Kitsune

Stats:


Strength mod. -4

Dexterity mod. +4

Constitution mod. -3

Intelligence mod. +3

Wisdom mod. +2

Charisma mod. (DM’s discretion)

Description:

Kitsune are humanoids with the physical traits of a fox (includes mouth, ears, fur/hair, tail (s), legs, and otherwise specified.), and having the amazing power of being bound to an elemental spirit. Kitsune are not as commonly found in cities and towns as most of the other races are, but are primarily found out in the forests, mountains, valleys, plains, and oceans of the world. The most common grouping of kitsune is in a pack of at least 5 kitsune. They are the least social of all the races, mainly because they are neutral, and not sure what to say while the other races around them might bicker and argue about certain things. Kitsune are also the least known race of all the races, although there are plenty of myths that suggest their powers and abilities, as well as weaknesses and other unfavorable attributes. The only problem with encountering a kitsune is that most of them know absolutely nothing about the outside world, except for the occasional outcast, typically a kitsune who is a mixed-elemental. Yet, despite that fact, most kitsune learn surprisingly well how the rest of the world works. Some kitsune are even rumored to be well-kept friends/accomplices of elementals, appearing only when the elemental needs help with something or if the elemental is bored and needs company other than the person who summoned it.

Society:


Kitsune society is a pretty fundamental system, which is a heavily tradition-bound system of courts and houses based upon the appropriate elements. Kitsune have a strict code of honor when dealing with certain other races and, more commonly, amongst themselves, but even this is sometimes ignored by kitsune who consider themselves higher than the codes by which they live. The codes of honor are as follows:


1. When a battle occurs, withdraw if another kitsune is present in the opposing group, unless both parties accept the consequences of such a battle.


2. Always make sure to do your monthly praying at the appropriate altar for your element, and remember that your powers are a gift that is not to be abused, and nothing more.


3. Always treat other kitsune, even rivals, with respect and kindness, for they might just save you from certain death.


4. Always reward kitsune who follow the code by allowing them to request a favor of you, regardless of what the favor is.


Outcasts of kitsune society are considered of a lower ranking in society. Because of this, most outcasts of kitsune society don’t often get involved in the concerns that other kitsune are usually involved in. The outcasts have their own codes of honor, but this differs from outcast to outcast.


Kitsune are rarely seen getting along within a group of their own kind, mainly because of the insults, accusations, and arguments that arise due to unforeseen personality conflicts. However, when faced with a battle, or a quest that is noble in it’s own purpose, the group members tend to forget about their quibbles and problems, and become completely focused on the situation at hand.

Abilities:

Elemental weapon: a pure energy weapon made of element.

Elemental shield: a pure energy shield made of element.

Shape of Pure Form: a gift that allows Kitsune to assume their half-elemental form, and switch back.

Replicate: this allows kitsune to "charge" a spell, making it more powerful in its base damage roll or, if a critical success is made, adding to the critical-hit ratio of a weapon.

Elemental Binding: an ability that allows kitsune to bind a corresponding elemental spirit to an item, or a person/creature. However, the spirit can be dispelled, losing any abilities.

Spell Burn: an ability learned only by those who have achieved a rank as Spell-Master in their class. This ability allows a kitsune to use the most extremely powerful version of a specific spell, but drains away most of their HP.

Extra notes on Kitsune:

Elements matched up with…

Personalities:

Fire: quick temper, headstrong, and indecisive

Water: calm, wise, and persuasive

Earth: mediator, sagely, and stoic

Air: talkative, negotiator, and cordial

Favored Classes:



Fire: Barbarian, Sorcerer



Water: Cleric, Ranger



Earth: Monk, Fighter



Air: Bard, Rogue

Domains:



Fire: Chaos, Destruction, and Sun



Water: Chaos, Healing, and Protection



Earth: Law, Protection, and Strength



Air: Chaos, Luck, and Change

Prestige class:


Spell Master:

A class that can only be achieved by gaining these specific conditions:


Have to be Kitsune, no other races.


Must have at least 10 levels of Epic Sorcery/Wizardry.


Must forsake all elements if Wizard.


Multi-classing is acceptable as long as it fits requirements.

Ranks:

Ranks are achieved by attaining five levels in a class, so most level one Kitsune are not ranked when they start out. At each rank, Kitsune gain an extra bonus to a skill that they choose (DM’s discretion). Physical alterations go as follows according to rank:

Rank 1 – A new tail is added, and lifespan increases a bit.

Rank 2 – same as rank 1

Rank 3 – same as rank 1, but now their fur color changes somewhat to match their element. They also have a similar aura around them while in Half – Elemental form.

Rank 4 – same as rank 3, but the colors get deeper.

Rank 5 – same as rank 4, but obvious similarities are noticeable in either form.

Rank 6 – same as rank 5

Rank 7 – same as rank 5, but now the kitsune has an aura around them whenever powers, or abilities are used.

Rank 8 – same as rank 7, but now the kitsune appears almost surreal in the aura.

Rank 9 – no kitsune has ever recorded what happens at rank 9. It is unknown.

