Elementalist 

“Water gives life to the soil. Water quenches the flame, and water will deprive you of the air you breathe.”

- Nouri, human elementalist of water

Elementalists are clerics who are extremely devoted to their patron element. Through forming greater pacts with their elemental masters, they become stronger and are awarded additional powers tied to their patron element.

Elementalists can be of any race. Their motives and agendas are diverse. Human clerics often become elementalists seeking more power and understanding. Dwarves usually became elementalists out of commitment to their foci, while elven elementalists tend to view the extended benefits granted by the class as another weapon or means they can use to make their lives more satisfactory.

Elementalists can be solitary beings or encountered as part of groups. Some find belonging and extended knowledge in the company of other clerics and elemental cults, while others prefer the company of adventurers. NPC elementalists can be

encountered anywhere, as tribal advisors or shamans, in the employment of merchant houses or the armies of the sorcerer-kings, preaching in temples and shrines, or on journeys to promote the causes of their elemental patrons.
Hit Die: d8

Requirements  

To qualify to become an elementalist, a character must fulfill all the following criteria.

Skills: Knowledge (religion) 5 ranks.

Spells: Able to cast 3rd level divine spells.

Other: Must worship a patron element.

Class Skills:  

The elementalist’s class skills (and key ability for each skill) are Concentration (Con), Craft (Int), Heal (Wis), Knowledge (planes)

(Int), Knowledge (religion) (Int), Profession (Wis), and Spellcraft (Int).

Skill Points at Each Level: 2 + Int modifier.

Class Level Base Attack Bonus Fort Save Ref Save Will Save Special Spells per Day

1st +0 +0 +0 +1 Elemental affiliation, energy resistance 5 
+1 level of existing divine spellcasting class

2nd +1 +1 +1 +1 Elemental focus 



+1 level of existing divine spellcasting class

3rd +1 +1 +1 +2 Third domain 



+1 level of existing divine spellcasting class

4th +2 +1 +1 +2 Elemental shield, energy resistance 10 
+1 level of existing divine spellcasting class

5th +2 +2 +2 +3 Ignore element 



+1 level of existing divine spellcasting class

Class features  

Weapon and Armor Proficiencies: Elementalists gain no proficiency in any additional weapons or armor.

Elemental Affiliation: All elements and paraelements have an associated energy type. The elementalist’s class features are
affected by this relation. The following table details the affiliation between element and energy type (Element: Energy type).

􀁸 Air: Electricity

􀁸 Earth: Acid

􀁸 Fire: Fire

􀁸 Water: Cold

􀁸 Magma: Fire

􀁸 Rain: Electricity

􀁸 Silt: Acid

􀁸 Sun: Fire

Energy Resistance: Elementalists become more resistant to the type of energy associated with their patron element. At 1st level they gain resistance 5 against this energy type. At 4th level the resistance increases to 10. This resistance stacks with that granted by certain cleric domains.

Elemental Focus: Spells cast by the elementalist that have the energy descriptor affiliated with the elementalist’s patron element have their spell save DCs increased by 1.

Third Domain: Elementalists gain access to one additional spell domain and its benefits. Choose from those normally available to the elementalist’s patron element.

Elemental Shield (Sp): Once per day the elementalist can wreathe herself in her element as a swift action. Any creature that attacks the elementalist using handheld weapons or natural weaponry suffers damage from the elemental shield (1d6 +1 point per elementalist level). The damage inflicted is of the energy type associated with the elementalist’s patron element. Note that handheld weapons with reach can be used safely against the elementalist. The elemental shield lasts 1 round/level of elementalist.

Ignore Element (Sp): Once per day the elementalist can ignore the presence of her element. This power lasts 1 minute/class level and bestows Energy Resistance 30 against the energy type affiliated with the elementalist’s patron element. Also the elementalist can become ethereal and switch back to physical form any amount of times while this power is active, both requiring a standard action.
