                                           Dream Seer

Dream Seers marry the magic of being a wizard with the power to scry in the world of dreams. Seers meditate to enter a dream state where they can explore the realms of possibility through others dreams like astral projection. They can also influence the thoughts and dreams of others while in this state, sometimes using this to brainwash, tire out, or even alter the mind of an individual in their sleep. Because of the discipline it takes to master the arts of seer mediation, Elves (of any sub-race) are the only semi mortal beings to take this prestige class. Of course, with great power comes with a price. Because of their realm of study, throughout their training, staying in the waking world becomes harder and harder with each new level.  Most seers start out as Wizards, though a few clerics, sorcerers, and monks may take it. Nighthags, the Northern Midas, and creatures native to the Astral plane can able to take this class to the Master level (all other races have a level 5 cap).

Halfings, Gnomes, and Dwarves cannot become Dream Seers. 



Hit Die: d6

Requirements:


To qualify to become a Dream Seer, a character must fulfill the following criteria


Skills: knowledge (astral plane) 24 ranks, knowledge (dream plane) 14 ranks,  knowledge (arcana) 20 ranks, heal 10 ranks, intimidate 15 ranks


Feats: Spell focus (divination), spell focus (illusion)


Epic Feats: Epic Will (to pass level 5 cap)

Spells: Ability to cast Astral Projection, Clairvoyance, Contact Other Plain, Dream, and Persistent Image


Special: A candidate must have spent 6 days without sleep. 

Alignment: Any chaotic

Abilities: Wis 13 or higher, Cha 15 or higher

Race: Any outsider, Midas Elf, Night Elf. Humans

and elves can take the class, but only to 5th
Level.

Class Skills:  The Dream Seer’s Class Skills (and key ability for each) bluff (cha), Concentration (Con), Diplomacy (Cha), Knowledge (Arcana, Astral planes, dreams) (Int) Empathy (Cha)

Skill points at each level: 4 + Int modifier:
Class Features:
The following are class features of the Dream Seer prestige class 

sun 

Spells per day/spells known: at every odd level, the character gains 2 new spells per day or spells known, as if she had also gained a level in a spell casting class which they began before adding the prestige class level. 

Sleep: (Su): At the 1st level, a dream seer can cast sleep as a free action as a wizard four levels higher than their current casting class.
Implant idea (Su): Starting at the 1st level, a dream seer can implant an idea or image subliminally into the mind of a sleeping person. The DC increases by the distance (DC Will save of victim for touch, +1 for each mile)

Superior Astral Projection (Su): A dream seer at 3rd level can project their mind into a sleeper in dream state and work them as a puppet until they awaken. The victim can make a will save (DC is the will of the Seer) to escape control

Bonus Divination Spell (Su): For each even level, a Seer can gain an additional spell of the Divination school to cast.


Nightmare (Su): This resembles the Nightmare ability of Nighthags. At the 5th level a dream seer can use this ability 1/per day or night. This infects the mind of one creature per the character’s HD with horrible nightmares of their worst thoughts. They are unable to sleep and suffer 1 point of temporary Con drain per night until the spell is negated by a protection from chaos, remove curse, or heal spell. Once cured, a creature cannot be affected by this spell again for a number of days equal to their Will save. (Will save DC 25)

Bonus Feat (ex): On every other level, Dream Seers gain a bonus feat

Seer Immunity (ex): Dream Seers are immune to mind controlling spells, infection by Dream Larva or Nighthags, as well as the powers of others of their kind. 

Dream Scry (ex): While in a dream trance, Seers can cast Divination as a 20th level caster 1/per night or as a 5th level caster 4/per night. They can also listen in on the dreams of others at will but must make a successful concentration check (DC 10 + level of person being spied on) to actually get a signal they can use.

Improved Implant (Su): At level 6,  a Midas Dream Seer can now Implant a thought into a creature that would seriously go against their morals. The character still can make a will save but if they fail, upon awaking, should the right situation come along, they’ll do the action. Kind of like hypnotism.

Lobotomize (Su): At level 7, a Dream Seer can lobotomize (turn target into a drooling state with an intelligence and wisdom of 1) a sleeping creature by touch (DC 30). A restoration can repair the damage.  A seer could also suitably alter the personality of a creature using this ability but they must use their own Will stat as the DC.

Superior Nightmare (Su): Now a seer can affect up to 8HD of creatures or characters with the Nightmare ability for the same DC 

Dream Master (Su): At level 10, a Dream Seer is the total master of their domain and can travel through the dreams of others like the Dream Walk
spell 1/per day. They can also cast Sleep at any time as a 15th level caster. Dream Masters are also able to Implant Idea for a DC of 20 at any distance on the same plane.  

Upon reaching 10th level, the DC to stay awake raises to 30. 

Narcolepsy (Ex): With each new level, staying in the waking world, becomes harder and harder for a seer. Once a day for each seer level (at DM’s discretion) the character must make a successful Will save (DC 25) or fall into a deep dream trance for 2d6 hours.  Because of this, Dream Seers almost never adventure alone because someone has to be around to keep them out of trouble when they trance.

Table 1:0 The Dream Seer

Dream Seer Level
  Special

               Spells per day

	1st
	Implant Idea, + Bonus 

Feat, Seer Immunity, 

Dream Scry,
	 +1 to spell resistance 

DC

	2nd
	
	+ 1 divination spell

	3rd
	Superior Astral 

Projection, bonus feat
	+1 spell resistance to

Sleep 

	4th
	+2 to will checks against

targets of Implant Idea
	+ 1 divination spell

	5th
	Nightmare (Level cap 

For non-midas) bonus 

feat
	Immunity to Sleep

	6th
	+3 will for Implant Idea

and Nightmare
	+1 divination spell

	7th
	Improved Implant
	+1 Illusion spell

	8th
	Lobotomize
	+1 Illusion spell

	9th
	Superior Nightmare
	+1 Illusion spell

	10th
	Dream Master
	+1 illusion spell


The Dream Seer Prestige class was made by R. Hartman of kectug.keenspace.com 
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While this was made for epic characters, one could
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