Some notes: 
This Profession is made by AciD_Heartfire_ (guildwars Ogameing forum nickname) 

Contact me on Harry@gijselhart.nl or trough forums

The Kaharu is a lizard-men like character, who origin from the swamps in the far south. I chose for this character since guildwars lacks those fantasy like professions (all are human so far (). The name Kaharu has no meaning, I made it up, and found it something that suits a lizard like profession. If it does have some sort of meaning I am unaware of (.

Some skill explanation, the three dots you might see sometimes between times / damage etc, indicate the “power” of the skill with the linked attribute points 0 until 12, for 12+ it will increase beyond that off course (my English is not 100% but I think you get the point here ()

If any skill requires further explanation I added a “Note:” to it

Explanation: with swamp I mean those green like pools, which when you walk trough them you receive that green damage (don’t know how its all called (, and I’m not sure if it fits the description “poison”)

More explanation…... lol (;

As you might have noticed this character uses the spear as primary weapon, I figured this weapon class might be introduced in some further expansion (with this profession with it I hope ()
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Here is my attempt to draw / sketch the character, with some armor parts & a spear; like I said it’s a lizard-men, with tail ( (I’m no good at drawing, I know):
Kaharu:

These lizard men are specialized in surviving in the wilds. Their excellent reflexes and slightly magical ability’s have helped them in battles for centuries.
-----------------

Attributes:

Instinct (primary only): Improves the effectiveness of Instinct skills. Also slightly related to the increase of the Kaharu’s attack speed.
Nature magic: Improves the effectiveness of Nature magic skills
Spear Mastery: Improves the ability to use a spear and increases the effectiveness of Spear mastery skills
Agility: Improves the effectiveness of Agility skills
-----------------

Starting skills:
Spit fire

(primary only)
Retaliate: 

(primary only)
Regeneration 

(primary & secondary)
Sharpen 

(primary only)
Berserk  

(primary & secondary)
-----------------

Instinct (primary only):

Foresight:

For the next 6...18 seconds, you will have 33% change of evading any physical attacks.
Mana cost: 5...10  

Cooldown Time: 30 second(s)

Casting Time: 1 second(s)

Skill type: Enchantment
Tough skin

While you maintain this enchantment, any physical damage you take will deal 1...8 less damage to you

Mana cost: 10 and 1 regeneration arrow 

Cooldown Time: 0 second(s)

Casting Time: 3 second(s)

Skill type: Enchantment
Claw fury:

Deal 5...20 damage to target touched foe, this foe will suffer from a deep wound

Mana cost: 5  

Cooldown Time: 15 second(s)

Casting Time: 0 second(s)

Skill type: Instinct
Poisonous bite

Deal 5...15 damage to target touched foe, this foe will become poisoned
Mana cost: 5 

Cooldown Time: 25 second(s)

Casting Time: 0 second(s)
Skill type: Instinct

Spit fire

Spit fire towards target foe, dealing 10…43 fire damage if it hits

Mana cost: 0  

Cooldown Time: 25 second(s)

Casting Time: 2 second(s)

Skill type: Instinct
Natural resistance

Cleanse yourself from poison
Mana cost: 0  

Cooldown Time: 10 second(s)

Casting Time: 2 second(s)

Skill type: spell
Sense danger 

For the next 20...50 seconds, your maximum health is increased by 15...50

Mana cost: 5  

Cooldown Time: 40 second(s)

Casting Time: 1 second(s)

Skill type: spell
Death gives Strength (elite)

While you maintain this enchantment, you will deal 40% more damage in melee when your health is below 33%

Mana cost: 10 and 1 regeneration arrow 

Cooldown Time: 0 second(s)

Casting Time: 3 second(s)

Skill type: Enchantment
Call for aid

For the next 5...15 seconds, nearby allies move 33% faster

Mana cost: 5 

Cooldown Time: 20 second(s)

Casting Time: 0 second(s)
Skill type: Enchantment
Retaliate:

For 12…21 seconds, when you get struck by a melee attack, the attacker gains 5…20 physical damage 

Mana cost: 10
Cooldown Time: 20 second(s)

Casting Time: 1 second(s)
Skill type: Instinct
Reflexes (elite)
While you maintain this enchantment, you will have 5% change of evading any melee attacks against you
Mana cost: 10 and 1 regeneration arrow
Cooldown Time: 0 second(s)

Casting Time: 2 second(s)
Skill type: Enchantment
Eye scratch

Target touched foe becomes blinded
Mana cost: 10
Cooldown Time: 45 second(s)

Casting Time: 1 second(s)
Skill type: Instinct
Claws of Thunder
Deal 15...69 Lightning damage to target touched foe

Mana cost: 5 

Cooldown Time: 5 second(s)

Casting Time: 1 second(s)
Skill type: Spell
Faith

For the next 10…35 seconds, when your health is below 50%, you will deal an extra 8…20 holy damage in melee
Mana cost: 10 

Cooldown Time: 45 second(s)

Casting Time: 1 second(s)
Skill type: Enchantment
Key to survival

For the next 6…15 seconds, if you receive a melee / bow attack that would be fatal, you have 75% change of evading that attack
Mana cost: 5 

Cooldown Time: 20 second(s)

Casting Time: 0 second(s)
Skill type: Instinct
Dragon scales
For the next 12…21 seconds, whenever you get struck by a melee attack, the enemy receives  10…18 fire damage

Mana cost: 5 

Cooldown Time: 30 second(s)

Casting Time: 1 second(s)
Skill type: Enchantment
-----------------

Nature magic

Regeneration:

For the next 10 seconds, you regenerate 5…12 health each second, the conditions “Bleeding” and “Deep wound” will be removed

Mana cost: 10
Cooldown Time: 15 second(s)

Casting Time: 2 second(s)
Skill type: spell
Spiritual preparation
For the next 20...50 seconds, your maximum mana is increased by 5…15

Mana cost: 5 

Cooldown Time: 60 second(s)

Casting Time: 3 second(s)

Skill type: spell
Stone skin
For the next 5…12 seconds, you will have +10…+25 armor rating 

Mana cost: 5  

Cooldown Time: 30 second(s)

Casting Time: 1 second(s)

Skill type: Nature magic
Fire breath 
Breathe fire towards target foe, dealing  25…97 fire damage if it hits, you have 20% change to set target enemy on fire with Nature magic 8 or more
Mana cost: 10…15  

Cooldown Time: 5 second(s)

Casting Time: 2 second(s)

Skill type: Nature magic
Healing herbs
Heal yourself for 15…40 health, for the next 30 seconds you recover from conditions twice as fast as normal.

Mana cost: 10

Cooldown Time: 40 second(s)

Casting Time: 2 second(s)

Skill type: Nature magic
Third eye
For the next 10…15 seconds, you can’t get knocked down

Mana cost: 5
Cooldown time: 45 second(s)

Casting time: 1 second(s)

Skill type: Enchantment
“I feel your pain” 
For the next 8…20 seconds, whenever target other ally receives damage, half the damage is redirected to you

Mana cost: 15
Cooldown time: 65 second(s)

Casting time: 1 second(s)

Skill type: Enchantment
Resistance to fire

The next time you would take fire damage, you gain that amount of health instead, maximum of 15…30
Mana cost: 5

Cooldown time: 5 second(s)

Casting time: 1 second(s)

Skill type: Spell
Resistance to poison

For the next 10…20 seconds, you can’t be poisoned. If you are poisoned already, the damage received from the poison is reduced by 33%
Mana cost: 5

Cooldown time: 30 second(s)

Casting time: 1 second(s)

Skill type: Spell
Enchant lightning

Your next attack will deal lightning damage instead of physical damage

Mana cost: 5

Cooldown time: 5 second(s)

Casting time: 0 second(s)

Skill type: Spell
Burning hands

Deal 18...79 fire damage to target touched foe

Mana cost: 10

Cooldown time: 10 second(s)

Casting time: 1 second(s)

Skill type: Spell
Eye contact 
The next time target touched enemy uses a skill, that skill takes an additional 30 seconds to recharge 
Mana cost: 10
Cooldown time: 15 second(s)

Casting time: 0 second(s)

Skill type: Nature magic
Swamp pool (elite)

Summon a small swamp pool for 4…15 seconds at target enemy, dangerous for both friend & foe

Mana cost: 15
Cooldown time: 40 second(s)

Casting time: 3 second(s)

Skill type: Nature magic
Summon ancestor (elite)
Summon a powerful ancestor to fight by your side for 20…60 seconds

Mana cost: 20
Cooldown time: 100 second(s)

Casting time: 4 second(s)

Skill type: Nature magic
(extra explanation: summons some sort of ancient ghost-like Kaharu warrior (with spear), who fights by your side, it will perish if you die, it cant get healed, and it doesn’t get effected  by any “I feel your pain” like spells.  must have ok stats throughout the game (if attribute points are spended in nature magic offcourse). it can use the skills: Claws of Thunder, pierce, swift attack. For example he gains “claws of thunder” at a nature magic of 4, “pierce” at a nature magic of  7, “swift attack” at a nature magic of 10)

Mind control
For the next 7…12 seconds, target enemy has 33% chance of missing a melee / bow attack. Target enemy’s spells cost an additional 5 mana during mind control
Mana cost: 10
Cooldown time: 20 second(s)

Casting time: 2 second(s)

Skill type: Hex
Spiritual shield

For the next 12…30 seconds, 33% of the physical damage taken is redirected to your energy instead, Spiritual shield ends if your energy reaches 0
Mana cost: 10
Cooldown time: 40 second(s)

Casting time: 2 second(s)

Skill type: Enchantment
Last wish

If you die in the next 10…20 seconds, your entire party gets healed for 30…70 health

Mana cost: 10
Cooldown time: 15 second(s)

Casting time: 1 second(s)

Skill type: Enchantment
Passion

For the next 18…30 seconds you have +1…+2 nature magic
Mana cost: 10
Cooldown time: 70 second(s)

Casting time: 2 second(s)

Skill type: Enchantment
-----------------

Spear Mastery

Penetrating thrust

This spear attack ignores armor 

Cost: 4 attacks to charge up
Cooldown time: 0 second(s)

Casting time: 0 second(s)

Skill type: Attack skill
Finishing blow

If this attack kills the enemy, your next attack will deal 15…35 more damage

Mana cost: 5

Cooldown time: 0 second(s)

Casting time: 0 second(s)

Skill type: Attack skill
Sharpen
If this spear attack hits it will deal for 2…16 more damage

Cost: 2 attacks to charge up
Cooldown time: 0 second(s)

Casting time: 0 second(s)

Skill type: Attack skill
Whirlwind 
Attack all nearby opponents for 50%...75% of your normal damage
Mana cost: 10

Cooldown time: 15 second(s)

Casting time: 0 second(s)

Skill type: Attack skill
Precision

This attack has 50% more change of being a critical hit

Mana cost: 5

Cooldown time: 10 second(s)

Casting time: 1 second(s)

 Skill type: Attack skill
Ancestor’s strength 

This attack deals double damage if it hits

Mana cost: 10
Cooldown time: 15 second(s)

Casting time: 0 second(s)

Skill type: Attack skill
Controlled stab

If this spear attack hits, it will cause the enemy to become affected by weakness

Mana cost: 10

Cooldown time: 20 second(s)

Casting time: 0 second(s)

Skill type: Attack skill
Jab

If this attack hits an enemy suffering from a deep wound, this attack deals 3…15 more damage and the enemy starts bleeding

Mana cost: 10

Cooldown time: 20 second(s)

Casting time: 0 second(s)

Skill type: Attack skill
Poison spear

If this spear attack hits, the opponent will be poisoned

Mana cost: 10

Cooldown time: 20 second(s)

Casting time: 0 second(s)

Skill type: Attack skill
Impale

If this spear attack hits, the opponent will start to bleed

cost: 3 attacks to charge up
Cooldown time: 0 second(s)

Casting time: 0 second(s)
Skill type: Attack skill
Fend
for the next 8…18 seconds, you have 75% chance to block incoming melee attacks, Fend ends if you use a skill
Mana cost: 10

Cooldown time: 30 second(s)

Casting time: 1 second(s)

Skill type: spear stance
Pierce
If this spear attack hits, it will cause the enemy to become crippled

Mana cost: 5

Cooldown time: 15 second(s)

Casting time: 1 second(s)

Skill type: Attack skill
Power thrust (elite)

If this spear attack hits, it deals 15…60 more damage, this attack causes exhaustion 

cost: 5 attacks to charge up

Cooldown time: 35 second(s)

Casting time: 0 second(s)

Skill type: Attack skill
Guided spear

If this spear attack hits, you will deal 2…10 more damage, this attack cannot be “blocked” or “evaded”
cost: 3 attacks to charge up

Cooldown time: 10 second(s)

Casting time: 0 second(s)

Skill type: Attack skill
Beast
While you maintain this enchantment, you will deal 20% more damage in combat, but all attacks against you will be critical hits
Mana cost: 5 and 1 regeneration arrow
Cooldown time: 0 second(s)

Casting time: 1 second(s)

Skill type: Enchantment 
Flesh ripper (elite)

If this spear attack hits, your opponent will suffer from a deep wound and begins to bleed, and you will deal for an additional 10…22 damage

cost: 4 attacks to charge up
Cooldown time: 15 second(s)

Casting time: 0 second(s)

Skill type: Attack skill
Distance stab

Attack an enemy with a spear from a small distance, dealing 20% less damage

Mana cost: 5 

Cooldown time: 0 second(s)

Casting time: 0 second(s)

Skill type: Attack skill
-----------------

Agility
“you cant flee”

For the next 10…20 seconds, you move 40% faster then normal
Mana cost: 5

Cooldown time: 15 second(s)

Casting time: 0 second(s)

Skill type: Stance
Berserk 
For the next 6…14 seconds, you attack 50% faster then normal, but your attacks deal 20% less damage
cost: 5 attacks to charge up

Cooldown time: 35 second(s)

Casting time: 1 second(s)

Skill type: Enchantment 
Swiftness
For the next 6…20 seconds you have 50% change to “parry” melee attack against you

Mana cost: 10

Cooldown time: 30 second(s)

Casting time: 0 second(s)

Skill type: Stance
Swift attack (elite)

Attack target foe swiftly 3…6 times in a row

cost: 5 attacks to charge up

Cooldown time: 25 second(s)

Casting time: 0 second(s)

Skill type: Attack skill
(note: the x number of attacks in a row are done automatically, and faster then the normal attack speed, the attacks are done on one enemy, if the enemy died during this skill, the fast attacks will be ceased, so you wont “attack the air” or such ()
Dragon’s eye

For the next 5…20 seconds, your melee attack rate is increased

Mana cost: 5

Cooldown time: 25 second(s)

Casting time: 0 second(s)

Skill type: Stance
Drain energy
For 4…8 seconds, each successful melee attack steals some energy from target foe
Mana cost: 5
Cooldown time: 30 second(s)

Casting time: 1 second(s)

Skill type: Enchantment
Concentration:
For the next 8…20 seconds your attacks cannot be “parried” or “evaded”

Mana cost: 5
Cooldown time: 40 second(s)

Casting time: 1 second(s)

Skill type: Stance
Stand ground
Cast “Stand ground” at your current location, for the next 8…25 second, all ally’s in this area will have 33% chance of evading melee attacks 

Mana cost: 10
Cooldown time: 40 second(s)

Casting time: 1 second(s)

Skill type: Shout 
6th sense 

For the next 6…20 seconds, you have 50% chance of evading any spells cast against you

Mana cost: 10
Cooldown time: 40 second(s)

Casting time: 1 second(s)

Skill type: Enchantment
(note: only spells, not hexes and such)

Burst of strength

For the next 4…15 seconds your attacks will have 33% armor penetration

Mana cost: 10
Cooldown time: 30 second(s)

Casting time: 1 second(s)

Skill type: Attack skill
Burst of energy

For the next 25…90 seconds, your skills recharge twice as fast

Mana cost: 5
Cooldown time: 10 second(s)

Casting time: 3 second(s)

Skill type: Enchantment
Meditate

For the next 10…25 seconds, your mana regeneration rate triples, Meditate ends if you move or if you use a skill, when meditation ends you lose 80…60 health
Mana cost: 0
Cooldown time: 0 second(s)

Casting time: 1 second(s)

Skill type: Enchantment
-----------------

Other skills

Swamp survival
For the next 15 seconds, you can move trough swamps without getting damaged
Mana cost: 5
Cooldown time: 25 second(s)

Casting time: 1 second(s)

Skill type: Enchantment
Sharp eye

While using a bow, this attack has 100% chance of hitting and deals 5 extra damage, this attack cannot be “evaded”

Mana cost: 5
Cooldown time: 10 second(s)

Casting time: 1 second(s)

Skill type: Attack skill
“See the weakness”

For the next 7 seconds You will have 20% chance of dealing double damage with melee / bow weapons

Mana cost: 10
Cooldown time: 15 second(s)

Casting time: 0 second(s)

Skill type: Enchantment
Southern breeze
Slows the attack speed of foes in target area by 33% for 15 seconds
Mana cost: 10
Cooldown time: 35 second(s)

Casting time: 2 second(s)

Skill type: spell
Cleanse your soul

Remove all hexes and enchantments on you

Mana cost: 10 
Cooldown time: 10 second(s)

Casting time: 1 second(s)

Skill type: Spell
Mortal fear

For the next 30 seconds, when your health is below 33%, you move 50% faster then normal

Mana cost: 5
Cooldown time: 0 second(s)

Casting time: 0 second(s)

Skill type: Enchantment
Mortal danger

For the next 15 seconds, when your health is below 33%, your attacks will deal an additional 20% damage

Mana cost: 5
Cooldown time: 25 second(s)

Casting time: 0 second(s)

Skill type: Enchantment
Skull collector (elite)

While you maintain this enchantment you deal an extra 5 damage in melee for each dead enemy in your area

Mana cost: 5 and 1 regeneration arrow
Cooldown time: 0 second(s)

Casting time: 3 second(s)

Skill type: Enchantment
Soul enlightenment  

You are healed for 50 health

Mana cost: 5 
Cooldown time: 10 second(s)

Casting time: 1 second(s)

Skill type: Spell
