             Northern Midas Elf Template

Medium-size Fey

Hit Dice:  d10

Initiative: + 5

Speed: 40 ft

Special Attacks: Gaze, Clan Abilities, Midas Touch

Special Qualities: Elf traits, dark vision 60 feet, fast healing 20, SR 40

What elves are to humans, Midas Elves (of all four varieties) are to the elves: a race long lived, rare, and quite powerful. The Northern Midas resemble the regular high elves that popular Karu only in build. Their hair is always strange shades that popped out of a Crayola box (Bright green, blue, pink you name it) as are their eyes. No Northern will ever have normal hair. Their skin can be an array of normal shades but they tend to be very pale skinned. All male Midas have the tattoo of their clan on their back which shows their clan as well as the clan’s sacred totem animal. Because of a huge war deep in the mists of time, very few northern Midas still exist, mostly choosing to live out their long lives supporting the high elves from the shadows or guarding cities as Holy Swords. The ability adjustments for Northern Midas will follow.

Northern Midas are the only race on Karu able to be natural Dream Seers.


All stats and the like, unless otherwise noted, as the same as regular elves. 

The Midas Elves are split up into six different clans, each one has a link to a certain type of magical beast and gains certain abilities. Clan stats have the clan name, element that they tend to like best and clerics tend to focus on, the totem, deity, and the special gains and losses as well as the general alignment of these clans. The Midas Touch Curse of each clan is listed as well.

Novalight – Fire/light -- Phoenix –Sunei Firehair- Can use the Healing Tears ability once per day as a Heartwarden of Sunei, +1 to Str, +1 Char, -3 Con

Favored Prestige Classes: War Wizard, Heartwarder

Chaotic Good

Midas Touch: Decay (1d6 permanent Con damage )

Other: Novalights are lovers of beauty and nature. They live on the  flower covered plains of Rosella to the south of the city state of Mukaru. They are almost always kind to strangers but have a special hatred for the Nightstalkers. The clans have been at war for over 3000 years.

Nightstalker – Shadow – Dragolich – Shar - Can use Hide In Plain Sight at will as long as there’s some shadows of some sort around +2 Str +5 Char 
Favored Prestige Classes: Shadow Dancer, assassin 

Lawful Evil
Midas Touch: Flesh to Stone (as the spell cast by a 6th level mage)
Other: Nightstalker clan members are typically brash, arrogant, and consummate liers. They couldn’t tell the truth if their life depended on it.  This clan lives deep in the woods surrounding the base of the Fangs of Hades and really don’t’ like direct light all that much.  The Nightstalker clan is currently down to two members: Elhaz and Bryan. Bummer..

Oolong – Plants/Nature – Bamboo Grove Spirit - Mielikki . Can use Commune with Nature as a 3rd level druid. +3 to wilderness lore checks, immune to natural poison

Favored prestige Class: Arcane Archer (though most remain simple druids)

Lawful Good

Midas Touch: Bog Fever (2d4  permanent Fort damage)

Other: Oolongs are farmers and gardeners and make their homes in cities built up into the trees of the same forests the Nightstalkers live in. However, they have the upper level, the Nightstalkers have the shadowed ground.  

Marinea – Water – Water Elemental -Umberlee. Can use Water Breathing and Water Walk 1/per day as a 3rd level wizard. Automatically gain +5 in all knowledge checks involving water or seafaring. Gains +6 to Fort checks against drowning.

Favored Prestige Classes: Elemental savant (water/cold), Waveservant, Dread Pirate

Chaotic Evil
Midas Touch: Suffocate (Target cannot breath out of water for 3d8 rounds and may suffocate)

Other: This clan lives in fishing villages around the inland White Sea. They typically monitor the straight heading out to the Northern Oceans and tax all boats going through….if they don’t sink them. 

Starbreeze – Air—Pegasus – Shaundakul. Can cast Air Walk 1/per day as a 3rd level wizard. Gain +1 to knowledge, charisma, and wisdom but –3 to Constitution. The Starbreezes are wise, but frail.

Favored prestige Class: Battle Maiden (on pegasai)  or Windwalker

Lawful Neutral
Midas Touch: Reverse Gravity (As the spell) for 1 round per character level

Other: This clan lives in the frosted peaks of the mountains to the north of Eidios. They rarely leave their crystal homes and tend to ignore the goings-on of the world. 

Mooshka – Metal/Electricity— Gong -Iron Golems and constructs. All Mooshka get the Craft Magic Item skill as a freebie and gain +1 int as well as +5 on all knowledge checks involving mechanical objects. +3 to disarm traps

Favored prestige Class: Artificer, Dungeon Delver

Chaotic Neutral
Midas Touch: Corrosion (3d6 acid damage per round) 1 round per character level

Other: These maintainers of the portals and mechanical and technological artifacts left by the Ancient Ones are nomads and live wherever work is to be done. Because of the danger of their work, the Mooshka clan stays quite small. 

COMBAT

Holy Swords of the Midas wield enchanted blades as well as regular long swords and the rest of the elves use bladed weapons. Unlike high elves and other elven races, Midas don’t get a racial bonus with bow and arrow. They don’t use projectile weapons since they’re usually in close quarters. In general they consider archers to be pretty low on the food chain.  Generally the six clans are in some sort of squabble with each other, even though the civil war that nearly wiped their race out has been over for over a century.  The Novalights and Nightstalkers have a special hatred for each other.

Gaze (Su): The imposing expression of disapproval on the face of a Midas can cowl those with weak wills or at least show others that they’re treading on thin ice. Char check (DC 10) negates the effect, on a failure the character must stop what they’re doing and take another action. Even if they succeed the check, they might want to think twice about continuing their current course of action.

Midas Touch (Su): Each member of a certain Midas Clan has the Midas touch curse that has been passed down through the ages. This touch is kept dormant by a Ring of Negation which every Midas wears.  By removing the ring they can use their touch ability. First they need to make a successful grapple check. The victim must then  roll a Will throw against the Will of the midas (DC = will + 10. For a midas with a will save of + 10, the DC is 10 + 10 or 20). The Midas takes damage equal to the victim’s will in backlash regardless if they’re successful or not. 

Ring of Negation: This simple silver ring is not what it seems. It actually is a seal upon the Midas touch of the individual wearing it. It runs constantly and cannot be dispelled without melting it down. On any other race, the ring doesn’t do anything aside from look like a washer from a hardware store.

Caster level: 10; Prerequisites: craft wondrous item, forge ring, knowledge of anti magic areas; Market Price: 10,000 gp; Cost to create 5000 gp + 2000 xp. Special: Creator must have a pebble from an area with an anti magic field in which to powder and mix into the ore.  Small Wonderous Item
