slot is a leather band reinforced with strips of steel. Set on the left breast and shoulder area, it allows instant hands-free access to these two potions. Drinking a potion from the bracer is a standard action, but it does not provoke and attack of opportunity or require a warrior to put down his weapon. The down side is that unlike a concealed potion, the slot is very obvious to observers – and it can be directly attacked. A character can make a sunder attack against the potion (AC 14 + wearer’s Dex modifer). The slot has hardness 8 and 5 hit points. However, any attack that deals 5 or more hit points of damage shatters one of the potion vials (chosen randomly) even if the slot itself is undamaged.

4m* Witcher’s Amulet +2: This amulet radiates power and allows the Witcher to detect others who bare magical power or the essence of Signs after they have been used. It also provides a minor defensive power to aid in deflecting attacks aimed against the Witcher. It grants a +2 Natural Armor Bonus to Armor Class that is always active when worn. It can also detect a variety of sources depending on how the amulet is attuned. Each morning the Witcher may attune the amulet to a new source. Then for the rest of the day he may use the power of the amulet, up to two times, to detect the attuned source. Those sources include: Magic, Undead, Snares and Pits, Animals and Plants. Each use of the amulet is equal to the appropriate spell using the Witcher’s hexblade casterlevel (min of 1). 
Feats, Skills, Traits, and Powers

1* Hexblade’s Curse (Su) (Axii Sign): Once per day, as a free action, a hexblade can unleash a curse upon a foe. The target must be visible to the hexblade and within 60ft. The target of the hexblade’s curse takes a -2 penalty on attacks, saves, ability checks, skill checks, and weapon damage rolls for 1 hour thereafter. A successful Will save (DC 10 + ½ hexblade’s class level + hexblade’s Cha modifer) negates teh effect.

At ever four levels beyond 1st (5th, 9th, 13th, and te 17th) a hexblade gains the ability to use his curse one additional time per day. Multiple hexblade’s curses don’t stack, and any foe that successfully resists the effect cannot be affected again by the same hexblade’s curse for 24 hours. Any effect that removes or dispels a curse eliminates teh effects of a hexblade’s curse.
2* Armored Casting: Hexblades are proficent with light amor but not with shields. Because the somatic components required for hexblade spells are simple, a hexblade can cast hexblade spells while wearing light armor without incurring the normal arcane spell failure chance. However, like any other arcane spell caster, a hexblade wearing medium or heavy armor or using a shield incurs a chance of arcane spell failure if the spell in question has a somatic component (and most do). A multiclass hexblade still incures the normal arcane spell failure chance for arcane spells derived from other classes.

3*  Arcane Resistance (Su) (Quen Sign): At 2nd level, a hexblade gains a bonus equal to his Charmisma bonus (Min +1) on saving throws against spells and spell like effects.

4* Mettle (Ex) (Quen Sign): At 3rd level and higher, a hexblade can resist magical and unusual attacks with great willpower or fortitude. If he makes a successful Will or Fort save against an attack that normally would have a lesser effect on a successful save (such as any spell with a saving throw entry of Will half or Fort partial), he instead completely negates the effect. An unconscious or sleeping hexblade does not gain the benefit of mettle.
5* Combat Casting [General] Benefit: You get a +4 bonus on Concentration checks made to cast a spell or use a spell-like ability while on the defensive or while you are grappling or pinned. 

6* Brew Witcher Potion [Item Creation] (This is a altered version of the Brew Potion Feat)
Benefit: Brewing a Witcher potion is fairly different from the normal rules for the Brew Potion Feat. In place of casting spells to create the potions a Witcher if able to emulate the spell effect by combinging the correct alchemical ingredients successfully. If the Witcher has the right forumla for a potion, he can combine the ingredients to emulate the required spell with a successfull Craft: Alchemy check (DC: 20 + caster level). Thus to brew a Cure Lights Wound potion, he would require the formula, the ingredients and then must make a Craft: Alchemy check of DC 21 or higher. Failure indicates a loss of time and materials but not of XP. Brewing a potion takes one day (8 hours). When you create a potion, you set the caster level, which must be sufficient to cast the spell in question and no higher than your own level. The base price in XP of a potion is 1/25 of its spell level × its caster level × 50.  When you create a potion, you make any choices that you would normally make when casting the spell. Whoever drinks the potion is the target of the spell. Any potion that stores a spell with a costly material component or an XP cost also carries a commensurate cost. In addition to the costs derived from the base price, you must expend the material component or pay the XP when creating the potion. 

7* Combat Expertise [General] Prerequisite Int 13. 

Benefit: When you use the attack action or the full attack action in melee, you can take a penalty of as much as -5 on your attack roll and add the same number (+5 or less) as a dodge bonus to your Armor Class. This number may not exceed your base attack bonus. The changes to attack rolls and Armor Class last until your next action. 

Normal: A character without the Combat Expertise feat can fight defensively while using the attack or full attack action to take a -4 penalty on attack rolls and gain a +2 dodge bonus to Armor Class.

8* Improved Disarm [General] Prerequisites Int 13, Combat Expertise. 

Benefit: You do not provoke an attack of opportunity when you attempt to disarm an opponent, nor does the opponent have a chance to disarm you. You also gain a +4 bonus on the opposed attack roll you make to disarm your opponent. 

9 * Endurance [General]

Benefit: You gain a +4 bonus on the following checks and saves: Swim checks made to resist nonlethal damage, Constitution checks made to continue running, Constitution checks made to avoid nonlethal damage from a forced march, Constitution checks made to hold your breath, Constitution checks made to avoid nonlethal damage from starvation or thirst, Fortitude saves made to avoid nonlethal damage from hot or cold environments, and Fortitude saves made to resist damage from suffocation. Also, you may sleep in light or medium armor without becoming fatigued. 

Normal: A character without this feat who sleeps in medium or heavier armor is automatically fatigued the next day. 
Alternate Skill Uses:

Craft: Alchemy: Can be used to emulate various spells to make witcher potions. (See Brew Witcher Potion)

Knowledge: Dungeoneering: Using this skill on the body on a corpse of a monster allows the Witcher to ’skin’ it gathering alchemical components for use in potions. The more rare the monster the harder the DC. This applies to all magical and mystical monsters, but not herbs or normal animals.

Knowledge: Nature: Using this skill a Witcher can  gathering alchemical components for use in potions from various plants or natural animals. The more rare the herb or animal the harder the DC. This does not apply to magical animals or monsterous plants.

Knowledge: Arcane: Using this skill a Witcher can gather alchemical compoents for use in potions from various minerals, magical essences and other mystical sources. The more rare the source the harder the DC.

With some sources of alchemical components you may be able to gather more than one dose at a time with a high enough roll. These ’gathering’ skills can be used with a Take Ten or a Take Twenty. In the case of a Take Twenty you may only ever gather one dose due to being so careful to make sure to gather one, you forgoe the chance of getting others.

Magical Signs
"Though they are not warrior mages who employ powerful spells, witchers can cast simple magic spells that can prove effective when used properly. Witchers call these spells Signs and usually use them against monsters, though they also have non-combat applications."
All Witcher signs are drawn from one of the five elements of magic. These catigories could be considered schools of magic for application of feats. Currently they have little effect on the game save for thematic reference.


 Aard Sign: This sign invloves motion, stun and knockdown.


Ingni Sign: This sign invloves fire and the elements.


Quen Sign: This sign invloves personal protection.


 Axii Sign: This sign invloves causing fear and curses.


 Yrden Sign: This sign involves causing pain and bodily harm.
Cause Fear – Axii Sign
Necromancy [Fear, Mind-Affecting]

Level: HexBlade 1
Components:  V, S

Casting Time:  1 standard action

Range:  Close (25 ft. + 5 ft./2 levels)

Target:  One living creature with 5 or fewer HD

Duration:  1d4 rounds or 1 round; see text

Saving Throw:  Will partial

Spell Resistance: Yes
The affected creature becomes frightened. If the subject succeeds on a Will save, it is shaken for 1 round. Creatures with 6 or more Hit Dice are immune to this effect.  Cause fear counters and dispels remove fear. 

Frightened

A frightened creature flees from the source of its fear as best it can. If unable to flee, it may fight. A frightened creature takes a -2 penalty on all attack rolls, saving throws, skill checks, and ability checks. A frightened creature can use special abilities, including spells, to flee; indeed, the creature must use such means if they are the only way to escape. Frightened is like shaken, except that the creature must flee if possible. 
Shaken

A shaken character takes a -2 penalty on attack rolls, saving throws, skill checks, and ability checks. 
Bloodletting – Yrden Sign
Necromancy

Level: Hexblade 1

Components: S

Casting Time: 1 swift action

Range: Touch

Target: One Witcher Weapon, or light weapon you hold

Duration: See Text

Saving Throw: None

Spell Resistance: Yes; see text

You imbue any Witcher Weapon, or a light weapon you hold in your hand with the power to wound grievously. The next time that weapon deals damage to a living creature, the wound continues to bleed, dealing and extra 1d6 points of damage each round for the remainder of the spell’s druration. A successful DC 15 Heal check or at least 1 point of magical healing stops this additional damage.

A creature that is strick by the weapon but takes no damage from the initial attack (such as because of damage reduction) doesn’t trigger the spell’s effect. Check to overcome a target’s spell resistance when you first strike the creature. If the check fails, the spell has no effct and is discharged, but the weapon still deals damage normally.
