The world of Sennadar, D&D 3.5e Convert

Restrictions:  Sennadar is a world of powerful magic, but the Elder Goddess Aiyse has decreed that no mortal may ever use more than one type of magic.  Thus, it is forbidden to multiclass between wizard, sorcerer, cleric, and druid.  Should you try, you are immediately struck dead.  No saving throw, no possibility of resurrection.

Changes to races:

There are no gnomes, dwarves, hobbits, halflings, and half-orc races allowed.  Orcs don’t exist, and the others are extinct.

Elves are replaced with the Sha’kar race, with no modifications to the elf.

In the time after the Breaking, there are two splinter races from the Sha’kar, the Selani and the Wikuni.

Selani:  A race of semi-nomadic people who live in the Desert of Swirling Sands.  After the Breaking, they gave up on the races of men and went to find a new home.  They were drawn to the desert as a place where only they could live and flourish.

The Selani get +2 Con and -2 Cha.  They are a hardy breed but dislike the world outside of their desert.

The Wikuni were the mostly wealthy merchant class of the Sha’kar who left for new lands after the Breaking.  Their gods changed them into bipedal versions of animals.  This gives them a unique appearance.  Any Wikuni with claws can do lethal hand to hand damage instead of subdual.  Tails do not give any Wikuni an extra attack.

Due to their heritage as merchants, Wikuni get +2 int and +2 Cha.  Most have neglected physical skills, so their race suffers from -2 Str and -2 Con.

Changes to classes:

Cleric:  The closeness of all the gods, both Younger and Elder, has strengthened the connection between Priests and their Gods.  Healing and Harm spells are d10 instead of d8, and attempts to turn undead are always at least at the clerics level.  (Rolling d20 reroll if you would get level – a number)

A cleric can beseech their god to separate a druid from nature, rendering them unable to cast spells for a number of rounds equal to their cleric level.  This is an opposed caster check.  A cleric can use a spell slot to increase their check by 1 for every two spell levels they use.  This ability can be used after level 5 once per day.  This increases to 2/day at level 10, 3/day at 15, 4/day at 20 and so forth.  This uses a turning attempt.
Druid:  The magic of the Weave is a part of nature.  Thus, a druid has much better control over the natural magic of the Sorcerers.  By sacrificing a spell slot you can aid or restrict a Sorcerer’s spell casting ability.  You can cause a Sorcerer to cast at a higher or lower caster level at spell slot given up/2 rounded up.  Thus, if you use a 6th level spell slot, you can bring the Weave closer to a Sorcerer and allow them to cast a single spell at their caster level plus 3.  Multiple spell slots can be given up for one use.  If you reduce a Sorcerer’s casting level to 0, you are able to stop them from casting for 1 round.  By using a number of spell slot levels equal to 3 times their Sorcerer class level, you can draw the Weave completely away from them for your druid level x2 rounds.  You can stop a Wizard or Cleric from being able to cast as well, but you must use x9 times their caster level.
Summon Ally spells only allow for elementals if summoning over 4HD.
Sorcerer:  This is an inborn ability.  To take a level in this class, you must belong to the Selani, Human, Sha’kar, or Wikuni race.  If playing in the timeline before the Breaking, only Sha’kar and humans are allowed.  Sorcerers of the Selani and Wikuni race are extremely rare.

Sorcerers gain access to healing spells at the same level a cleric would.  These cleric spells are at the original d8 healing.  They also deal subdual damage to both the person healed and the sorcerer equal to the damage healed.

No spell cast by a Sorcerer can effect the caster unless they have passed the Test of the Goddess.

 To proceed beyond 10th level in the Sorcerer class, you must face the Test of the Goddess.  The Test of the Goddess is when you extend your magical powers beyond the learning stages that you have been in.  At 10th level with enough experience to go to 11th, the next spell you cast goes Wild.  You are suffused with enough magical power to double your daily allotment of spells.  This energy must be embraced, accepted, and used to transmute yourself before it kills you.  It is up to the DM to decide if the Test will be roleplayed out or just accepted as done.  Once you have passed the test, you ascend to level 11 and gain fire immunity.  This is known as becoming a da’shar.
18 level.  If you are a katzh-dashi, you may take Vow of the Goddess as a feat.  This feat renders you unaging and gives you access to the 0 level cleric spells, provided the spell does not replicate any Sorcerer spell you can cast.  This includes healing spells given to the Sorcerer class.
Circling:  Sorcerers are able to circle and add power to their spells.  A max 7 Sorcerers of the same race may circle or a mass mind will form and destroy the personalities of the circled Sorcerers.  The leader of a circle gains access to half of the number of spells per day the others in the circle have left.  The leader also gains temporary caster levels depending on the level of the people in the circle.  A Sorcerer in the circle from level 1-7 increases the leads caster level by 1.  8-14 by 2, and 15+ by three.  Thus, a 15th level Sorcerer leading a circle with two level 5 Sorcerers casts as a 17th level Sorcerer.  He also gains half the spells per day that the circled Sorcerers have remaining.

If the temporary caster levels would allow the caster access to a new level of spells, they are temporarily granted.  If circle granted spells are used while in the circle, when the circle breaks up the leader is immediately exhausted and takes non-lethal damage equal to their maximum HP minus 1.

Spells used from the members of the circle count twice against their daily spells, and once the circle is broken must be regained naturally.

Sorcerers have one new spell:

Stop magic:

Sorcerer/3

Evoc

Casting time: 1 Standard Round
Range: Close (25 ft plus 5/level)

Area: Single or 10 ft/level

Duration: 1 Round/level

Resist: special, see description.

A Sorcerer is able to cut off magic from flowing in the Weave, and also able to cut off a fellow Sorcerer.

In the case of a fellow Sorcerer, An opposed caster check is made. (1d20 + caster level).  If successful, the other Sorcerer is cut off from the weave for the difference in the caster check.
For Clerics and Wizards, there is no resist, as the spell takes effect in the local weave and does not allow the magic to flow.  A Cleric or Wizard must be 6 levels higher than the Sorcerer to force magic through the weave anyways.  If this is the case, all spells are cast as 1 level higher than they really are.  A third level spell would take up a 4th level spell slot.
Wizards:  In Sennadar, the rules of magic allow a wizard to keep his spells memorized for more than just a single cast.  Instead, Wizards can memorize as many spells as they have.  They keep these spells memorized until they are forgotten, which is (Wizard level + Concentration skill modifer) days.  Thus, a Wizard is not completely lost without their spellbook.

ALL CLASSES THAT DO NOT GET MAGIC:

Magic in Sennadar is so plentiful, so powerful, that even classes that normally do not have access to magic can cast the weakest of spells.  Fighters, barbarians, rogues, bards, and other melee classes can pick either Cleric or Wizard and have access to their 0 level spells, provided they have the required Int or Wis to be able to cast the spells.  For Wizard spells, they can keep them memorized a number of days equal to their Concentration modifier, with a minimum of 1 day.  They can cast 5 of these spells per day.
Melee classes:  In a world so steeped in magic, the strength in sword and shield has to work hard to keep up.  All melee classes including Ranger and Paladin gain Weapon Focus of their choice of weapon at level 1 as a bonus feat..  At level 6, they gain Weapon Specialization in that same weapon even if they are not a Fighter.

Other factors:  The Prime Material Plane of Sennadar is a heavy gravity world.  Should you travel outside of Sennadar to a world with standard gravity, all PCs originally from Sennadar get a +2 conditional Str bonus.

Lycanthropes:  The lycanthrope population of Sennadar is slightly different as well.  For all Were races except Were-cat, use this template.

+4 Str, +4 Con, -8 Cha while in Hybrid form.  No bonus while in animal or human form.

All Were can control their shift.

While in hybrid form, they gain regeneration and fast healing equal to their character level.  They only retain regeneration while in human or animal form.

Were only take normal damage from fire, silver, or magical attacks.  Treat all other damage as non-lethal.

Werekin are Large creature in their Hybrid form.  While in hybrid form, they have proficiency in hand to hand melee as lethal damage.  Damage follows a medium size monk.

Due to the tie with the land, if a Were leaves Sennadar, the Str bonus drops to +1.  They still gain the conditional Str bonus from a standard gravity world.

Were-cats, due to magical warping during the breaking have a different template. Anything from the standard Were template that is not contradicted here is included.
+4 Str, +4 Con, -8 Cha while in Hybrid form.  Bonus drops to +2 Str, +2 Con while in human or animal form.

Were-cats can control their shift, but the human form is no longer natural to them.  For each hour they stay in human form, they must make a concentration DC check of 10 plus (2 times the number of hours they have been in human form).  If the DC is failed, they immediately shift back into Hybrid form, take 20% of their total HP in non-lethal damage, are exhausted.  Taking 10 or 20 is not allowed on this check.

While in Hybrid form, Were-cats have Regeneration and Fast Healing equal to their character level.  While in human or animal form, they retain regeneration and only have fast healing equal to one third of their character level.  1/3rd round down, 2/3rd round up.

Were only take normal damage from fire, silver, or magical attacks.  Treat all other damage as non-lethal.

All Were-cats are at least somewhat feral.  They only trust tried and true friends, and have an extremely hard time making new friends.

Were-cats suffer from rages.  Should a Were-cat take more than 1/3rd of it’s total HP in true damage, there is a 50% chance of going into a rage every round.  At 2/3rd of total HP in true damage, the chance is 80%.  They rage as a barbarian, with the following exceptions. They do not leave the rage until they are either unconscious or dead, or the fight is over.  Every round that fast healing is not able to completely heal them, remove 5 from their fast healing and completely heal them but their AC penalty doubles.  (-2 to -4, -4 to -8, etc.)  If the were-cat has fast healing 1-4, allow one heal but no more.  (Thus, A Were-cat with Fast healing 16 could heal 4 times.  16 to 11, to 6, to 1, to 0, then no more.  But they would have an AC penalty of -32.  Yes, it does get that bad.)  Every time the AC penalty doubles, add 2 to Str and Con.
