The Dinosaur Man Prestige Class
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1st
+1
+1
+1
+0
Attuned to Dinosaurs +1, Dinosaur Ally
-1

2nd
+2
+2
+1
+0
Distrustful of Humans
-2

3rd
+3
+2
+1
+1
Dinosaur Man Feat
-3

4th
+4
+3
+2
+1
At One With Cretasus once/week
-4

5th
+5
+3
+3
+2
Attuned to Dinosaurs +2, Wild Man
-5

6th
+6/+1
+4
+3
+2
Dinosaur Man Feat, At One With Cretasus twice/week
-6

7th
+7/+2
+5
+4
+3
Attuned to Dinosaurs +3
-7

8th
+8/+3
+5
+4
+4
At One With Cretasus three/week
-8

9th
+9/+4
+6
+5
+4
Dinosaur Man Feat
-9

10th
+10/+5
+7
+6
+5
Attuned to Dinosaurs +4
-10

The Dinosaur Man (v 1.0)

Dinosaur Men are those wild ones who have successfully separated themselves from humanity, often considered ‘stage two’ Wild Ones.  They live like the dinosaurs and almost never associate with any member of the human race.  To help in their transition to this more wild state, dinosaur men choose a certain dinosaur species to emulate and interact with more often.  This can include, but is not limited to, protecting, fighting with, and hunting with dinosaurs of the chosen species.  This only applies to men because female wild ones usually end up as dinozonians.  Unlike the dinozonians, however, dinosaur men are nomadic and rarely interact with other Dinosaur Men, or Wild Ones for that matter.  They will sometimes even fight other Dinosaur Men and Wild Ones if either should threaten the dinosaur he has associated himself with and chosen to be a protector of, which is often the case in various battles between dinosaur tribes.

Hit Die: d8

Requirements

To qualify to become a dinosaur man, a character must fulfill the following prerequisites.

Alignment: Any neutral.

Sex: Male

Animal Empathy: 8 ranks.

Knowledge (nature): 4 ranks.

Wilderness Lore: 8 ranks.

Feats: Dinopathy.

Special: Must choose a species of dinosaur to associate himself with.  May not have any levels in classes other than Wild One and (if GM permits) Dinopath.  May not use Tech Level 3 or higher weapons.

Class Skills
The dinozonian’s class skills (and the key ability for each skill) are Animal Empathy (Cha), Climb (Str), Craft (Int), Heal (Wis), Hide (Dex), Intuit Direction (Wis), Jump (Str), Knowledge (nature) (Int), Listen (Wis), Move Silently (Dex), Ride (Dex), Speak Language (dinosaur languages only), Swim (Str), and Wilderness Lore (Wis).

Skill Points at each level: 4 + Int modifier.

Class Features
All of the following are class features of the dinosaur man prestige class.

Weapon and Armor proficiency: Dinosaur men gain no new proficiency in weapons or armor.

Attuned to Dinosaurs: When interacting with dinosaurs, the Dinosaur Man often finds himself being able to act in unison with them making it easier to fight in battle with its chosen dinosaur associate.  This is due to the exposure the dinosaur man has had to the species.  When fighting in combat with (as an ally) the dinosaur man’s chosen species, the character gains +1 on to hit and damage rolls.  This bonus increases to +2 at 5th level, +3 at 7th, and +4 at 10th.

Dinosaur Ally: This works just like the Wild One ability of the same name (Broncosaurus Rex: Dinosaur Planet Core Rulebook page 32).  The only difference is that this Ally must be the same race as the dinosaur the Dinosaur Man has chosen to associate himself with.

Distrustful of Humans: Dinosaur Men, as a result of slowly becoming less and less human, hate members of their race.  All humans suffer a -4 penalty to all Charisma rolls made to the Dinosaur Man.  This applies to Wild Ones, Dinozonians, and other Dinosaur Men, though the modifier is only -2.  Also, as a result of his dislike for humanity, a Dinosaur Man receives a +2 bonus to damage rolls when attacking humans as a result of their rage towards other humans should combat result.  The dislike of humans does not mean that the Dinosaur Man will attack any humans he sees on sight, just that he is generally distrustful of them and watches them with suspicion, though there will be far less suspicion if the human is a fellow wild one and protector of dinosaurs.
Dinosaur Man Feat: There are new feats associated with the Dinosaur Men, some of which deal with their positions.  At third, sixth, and ninth level, the Dinosaur Man gains one free Dinosaur Man feat.  The list of Dinosaur Man Feats is listed below.  A Dinosaur Man must meet the requirements of each feat in order to take it.

At One With Cretasus: Dinosaur Men become attuned to Cretasus and are able to call upon its life force to aid them.  Starting at 4th level, once per week, a Dinosaur Man may draw in the power of Cretasus to add a whopping +10 to any roll.  At 6th level, a Dinosaur Man may do this twice per week.  At 8th level, this may be done three times a week.
Wild Man: After living in the wild for so long, the Dinosaur Man has developed certain skills in order to survive.  The Dinosaur Man gains a +3 competence bonus to Climb, Hide, Spot, Listen, and Wilderness Lore checks made while in any sort of non-civilized environment (generally jungles, plains, mountains, and other non-city areas).
Human Awkwardness: This works just like the Wild One ability of the same name (Broncosaurs Rex: Dinosaur Planet Core Rulebook page 32).

Dinosaur Man Feats:

1) Man of Action – Dinosaur Men are often quick to act, though with varied results.  They are often considered overanxious to get into battle.  Dinosaur Men may choose to add a +6 to their initiative at the start of any given combat, though this incurs a –2 modifier to attack rolls for the first round of combat.

2) Medicine Man – Dinosaur men must often heal their wounded dinosaur allies who are injured in battle.  They know exactly what the problem is and how to fix it easily 90% of the time, for most wounds, using easily available materials.  This is mostly due to the large amount of time he spends with his dinosaur allies.  The Dinosaur Man gains a whopping +6 competence to Heal rolls made to help the dinosaur he has sworn to be a protector of.

3) Swimmer – [Prerequisite: The Dinosaur man must have lived in an area surrounding a large body of water for at least 1 month in game (3 months out of game)] Dinosaur Men often swim in order to catch fish for food and are often very successful, either using their hands or crudely made spears.  The Dinosaur Man gains a whopping +6 competence bonus to Swim rolls

4) Protector – Dinosaur Men are often seen as the protector of certain dinosaurs.  This becomes quite apparent when one of their young charges ends up getting attacked.  The Dinosaur man gains a +2 bonus to attack rolls when protecting a member of its dinosaur associate, the race chosen when the Wild One becomes a Dinosaur Man.  This bonus is in addition to any bonuses provided by ‘Attuned to the Dinosaurs’ as a result of fighting alongside its chosen dinosaur race.

5) Trusted by the Dinosaurs – The Dinosaur Man has been helping his chosen dinosaur species for long enough that they begin to be more used to him being around and trust him with certain jobs, such as hunting for food and protecting the tribe.  The Dinosaur Man gains a +4 circumstance bonu to Diplomacy and Animal Empathy rolls involving dinosaurs he has befriended.

6) Man of Nature – The Dinosaur Man, while living in the wild, has gained a very good understanding of how the world around him works, whether it’s the mountains, rivers, forests, or deserts.  The Dinosaur Man gains a +3 competence bonus to Knowledge (nature) and Wilderness Lore rolls.

7) Aggressive Nature – Dinosaur Men must learn to fight, and fight well in order to take down overwhelming foes.  Once per day the Dinosaur Man may choose to add a whopping +10 to one of his damage rolls simply by subtracting 3 from his to-hit bonus.  He also must go last in the round he chooses to use this ability in.  He must choose to enter his aggressive state before rolling to-hit.

8) Lord of the Jungle – [Prerequisite: The Dinosaur man must have lived in a jungle for at least 1 month in game (3 months out of game)]  Dinosaur men living in jungles are often mistaken for apes, due to their skill at climbing and leaping from branch to branch.  The Dinosaur Man gains a +4 competence bonus to Climb and Tumble rolls.

