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Introduction

When you play 4 character in a Dungersds Ar De s
game, it=all about the choices you miles. Byery ficet of your
chiraceer that makes him or her unique is the producr of &
conscious decision on your parn

Player's Handboak 1 is all about expanding your chuices—
sometimes mways you mightexpect (new classes, new (Bars)
tnd other imes in wavs you might ind sorprising, suchasa
set of rules for re-engineertng your character (about which
e hive more to say below),

Chaprter 1: New Classes expands the roster of standard
classes by four, with the addrmon of the beguiler, the drapun
shaman, the duskblade, and the knight. Any of these classes
wotld be ¢ fine choice if you want to play @ charmerer thar
doesn't firany of the archetypes that are represented by the
other classe= we have published

Chapter 2: Alrernate Class Options revisits eighteen of
those nther classes—rthe eleven from ehe Plavee's Handbopl
aswell as seven others (such az the scour and the favorsd
soull that made thew debuts in supplements. We look a
these classes with a fresh set of eyes, providing for each one
an ilternate class fearure, three new starting paclages and
o discussion of character themes that ave appropriate for the
class in question. If you're intrigued by the idea of plaving
clerse who spontaneously casts domain spells instead of cure
spells, check ot page 37 for the particulues,

Player's Haradlbook 11 weould notbe o boole warthy of s pele i
e didn't present new fens pnd spells. Chapter 3: New Feats
eonrging more than 100 additions 1o the vast seleeion oflewny
in the D& D* game, and Chapter 4: New Spells presenis |
stimilar oumiber of new chaices for spelleasters of all sorts,

This book starts m blaze ies owm eailin Chaprer 52 Building
Your Identiry, which contains dozens of briel discussions
on by to add more depth and realism o vour character’s
background and personalivy, plus some advice on hew best
to fulfll yinar role s a player at the gaming rakle.

Chapter é: The Adventuring Group takes o step back
in perspective, focusing on the characters who collectively
ke wp a particolur kind of party. How did these would-
lie hieroes come together in the frse place, and what pare
does each one of them play in & well-rounded group af

adventurers? The chapeer also includes a Few new teamavorls
henefits, expanding on 7 concept that was intoduced in
Dingen Master's Guide 11

Characters are defined tot only by who they are as indl
vidtials and by the other PCs they travel with, bur also by the
telationships they form with likeminded mdividuals whose
herimage or interests compel them to fallow s common cause
Chapter 7: Affiliations describesa new kind of group thi
charaeters can belong to—rthey rise or fallin status within
their affilistions wecording 1o theit deeds amd their quallf-
cations, and the most motivated and suecessiul of them all
can even advance to o leadership position Tn addition o 4
number of fully fleshed-ourexample affiliations, this chaprer
provides puidelines for players and DMs who want 1w credre
affiliations that are unique totheir campaign.

Perhaps the most inrigting new concept in this hook is
presented in Chapter 8: Rebuilding Your Character. While
many DMs and players have created] house rules for handling
sirtgrons involving the reselection of feits, reallocarion ot slkdll
fanks. altering abilivy seores, and so Foreh, the D& grme has
never before had official ruleson rhe 1opic L'r]-rﬂ'in‘int_:yr_urr\'nn]'c
character. Sp whether vour dwael fghter just regrees o single
bad feat choice or wishes he were acrually o halfore bacharian
oran elfsorcerer, Chapter 8 Offers rules and advice thar covers
the subject of churacier rebuilding From stars 1o finish.

Finally, an extensive Appendix sets forth an efficient
method for quick generation of new player characiers ar
MPCs, which (among other things] streamlines the process of
selecting skills and feats The nexr time vou need o churacter
i1 & hurry—or even i vou don't—checl out this system

WHAT YOU NEED TO PLAY

Player's Handbook |1 makes use of the informarion in the thred
DréeDhcore rulebooks: Plavers Hapdbook [PH ), Dungeot Masler’s
Gt DMIGY, and Mopster Ml (MM Tt aléo ineludes marerial
thar expands upon some of the content of several supplements,
includi ng Complete Warrior € _'|Irr|J'I||'.|.' [fte, f:mn;‘ll‘!r Aftame,
Complele Adventurer 2 Miniahuves Hondhook, Although pos-
session ofany orall of these supplements will enhance your
enjoyment of this ook, they are not strictly necessaey for you
tov inake vse of the vast majority of this book

SWIFT AND IMMEDIATE ACTIONS

The Miniatures Handbook intraduced the concept of a new action
type: the swift action, Likewise, Expanded Psionics Hondbook in-
trodisced another new actian Lype: the immediate action. Some
aof the class features, feats, spells, and items (n Player's Hondbook
il use these concepts. A description of how they work follows.
Swift Action: & swift action cansumes a very smiall zmount af
timme, but represents a larger expenditure of effart and energy than
a free action. You can perform one swift action per turn withaut
iffecting your ability to perfarm other actions. |n that regard, 2 syt
action |s llke & free action. However, you can parform erly a single
swift'action per twirn, regardless of what other ackons you take
Casting a gquickened spell a swift action. Inaddition, casting any
spel| with 8 casting ime of 1 swift action {such as biade of blood

see page 103} is a swiff action, Casting a spell with 2 casting time
of 1 swift action does not proveke attacks of opportunity.

Immediate Action: Much |lke 2 swift action, an immediate
action sonsumes a very small amount of time, bul represents a
larger expenditure of effort and energy than a free action. Linlike
@ swift action, an immediate action can be performed at any
time—aven if it's not your furm

Using an immediate action on your turn is the sameas using a
swifl action, and counts as your swift action for that turm, You cannot
use anather immediate action or a swift action until after your next
turr 1Fyou have used an immediate action when it is nal currently
your turr {effectively, usingan immediate action before your turn is
equivalent to using your swift action for the coming turn), You also
cannol use an irmedfate action if you are currently flat-footed.



his chaprer introduces four few standdnd clisses
each designed o fll a specific nichein the gitne
Like any new classes, they provide plavers with
moreoptions whenit's time to mike chacters anil
provide DMs with new potential foes to pit agdins
the Pz,

Beguiler: The warmage (destribed in Gomplel Arraned 15
an arcihe spelleasterwho focuses ona tightly themed group
it spells, The begtiler rakes thar tdea and does for enehuni
ment and illusion spellssvhat the warmage did for evacation
With a dash of transmiration thrown ing the beguiler isthe
ultimate versattle spelleaster with g drick of solurion o
eiery ehcounter

Diagon Shaman: Dtawing an the ancient power of
dtagons, the dragon shaman provides powertul boosts o
every characerm the party, The defensive and augmentation
ihilities of this class allow 2 prowp witha dragen shaman o
gdyenrare withoor g clerio

uskblade: This class provides melee combar ahil|
tes and arcane spelleasting in equul measure Although
it her ways to achieve this mix of powers exisr, insluding
mulriclass charactersand prestipe classey, the duslhlade
pifers this combingrion from 1t levelpnd thepughoot all
Jevels of play

Knight: Skilled with grmur and shield, o kedght controls
the battlefield in'ways that mo fighier or paladin ever could
dind gnn ensure that foes center theis aracks on the knight

nel S

EATTE Y]

fither than of more vulnerable allies. No other melee-
otientéd cliss Was somuch delensive prowess or ability
(o influepes whit foes do in combat, aspects of the ganye
thiat are usually the provines of spelleasters. While an gble
melee combaranethe knight §8 ditterent inplayfrom all
previous melee combar classes because of his contral-

ANO ¥31dVYHD

arierited abilifes,

NEW STARTING PACKAGES
One of the femires of Players Hitndbook 1135 4 new trede-
menl for starting packages, expanding-on Lhe toncept
behind the stiriine packages previously presented in
tlye Plaver's Hundbodleard ot |'|ur]11|11l1::;.|ri|1r|5_ The netw
ilasses desceibed inthis chapter and the eiphiteen
Ollver classes diseussed in Chapter 2 have thiee start-
ing packoges for you to choose from; Bach package
hasanevocative title thar describes che character’s
role inthe purty{such as "Defendet” or ' Conteollers’)
to give vou anides of the concepr behimd It Some
deseriprionsappear move than once—for ézample,
bich the fightérand the rangerhave o starting pack-
sue e led “The Archer” Some ol these tirles micch
thiose In Table A3 Feat Progressions by Paety Role
lstrring on page 209), but such similirities do not
necessarily exrend 1o the (s recommended. A mee
is specified [or each packape, bur yowean ddjusethie
deraits o fif any race withour oo much rrouble

(i



Each package spevifesarace abillty scoves iwhich include
racial modilees), skills, feats, pear, and il appropriace, epells
gnd class fearures, The skills al] have mbximum ranks—4
tanksineach class skill gnd 2 ranks in each crass-class k!l
[ Cross-class skills are designatad by the lerers “oc”
parentheses are available only if youy character's key abiliny

spellsin

score for spelleasting 1s high enough 1o gram a bonus 1seleve]
spell {or, i the characer is o wizard, bher Helligence bons
is high enough 1o grant bonus spells {n her spellbook), The
class features section appears only for characters whao have
oprional class features available ar 15t level, such as clerics
idomains), druids ianhmal companions), and sorcerers and
wizards {familiars

You can use these sterting packagesin mmy wiyyou like, You
arewelcome toswap ane skill for anocher, one fedl for another
{ provided that your characrer meees thee prerequisiles), one
spell foranother orone piece of gear for anorther of roughly
equivalent valoe (within 5 gp), With o couple ol exceptions,
the starting pickages in this ook use only Information
available in the Player's Handbook. Thus, (0 you have access
wrather rulebooks, vou mighe wa nr o swap our o few fears
ot wedpons [or oprinns provided (n those publications, The
clazs fearures are likewise customizable

Most packages include the standard advenrurer’s kir—
backpack, belt pouch, bedroll, flintand steel, rwo saorods,
ren days worth of traf] rations, 50 feer of hempen rope, and
waterskin (Monks don't ger the sunmds because they have
too few ppoar 1se lewvel)

BEGUILER

Yo Jeraat e, Lnn s good i iee onepd vy Bl s e epen ook
sabd with # seraipht free by Anaseriy Nl
half-elf beguiler

Some hold reuth to be the greatest virtue, burir can do
more damuge than fiction. Everyone lives in 4 constant
state of deception. Whire lies, false smiles, and secrer
thoughre keep sociery tunting smoeothly, Honesty s a virebe
only up o o certrin pola. Begullers understand rhese idegs
better than anyone, and they use deceprion, misundersiand

MAKING A BEGUILER

Ac oy bepuiter, vou possess many useful ckills and spells.
I vour gdventuring group lacks 4 ropue, you make 4 preal
subariture forall but the rogue's melee combar strengths 1
the grauy lacks & wizard or other arcane caster, vou can also
fill that sole with your command of llusions 2nd enchan
renes, although you lack o wizard's areay of spells that deal
damige and you pessess less spelleasting versutility Your
maln stearegy should be 1o control enemies, bolster vour
4lles, and rake command of the battlefeld.

Abiliries: Beguilers have quick wits, deft hands, and
compelling personalities. You need 4 high Intellipence o
get the most from your spells and skills. A high Charisma
helps you he more convincing in your deceptions, while o
high Dexterity helps you with the sneaky tasks vop are likely
lo pursie. Don't neglect Constinition: although vou have the
samee Hit Die as o rogue, your Constitution score influences
your ability to cast defensively and thus how well you can
use your surprise casting class fearure.,

Races! Beguilers can be found among any race, but gnomes
arsl holf-elves sepmto most appreciate the beguilers flexible
philosophy about rrurh. Being tricksters and nguisitive by
nathre, pnomes gravitate tr the beguiler class due to the
interesting deeds it allows them to accomplish. HalFelves,
trapped s thev are between the worlds of elves and hiimans,
hnd that 4 bepuiler's ahilities help them becter exist in borh
Hummans, elves, and halflings also foster beguilers in fhei
prilulst, bur dwarves and half-ores sarely become members of
(het eliss. Dawarves tend teelislike dissembling, and half-ares
typically Lick the mental diseipline and likable personality
regirred 1o make g good beguiler

Alignment: The beguilers' outliok about truch is nedther
good nor evil, and beguilers of all alignments wall the world,
Wieverthieless, those wel| practiced in the arts of deceprion and
manipulation rarely purmuch swock tn others' lpws, and they
often displuy 2 selFeemered artitude. Lawful good beguilers
are like lawful guml nedromincers—uare and |l.:‘|r1.'[gn eveém
for et e fellows.

Starting Gold: ed4= 10 gp (150 gp)

Starting Age: As wizard [FH 109

ing, and secrers as skillfully s« 4 saldier emplovs weapons CLASS FEATURES

of war.

Beguilers see lving and manipulition as toals, Just as
hammer can beused 1o build a house or crack a skull, deceit
and the ability o control others can be used for good or i1l
A le whispered {n the right ear con ruin lives, bur a dichon
est amile and honeved words can open doors, turn foes inm
friends. und even end wars. Beguilers have reputarions as
rikes, thieves, spies, and pupper masters, hurthey cun alse
be diplomats, peacemakers, or heroie leaders who pive hope
indesperate slirumions

If you delight in manipulating others, either o ther
disadvantage or for their own pood, then the bepuller isthe
clss for you, Mote than any erher kind of charmoner, vourely
on Charistna-bgsed skills vo change the reactions of others,
while vour other class abilities enable you 1o carch prhers off
guard wirh devastaring spell-based artacks

Yout .]'n.-||-.|r.d ;l". ||-;| I'I"|.£iu- SO WA |'||.‘_\.u[|¢;|.] b k'hpilln.]_gk‘ i | r||1
Hungeon delving: Inaddition to beingable to And and disarm
TIPS your group might encounter, you can charm and con-
found poards; curning whar could be dangerous encoumters
into simple steps toward your goal. Ly combar, you can use
your spells to trick ond outmaneuver foes

Wedpon and Armor Proficiency: Beguilers are proficisn
with all simple weapons plus the hand criosshow, rapier.
sharrtbow, and shor sword. Beguilers are proficient wirh Light
grmeer, bul nor with shields

Spells: A beguiler casts arcanc spells, which are drawn
(rom the beguiler spell st on page 11 When you gain
access 1o new level of spells, you auromarically know ull
the spells for that level on the beguiler's spell list. You can
Cast any -|1:~|| viord lenow witliou preparing it ahead of rime
Essentinlly, vour spell list i5 the same as vout spells known



Tance 1=1: THE BEGUILER

Hit Dig: d&

Base
Attack Fort Ref Will
Level Bonus Save Save Save Special
st =0 +#0  #0° +2  Armored mage, trapfinding
Znd 1 +0 +0 +3 Cloaked casting (+1 DC), surprise casting
Ied  +] +| o+l #3  Advanced learning
4th <2 +1 +] +4  —
5th 47 +1 +1 +4  Silent Spell
Bth 43 #2. 42 +5  Surprise casting (move @ction]
ith #2  +2 +5 Advanced learning
Sth 44 #2  +2 +6 Cloaked casting (+2 to avercome SR)
gth  +4 B 4 8 —
10th =5 +3 +3 47 5till Spell
1th =5 +3 43  +¥ Advanced learning

[¢th 4641 +4 44 8 —

13th +6+1 +H +4 45 —

T4th  =7/+2 +4 +4 +9 Cloaked casting (+2 OC)
15th  +7/+2 45  +5 9 Advanced leaming

16th 843 +5 44 +10 —

B2 | HESARN U e el —

[8th  +89f+4 +6 +6 +1
19th  +9)+4  +6 +6 +11

Advanced learning
0th  +18/+5 +6 +6 12

Claaked casting (overcomes SR)

— Spells per Day —
Ist 2nd 3rd 4th 5th 6th 7th B8th 9th
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Class Skills {6 + |nt modifier per level, x4 at 1st level): Appraise Balance, Bluff, Climb, Concentration, Decipher Script,
Diplamacy, Disable Device, Dispuise, Escape Artist, Forgery, Gather Informatian, Hide, |ump, Knowledge (arcana),
Knowledge {local), Listen, Move Silently, Open Lock, Profession, Search, Sense Motive, Sleight of Hand, Speak Language

Spelleraft, Spot, Swim, Tumble, Use Magic Device.

lizt. You also have the oprion of adding to yourexisting spell
list through your advanced learning class feature (see below)
s yiou increase in level

To cast o beguiler spell, vou musr have an Intelligence
score of 10+ the spells level (In) 10 for 0-level spells, Tnr 11
for Lst-level spells, and so forth), The Ditheulry Class for 4
saving throw againsta beguiler's spell is 10+ the spell's level +
the beguiler's Int modifier, Like orhet spelleasters, a beguiler
can cast only a certain number of spells of each spell level
per day, The base daily spell allotment is given on Table 1-1,
In addition, you receive bonus spells fora high Tnielligence
scpre (PH &)

A beguiler need not prepare spells in advance You can
cast any spell you know arany time assuming you have nat
viet used up your spells per day for that spell level.

Armored Mage (Exk: Normally, armor of any typs
interféres with an arcane spelleaster's gestures, which
can cause your spells 1o fail if those spells have nsomatic
component. & beguiler's Hmited focus and specialized
rratning, however, allow you to aveid any chance ol arcane
spell frilure as long as you restrice yourself to light armaor
This tratning does not extend w any other form of srmaor
nor does this ability apply to spells gained From pther spell-
casting classes

Trapfinding: Beguilers van use the Search skill o locare
traps when the rask has a Difficulty Class higher than 20
Finding a nonmagical trap bas a OC of at least 20, or higher
if'itiswell hidden, Finding o magic trap his a DC of 25+ the
level ul the spell used ro create it

Beguilers can use the Disable Device skill to disdrm magic
traps. A magic trap typically hasa DC of 25 + the level of the
spell ueed to create it

A beguiler who beats atrap's DC by 10 or more with a Dis-
pble Device check can study a trap, hgure our how ir works,
and bypass it (with his allies) without disarming it

Cloaked Casting (Ex): Starting ar 2nd level, 2 beguiler's
spells become more effective when cast against an unwary
foe, You gaina+1 bonus ra the spells save DC when vou cast
a spell thar targers any foe who would be denied 4 Dexterity
bonus ro AL {wherher the rarget acrually has 4 Desterity
bonus or not),

Argrh level, you gaina « 2 bonusan rolls nade o overcome
the spell resistance of any affected targer

A 14eh level, the bonus o vour spell's save DC increases
b 42

At 20th level, vou become able to automarically overcome
the spell msistance of any afferted rarger,

Surprise Casting (Ex); Starting at 2nd level, when you
successfully use the Bluff skill to feint in combar, your
target is denied it Dexterity boous (if it has oned to AC for
the next melew arrack you mike against it o the next spell
you cast You must remain in melee with the targes and the
artack must bemade ar the spell east on or before yournext
turn. The target is notconsidered flar-foored and therefore
can make ateacks of opportunity sgainst you if vou do nol
cast defensively,

A1 ath level, vou gain the abiliry 1o fetar in combar as o move
action instead ol standard action 1fyou have the Improved
Feint fear, you'van now teint incombat a5 0 swibt action

Advanced Learning (Ex); Al 3rd level, you can add a
new spell ro your list, representing the result of personal
study and experimentation, The spell must be 1 sorcerer/
wizatd spell of the enchantment or illusion school and of
i level no higher than that of the highest-level spell vou
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ilready know, Once a new spell is selected, it is forever added
ti your spell lseand can be cast juse like any other spell on
your lise

You gain another new spell a1 7ch, (1th, 15t
level,

Silent Spell: At 5th level, you pain Silen) Spell az o
bonus fear.

Still Spell: Ar 10ch level, vou gain Still Spell as o banus
feat,

PLAYING A BEGUILER

Truth lies in the eye of the beholder, Manipulation ol
vETyone

anil 19tk

trirth—and others' vislons of it—is a part of lif,

does it you justdo it berter than everyone else. 1 vou nudg
someone ino doing "\‘.(2‘1|‘||"|J1.l."._?_' be otherwise wouldn's have
done, that person srill did the actugl deed, and some par
of him muost have winted it dene, You rrick fools, charm
EEOCENTTics influence schemers, and contral the weak
willed, In o way, you'te doing them a favor, 1 they're clever
enough to figure out they've been manipulated, they'll
be better prepared to defend themselves against the later
manipulations of those whomean them harm. IFthey don's
fgute it our, they'llget pricked again, but that's no coneermn
ol vours. Lifeis a pame thatvou win by comming b an
vop, and the besoway o do thatis w cotvinee others o
give vou a boost

You might adventure because vou desite excitement
Smneane with your smarts gets bored with mundane
prirsiits, Alternatively, you might have set off on

a life of adventure after some trick or manipula.

tion gone wrong. You have o keep moving, and o
adventuring offers you a regular change of scen W
erv Lo any case, a life of adventure allows you e
to see new things, meet interesting people,
and garner 4 name for yourself, OF course, i

it mighr not be your real name, bur fame <
15 fame

You tlveays look w expand your kihow|-
edpe and increase vour poower, You ace
I:[L’:'V{'" I'i:l".l.‘l‘]:L!_I-"l [{u] L.|-|| FA |h|.'||,'l"'\. i||'|'|':'|'|'h Imore
o learn. Although vou tend o be self
reliant you undersiand the vielue of
friendshipand allies in vouy
pursoits. Truth might be
mutahle, but friends
vitlue honesty and
(riist, 5o you mike
sure not O enlan ’.
gleyourallies in
vour webs of lies
and tricksry

Reiligion
Bepyilers lavor deities
swho shive their unfer
tered outook and who
would seem o appreciare
theirschemes and strategies. Most

e

R

leguilers look to Olidammara for obvious reasons, bur others
prefer Fhatlanghn since he shares their love of new begin-
ntngs and travel Gnome beguilers latgely put their faith
in Garl Clittergold, and some nonghome beguilers follow
siir. Many also follow Boccob, the Lovd of All Magics cares
lirtle to what use beguilers pur their spells, and beguilers
preler it that way. Evil beguilers often join Vecna's fold—he
Master al All char Is Secret and Hidden welcomes beguilers,
manipilating them toward ever greater aces of villainy even
a= they eake advantage of their yictims.

Othet Classes

Few know of characrers snch as yourself because many
beguilers precend to he something other than what they are,
tid yiou can easily pass as a rogue, bard, wizard, or sorcerer,
Those whe learn of the class often have 1 poor impression
of heguilers unless they call one g friend. Wizards consider
chamerers such as vou 10 be undisciplined and linsited in their
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magic. Knights, paladins, and monkstightly think ol vou as
untrustworthy, Rangers, drugon shamans, bachariahs, and
druids rarely have patience for your prevarications and your
enjoyvmentof civilized sociery, Rogues, duskblades, sorcer
ers; and fighters tend to be more practical: 1 yourabillties
make their jobs easier, then yvou nd 2 welcome recéprion
Bards olten find the life led by beguilers fascinating and are
inrrigued by a beguiler’s exploits.

Lombat

You're dt your bestwhet vou can carch fos wnawire, Llse
your spells to hide and disguise voursell and vour allies
so that vou can employ sueprise clics. IF you get into
melee, use the Bluff skill to lgint incombat and thus g
the drop on your enemy with cloaked casting orsurprise
casting. Control the tereain with spells such as grease and
fog dowd. Control foes with charm person snd dopunaic
pronsfer spells

Advancement
Remaining a beguiler typically presents the lesr coupse ol
gdvancement, The ropue class might seem [ke o mntuenl
choice for mulelelassing, burvou don't gain much from aling
levels in it Althouph it givee you the snegk srack obility, it
detracts from vour spelleasting prowess,

Yo should assign skill paines according o vour role in vous
sdvenruring group. 1F the group already has a rogue who is
good ot inding traps and sneaking about, boost vour ranks
iy soeial skills such as Diplomacy and Gather Inlormation
Remember that vou can use spells such as rmeisibility and
silinpee for seealth, and spells such as lnock and spader climb 1o
do things for which rogues must use skills, High bonoses (1
Bluff and Concentoation dre s must ifyou're gring i use thi
surrprise casting ability,

Yoo have many good options Tor fears, but be sure to pake
Combat Casting, Combat Expertise, and Tmproved Feine
to get the most From surprise casting and clopled casring
Complele Adventurer offers Mobile Spelleasting, a leat tha
allowws you o casta spell and move as a2 single standard
ation, Combining thiswith the benehrs provided o viou by
improved Feinn snd the Tumble skill, you eould move tnim
mieley, feint, und ¢ast 4 spell thit gers the benelin of clogked
csting o surprise casting. You showld also consider taking
the Baitle Coster feat from Complete Arcape, which allows a
beguiler to wesr medinm armor withour spell failure. Come
hintng i with the Armor Proficiency (medium) feat gives
i minch greaer protection. 1 you're interested in having
u ot of feeats, it might be worthwhile ta ake a level of hghrer,
since the 15t level of the highrer class gives vou proficiency
pwith all rypes of grmor and o bonues fear you could use lop
Combar Expertise or ITmproverd Feing

STARTING PACKAGES
Package 1: The Cantroller
Hupman Beguiler
Alelity Seprver: St 8, Dex 14, Con 12, Tr 15, Wis 1, Cha 13,
Shkills: Blufl, Concenmation, Disable Device, Hide, M
Stlently, Open Lock, Search, Sense Motive. Spot,

Livgtinges: Common, Goblin, Orc

Fent: Improved Initiative, Spell Focus (enchantment),

Weapons: Shorr swond (1d6/19-20),

Armor: Chainshipt 44 AC)

Dther Gear: Standord adventurers kit, spell componeny
pouch, thisves roals, 20 Ep

Package 2: The Investigator
Half-Elf Beguunley

Ability Sruypse St #, Pex 4, Con 40, Int 15, Wis 12, Cha 13,

skilte: BlulT, Garher Inlormation, Hide, Move Silently, O pet
Lock, Search, Sense Motive, Spot

Languages: Common, Dwarven, Elven, Goblin

Fint: Spell Focus (enchantment)

Weapone Rapier (1da/18-20), shorthow with 20 arrows
Idefed, a1

Arior Srudded learher (43 ACH,

Other Ger: Standurd adventurer’s kir, spell component
pouch, thieves' ioals, 23 gp.

Package 3: The Trickster
Grome Reguiley

Abalily Seowes: St 10, Dex (4, Con 12 Ing 15, Wiss, Cha 13

Skills: Bluft, Disguise, Escape Avtist, Hide, Move 5ilenthy,
Search, Spot, Use Mogic Device

Languagss: Commaon, Giant, Gnome, Gohlin,

Feal: Spell Foeus (llusion),

Weapans: Morningstar (1de), light crosshow with 20 bolts
[fedad=3, 6001,

Armor Scale mail [+4 AC), heavy stee] shield (<2 AC)

Other Gear: Standacd sdvienmurer’s kin spell componem
pouch, thieves' wools, 40 gp,

BEGUILERS IN THE WORLD

Teast wndd B0 gt iy hands on hen Rooone makes o foal o)
Ot Tronlytr!
—Waramus Tumbior, being made a fool of by o beguiler

The beguilerclass gives players a chance to play the arche-
ivpal trickster, The class provides the skill ser of @ ropue
andu selection ofareane spells withow) the complicinions of
bulancing multiple classes. Beguilersalso make prear villains

By manipulating NPCs and sitwarions the PCs encounter

an gvil beguiler can operate behind the scenes and trick the
advenrurers 1o his own ends.

Daily Life

Thie way o begdler behaves depends on his or her individual
sense of movality. Some think nothing of adopting false
idenrities or impersonuring others us o macter of courge
They tely on their spells and their charm o get others
give them whar they wane Othey begullers Aind themselves
driven 1o use their powers of persuasion o help people
They see the daily troubles of others and can't help getring
invalved In solving arguments, matchmaking, and ending
feuds. Regardless uf outlaak, a beguiler in o civilized area
rarely gets bored There's always something (o meddle in or
some grand scheme 1o enace




Beguilers can become great leaders. With their sharp
mindsand great chigrisma, beguilers would be narural leaders
were it hwt for their inconsgancy. Beguilers regulaely devise
brilliant plans for espionage ot reickery—plans that wsaally
require them 1o playa major role—bur their nonereal penchian
for improvisation and secrecy often means that such plans
possess inpredictable elemenis or key parts hidden from all
other participanis 104 begollerearns the rrust ol companions
theyvalue her leadership, Lackimgrlagt truse, o begullserarely

leads [or long

Matables

Beguilers olten gain notoriery lor their deeds, althougly
usdally under a false identiey. They earn lame, ruther thun
nfamy, when they use their ahilities to serye 4 preater good
Anasiria Nailo did sowhen she ricked on entire orc gomy
info g box cinvon where It conld be ambushed, and again
when she charmed 2 leader of # city and learnéd thar he

hadl already been charmed by 0 mind Nayver. Since she was
pretending tbe g fmous ol bard at the vime, Arastira sin
still matrtain u kyw profile despite her Bimous deeds, which
ig just the way she likes it

Urganizations

Beguilers don't organize mgether, but thev obien join oihel
organizations, especially thieves puilds grl secrer politicsl
EIOUps. A bepubler joi BT 20 GEEA Lo probably has o
specific goal in mind snd rakes a position tha bestallows her
wattain it A long-term commirment (o such g gronp rarely
J]:I|.'I1."]]‘- o 4 beguiler. hut JF the organizprion champions g
lase 1o the beguiler's hedrt, iF can count o her ver
best ettorts

MNP
Few commuon dolk understand bepuilers 1o he differsm
from sarceters or wizards who liavie some rogue oesining,

r-:::‘.:l Lacdin

and many more mistake them for bards, Baguilers lunthet
confuse the fssue by regulatly siloping Nilse |dentities
and hiding their varied abilides. Thus, the teaction a
Begutler gors [rom those she meets depends on what she s
pretending to be at the time. Individuals who know abeut
[J'.II.' |."-:“'P'lj. |r:‘ s

lass and the outlogk common o is-members

greet |1r_1_-u ses with pn atiude one S1ep mu hipstilethan

normal Paladins and i-||ij_-_l|1|- ifl parti tlat look peorly
)

|-|i.‘l'r‘- J"'k'}_"-llr‘- I's; W5 ||I.|L"' dnyome whio ]."1||‘\- BIEllmMpornnce

in forthrighiness

BEGUILER LORE
Characrers with rank
beguilersto learn more about chem, Whan o characrermales

t Wanowledpe e con fesearch
askill eheck. read or pavaphouse (he follswing, including the
informarion from Jower DCe,

IC 15: Bepuilers are arcane spellcasters who focus on
illusiopsand enehantments. They employ decepriorand
i:l:ll,'rlplll"il. Y I ELC I 11_:.l.,'| ".'A.'I,-Ii'lr [.'-l.L"'!' Wil

DC 20: Beguilers can cast spells in Lighe avmaon, and they
have many of the skills ol rogucs

BEGUILERS IN

THE GAME
Bepullers fit smoothly into any onpoing game, since they are
lirtle known and dow't cequire the Insertion of an organiz
plor inm the world or the addition of Toes of new mechanics
(o the game, You can have a beguiler Arstappear as 4 villain
when plovers discover 2 secret manipulator behind foul deeds
they have been [nvestiparing, A beguiler might frst appest
as 3 foe and end upanally, or the reverse could happen. A
beguiler can be introduced 1o the party justas any rogue
bard, or wizard would be,

Think of o beguiler us similar to Lokl of Norse mgtl or
the Coyote in Native Ameticin rales. The player ala heguile
wants ber to be smooth, sly, smart, likable, and light on her
feer. Reeping this player happy is 2 matter of helping the
plaver o feel thar way You might be tempred to make rhe
plavers schemes go awry because that seems more Interesi-
ing to you, but instead vou should allow good schemes 1o
work most of the fime. Let a player with a beguiler character
feel empowered totry crazy ideéas-and dangerous plans, 1
it becomes too much of 1 good thing, then that's when the
LEE s see through her disguise or the villain allows the

urwitting PCs o inflirate their way tneo his choches

Adaotation

Whenadapting the beguiler tovour campaign. look achow
topues and bards fir intp vour pame. The beguller fills o
similupniche, and any avgarizationsthat eater tosuch classes
[ikely prove helpful fir beguilers, A thieves' guild might have
d smitll cabal of beguilers asspciated with it The beguilers aid
thie guild v any missions that require their magical tlents,
I cerurn, the l"rl.[l|||r|~ feceive protediion, a share of the
Lo, and o hesdguareers, Young thieves who shovw a knack
fing M lll.ig_h] be she P sherded into the [‘:‘gv”u tlass

Lija |'\. I1illlj|::1i o |..‘“-\.|. W |'II."'|' Jl'l.lt_'['L |-‘_' EOTNInGn, l'l{'gliilt'[:
iight replace the rypical rogue, diplomar, orspy. A bandi
gang might consis) of several boguilers and a pumber of
Hehiters, In such lands, magic supersedes a rogue's taleni
with skills

With their talent o deceprion o beguiler might have o
reputition similar oo the ninja. The commaon fisll fewr 1 he
begullers for their abilivy 1o bend minds and 1o use magi
tor sl ip awpoy from the guthorities. Every roval court employs
d lew mages charged with using their spells o fetrer ow
beguilers, In this case, the beguilers ire secretive, clunnish,
und ditheolrm And. They parher in secret societiesand never
||"..1'.|| |I“\‘i| ||.H'|;‘ (N 1|'|i|"1|:‘ '|".'!1|'=:I'r'| Ihr“!.' |J|.| Nl frEst J_*i_'i:l_ll'l]lﬂg
process of winning the trust of one's master,
nor simply mastering a few simple spells

# hegubléris p

rample Loconltes

icounter with o beguller should highlighr her use of
surprise tacrics and manipulation of others o dp her bidding
charmed or dominared minions, a begudler

T addirion o
olren gacliers allies under false pretenses. Figliting o villait

ous beguiler should be tricky for the PCs, becanse they will be
forced to figure out who their real ensmissare while trying
tocavoid hirting innocents whom the beguiler has dragged

inta the fght The PCs might even hove o hgure out who



ANASTRIA NalLO

the beguileris, since disguises and hidden spellcasting coimy
pastly 1o such acharngrer

EL 3: Unlike many halfelves, Anastria Nadlo always foond
[t easy to live in either human or elf commuonines. Quick-
wittied, perceptive, wnd naturally empathernic, she could slip
[rom an elf's detsehed Taerest 100 uman's focused drive as
ensily s she could switch speaking their languapes Always
mischievous charner, Anasoria found the beguiler= abilfties
came easily w her and allowed her o do more tham play ar
heing ahuman orelf, With the spells she lesrned, she could
pretend tobe anyene and anything from pdwatf miner e
poblin shaman Foratime she lived asa gadabout, adopting
the lives of the wealthy while they were away or impersamat-
ing loval reminers o gain the patronage of impormnt people
After foiling the plans of an ore warlord and the plot of 5
mind Rayeraccidentally while (n the guise of w famuous bard,
Antrid has gained a taste for beroies, and now she's looking
tor ke a name for hersel[by helping people—aven if she's
the e who pur those peaple i reouble in e Arse place

CR9

Farmale half-ell beguiler 9
CH Medium humanmd (elf)
Init +2
Senses low-ight vision, Listen -6, Spo| <7
Languages Cemmon, Dwarven Elven, Gnorme, Hallling, Orc
AC 18, touch 12, flat-foated 16
{+2 Drax, + 6 armor)
hp 43 (3 HO)
Immune sleep
Forl +5, Ref -6, Will +7 (+9 against enchantments)

Speed 30 ft, (6 sguares)

Melee -1 ropier «7 (1d6)T8-20) or

Melee louch +6 (spell)

Ranged mwk light crossbow +7 (10871920

Base Atk +4; Grp +3

Atk Options Combal Expertise, Improved Feinl, Still Spell
surprise casting®

Combat Cear potion of bless weopan, potion of sheld of
faith +3

Beguiler Spells Known [CL 9th)
4th [5/day)—Chosen from beguller spell list
Ird (7fday)—Tasha’s hideows laughter, plus athers chosen

from beguiler spell list
Ind {7 {day)—Chaosen from beguiler spell li5t
st {7{dayl—Nystw/'s mogic aura, plus others chosen
from beguiler spell list

0 [&/day)— Chasen fram beguiler spell list

Abilities Str 8, Dex 14, Can 12, Int 18; Wis 10, Cha 14

5Q advanced learning® (Nystul's pragic aura, Tasha’s hideous
loughter}, armored mage®, cloaked casting®, trapfinding®

Feats Combat Expertise. Improved Feinl, Silent Spell®, Spell
Focus (enchantment), Weapon Finesse

Skills Balance +3, Bluff +14, Concentration «13, Diplamacy
+20, Digguise +13 (415 acting), Gather Information +11
Handle Animal +3, Intimidate +4, Jump+35, Listen +8,
Search +9, Sense Mative +10, Sleight of Hand 19, Spot
+7, Tumble +15

Possessions combat gear plus +2 chain shirk, +1 rapeer
masterwark light crosshow with 20 bolts, cloak of
resistance +1, headbang of intellect 2. disgulse kit

*C|ags features describied on page 7

BEGUILER SPELL LIST

The beguiler's spell list appeits below. Spells printed in this
bouk are marcked with an asterisk

0 Level: dancing lighls, daze; detect magic, ghostsoond, kiessoge
openycliose, el moge

et Level: churpt persor, color sytety, omprehind langiage,
detertseeretdioms, disgrense sl expddinymes rebveat, fppootisie, s
aitior, phscing most; fonse™. dlent pmege. sléep, winletectable
alrgtrrienl whelim'

2ndd Level: Blmdieg coler sirae®, blar, daze mronster, detedt
thaughls, fog elowd, glittindies), hepnotie pattern, tawisibility,
Fevtie e, (e emege, i rvor mvage, nesdavect e, see tpisihelity,
siferrce, speder elimb st e hand®, foucl of fdiagy, vevtign®,
whihmmg bupst”

3rd Level: arcane sight, daivaced jeace ‘deatveovante, croen of
veils® deep shumber dispel magic, displacemient, g, [l
Baste, esitate®, hald person; inevilable defeat®, invisibality kphers,
legintp of setitinels”, tnafir nnage. momdeteclion, slow), segaestion,
vertign feld", 2ome of silenee

#th Level: charm monster; ronfusion .'Hur'm]_u .1’r-s|m=:r.
fregdom of movemionl, grealey invdsiblity, greater frievor Hnage®
fcabe creaburds miiss whelm™ pHantom batie™ vmbow pattern,
solid fog

sth Level: breal encliantimint, dominde person, leelilemingd
Frved to foe=, Trald monster, cite rint™, mind Jog, Barys belepatho
b, seemipig, sending, sl | oiherealness®

ath Level: oreater dispel magie, mss sigeestion, mislead,
ovtriaheln™, repudsion, shadew walk, frid seemg, verl

7th Level: ¢ thereal fannt, prealer avaane saght, mis lald persan,
priimss rrvasibadi by, phise door, powey word o, project tmage,
spell buvning

8rh Level: demand, discevn location, andued Wand, momént of
prrisedenscr, poner peond slun, sontillading jrettiersn, sereen

ath Level: dominate miorster, ¢ havealpps, foresight, mas hold

minsten powd) werrd kUL, b sl

DRAGON SHAMAN

T opossess a lvagon’s pawer Hewsard Tesh oy mwaker (il
iragos wiath '

—Bathun, bt senel greatest dragon shaman

ol the Blickspear tribe

Empires crumble, sons puss, and even gods wither aml
die, but dmgons remaln. Mol b etiernal, the races of
e dragons weather the roll of the ages beciuse of their
HTith._F'.ll'rb:l;"l.l |T||gh| F‘l"l.'-.' Crealures sin |'|'|'.||_|'IT A 1.i['i!g|.]i| i||
its full fury, whether in o enmbat of arms arbactle of vwies,
Dragon shamans recognize this fucrand see true drapons as
mote than powerlu] bedngs To o dragon <haman, the passing
shadow of 2 dragon flying overhead isn't i sign thattmokes
fear: ir's a blesstng that reveals you o be in the presence
ul!-gr-:JHl:*E*-

Dragon shamans respect rrue dragons g5 power incarnare
Some worship deagons, bur most simply aspire o gain dragon
powers for themselves In esseming the abiliries and the
lileeness ol o dragon, o drogen shaman seelis to emulare that

might and embody thar power within himsell




TasLe 1-2: THE DRAGON SHAMAN Hiv Dig:d10

Base
Attack Fort Ref Wil Draconic
Level Bonus Save Save Save Special Auras Known
st +0 42 +0 +3 Draconic auta +1, otem dragon i
2nd =1 +3 = +3 Skill Focus 3
3rd <42 43 +1 +3 Draconic adaptabion 4
£th -3 o4 +1 o Breath weapon {2d6; 15-F. cone or 30-ft. line). draconic resolve 1
5th @A 4 1 +4 Draconic aura +2 3
ath wd =5 +2 +5 Breath weapon (3d6), touch of vitality (heal wounds) 5
th' 45 h Hid 5 Matural armar +1 &
th +6/+1 Rl +2 b Breath weapon (4db), Skill Focus ]
gath  +6/+] +h 1 +6 Eriergy immumnity 7
10th 742 +F +3 #f Breath weapan [5d6), dracanic aura +3 i
Tth  +8/+3 T+ o+ Touch of vitality (remove conditions) 7
12th  +9/+4 +8 - -8 Bredth weapon (Bd6; 30-fu cone or 60t line), natural armor =2 7
13th  +8/+4 +8 - +5 Draconic adaptation {share with allies) 7
T4tk #1045 #9 -4 #9 Breath weapon (7d6), commune with dragon spiril 7
T5th #1611 #9 +4 9 Draconicaura +4 7
Tath p12{+7 12 w10 +5 10 Breath weapon (846), Skill Focus 7
17th W27 e 45 10 Watural armor =3 )
18th  +13/+8/+3 1 +b 11 Breath weapon (946) [J
19th  +14/49/+4 #11 b, #71 Draconic wings 7
20th 1541045 12 - 12 Breath weapon (10d6; G0-f1, rane ar 120-fL ling), draconic aurd <5 7

Class Skills {2 + Int modifier per level, x4 at 1st level): Climb, Crafl, Intimidate, Knowledge [nature|, Search (plus others

depending an the chosen tatem dragon)

Lt you gaze ar drpgons with awe wnil aspice v shiare theis
power and majesty, then the dragon shamian i the cliss
for you. By choosing a totem dragon, vou partalie of o true
dragon’s power gnd tale on aspects ol a particular kind
of dragon

MAKING A DRAGON SHAMAN
Asadragon shaman, vou primartly-ace s 5 melee combatam
bt your class feirtimes also allowvou to grunt benefis (o those
Hghting arcund vou. In 2 standard group of sdventurers, youl
canstund tn for the fighter or the cleric. Your combar prowess
isn't quite as geeat asa hgliter's, but you can employ speial
arcacks and FI'.'}[‘i."iHI‘ defenses a I:Jghlir.- CHN'E doress. .l'lll;h-,:uugh
you leck mahy of the cleric's specilived spells, your do possess

o dragon

or another

the ability o hetl and remove negative condinons. As
slanan, v can-grow tough scales, breathe fire
tvpe of enerpy, dond sear on dragon wings—and that barely
scrarches the surfnce af the poWeTs At your comimEid

Abilities: Ay with sny melee-oriented class, Strengthis o
ke aldlicy for dragon shamans, Constitution provides your
with increased hit points as usual, and {1 also increases the
save DC of your breath weapon, [ yon wanm o moke good nse
of the dragon dhaman's ablliey o beal pnd remove negative
conditinns, you'll need o high Charisma,

Races: Although humpnsmake up the majory of dragon
shamans,iny community of people wirh a close connection
bo brue drigons can priduce dragon shamins, Typicalls
L|| dgumn "1|"| IMATE Cume Irl||'|'| ﬁ"".r.Li_\.I
the lairs of dragons, but even highly civilized populations
can produce Jdragon shamans
shamans rend to dedicate themselves o the digons native (o
the area. Thus, elf drapon shamang from g forese nation ofter)
aspire 10 the quolites of a green dragon, wheréae the doart

socleties thar Hve nedr

1 ANV ace o socee)y |jrilg_|. L

lrigon shanans of g high mowntain citadel wouold seek o
gain the qualicies ol silver drgen

Alignment: Attaining the abilities afa rue drgon requires
i deep understanding of the chosen kind of dragon, An aspir
I dragon shaman must make 4 study of the dragon's typical
it sen and emorions, sdopling these for himself opens the
dowir 1o the dragon's power. Thus, d ragon shamans '.||1'gn their
morals wsuir the cutlook of the color of true dragon rowhicly
they dedicare

themselves Each |

nd of merallic or chromatic

dragon has a particolar dlignmenr with which itis associated
A dragin shaman who miens sway tom the alignment of his
¢hosen dragon type loses many of his powers unless he can
sticcesstully adopt another dragon rypeas his chiosen dengon
see Byv-Diragon Shamans, below), Meurral individuals with no
preference for law, chaos, good, or evt] cannot properly attain
the outlock of 2 true dropon and therefore cannor become
iragom shamans.

Starting Gold: 4d4» 10 gp 100 gp,

Starting Age: As druld {BH 109

LASS FEATURES

Asa dragon shaman, yoo hincton most elfectively an tle from
limes of any combar, Yourclass abilivies allow you to boost your
i |-r|L|‘1r effectiveness and thar of vour parey, and the rouch of

taliry ability provides you with the power to heal sthersand
cemove negative conditions that affec them, sving you more
veason Lt ke the Aght toyour [oes dnd siay close 1o those
melee-priented allies most likely 1o need your aid

Weapon and Armor Proficiency; Dragon shamans are
proftcient with simple weapons, with light and medinm
armin and with shields (except tower shislds),

RBonus I'.:lnguugf:f-

bptens nclude Driconic,

= deieon shaman’s botus language




Diraconic Aura (Sud: You can channel the maghry powers
of dragonking ro project an iy thar grants you and nearby
allies a special benelu

Projecting amavrais e swift action [see page 45 and you can
only project one draconic auri ata fHme An aurs remains in
effect urtil you use 2 free action to dismiss it or you Activare
another adra in its place You can have d draconie dura sctive
continuallys thus, an auvy ean be in effecrar the srarrefan
encounter even before vou tile your fivst rurm.

Unless orherwise noted, your draconic aura atfecrs all
alligs within 30 feer (Including yourself) with line of effect
(o vk, Your aura is dismissed (£ you become unconscious or
are slain, but otherwise it remvains in effect even if vou are
ineapalle of acting.

The honus granted by your aura beging ar +1and increases
por +2 4t Grh level, <3 ar 10ch level, +4 ar 1 5th level, and +5 &
20th level. As a tsrlevel dragon shaman, you kenow how o
project three auras chosen from the List below. At every odd-
numbered level after that, vou learn one addiriona)] draconic
autd of vour choice, until all seven juras pre koown 3t oth
level. Each ritne you gctivate g draconic aum, you can chopse
(rom any of the auras that yeu know.

Enevgy Shield: Any erearure striking you or your ally wirh
# natural artack or a nonreach melee weapon is dealr 2 points
of enerpy damape bor each point of vour aurs bonus. The
enecgy typé is that of your totem drigon’s damage-dealing
breath weapon (see below),

Feuwer; Bomus on mebee damage rolls equal tovour aur bonus.

Presenice: Bonus on Bluff, Diplomacy; snd Intimidate checks
equal to your aurg banus

Resistanee: Resistance o your torem dragon’s energy rype
equal ta 5 « your aues bonus

Sensest Bonus on Listen and Spot cheeks, as well 45 on
imiiative checks, egual ro youraur bornus

Tnughness: DR 1 /magic for each point of your aurs bonus
(up 1o §/magic ar 20th level),

Vigor: Fast healing o foreach point of your sura bonws, bu
unly affects characters ar or below one-half their foll normal
it paitits,

Totem Dragon: You muost choose @ iotem dragon from
amiong thee (e dragons appeating i the Monster Mameal {(black
blue, brass, bromze, copper, gold, green, ted, silver, of white)

Yo must choose o dragon whose alignment is withinone
step of yours, as deseribed in the [ollowing mble. You gain
additional class skills and o particulsr sovt of breath weapon
based on the dragon you select as your otem

Skill Focus: A1 2nd level, you gain Skill Focus as 4 bonus
beat Yo must wpply the feat to one of the three class skills
granted by vour chosen totem dragon. For example, 2 blue
drapon shaman can select Skill Focus (Bluff), Skill Forus
{Hide), or Skill Focus (Spellcift)

At &l level, and again at teth level, vou gain Skill Focus
in another of the class skills granted by your chosen totem
dragon. I you alveady have Skill Focusin all three of the skills
associared with vour totem dragon, you gain Skill Focus in
any other drapon shaman classskill

Draconic Adaptation (Ex or Sp): At 3rd level, you take
o an aspect of your totem dragon: Some adaptations are

Totem  Acceptable Breath Weapon

Dragon Alignment  Class Skills Energy Type

Black: MNE, CE, €N Hide, Mave Line of acid
Silently, Swim

Elue ME, LE, LM Bluff, Hide, Line af electricity
Spelleraft

Brass NG, CG,CN  Bluff, Gather Line of fire
|nformation, Surival

Bronze NG, LG, LN Disguise, Line of elactricity
Survival, Swim

Copper NG, CG,CN Bluff, Hide, Line of acid
ump

Cold MG, LG, LN Disgulse, Heal, Cone of fire
Swim

Green ME, LE, LM Bluff, Hide, Cone of acid
Mave Silently

Fed ME, CE, CN  Appraise, Bluff, Cone of fire
Jump

Silver NG, LG, LN Bluff, Dispuise, Cone ofcold
jump

White NE, CE,CN  Hide, Move Cone of cald

Silently, Swim

exttaordinary abilities that are always active; othets are spell
like abiliries that you can activare ac will. Spell-fike alilities
hawve o caster level equal ra vour class level and i save DC
egial to 10+ spell level « Cha modifier,

Black—Water Brearhing (Bx): You can breathe underwarer
indefimitelyand can freely use spells and ather abiliries
trnderwarer [always activel,

Blue—NVeptriloquism (Sph As the spell far will),

Bruss—Endure Elemimis (Spk As the spell, except you can
only targer yourself fac willl,

Hronze—Warer Breathing (Bx}: You can breathe underwarer
ndefinirely and can Freely use spells and ather abilities
Linderwater [alwavs active),

Copper—>5pider Climb (Sp)- As rhe spell, excepr you can
anly tirger voursel [ lar will,

Gold—%farer Bresthing (Ex): You can bregthe underwarer
indefinitely and can Freely use spells und other abilities
nderwater Lilways active],

Gresn—Whrter Breathing (Ex): You can breathe underwarer
indefinirely and can freely use spells-ind other abilities
underwater [always activel,

Red—Treasure Seeker (Ex) You gaina +5 competence bonus
i Appraise and Search cherks (always active),

Silier—Feather Eall {5p): As the spell, except you can only
farger yourself (21 will)

While—Tcewaller (Exl: You can walli across iy surfaces
without teducing your speed or making Balance cherks
(always active)

Ar 13th level, vou can choose asa swikt action (see page 4)
1 share the effecr of your draconic adaprtion with any or
allallies within 30 feer. In the case of spell-like ahilities, you
musr malke this decision when you activare the ability. The
benefit lasts unril vou spend o free sction (o tescind it or (Gf
the effect has o limired duration) the effect ends, whichever
comes first

Breath Weapon (Sul: At 4ch level, vou gain a breath
Wedpon ...rn-regpnmliug Lo Your totem drugﬂn. Rtgal‘dlf!m of
thirares oneatfects or the type of energy dumage it deals, all




breath weapons deal 2da peins of damage, plus an extra 1da
poines of damage forevery two additonal class levels (3de ar
ath level 4da 2 Brh leve, and so forch), & successhil Refley
save halves the datnage dealy the save DT is equul w10 4
L/3 your dragon shaman leve| 4 your Con modifier st ke
a true dragon., once you brearhe you must waip 1de rounds
before yuu can use your breath weapon apain

Cone-shaped brearh weapons extend our e 15 feet af h
level, tncreasing to 30 feet ar (2th level and to 60 feet a1
20th level. Line-shaped breath weapons are 30 feet long af
teh level, Increasing to a0 feet at 1 2th level and m 120 feet
gr 20ch level

Draconic Resolve (Ex): Ardrh level, you gain immnits
fo paralysis and sleep effects. You also become mmmune 1o
the frightful presence of dragons

Touch of Vitality (Su): Ar éch level, vou can heal the
5‘-'C|uﬂd¥ DI_‘l'I\rII'I_g CTEAlFEs UYL m W T ||1I":i' l"'l“ I':l-li.":".' |.|||'

rouch Each day you cin heal s number of poings of damage
equal 1o twice your class level « vour Charisma bonus, For
example. s Tth-level dragon shaman with a Chartsma score of
1412 bonos| can heal 28 poine of damage. You can chopse
tor divide your healing among multiple reciprents, and vou
dest't bhave to dse trall ar opee. Using your-touch of vitalicy
is a standard acoon, It has no eHeor on undead

Beginning ar Lith level, you can choose to spend som.
of the healimg bestowred by your touch ol virality to remove
other harmful conditions atfecting therarpet

For every § points of your healing ability you expend
youcan cure | point of dbility damage or remove the dazed
fatipued, or sickened condicion from one individyal

Forevery 10 poi r1r.l.nE"1lr'r|lL= Elr.1|i|'|_|g| ability vou e e, youl
oan remaove 1|'||' !'.‘;E1L|||‘|||.'I.|| I'I;rll-m-.llr‘l.l. |'H|iHI.3I'|:I..,TI.J.. Rt |.|||r".l."l.|
condirion fom one individoal

For every 20 poitre ol your healing abilicy vou L‘.\.[Il-n..|
vou can temiove  negative level ur the Blinded, deafened. o
dﬁt"ﬂi-‘.‘ﬂ' l.‘.l."!l.l.‘ll['ll'l!l |.|'.'-Jr'| and ||'|I.]|'|'|I.|||.||

You ca

It remiowe g |Ir'||.||Ii|.*r| O more |||:||-| e Can .tg'
tHon and heal damage with the same waeh, so long as vou
expend the required number of poins. Forexample, 1f you
wanted to heal 12 points of domage and remove the Blinded
and exhausted conditions From o farger, you would have o
expend 42 poines (12 hirpoines restored plus 20 points fio
blinded plus 10 poins for exhausted)

Natural Armor (Exk At Trh level, your skin thickens
.:||:".'r~|:.'-]‘li hg (aime scales, Your naturd semor bonogs FTpLyEs
by 1 Ar 1 2th level, this improvemen| ncreases mw -2, tnd d
i17ch Jewel 1o 43

Energy Tmmunity (Ex): Aol level, you gatn immu-
niry to the enecgy type of the breath weapon you gained
at 4k level

Commune with Dragon Spirit (Sp) At i4th fevel, vou

lirectly oash

pain the ability to conract your dedpon e
questions of it. This i5 the equivalent of casting 4 conomine
spell, except that it has no material camponent, focus, or XP

cost and allowsonly one question per |hred class levels. Alte

using this ability, you cannot use it again for seven days
Draconic Wings (Ex): At 19eh level, vou grow o pair o

wings that resemble those of your totem dragon, They allow

fight at a speed of 60 feet | good maneuverahility], Yoo can
even fly while carrving a mediom load, though your fly speed
drops to 40 feer In rhis case

I yvou altendy have wings, vou can choose whether these
draconic wings replace vour own

PLAYING A DRAGON SHAMAN

As i dragom shaman, you believe the acquisition of power is
a worthy end in fsell By having power, vou can effect yois
will in the world, be it benehicent or malign, Those who have
orseel power deservie your respect, while those who have
power but fail to use it earn your derision,

Your strength comes from devoting voursall to dragons
the primal embodtment of the principle of power, but you
witrship dragons in the abstracy, honoting them much as 2
ilerie r|1ig|'|l hianur light a5 a symbol of parity and good fess
Mrigons gather power o themselves simply by living and
aging, burvou must acovely seek the influence and mighs
v disire. As a dragon hunpers for flesh to feed trself or for
treasure foenlarge (e hoard, so vou hunger for power,

You adventure our ol o desize to test yourself and prove
yoiir worth, whitever the specific inducemenr, the urge
ERIT] M power i tuferlies every quest. Drawn by vour power,
pthers follow your lead, and you are happy 1o commeand them,
Being # great leader is juse ang of the many wavs you can
manifest your powet

F".“II-I:.]H 1

Diragon shamans can worship any deiry, but most worship
divitie powers that encourage their worshipers to be proac-
tive th pursuit of the deiry's goals, Dragon shamans ofien
wrirship Ervehnul, Gruumsh, Heironedus, Hextor, Kowd, or
S Cuthlbiert, as well 4s Lll:qgun deities such as Bakumur and
Tiamdt They rarely And muck te admive fn more passive
o prenective deities such 4s Boceah, Bhlanma, Fhadanghn,
antl Yondalla

L"'.
worship trueé dragons, These savapge dragon shamans might

riEnn shaimans from more primitive soclefles somermes

worship all rrue dragons, sssigning sach color ar metallic
hue its own place tn 4 crude pantheon of totemic spitis, Or
they might worship a single color or meral as the best ameong
all the true dragons, finding ir the most represenmative of
prire power In rare cases, s dragon shaman worships and
serves o particular troe deagon. How the dragon reacts o
such worship depends an that individual dragon; even good
dragons might rake sdvincige of 4 dragon shaman's worship
to achieve their own aims,

Other Classes

You work well wirth melee-criented allies such as fighrers
duskblades, batbarians, rogoes, and even druids, Those
chatacters vilue the bensfirs 4 |J:-1g|.-t1 shaman can grani them
and rarely make an issue of their<ource. Clerics, paladins
manks, ind knights are often suspicions of your moral our-
loal wnless vou have dedicated vourselfro a kind of dragon

that assaciares itsel Pwith a code of ethice similar wo cheitown
Wizards, batds, snd beguilers view vou tdiferentlv, whereas
sofceters might seek you out to ledrn more of the soures ol




YOuT Pl WYET A |'||lg VOUT Comnéc|ion |.I'. |!!:-|I'|'1. .-":..”‘J!"_L"."' l'II.II;‘J‘.r
or might fot take issue with vour abilities; s mnger whoss
favored enemy is dragons mighs artack you on sight
Combat

Dragon shamans lead from the feong raher than directing
battles from 2 safe position behind athers, Keep as many
alliesas passible within the range of vour draconic aura, bur
focus on these in meleewith vour foe=. Pick o draconic aurm
that granrs your allies the best henehr for che situarion, and
don't hesitate o switch it during the fight should conditions
change and another aura prove move wselul Outside combar,
\'.‘|‘!|]'.l.=l:'l'|' :l'l'_‘ SENSEE O I'_"‘l'l."fhﬁ']'ll.'t" :l‘:i‘l"l ol your |.| raconic aurd.
I vow have 3 cléric or other healer in your group, save vout

totuch ol vitality lor cemoving conditions of for emergency

healing, I fo other healeris present, use it o heal yoursel

and vour alligs ahter combar.

Advancement
You profit most from remaining a dragon shaman
throughout your advancement, sa thar your
breath weapon snd draconic aurs contlnue
to improve ac yvou gain levels I vou do
mulriclass, u level of barbatian isan ex
cellent choice; the benefirs it granis
help you in combar regardless of
when vou take that 151 lavel Al
ternatively, vou might ce
begitning your career as g 156-
level barbarian for the greate;
hit points and skill poires tha
option offers, then milticlass-
ing inta the dragon shaman
class ar 2nd level. The fighter N
class might seem like g strong

sider

second choice, bur unless fou
need 4 fighrer banus fear for a
parfic ular kind of characier,
you'll see berter long-term ad
vintages from the barbarian _
class, The bard class can be an .
inreresting multiclass option,
sinee the benefits provided
by bardic music stack wirh
those provided by your dra
CORIC AUt

STARTING
PACKAGES
Package 1: The Defender
Drvitasf Diragen Shaman (Gald
Ability Spores St 04, Dex 12
Con 15, Int &, Wis 10, Cha 13
skille Heal.
Feat: Shigld Specialization
||-|I:,':1'|."'|" 4
Weapans: Morningstar (1d&), five
favelins (1ds, 30 fi.)

e | 4 ACH heavy wooden chisld (43 Al
[includes Shield Specializarion|

Armmor: S
Other Gepr Standard adventurer's ke |5 gp

Package 2- The Destroyer

HialFore Dragon Shaman {Rad)
Alility Scores Str b6, Dex 12, Con 13 Inr 6, Wis 10, Cha 13
Skills: Inrimidate

Fenl: Power Arinclk

Wota s Morningser (1da)h, ive favelins (1ds, 30 6.
Arinot: Scale malbl (4 AT hegyy wooden shield G2 A
My Gear: Standard advenrurers kir, 10 Ep

Package 3; The Second-Rank Warrior

Hipman Divaest Shani I'lf_-_"l'.llllfil'
Whilily Seares; Sr15, Pex 4, Con |2, Inr B, Wis 10, Cha 13
Skills: Hide, Jump
Feal! Combar Reflexes, Poveer Attpck

Weapons Longepedr (1d85a) lght cvossbew with 20 bolrs

(1dB /=3, 60 fi
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Armor; Studded leather (43 AC),
Other Gears Standard adventurer's kir, & gp

DRAGON SHAMANS IN THE WORLD

“Theve are differences frone i to anotier, based on (e dragon cacl)

shaman honors, but hesnan thing tosemember v s Thee wlole
litf of W v mad for posser”

—Durven Leonscale, 4 dwarf corceret

instrocting rhe young of the Ironscale clan

Drigon shamans put the power and appea! of dragons In
plavers’ hands while providing DM with o new way o pur
dragons in the D&D game, The elass provides an uncom-
plicared way 1o have a new play experience, ot each NPC
diapon shaman could provide the nucleus foran Interesting
cult or villainous organization the PCs must face

Daily Lite

A dragon shaman remaing ever ready to Face the challenges
al a new day, Withour the need to test, study, or pray for
their powers, dragon shamine canleap up tn pursuir of
powet whenever they desive. This capability causes most
dragon shamans to be decisive and ewift roact, Chaotic
dragon shamans are often imperuous wnd energetic, while
lawful dragon shamans tend to be move ready to improvise
and less rigid in their thinking than some might expect
Dragon shamans desire power and constantly seel the
means to gain it. Todragon shamans, life and adventire
are one and the same,

Dragon shamans often possess the charisma and 1ake
charge artitade required of great leaders, bur muny sulfer
from an tnability o empathize with those they lead. Dragon
shamans respect the pursoit of might and ies use, and they
often minimize the vilue of those who adhere 1o other
philosophies. Even among themselyes, drapon shamansrend
o be contentious, and a single dragon shaman ravely akes
4 leadership role over & group of Iils fellows forany length
of time. Although dragon shamans give grear respect 1o one
another, each is always trying 1o ourdo the others inall pur-
suits, The most powerful deagon shamun leaders arise omong
savage tribes thay worship dragons, wherea single dragon
shaman velies on his [areeful personality and imprassive
povwers o win the hearrs of comrades,

Notables

The pursui of power garners notoriety fovd dragon shamin,
but it also can bring abour his death or [orce bim into exile,
A powerful dmgon shaman warlord might suddenly arise
and terrorize an area for & time. only to fall from power s
swiftly as he appeared. A case in point would be the history
ofa barbaric human named Kalia. Under her leadership. her
tribe of red dragon worshipers raided and razed hundreds
of elf and human wwns on the border berween two nations.
Then she vanished, and soon afrerward ber leaderless iribe
was caught in an ambush and exterminated, Some say she
died in a squabble with g fellow dragon shaman, bur ethe
believe she left her tribe to directly serve a red dragon wyrm
that latred (o distant mountains

UrgainZanians

Diragon shamans tarely worl rogether tor long unless they
are led by a dragon of the type to which all the shamans
present have dedicated themselves. In such cases, the dragon
is pither worshiped of leads because the dragon shamans
see it as the embodiment of all they seels thus, obeying the
dragon's edicts pre<ents the swiltest parh to that desired
goal. Rank and privilege rarely have much meaning in such
groups. Instead, the dragon decides each shaman’s duties
sccording to hisorher merit, changing such assignments as
necessary, Sucha group exists among the lronscale clam Tied
to 1 long-dead silver dragon by blood, the dwarf clan fosters
sorcerersand is led by a halb-dragon. Despite these Arm tes to
dragonkind, the clan views its dragon shaman memberswith
some suspicion, stnce thev follow the orders af an unrelated
silver dragon thar lairs near the clan home

MPC Reactions

Diragon shamans who don't show aspects of their affiliation
with drigons rarely elicivan unosual reaction from others.
To most theyv seem like sitmple warriors or perhaps barhar-
ianis, Those who know of their pursuit of deaconic power ut
who see evidence of it, such as seales or a dragon shaman's
breath weapon, react depending on theit attitude tosward the
dragon shaman’s totem dragon. This resction isone step closer
tn hostile if the dragon is of o kind feared or hared by thar
individial The reaction is one step closer to friend lv if thar
individual 1= directly sssociared with g deagon of that kind.
Clerics. paladins, and others whoare deeply entrenched ina
parricitlar moral outlock view the dragon shaman's devidtion
with suspicion, snd their reacrion is pnestep closer to hostile
vegapdless of the' dragon shaman's torem drapon,

DRAGON SHAMAN LORE

Characrers with ranks In Knowledge (srcana) can research
dragon shamans (o learn more about them. When a chamcter
makes askill check, tead ot paraphrase the following, includ-
ing the information from lswer DCs

DC 10: Dragon shamans devere themselves ro dragonsand
aspire o their pawer.

DE 15: A dragon shaman devates himeell 1w a particular
kind of true dragon and gains powers based on the dragan
chosen. He can use rhe dragon's breath weapon and grow
dragonlilee seales, Very powerful dragon shamans can grow
dragon wings and [ly.

DC 20: In addirion 1o the detailsabove, this resulr allows
the PC 1o kenow ehat 2 dragon shaman projects an aura that
can bolster himself and liis allies in a number of ways 2ni
can heal damage or remove negative conditions somewhar
like o paladin

DRAGON SHAMANS IN THE GAME
Dragon shamans fir easily into aniv ongeing campaign becanse
irue deagons are 4 cornerstone of neatly tvery Duscos &
Dracows game, The PCsmighe fivse learn of dragon shammans
by encuuntering a cult ofdragon worshipers near adragon's
lair. Alrernanively, s more civilized group of deagon shamans
mightserve a dragon who roles a city A lone dragon shaman
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makesan excellent now villiing 1 powertul temporaryally, of
am edager participan inan ongoing plot becsuse his focnsed
putsuit of power can met it Involved in anvone's scleme
to pain it

Dragon shaman PCs should present no move difficuley
than introducing a monk or cleric of a lessep known deity
Although the chiracters abilities might be somewhat foreign,
the idea thar un lndividiia] is so dedicated to one philosophy
that it granis him powers should be easily inderstood. The
plaver of 1 despon shaman usually finds the character's
association with dtagons ro be the miost entertaind ng part of
the ¢lass. Before fearuring sdventures that desl with dragons,
asl thar player aboul her charicter's philosophy concerning
dragons. Dogs the characrer admire drapons in the abstract
worship them as living pods, or hold toa philosophy between
these extremes? The answer should inform your adventure
planning and inspire new wlventure idess Be careful
about using the PC's dedication 1o drogons 1o manipulate
the character’s actions Cecasional vse ol this idea might
provoke some interesting roleplaying, but the plaver won't
enjoy your game If 2 dragon shows up évery session (o boss

her PC arpund.

Adaptaton
Youcanalier the dragon shinman e sudl your pame ina ol bet
of tways. You could decide thar all deagon shomensaie barbaric,

or that all them are civilized and soplisticared disciples of

dragons who prefer to wiork behind the scenes through such
agenrs, You might decide char only pood drigons are available
[ov e p|.11,'<'1'\' Lo their [otein l.lrJ;__lunl;, ar thal a 14 rrculat
orginization fosters drigon shamans devored o single kind
of deagon. 1 you [eature other deagons prominenthy in vour
game, such o the gem drogons frosm Mipster Mapual 11 orthe
deep iragon and theshadow dragon fram Monsters of Tniriin,
vou might consider ehanging the cliss's fearures o allow 2
dragon shaman w follow other kinds of dragons as well,

Sample Cncounter
Dragon shamans make excellont villins and rricky allies A
i vitlais, o dragon shaman dedicoted 10 an evil dragon can
be paired with o cult of followers, halFdragons, and drg

s

EX-DRAGON SHAMANS

Dragon shamans wha change alignment could lose their powers
If a dragon shaman changes 1o an alignment stlll appropriate
to the dragon o which he is aleeady dedicated, nathing hap-
pens. However, ifthe dragon shaman chinges to an alignment
inappropriate for his chosen dragon, he immediately loses all
abilities gramted by the dragon shaman class and becomes an
ex-trapon shaman,

&n ex-dragon shaman can choosea new color or metallic hue
of ttue dragon o emulate and thus regain the powers granted
by the class: Toswitch to 2 new tatem dragan, he must find 2
dragon shamarn of higher level who is dedicated ta that dragon
type. The higher-level diagon shaman must willingly =xpend
all her touch of vitality am the ex-dragon shaman each day far
2 week, At the end of the week, the ex.dragon shaman pains

ol all ages v nake lor exciting themed encounrets. As an
ally; & dragon shaman's blind pursuit of power could create
interesring friction with the PCs and ruen an ally into an
enemy. A dragon shaman might became embiodled in the
PC= pursitirs if they come into possession of an jretm of great
power, i borh the PCs and dragon shamean seek the sime
sowrree of powwer, oril the drigon shaman'’s atempts w gather

power endanger Lhe PCs or those they care abou

EL 7= Thane has admired blue deagons ever sitce he wir
nessed 4 hlue dragon’s atrack o his ey when he was a child
The power of the dragon and the furility of the defendors’
efforss against it frightened him, but he olso found the 2pec
tarle srrangely thrilling When he was older, Thane learned all
he conld abour blue drapons With each new birof knowledse
his respect for them grevwe. 1n his search for informarion he
meét 4 dragon shaman, and that éncounter changed his life
Now 4 drogon shaman kimself, Thane seeks ever greater
power and hopes one dav 1o have enough 1o challenge the
fragan that laid waste o kis childhood home and prove
himsell the stronger ol the two. Thane seems single-minded
and focused. He alwiys has s mental list of goals he wants
to achieve In any sitnation and doggedly pursues them
Although cutwardly calm end cold, he explodes Lito action

N o instont 'l.‘-'lll'H '.|1'-'|.-'L'.lrl:'l|.

THANE
Male human blue dragon shaman 7
LM Medium hummanoid
tnit 4 1
senses Listen «2, Spot +2
Aura draconic gaura® 42
*Class leature described an page 13
Languages Camman, Draconic
AL 21, touch 11, flat-footed 20
(<1 Dex, +6 armof, +3 shigld)
hp 57 (7 HD)
Immune paralysis, sleep, Irighttul presence (dragons)
Fort+#, Ref <6, Will <6

Speed I0 . (¥ squares)

Melee <) mormngstar+4 (1d8+3)

Ranged +7 light crosshow +7 (1d8=1/19-20)
Base Atk +5; Grp +7

CR7

the class features of a dragon shaman dedicated to the newly
chosen totem dragon, incduding exchanging the fecus of any
class-granted Skl Focus feats, Most dragon shamars who are
asked to perform this service demand payment in the form
af same great deed. This deed might be a demand that the
ex-dr@gen shaman retrieve magic iteme that will add to his
sponsor's power of simply a short quest to prove the exdragon
shaman's worth:

Ciragan shamans can go through the same process to swilch
chasen totem dragons even i they don't change alignment, IF
a.drapon shaman has an alignment appropriate for a different
true dragon coler or hue, the shaman can switch to that kind of
dragon through a process (dentical to the one described abawe

4

for sx-dracon sHamans,




Special Actions breath weapon

Abilities Str 15, Dex 12, Con T4, Int 8, Wiz 70, Cha 14

S0} louch of vitality [28 pojnts)

Draconic Auras Known Energy Shield, Power, Presence,
Reslstance, Senses, Vigor

Spell:Like Abilities (CL ?th)

AL will—wentriloguism (DC 13),

Feats Ability Focus [breath weapon), Alertness, Lightming
Reflexes, Skill Focos iHI||fF]" Weapon Focls
|rr|r|rr||rlg'.1a|:|

Skills BIuFf£10, Climb 1, Diplomacy +4, Disguise +2 (44
acting), Intimidate +%, Knowledge (nature) +4, Listen
2, Speak Language +0, Spaot +2, Survival +0 (+2 In
nbovegrnund natural anvironments)

Passessions =1 breastplate, +1 heovy wooden shield, =1
mprmingstar, <1 hght crosshow rlodk nj—.ru.".!unn:" +1. 37 gp

Breath Weapon [Su) 30-ft. line, once every 1d4 rounds, 3di
glectnoty, Beflex DC 17 half

DUSKBLADE

"My blade and wy magic are one aonl the same?
—Yele, élf dusleblide

Fhe duskhlade blurs the line botween spelleaster and
warttor, marrying the power ol magic with hand-te-hund
:'I:,'I'l'l'll_-;ll 'l_'l'l'l::l'l.’-'l:.,‘ 55,

A student of ancient elven spelleasting techniques, the
dirskblode combines arcane spellcasting with the coambiar
aleills of a Aghter While the ability oo cast arcane spells in
armor originated with the elves, over the millennia the secrers
ol the duskblade have been disseminated to the other races
and today members of any race can become a duskblade

I you find vou can't choose between belng an arcane
spellcaster who zaps your enpmies with powerful spells and
d nimble. powerful front-line melee character whe lays them
low with a sword, the duskhlade is the perfect class for vou
Carbining arcane rmagic with meles prowess, you're prepared
fivany situprion, Enemies who underscrimate you never per
g seciond chance, since you don't even have ro swirch back
amd ferth berween hands-on combar and spelleaseing; you
cando both simultangously

MAKING A DUSKBLADE

Thie duskblade is n quintessential lwbrid chaseies, simulianes
olsly o porene spellcaster and ah effecrive meles combarani,

The prigingl duskblades were elite guardians in an ancient
olf empire, duelmasters and arcane spellcasrers beyond
commrpariy, Historical accounts vary on why they were called
duskblades; some sav the name is symbolic of how they
combined swordplay and arcane magic—a nighr-and-day
combination, Orhers contend thar the douskblades earned
their name when they were charped with preserving the el
race in the face of a tide of darkness and evil

Thie most powerfil duskblades can dueta Aghrer oo stamd
still amd march a wizied spell for spell—fora while. at least.
B the closs really comes o ics own when vou embrace your
hybrid nature, using a quick-cest spell to supplement your
melee artacks oreombining a rouch spell witha devastting
sword strike

The duskblade 15 a good choice for players who kenow rhey
want n swordswielding arcane spellcaster from the begin-
ming By contrast, mulriclass Aghterfwizard combunarions
ind prestige clisses such s the eldritch knight are betrer
stifed for characrers whe begin their careers as fighters or
arcane spellcasters and only later contemplare entbracing
theiropposite

Abilities: Your Intelligence and Strength scores should be
i% high as possible, since vour spellcastingand meles combar
depend upon them, Your Constitution s also Lmportant,
|]I"I.-::||15"t' Vil l'll.'l.“l.l :lJl |1'Ii,"' |‘!| I:H,Tl,'l'l[ﬁ WO CERTT :ﬂ:"'l'

Races: The duskblade class originated among tle ancient
elves. and to thisday most duskblades are elves. However
some himans and half-elves also have proved sdept ar
mastering the closss dual tocus on combar and spelleast
ing, Halllings. pnomes. dwarves, and halfores rarely entes
this class

Alignment: Since the duskhblade class originared 1mong
the elves; those who tndergo the intense trining regisived 1o
master the class abilities at the hanils of an ¢l Fmentor often
end theit apprenticeship sharing the chaorc good alignment
of most elves, However, duskbladizs are highly individialist
itid can be of any alignment,

Starting Gold: ad4=10 gp (150 gp

Starting Ape: A wizard (PH 109)

CLASS FEATURES

Your class fearures are simple to characterize: constan)
troprtwement 11 your spellessting, o hghiters base artack
bonus progression, and everincreasing mastery of arcane
magic in meles combal

Weapon and Armor Proficiency; Duskhlades are pro
heient with wll martial weapons, a5 well asall armors and
shields (exceprtower shields),

Spells; You cast arcane spells, which are drawn Fram 1he
duskblade spell List pn page 98 You can cast pay spell oy
lenow without prepacing it ahead of rime

T learn or cast o sped], you must lave an Intelligence score
equal toar least 10 = the spell level (Inr 10 for (Hlevel spells
Int 1 far tstlevel spells, and co forth). The Ditheuloy Clase
for & saving throw agains your spell ts 10 < the spell level 4
yeuir L modifier.

You can cast only acertain number of spells ol each spell
level per day. Your hase daily spell allorment is given on Table
i3, Inaddidon, vou receive bonus spells per day 1 you have
| high Intelligence score lsee Toble 1-|: Ability Modifiers
and Bonus Spells, page 8of the Player's Hamdbool;,

Spells Known: You begin play knowing two (-level spells
and two Istlevel spells, chosen From the duskblade spell list
Yoo also know one additional 0-level spell for each polne of
Intellipence bonus

Each time you gain o new class level you learn one
pcddivional spell of anv level you cin cast, chosen from the
duskblade spell list.

Upon reaching Sch level, and ae every .-|'l1|‘|1;¢'1§1|n;_'|1| ol
numbered level, vou can choose to learn a new spell in place
of ore voualready know, In effect, you lose access to the old
spellin exchange forgilmng the new one. The new spell's
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level must be the same as that of the spell being exchanged,
and It must bear least two levels lower than the higheselavel
spell you can cost. Forinstance, upon reaching 9th level, you
could trade ih a single 1stlevel spell (twa levels below the
highesr-level spell you can ease, which is 3rd ) [or 3 differem
tsi-level spell. You can sivap only 4 sing
level and must chooze whether ornot to swap the spell i the

spell at any plven

same time that vou mein new spells linown for the level
You nesd not prepare spellsin advance. You can castany
var tised

‘iF.‘L'IIi woul know gt any lime, assuming voil have ne
L your spells per day o that spel] Tevel

Arvcane Attunement (Sph You can vse the spell-like
powets dareing ighls deteel magie, Rave, ghost sornd, and read
inagic s combined total of rimes per day equal o 3 - your It
modifier. These spell-like powers do not counragainstvou
toral of spells known or spells per day

Armored Mage (Ex): NMormally, armor obuny type inter-
teres with an arcane spellcaster’s pestures, which can cause
spells 1o fail if those spells have @ somatic component A
duoskblade’s limited forus and specialized rraming, however,
|'|||l.'-'|."-"; YEOL LD ..|||"|||.L|. arcang "I'".'” !’:‘Iill![i‘ Sl ]|||.|._|_' a8 VLl "'\-|'..-|'\.
to l‘.ghq armot and light shields. This training does nol
extend to medium or heavy armots, nor e bheavy shields
This ability does not apply ta spells gaitied fram o different
spellcasting class

Ardth level, vou lestmrouse medivm armpr with no chanc
of arcane spell &ilure,

Al 7th level, you learn 1o use a begvy shivld with no clance
of arcane spell Bailure,

Combat Casting: At Znd level, you gain Combat Casting
a5z bonus feat

Arcane Channeling (Sul:
Beginning ar drd lsvel youy can

nse a seandard
ACTION [0 CHEL

any fouch spell you know and deliver the spell through your
wedpon with 2 melee arack. Casting a spell in this manner
does not provoke attacks of vpportunicy, The spell must
have a castine time of | standard setion or less, I the meles
greick 15 sueressful, theartack deals J.zrn:igr normallv; then
the atlect of the spell is resolved

At 13th leval, vou can cast any touch spell vou know ay
patt of a full attack action, and the spell affects each target
vou hit in melee combar that round. Doing so discharpes the
spell at the end of the round, in the case of a tonch spell that
witld otherwise last longer than 1 round.

Quick Cast; Beginning at 5th level| you can cast one spell
each duy a5 2 swittsetion, so long s the casting time of the
spell is 1 siandard action or less

Youl can use this ability twice per day ar 10th level, thres
times per day at 15th level, and four times per davar 20th

irvi]

Spell Power (Ex): Starting ot 6th level, you can more
ppsily pvercome the spell resistance of any opponent you

successtully Injure

with a melee attack.

If vou have [njured

an opponent with 2

meles atrack, vou pain

it .j .|.'||.'.|I'|.|JF\- on your

caster level check o
overcome spell resis-

tance for the remainder

of the encounter. This

| bonus increases o +3 al
(1th level, 1o 44 ar 1&th
level, and 1o 45

al 18th level



TasLE 1=3: THE DUSKRLADE

Hit Die: dB

Base

Attack Fort Ref Will ——Spells per Day——7—

Level Bonus Save Save Save Special 0 Jst 2nd 3rd 4th Sth
st 1 +2  *0 +1  Arcone atlunément, 3 2 _ = = —

armored mage {light)

Ind +12 +3 <40 <31 CombatCasting 4 i — — =

id 43 =3 1 =3  Arcane channeling 5 4 e

dth  +4 w4 1 4 Armoared mage (medium) ] 5 _ - - —

Sth 45§ +4 =1 +4 Quickcast1/day ] 5 2 —_ = —

Gth  +6/4] 5% +2 45 Spell power +2 6 b i - —  —

Tth  +1f+2 +5 +2 45  Armered mage (heavyshield] 6 & 5 - — —

Bth +8/+3 +8 2 + 6 s G —  — —

9th #9/+4 +6 +3 +0 b i 6 2 _ —

10th  «10/+5 i +3 H Quick cast 2{day f . 7 | _—
ith #1718/ 7 43 1 Spell power+3 & ] 7 5 - —
1Zth H12) 47142 +8 4 ¢ B 6 3 B [ — —
13th  413/+8/+3 +8  #4 +&  Arcane channeling (full attack] 6 | g ] 2 -
ldth  +14{+9/+4 9+ 49 b B . Yy
ISth  &15/+10/45 +8° 50 49 Quickcast 3/day 6 g 8 7 5 —
lath  +16/+11/+6/+1 HO +5 410 Spell power +4 £ 3 G B 6 =
TWth 2192 +7 432 +10 <5 <10 G i0 ] 2 b 2
T8th 18 +13)+B/+3 +11 =6, 411 Spell power <3 fr 10 9 4 7 1
19th  +19/+14/49/+4 #1126 411 LT C Y TRIgER TR
20th  +20/#15/+10/+5 412 <+6& +1E Quick cast4/day G 10 o A0 § &

Class Skills {2 + Int modifier per level, =4 at 1st level): Climb, Concentration, €

skills taken individually), Ride, Sense Mative, Spellcrafl, Swirm

PLAYING A DUSKBLADE

A duskblade can take the fighter's place in the front ranks
ol a party or ensorcel his foes from o distance lilee 2 wizird
While vou aren't quite as good as either pdedicated figheer or
o dedicated wizard or sorcererin those roles, you're reasanably
effecrive In either, and you can change rales on a round-by-
rod basis as needad,

Chaoosing the path of the duskblade mesns you da’s e o
choose berween betng o combat specialistand o spellcaster. You
enjoy the best of both worlds, and you'll undertale any uest
that promises 1o tmprove either vour spelleasting orpotttmeler
prowess, Driven o simultineously master both swordplay
imd spelleasting, you might divote voursell o delving o
ancient cuins o learn move dbout the original duskhblades ot
wander far and wide looking for other duskblades inerested
(o restoring the cliss to [t previous glovy

Religion

The demands of martial and areane Jiscipline don't leave
much eoom for religion in the rypical duskblade, Good
illgned duskblades typically venerate Corellon Lovethiin,
even if they aren't elves, because he supposedly taught the
fipse duskblades the secre of combining melee combar with
treans casring. A few worship Boccobas the personificarion
of their own mastery of magic, while more honor Wee Jas,
whi exemplifies both the magic they wield and also the
death that they deal

Other Classes

You get alongwell with members of other classes whoshanea
rigorous devotion tod chosen path, such os paladins, dragon
shamans, and monks. You are the object of envy 1o sorcerers

raft, Decipher Script, Jump, Knowledge (al|

and of sdmirdtion to bards, whi sometimes ity to emulate
vourahiliies {ofren with disasrrous resyles) Among members
of the two clisses whose portfolios you deaw from, hghters
and wizards, some view vou with disdain while others are
fascinated by vour unique meld o melee combar and arcane
spellcasting, Barbarizns, clerics, and knights rend w distrus:
you, while rogues, tangees, drulds, and beguilers view you
and otherduskblades with indiHerence,

_lllllheﬂ

Youl tright somettrmes feel you have too miny options, too
mmany things you can do ina stngle roumd, Use thar Hexibility
(o con i vour enemies, outhghting what you can't outspell
and vurspelling whir you can't outhghe The monster thar
ehgages you i meles, hoping togetan attack of opportunity
thar spoils vour nest spell, is [ for a surprise—a surprise
comsisting of three beet of meorsharp steel

Most of a duskblade’s spells target a single creatuive or have
o range of touch, so vou ame most effective when you single

i

NEW ARMOR SPECIAL ABILITY:
MWILIGHT
This armor special ability, which first appeared in the Book of
Eyalted Deeds supplement, is of particular use to duskblades
Such armor bacomes translucent when donned and possesses
a faint sunset-colered sheen, Twilight armor reduces the chance
al grezpe spell failure by 10%,

Faintab|uration, CL 5th, Craft Magic Arms and &rmaor; Price
+1 bonus.
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pur and tocus ypon defeating d<ingle opponent. Your spel|s
that abfecr areas are limited mostly 10 cnnes, which means
vouneed o be on or mear the from Lnes 1o et the pregres)
eftect from them. Even ifyou came close (o being as effective
a5 Aghteror g sorcérer in his chiosen field, you're cerrainly
nat as effective asa fighrer nnd 4 sorcerer. You'll udcasionally
cast o spetl and strikewlth vour Bladein the spme round, bui
pure cpelleasters such as the sorcerer are more bl o alfeina
crowi of foes orblasta group of opponents. Tharsaid aetone
are the D& D gime's most hundamental currency, and yeu 1)
be able o mlke advantage of additional sctions in the tound, as
vou combing spellcaseing with melee attacks and eventually
gain the ahility to cast any spell vou Knew as s siellt action

a nimber of fines PET day

Advancemeant

Like the sorcerer, you foce o crucial decision: which spells
puit on your spells known 15t The offensive spells an you
spell list fall baro three primary categovies: (ouch spell

single-targer vanged spells, and shorerange cones. Choose a1
least one touch h|:lr]| sucli as shocking grasp, o rakeadvanoage
af yobr arciane 4 '.'1'||'||n'h|:_|71, wailiey. You showld also tale
movement spell, such as s | expedibions petveal, and 417 wiack
enhancing spell such as true strilie or magic nenpen, Futiir
zpel| selecnons can miloryour repertoire tohe role vou fundd
vourself most rommonle Alling. whether it be 2 froneline

tighter or o hnesse caster

Assizn as many skill puines as pum:ihh' o Cacenirition
KEnowledge Gareana ), and Sense Motive For feats, take the
Weapon Focus Hoengsword | leat and alio consider sudden
metamagic teats, such as Sudden Silentond Sudden Empower
both from the Complete Avcane supplemen

Do notneglect to put some thought b vor gear as well
Spend 30% of vour wealth on the |
manage withour risking drcune spell
mithrl andfor having the vwilight special abilicg) Spend

VIESL A }'lll.l can

ailuce chanee (often

20% on vodr primacy weapon and 20% ondrems chanmproyve
vaur Fnrelligence, Serength, and siving throws. Spend 20% on
wands and serolls and the remaining 10% on miscellanegus
[tems and a hasic sdventuring package

Yourspelleasting and Bphrime prowess also allow you the
ppportunity (0 emter into prestige classes thar are surted w
either meles or spellcasting

STARTING PACKAGES
Package 1: The Rlaster
Hueimant Dishblid
Abylity Seares: Sir 45, Dex 13, Con 12, Inr 34, Wiz 10, Cha |
Stllie Climb, Concermation. lump, Koowledge Goan),
Spellemtb

Lapgunges Commaon, Dracenic, Elven

Frat: Point Blank Shot, Weapon Focus (ranged spell)

Weapon: Greatae (1d1273), 3 javeling (1de, 30 (1)

Arnine Chain shirt (+4 AC)

Other Gear- Spell compotient poueh, standard adventirers
feir, 10 gp.

Spells Koo Lse—Kelgore's Jing bolt, rav of enfesbloment;

O—izcid splash, disraupt wodead, vay of frosk, lpwch of [aligue,

P.‘!L‘l-!;lgl." 2: The Defender
P! Disk il
Alnbily Soeres Sir 15 Dex 13, Con 14, Ink 14, Wis 1), Cha s
Shills Cotcentration, Decipher Script, Knowledge (avcana),
l-C|1-"|||'|':1I:'|
Liveiguages: Comman, Dwarven Gohlin, Orc

Feitl. Toughness

Wiedppn: Dhawarven waks Ld1i3
Aoy Scale mal] o4 AC), Lipht wooden shield (+1 AL
Ul Gear; Spell component pouch, standard adventurer's
lehr, 22 gp
Soells Krropen; Lst—lesser deflect, et energy; O—apiel splads,

et wndemd, pay of |

et bouel) of fatagree.

Puckage 3: The Skirmisher
LI Dusheblade
Abiity Scores: Srr 15, Dex 15, Con 10, Lot 14, Wis 10, Cha &,
skalls Climb, Conceneration, lump, Spellcratt; Spor (éc)
Languoges Commaon, Draconic, Elven, Sylvan
Fraf: Dodge.
Wrapons: Cladve 11d10/x 33, fve javelins [1de, 30 f
Armor: Studded leather (43 AC
Ol Gears Spell Compongnt pl"lu'h. standard adventuyrers
I; i, 40 ep
Srplls Kvorttier | sp—anift v pad s vetrent, tebe atrike; 0—aeid

sy e upic e, sagof frost. taeely of fatigu

DUSKBLADES IN THE WORLD
“Yorur spedls ol pesietrate g mogioaldefeses. Yol are help-

Lust words of Zufir Halag, mkshasa lord

[he duskblade combines rthe best fearures af the Rghter snd
wizird. Duskblades make dangerons foes because they lave
Gor sy aptions, magical gnd mactial, available o them every
round; their ahiliry (o deliver foueh spells through o melee
urrack is particularly porent

Drendy Life
Fhe life of o duskblade is poe of constant eaining. Each
duskblade musi simulomeees)y be o swordmaster @ defi
spelleasier, and ao expert bn the esoteric technigues o
arcine chatinel g, Each of those elemens teguires years
i mdster; pur them together and you have s training repl
men that only the mast driven charactsrs can maintain.
Che rypical duskblade is doing calisthenics in che cusile
ronrtyard betore the other characrers wake up in the morn-
ing and pracricing semaric gesiures long affer evervone
slsg has gone o sleep In rhe evening Bxceprions exist,
of course. but | general duskblades have 1 replitarion as

driven, focused tnufvidials

Motables
Since duskblades are few and far between, they e natural
loners wandering fir and wide o sed tch of adventures chat
will prowe a suiable challenge for their unique combination
of abilities Such i5the'case with Gwilor the Swift, o wild elf
who adventured i the woodlonds of his peaple fora centiry



ar 4o beforse he committed hime=ell entirely to g crisade
apainst the duergar and spent the rest of bis long caréer on
svtended foravs into the underground.

Other duskblades juin like-minded advenruring groups
Given their own miv ol melee and spelleasting abllitles,
duslbliades are u'glllng to ey unususl combinarions, such
s In thee case of Taiglin the Fair, 4 gray oIl duskblade wi
Formed a highly successtul party with o human heshlyde pnd
i halAing warmap

Srill nrhersare restless, moving from group to group and
gred to drea insearely of newchallenges. For examiple, Hallu
Yelebane. g selfropht halPelf duddblade, rarelystavsin the
gitine couptry more than a month or two, She arrives, seieks
outa suirable challenge for her talents, throws hersell into
thar adventure, and then moves on. 1n the course of het
carget | briel by elven stnndards), she has rescued a hallling
métropolis frant o cabal of mind Rayvers who were “farming”
the small humanedds for their brains, tesmed with a gichzer
monk o defeat a famed gichvanki knipht (and claimed his
silver sword as her own), and exposed malenti inhlisarors in
an aguaric elf communitv and thus rocmed bacl g sahuagin
invision olong with other exploits. Hallin's nickname derives
from her unespedted victory, garly in her career overone l
e fellonw duskblides, the elt Yele, who unedl then had boaseed
thal be hid never been defeated fr-a one-on-one duel. The
tweo became fast friends and now make s polir o duel 20 leas
NNCe eEVery vedl

Organgzations
Because of the elvin heritage of the class, many duskblpdes
gravitate toward the elf lande even if they gren’t elves
themselves. Knowledge of duskblade fighting rechnigues
Ig sullictently rare thar no laege company of duskblades
exists—or, if one does, it's awell-kept secret. Forcentiries,
the class has been sustained by nothing more than solitiry
masters who teach duskblade glills und spells o warrhy
apprentices, and by rhose who have taught themselves the
rechnigues from long-neglected tomes ind praining manuals
Mare recently, some sel Ftaughc diskblides have sppeared
who master the difficult techniques required by the class
through some innate instinct. No matter what their origin,
il are equals in the eyes of their fellow duskblades
Dhuslhlades love (o rese themselves apatnst each other, o
the mre occasions when the paths ot two duskblade advennur-
ers happen o cross, they will always make reme fore friendly
duel before they part. Given elf lifespans, same duskbldes
maintain friendly tivirlries that can last lor centuries,

MNPLC Reactions

Few common folls undestand who or whitduslkblades traly
are and most assume those duskhlades chev happen 1o mee
are simply Nghirers with o bic ol sorcererability (oe vice versa)
Legends speak of ell heroes skilled with bath blade and spell,
but these tales do lietle t inform anvone of the specific abili
ties of the duskblades. Most adveniurers react 1o duskblades
with some wariness because o duskblade’s combination ol
ubiltres makes tvery hard w judpee bow powerful oreupable

sucha characteris i1 anvy situation

DUSKELADE LORE

Characters wilh runks ln Knowledge {atcana) van research
diiskblades 1o learn more abour them. When o character
miakes o skill check read orparaphtase the following, mclud
ing the milormarion from lower DCs

DC 10y Some elves have the abillty to castarcane spells
while enpaped In melee combat: such elves ape known as
dusklludes

DC 15: Not gll duskblades are olves; somerimes members of

other races muster the class’s special rechnigues ol spelleast
ing ln melee

DC 70: Duskchlades preserve an uncient tradition thit enpbles
them to deliver spell damage through weapon sirikes,

DUSKBELADES IN THE GAME

Druskblades hir eusily ihro an ongoing game because of their
stmall numbers and enigmitic mix of akilities, The presence
of the class is easily expluined ae your plavers explore miore of
the world—they simply hadn't encounrersd any duskblades
until now, of had mistaken those they did encounter foi
mulriclass fighter/wizards Now that theyve iliscovered this
aspect ol the serting, however, they're free to multiclass inra
the duskhlade class or 1o begin i new characer with levels
oty 11t the pew cliss

Adaptanitns

Cire of che more interesting ways (o idape fhis elass to your
campaign is jo keep the class abiliries more or |¢ss the same
bt o change the mce involved. For example, 1he githyanki
have o teadition of multielyss Gehrer/wizards known as
gish; these Individuals could easily be reconceived as a gith
dushblade vliss. Unexpected combingripnswould be the mos
striking, suchasa previously unrevealed halfling duskblide
class, After all, few expect halflings toengage in melee except
when maliing sneak artacks, hut when magically hoosted
by hfl's strengetl and the ke and 1-ig|'|l:'n1_|:_l| with oversized
weapons, they could prove unexpectedly deadly againise those
who underssri mate them

the duskblade clas=

which, afterall, is tle essenve of

Sample Encaiintel

An encounter with a duskblade should highlight his com
bined wse of spells and meles shilities The doskblade should
s his spells o force the PCs o lose (oo melee wirh hlm
and then he should batter them wich e barrage of rouch spells
delivered through his melee artacks. Fighting o villainous
duskblide should be fricky, becanse hell nse the wals thas
wremist ellecrive againgt each chartorer (for example. spells
requiting Reflex savegagainst the Aghter and powerful meles
ictecks against the wizard)

EL 7: Yele has olways been drown 1o boch physical combar
atrd the sty of magic. As o duskblade, he combines the two
itieo poe seamless ghting style. An adventurer by trade, Yele
could encounter the charetersas o friend org foe 1Fasa foe,
it is because some enemy of the adventurers has encouraged
Yele to goatrer them for some reason; perhaps to gain some
magical treasure curvently in their possession thar would
sigmihcantly hoost either his swordplay or his spellcasting,




1Fas a friend, Yele could join with the adventurers 1o search
tor some lost piece of arcane lore or because their ques
strikes him as Hkely to prove an Intevesting challenge fur
his telents

YELE CR7
Male elf duskblade 7

NG Mediwm humanaid

Init +&

Senses low-light vision; Listen <2, Spot +2

Languages Comman, Elven, Gnoll Sylvan

AC 21, touch 13, flat-footed 19

hp 35 (7 HD)

Immiune sleep

Fort +6, Ref+7. Will =& -8 aganst enchamtments)

Speed 20 ft (4 squares)

Melee 41 longaword 41746 (1d&«4/19-20)
Base Atk +7, Grp +10

Atk Options arcane channeling ™, guick cast

Abilltles Str 16, Dex 14, Can 11, Int 14, Wis 10, Cha §
SQ able to natice secret or concealed doors, armored
mage=, spell power=
Spell-Like Abilities (CL 7th)
Syday—dancing lights, detect mpgic, flare, ghost sowed,
read mogic
Duskblade Spells Known (CL 7th)
2nidd (6/day) —ghou! towch [+10 meles touch, DC 14)
scofching roy (+9 ranged touch), swift Ty
15t (7fday)—ray of enfeeblement (+3 ranged touch),
resist enargy, shocking grasp (410 meles wuch), suafi
expeditious retreal, e strike
0 {6/day)—acid splashy disrupt uadead, roy af fras (45
ranged tauch), towek of fatigue (410 melee touch,
OC 12)
Feats Combat Casting®, Combat Expertise, mpravet
Initiative, Lightning Refloxes
Skills Concentration +10 (+14 casting defensively)
Knowledge (arcana) 412, Knawledge (the planes) <12
Listen +2, 52nse Motlve+10, Spot +2
Possessions =1 breastplate, =T light shield, 47 longswaord
eloak of resistance +1, ning af protection +1
2 zss features deseribed on page 20

Duskbiliade Spell List
The duskblade's spell list appears below, Spells printed (v
this boal are marked with an astarisk
0 Level, acud splach, dicyppt undaad, py of freost, touch of
ftigui
ter Level: Hiehv's tripping lapd®, blads
Ieruds, cpagne Jeatr el ponich, enlog spray, fump, Kelsores fire bolf

lesser-deflert™, mapic weape, dheeirime syt sy of enfeeblement,

SWIFT EXPEDITIOUS RETREAT, SWIFT FLY,
AND SWIFT INVISIBILITY

Three spells an the duskblade's spell list—swifi expeditious re-
treat, suafi ffy and swift invisiblline—appear in Spell Compendiim
Ifyau o not have that book, Lreat these spells as thelr ranswifi
versions, excepl that theis casting timeis 1 swift action and the
duration of each spell I= 1 round

resisd vverey, rose”, sharking grasy, stand™, anifl pxpediBions el
Frpe shlee

2nd Level; animalifie piwer®, bears enduvance, Bighy's ohpile
i st bll's strength, cal s grace, darfrnsion, deflect, dimensian
T, ghoul touch, Mell nad arrow, scavching ray, see iy
seplecng vay®, spider climb, streth wenpmi®, stre divite® auift Ty,
sw (it mutsibality, fovicl of 1 diniy

ard Level: crowm of nught™, crown of pradection®, dispelling
lanieh®; dponi seprahe®, prigrry aegis®, eviergy simge™; grewter inogic
weapon, halt®, kepn edpe, protection [rom CTUETEY: iy il eaclymstion,
Fegronig®, vt i toaeh,

4th Level: Bighy's terpesing hand, channeled [‘l'l"‘E‘IIJ” ;
dimengion dooy, dispel magic. enervale, frrg shield, phantigmal
fealler, alipaat, taxic weapop®

sth Level: Highy's plesched frat, choin lightning, disilegrale,
Hold mpnster, polur iy, slashing dispel®, sonie shield”, wauves

of fatigue,

KNIGHT

[ Wil g

[ offer you suvvgpler or an hooorable death in batife. The choee
IR L
—Archibold the lmpermons

A knight is 4 proud, skilled melee combaiant who hghrs in
the name of honor 2nd chivaley, A knighe relies on mote
thit o sharp sword and @ stour suir of armor w0 defear het
faes, Herdrive, determination, and fiphring spivit allow her
io contral the bartlefield in wavs that others cannot match.
A knight can challenge an opponent to o duel, ealling opon
the foe's pride and ego to force his hand, The knight's talent
with heayy armaor, chields, and defensive tacrics prant her
the ahility 1n di-m]ll lier foe's p|.a1Tf- Oinly the most wlented
roguies snd monks can shp past a knights defenses wosieike a
her llies, An adventuring gtoup wirthwizards, sorcerers, und
ather lghtly armored members thrives with the assistince
ol 3 kenlghe While the knight keeps enemies m.x'upiml. her
alliee can wse thermlens and abilivies withoue Fear of acck
ot liargssment

The knighy class (52 grear chotcs (Feou want to plioy 4 roughy,
durable meles combarant whose strong personalivy allows vou
io trandpulare vour foes Weaker foes cower th fear belire you,
while soropger foes move to stake you rather than vaur allies
when you play on their egos and challéinge them wo duels
Your expertise in using armar and carrying a shield allows
yout fo form animpregnable defensive | ine. Once you engage
i foe, he has difbeolty moving avay to threaten yoor allies
[y weant to bé o froneline meles combarane who defends
therest of the parry and manipulates opponents, the knight

isu good choiee

MAKING A KNIGHT
A low-level knighe is similarto o cross berween a Gghterand
a bard. You have many hir poings, a high Armor Class, and
ani ability similar to bardic music (the knighr's challenge
class tearure). You can pick-a single loe, usually the one who
poses the most dangerous physical threat, and gain a bonus
iz artack rollsand damage volls against thar opponent. You



miust pay close attention o the knight's code of conduir
since it forbids vou from raking advamage of severn | acrically
usetul snuations.

You excel in combar tna manner similar to a Aghrer—bu
while a fighter can slay & monster, your primary ralent is
vout ahility 1o keep thar monster away from your allies
while vou hattle i v migh rake vou longer to win the
ilay, b vour many hin poinis and strong defensive abilicies
help preserve you Besr of all, your defense enables your
wllies to funcrion ar full capacity wirthour being subject 1o
rhe monsiers arracks. Any sorcerer or wizard in the pasty
rhrives when you are there o absorb attucks and hald lack
your mutwal foes

As you advance 1n level, you gain the ability to dictae
& foe's acpions, torcing him ro netack you instead of other
tarpers Weaker opponents, which rypically appear in nume
bers roa large for vou ro hold them all back: quail io rerror
when you menace them. Even if they slip pasre you, they
rake penalries when they arrack yourallies, Your knight s
challenpge and shield black class fearures combine 1o ler
vou excel n one-on-one melee, granting you 2 bonus on
artack rolls, damage rolls, and Armor Class against asingle
loe af your choice, [f the group [aces a mighty villainor g
single, overwhelming physical threar, Irs up o vou 1o keep
rhe monster accupted while your allies-cast their spells o
maneuver t‘l_lrl_‘ll:lﬁﬂ 1T

Abilities: You benefic rrom a hagh Chansma score, since
i L|.I."|\'.'|'|T!||1.I;"S |'||'|||-"|1 olten }"l.'ll.l Can use sImie ol VOUT ;Jl.'.']l”l!'!'
and the save OC ol those abilines. A high Constution allows
you 1o increase vour alveady impressive hiv point taral, thus
halsrering vour capactey ro defend your allies. Strength
Improves vour combar abilines, malking you mare elfective
0% a trom-line ¢

Races: The majority of knights aze dwarves, hurmas, and
halFelves. The dwart's rendency toward order, combined
with that rice's miliraristic bent, gives nse to Aghung orders
dedicared o uphold ing justice and obeying an honorable code
Dhvart knights also serve as wendering dispensers of justice
berween isolated sertlements who enforce the tule of low
and procect small clanholds. Humaniry, wich ws sprawling
langdons and empires, produces many knights who lighi
as much for king and country as tar personal honor and
monerary rewards, some holFelves enter into such service gs
well and can rise 1o hiph ranks within such orders, Gnomes
iad halflings rarely become knights, stnee the lghe s
straightlorward code of conduct runs connter to the small
races' reliance on mickery and clever planming, Few hall-ores
hive the oppormunity 1o become knights, but when theydo
i heir narural strength serves them well. EN lenights are rare
since elves prefes freedom and flexibilicy over the rigid code
af honoe all knighes must follow

Alignment: Knighrs are always lvwtul, Their dedication
1o # code of conduct 15 burone expression of thetr devotion
rrorder Mostknightly orders arise as instrutions forged 10
protact @ kingdom from imvaders or ta enforce the low agains
chaos from within

ATHCTET

Wlile knights valiee order, they tend 10 eqtial numbers
foward good, evil, and newmaltty, Lawtul good knights see

order as 4 tool 1o protect the innocent and weak from evil
Lawful evil kmights believe that the sociml order serves w
reward the stromg, Lawful neutral knights abhoe the desirue
tion and sutfertng thar chaos can bring and so uphald arder
tor s own sake.

Starting Gold: 6dé=10 gp (150 gp),

Starting Age; As paladin (PH 108

CLASS FEATURES

Your class learures involve mastering the use of armor and
shields jimd learnimg how ro manpulace your toes so rha
melee combar tokes place on your terms; not theies

Weapon and Armor Proficlency; Enights are profi-
cient with all simple and martial weapons and with all
armor | hesvy, medium, and light) and all shields (excepr
rower shields).

Knight's Challenge: Your dauntless highring spoo plays
major role 1o vour fighring srvle, as importanras the strength
ot your arm or the sharpness of your klade 1n barle, you
use the torce of your personality 1o challenge vour enemies,
You can call our a foe, shouting a challenge thar boosts his
confidence, orissue a general challenge thar strikes fear o
weas opponents and compels strong oppenenrs to seek you
out for personal combar, By playing on your enemies' ego
youcan manipulae your loes

Yot can use thisability a number of times per day equal m
172 vour class level - vour Charisma bonus iminimum once
petdayl As you gain levels, vou gaina number of options
thar you ean wse in conjunetion with this ability.

Even il you snd your toes lack a shared language, yvou can
siill effecrively commumicate through body langnage. rone
and cerruti vaths aml challenges you learn from s variety of
different ongies

Fighting Challenge | Ex): As a swilt scrion, you can tssue a
challenge agamnsra single opponent. The rarger of this abiliry
miust nave an Intellipence of § or higher, have a language of
some sort, and have a CR greater than or equal to your char-
octer level minus T 1E i1 does not meet these requirements
i nse uf this abilivy 15 expended withour effee

Ll the 1arget does meer the conditions given shove, you
gaina +1 morale borus on Will saves and 2 <1 morale bonus
on arschk rolls and damage rolls against the arger of this
abihey. You fight with renewed vigor and energy by placing
vour honor and reputation on the line. If your chosen foe
reduces you (o Qorfewer it pornits, vou lese rwo nses of your
knzzhi's challenge ability tor the day because of the blowta
your ego and confidence from this defear

The effect of o bghring challenge lasts for o number of
routids equal 1o 5 4 vour Chartsma bonus (ifany|

1f you are capable of issuing a knight's challenge more
than onee perday, you ean use this ability more than once
inasimgle encounter Wyour First chosen toe i defeated
or Hees the drea, vou can issue 3 new |‘JJ;|||t:np,L' tor a dif
|l;"],'l:f|l |I.~II:' ?I.'lll cannol h".'n'1‘|.|'| :-I_'H.'_‘i l‘-"r'i)l.[r (J]'igllljll 1:lrg|:| i""
still active

At Tth level, the bonus you galn from thisabaliry meresses
o +2 At 13ch lievel, t cises to =30 At 15th level, ir thoreases
in =4




TABLE 1—4: THE KMIGHT Hit Dhe: d12

Base
Attack Fort Ref Wil
Level Bonus Save Save Sawve
st +1 + 0 +0 v
ind +i [ +0 -3
Ird +3 +1 +1 +3
dth -4 | o | g
Sth =5 £] +1 +4
fith B+ +3 43 5
Tth e 7j+2 32 2 =5
Bth +8/+3 {2 +2 i
Gtly 94 +3 #3 b
10th -10/+5 +3 1 -7
I1th 11 +6/+] o3 +1 w7
12th FI2 4742 4 p "
13th #13)+814+3 ot rd +&
14th Pl 4+3/+4 i o4 .9
T5th F15/410/+5 ¢5 5 i
16th Va1 B/ ¥5 =5 (10
I 7th 171272 +h +h +10
I8th 18134841 b +B6 11 —
19tk 218414149/ +4 6 T
40th =20/ +15/+10/+5 - +6 +12

Special

Fighting challenge +1, knight's challenge, knight's code
Mounted Combat, shield bluck +1
Bulwark of defense

Arrmor mastery (mediurm}, test of mettle
Bonus feat, vielant defender

Shield ally

5 Fighting challenge <2

Call ta battle

Armor mastery (heavy)

Bonus feat

Shield block +2

Daunting challenge
Fighting challenge +3
Impruoved shield ally
Bonus feat

Bond of lovalty
|I'|"IFII:-rIJﬂlJ"-_i E'I'Idufal"'l:ﬁ'

Fighting challenpge +4
Loval beyond death, shield black +3

Class Skills (2 = |mt modifier per level, «4 at |51 level)! Climb, Handle Animal, Intimidate, jJump, Enawledge [robillty and

royalty), Ride, Swim

Test ol Mettle i Exl! Starcing or 4k level, you can shour a
challenge ro all enemies; calling oo tor the mighteseamaong
thern to face yvou in combar. Any targer of this ability muse
have 1 language of some sore and an Ineellipence scoreof §
or hipher. Creatares thar do nor meer these requirements are
mmine tothe test of metrle. You muost have line of siphrand
line ot eftect o the targers of this abilicy

As gawiftaction, vou can expend one use of your knight's
challenge abilicy to cuuse all vour enemies wirhin 100 feet
with a CR grearer than orequal wyou characier level minps
2o moke Will saves (DC 10 = 1/ 2 your class level « your Cha
miod i fers, Creatures that fail this save are forced o artack vou
with thetr mnged or melee attacks m preference over crher
availuble vargets 100 toe attacks by casong a spell or using
psupernatural abiliry, be must 1o rget you with rhe atrack or
mclude vou in the etfect's area.

An opponent compelled toacoin this manner 15 o throws:
into a mindless rage and does not have to move o artack vou
in melee d doing so would provoke ateacks of opportaniry
against him Insuch o case; he can use ranged attacks sgatnst
you orpitack any opponents ke threatens as normal, 1 anyene
othier than you actacks the targer, the etfecr of the test of
mertle ends for thar specific rarger

I you nre reduced to 0 or fewer hit pones by an oppe-
nent forced warteck you due wo thas abeliry, you gain one
additional use-of your kmghe's challenge ability for char
day, This additional vse comes from increased conhdence
and the knowledge that you have proved your mertleas a
knight agninst your enemies by oo lling out foes even againg
overwhelming adds, This sddimonal use disappears ifyon
have not ksed it by the starr of the hext day. You can only
gadin ome ddditional use of vour knight's challenge abiliy in
this munner per diy

[he vftect ot a rest of melthe lasts lore pumber of rounds
equalto § +vour Charisma bonusut oy W hethera crearure
tnils or succeeds on s suve against your test of mertle, it can
oely be tareered by this eltecronge per day

Call {o Harile [Ex): Stacting ar 8th level, vou becomean

mspiring tiguee an the batilefield, When all seems lose
you are a beacon of hope who conninues to tight on despite
the odds Mo cause 15 ver lost when a knaght snll bagcles
on IEs e

g awa b raction; vou can expend one useol vour knight's
L'|::|llr.~|~.1;u abiliry to grantan alby nnorher save against o lear
effect. ['he terger gains a bonus on this save equal o yow
Charisma bonus (ifany). [ the rarger succeeds on this save,

he gains the benehr for o snccessbul save against the atrack
orspell Thissbiliry reflects vour talent to inspive your allies
in rJlL' lace l.'l]-3 (451} n[]]'..]_' |:|.:'I:'

Forexymple, Lidda fails her save agamse o lich's four spell,
L has nexe aceion, Sivagrivai uses his call o barde abiloy
to gram Lidda another save. LEshe succeeds, she immediarely
shrugs off the etfect of the frarspell

Duerending Chatlénge | By Starting ar 12ch level, you concall
out opponents, striking fear into the hearts of your enemies.
In this manner you separare the strong-minded trom rthe
weak-willed, allowing you 1o focus on opponenes rthar are
worthy foes

Asa swiftaction, you can expend one use of vour knighrs
challenge abiliry ro1ssue o daunring challenge, This abily
atfects all crearures wirhin 100 feer ot you that have n CR less
than your character lovel minus 2 Targers must be able o
hear you, speak or understand a language of some sorr, and
have an Intelligence score of Sormore. All rmrgets who meet
DA Ath 4+ |7 oty
class level 4 your Cha modifer| or hecome shalen

these condirions must make Will soves



Whither o crearore fails or sucededs an fre save apains
vourdatneing challenge: itean only be rangered by chis effect
once per day

Bird of Lovally (Ex): Stavting at 1ath level, your loyaley
to your comrades endurces even in the face of powertu)
mutgle. You can expend one use of your knighe's challengy
ability to make sn additional saving throw sgainst g mind-

itte

ring spell orabilily, You can se this abilivy once per
tound is o free setion d0d can continue 1o Lse |t even [Fan
Uppenent is .'L51'.|='||||||:1,»_' your setions with o I‘.’llllﬂ-zﬂ-{‘{'til'lf_'
qpel] ot alaf Ly

Loyal Bayend Denth (Ex e 20th level, iFyou arce reduced
ti2 11 or Fewer hit points by un effect that otherwise lewves
your body ingact, vou can expend one use ol your knighe's
challenge ability to remain conscious 2t continue w act [or
| more round hefore dying, You can use this ability even i
ot hit polae rotal is 10 or lower. LEyour hody is somehow
destroyed before vour nexr action (such as by dismtegrole)
then you cannoracr: You can continue m expend uses afyour
knight's challenge ability to survive from round no round
until you run obeol uses. I you receive healing thar [eaves
f..".IIJ '.'.'llil. more [l]i]]'. -0 |'.|]t P{_'l'i nEs, vl .wllr\-'i'."l.' Lar

Full uneonseious, as dppropriatede vout nev hit
paint wiall when you stop using this
ability, Orherwise, death overtakes

ol wher vou run eur of uses of your

lenight's challenge abilipy

5

w peralty on aprack rolls and saves for the resr of

« F

N
]

&
¥

A

The Knight's Code: You fight novenly o defear vour foes
but 1o prove vour honor, demonstrace vour fphiong abilicy
and win renown across the lind. The stories that avise [rom
vour deeds sra just as impoitant to you g5 the deeds them
selves, A pood lnight hopes that her example encourages
uthiers o lead righigous lives, A neutral knigl wishes 1o
uphold the cavse of hisTiege G he has one and win glory. An
evil linightseeks to winacelim seross the lindsnl increese
her own personal power

Thit knight's code focuses on fair play; A victory achieved
through pure skill is more difficule, and bence wins more
plory, than ane achisved through (rickery or guily,

« Alknighrdoes notgaina bonus on arrack rollewhen Hank-
ing You still confer the benefit of o lanking position 1o
yourally, bur you forge vour own +2 bonus onatrack palls
¥oul can choose 1o keep the 12 bonus, Bue doing <o violates
vour code of honar {see helpw),

= Alenight peverstrikes a flardfooted opponent. Lnstead, you
allovwr your foe 1o reddy himself before arpse king

+ Aknight never deals lethal damage against o helpless foe
You can strilke such 4 foe, bur only with stracks that deal
nonlechal domage

If you violate any part of this code, you lose ome use of

yourr hnight's ehallenge abilicy for the day. 1 yous
knight's chullenge ability (s not avallable when
yir vialate the code [for example, if you have
exhausted vt uses for the dayh, you take g -2
1 thay day, Your berrayal of your code of conduet
undermines the laundation of confidence and
homor that drives von forwand
While you cleave tovourview ol hon-
or, chivalry, and porsuit of glory, vou
do not torde your views on others, You
mighr chide » mgue for snesking around
i bartlelleld, but you recegnice land

pethaps even feel 2 bir emip abour) the
reality rligr not everyvone is fit 1o follow
the knighrs pach.
Mounted Combar; Ar 2nd level,
vou pain Mounred Combar as
btsnus feat
Shield Block (Ex): Srepring
b 20 level, vou excel i using
your armar 2nd chield o fros-
\ Frafe yousr cnemy's arraeks
During your dction, des-
igrate U single vpponent
as the target of this ghil-
ity, Your chield bonus
to AC against char foe
mcreases by 1, as you move
vour shield ro deflectan incommg blow,
possibly providing jusi enough pro-
tection o rurn 8 telling swing into a

-

near miss

v




Thig shield bonms increases yo+2 ot 1ith level ind <3 g
20th Jevel

Bulwark of Defense (BEx): When vou reacly 3l level an
ﬂpFH.”.'lL']l] tJ]ﬁ.l t'.l‘l.‘_l:"] ns its LUrn 1n vour ll'l rL'Illi_'I'II.'I.J are] trealr=
all the sgueres thar vou threaren as dilhiculy termain, Your
strict vigilanee ind active defensive maneuvers force vouy
pppenents o move with care

Armor Mastery (Ex): Srarting ar 4th level, vou wreable 1o wea)
your armor like 2 second skin and ignorve the standard speed
reduction lorwearing medium armor. Starting ac9th level vou
ignore the speed reduction imposed by heavy iomor as well

Bomus Feat: At Sth level, voi gaina bonts feat chisen from
thi following list Animal Affiniey, Diehard, Endirance, Greal
Fortitude, lran Will, Quick Diaw, lide-By Attack, Spirited
1:_:|'...|rg.| lr.]mpll,', o W AP Focus [ lance), You mustsrillmeet
any precedusites for the fear You pain an additonal banys
feat from this liseat 10ch level and apginan 15ch lovel

Vigilunt Defender {Ex): Stavting ar Sth level, you st
your ground against ol] enemies, warding the spot where
your make yout stamd t prevent loes from slipping past and
artacking those you protect 16 an opponent altempts fo nse
the Tumble skill wmove through vour threatened aren orvour
space without pravoleing ateacks ol opportunity, the Tumbl
checl DC o avord your artacks of opportamity Increases by
it A nn egual oyour class level

Shield Ally (Ex): Stirting ar sth level, as an immediate
etion you can opt to dhsorb part of the damage dealt o an
adjacent ally. Each rime this ally rakes damage from i physical
artack before your next corn, you can take hall this damage
on yourselE The targer mkes the other halFas normal Yo can
only absork damage from physical melee attacks and ringed
stracks, such as an incoming arrow ar 4 blow tram o sword
nat from spellsand orher effects,

Improved Shield Ally (Exj: At 14th level, your ability
o ahsorb damage inereases. Onee per tound youcan abeotl
il the damage from n single attack directed against un
adjacen) ally. Tn addition, vou continae ra absork bolfthe

deamige from orher physical ol tacks on an adjacene ally, | f

':,"[!ll. g |:'|I."|'|";I' 1|r11|.| misl L|.I.‘.'|'."il:jl' \.'..'l'll."|:|1§'|' i3 L5 ||‘||'\. ||b||||1|
afrer the srracker derermiines that g arta

4 |'I.I'-i '-.-.II.I-.R'L'I.lr.' I.Ir
but belore he rolls damage

Impetuous Endurmnece (Exk: Starting at | Tth level, your
fighting spirir énables you to push your body beyond the
narmal limits of endurance You no longerautomatically fail

a saving throw on g roll of 1, Yoo might seill ] the save (F
£ 5

vour resulr Gils o equal o beat (he DC

PLAYING A KNIGHT

Asa knight, you are deiven w prove vour abilitiey, showreas:
the eode of chivalry 3z a PrOper way 1o live, and defenid veur
allies. You ute imperuous and brave, never backing down from
g challenge When vou (ace a mighty foe, vou take # momem
to call our 3 challenge to him, salute his fighting ability, o
list his crimes that you seels to avenpe

Relhigion
Knights value ovder and honer in all things: They worship
lawful gods, though whether their parross are good, newrral

or evil depends salely on the knight's preferences. Good
knights favor Helroneaus, while neuteal ones follow 5
Cuthberr. Evil knighrs, if they venerale 4 god, affer prayers
to Hextor. Knights of Halroneousdnd Hextor are renowned
tor the epic duels they have fouglit againgt each orher
Cipposing armies sometimes al their advance to allow
these sworn enemies o duel o the death before the rest of
thie barrle is joined

Other Classes

You respect palading for their skill in combatand devonon o
1 eode of conduct, although theirpath is somewhay different
trom your own. You see wizards, sorcerers, cledes, and bards
as useful allies who should <tay back away from combar; indi-
vidual kenights sometimes travel partnered with ¢ member of
e of these classes. Most knights consider barbarians 1o be
erazed lumatics wha lack the honor, sel~control, and trining
tor fight i a proper civilived manner, vit 3 skilled barbarian
can earn a knight's grudging respect through deeds in batle
You have linle regard for rogues, begutlers, or others whorely
m stealth or decedr. In peneral, you have no feeling one way
i the other toward druids, monks, and rangérs. You diserust
the duskhlade’s mivof melee combar and spelleasting but can
empathize with the dragon shaman's devotion o his totem
dmgon, though you mighr be wary of particular shamans
[those devored 10 chiotic degais). Ln peneral, vou feel protec
pive (butwith u touch of copdescension toward advent urers
whe canmer handle heavy armor and weapons,

Cumibat

Yisuserve two basic roles in banle You excel ar dominaring
the field af battle, since your defensive abilifies make it dif-
Reale for opponents to move past you and strike viulnerable
trembers of yourparty. Yoo believe that the best way 1o face
wix eneny is 0 challenge him 10 in honorable duel and kil
him fir and square. clatming all the glory foryourself. When
ficed with multiple foes, you can strike fear into some and
goad others into attacking you racher than your allies. You are
the sorcerer's, wizard's, or bard's best Friend. Yonr command-
ing presence drows attacks w vou, while your hir points and
heavy armor make you ideally suited to absorb blows. While
you are engapging foes in combar, your allies cin nse their
spells and special abilities without [nrerference

v AaneeeEnl

When looking at fears to select as you gain levels, you have
rwa basic parhs. You can focus on vour fighting skill, or
you con artempt to expand your capibilities m sapve as the
piartv's spokesman, The former option is best when you are
the group's primary combat specialist. [F the party includes
| barburian, paladin, Aehier; ranger, or duskblnde, you can
plford to dabble in feacs that mprove vour Charisma-based
shills. Alrhough Diplomacy is hot a class skill lor you, the
Skill Focus lear combined with yout superior Charisma and
i few cross-class ranks makes vou a servicesble emissary,
When it comes to combat feats, look to ones that timprove
vout ability to deal damage. Your class features already

enhaneée vour defensd, making fears such as Power Artick




Wenpon Focus, and so forth excellent options to boast your
ulfense Alternatively, you could focus on erippling yout
foe's abiliry o deal damage. Combar Expertise combined
with Improved DHsartm and [mproved Teip forma poten
combo, When vou lute o [oe into attacking vou, voucan pluch
hic weapon [rom his hand or knock him o the ground, In
either case, vour opponent s neurralized a5 a threat o vou
o vour allies

Imptroved Tnitiative is o eritically importent teat, since i
allows vou to act first, move forward, and detend vour allies
The seonet vou fnd o place it the front line, the longer you
can hold back the monsters.

STARTING PACKAGES

Paclcage 1: The Cavalier

[y Erpgltt
Ability Scovess Sir 15, Dex 12, Con 13, Inr 10, Wis 8, Cha 14,
Stetlls: Diplomiey, Knowledge (nobility and vovaley), Ride,
Feadt: Mounred Combar, Skill Focus (Ride).
Weapons: Lasice (LdR/s 3, longsword (1daf19-20), thyee

javelins {1d6, 30 [t
Armort Chain shirg (+4 AC), heavy wooden shield (12 AC)
Other Gear Seandard sdventurer's kir, 11 gp

Packapge 2: The Defender
D] Knpli
Abudily Seiges: Str A& Dex 42, Con LS, Tat L0, Wis#, Cha 12
Sleills: Diplotmacy, Ride
Frat: Shield Specialization (heavy).
Wheapnns: Dvearven warse (1A 1053 warhammer C1dB /<30,
s javelins (1ds, 30 fi.)
Armuor: Scale mail (+4 AT, heavy sieel shield (=2 AC)
Other Gear Srandard adventurer's kir, 18 gp.

Package 3: The Destroyer

HalF-ohr Knight
Ability Seovee Strt6, Dex 12, Con L3, Ink &, 'Wis B, Chy 13
Skill: Intimidate
Feal: Power Artacl
Wiapons: Bartleaxe (1U08/53), five javeling (1de, 300 (1.
Arnirr Scale matl 44 AC), heavy steel chield L2 AT
Ui her Gears Standard sdveniurer’s kit 50 gp.

KNIGHTS IN THE WORLD

"1l avang o enaghid s fropt o e incoa gl He halds e line
puted pllimus e o work my spells o peace, Best of all, w long o
b funs Wis back to me Lot Daer o pradiling oo about honay,
etrength, and chivily"

—Vaarhis Runespeaker, mage-initiae o Wee Jas

Ehe concepiot the knighn, or cavalier, orchevalier has arised
i many culrwres thar used mounced warriors in theirarmies
twpically. knights were members of the rich, land-owning
upper ¢lass whe could alford o buv and maineain heavy
armor and » horse, Such individudls served an elite 1ole in
the military not only for their hghting talenes and ability w
tide over and smash through infanty whao lacked polearms
bur also for their social standing: For the historical knigh

his starusas o tich lindovener was the basis of his superiority
to others. Legend eransformed che concept of the kiight 1o
focus on one who sers forth searching for deeds that willwin
him glory, drawing on his code of condiicrand charlsmatic
personallty o defeat his enemies, Since o character who
owns lind and sits on g fortwne in gold makes fora poor
advanturer in o traditional D&D game, the knighr chiracter
class focuses on the concept of @ heavilv armored meles
combatant who hghts according o g sirict code of conduct,
Fidality to that code grants the knight the confidence and
behting spirit to excel on the battlefield and hence the glary
he or she seeks

Daily Life

A kenight adventures fo prove her skill @ erms, o advance
the canse of whatever lord she mighe serve, pnd o lurther
her ownaims. She rides fordh from her lord's eastle to righ
WTDnEE, uest in her lord's AL, anid prove herselFworthy
ol kigheliood, By actively seeking fame, glory, and acclaim,
the knight brings praise and respect to the code of honar
that shie hghis unier

Some kniglits are lone wandevers with neither castle nos
Eing. A bloody war might leave a knight withouta master,
Homeless and with little mote than herarmar and weapans,
this knipght adventures 1o turther the cause she srill holds
dear, She conld work 1o bring dovwn the enenyiss who defeared
her lord or artempt to do as much good actoss the land as
possible, winning glory all the while, She might seek for
new cause worthy of her deyvotion. The knight's order might
Eall, but the concepts of honor and chivalry endure 5o long
a% vne knight holds themn dear

Cither knights ore similar to palading tn that they place
their faith In o cause, though for g knighe this cause is
rooted in the world sather than a divine power A knight
might fight sgainst oppression anid brtality |n allics forms,
stich a8 when a dwart knight ventures into the underground
with his companions on a crisade to defeat drow, duergar,
and other horrors bafore they can threaten the surface,
such g knight doesn't need a loed or an erder. All he needs
i= @ sharp sword, a stout shield, and an indomitable belief

n his cause.

The knight of the DED game s a wanderer who honts
down the red dragon thar has despoiled the countrvside, o
the hero who mans the walls and rallies the rown guard when
o hovde of ores appears on the hotizon. The knight fghes for
i cause, and it marers not whether that cause i upholding
thie crovvn or 1 cepseless desite o bri ng justice dnd Jn"-]'.hp to
thie fand

Motables

Knighes gain notoriery foe their déeds, whether reiumphs in
combat or selfless acts of grear honor. Many an adventurer
grew up on stories such as tharaf Archibold the Imperuous,
whoafrer the defear ol his liege's srmy stood alone 1o block
pursuit ona parrow lridpe while hisallies withdrew o safery
The bards claim that Sir Archibeold slew more than a hundred
hobgoblins before he finally fell, by which rime hisallies had
reached rhe salety of o nearby foreress




Another legend telle of Lady Arris, an evil bur brave
knighr who drove off 4 rampaging réd drapon that had
terrorized the region, ot frome any beneficence toward the
inhabitanes but (0 win the fame of defesting o foe no one
else dared Eice

Orgamnizations

Knightsofren band together into vrders ol knighthood, #nd
many of these organlzations have sioried hiswories, Knightly
orders typically allow their membere (o spend much of their
pime on Individuo] quests, requicing only thar the lonighi
live by the code of the ordey and be willlpg o secuin 1o the
order’s headquarters when called upon. Knighitly orders
have a prond tradition of using heraldic synshols toidentify
themselves, and knighrs who belong ts the seder often
carry these symbole o their shielids and armor 1o identily
therrathlianon

NPC Eeactions
Individuals react (o lenights based on their previons fnterac
tioms with other members ofehe cluss. A heroic knight maees
stony silence and suspicion in a land where evil knights
opprees the poor, By the same token, o villainous knight
finds that folk wha sszume knighrs are chivalroos. Bir,
and honotable are guicl o rrost her ond willlng 1o beligve
the best abow her Such prust might indeed bring our the
bes| in her or ir mighe lead swilely ro disasrer, depending
on the knight

A knipht who has retired from adventuring typically
acquires some position of suthoriry, with commensurate
political power, whether s general, king's champion, or ruler
atsome city proutpost. People's apinions of knights sre thus
often the same ds their views of hurhority in general

KNIGHT LORE

Characters with ranks in Knowledpe (nobiliry and rayaly
can researh knights 1o learn more abour them. When u cha
acter makes o skill checl, read or paraphrase the following,
including the informarion from lower DCs.

DC 10: Kndghes dvesldlled mounted fighrers who special
ize in defensive combat.

DC 15 Knights are combar-oriented chareérs pdept
profecting their compinions and stopping loes from geming
past them, They follow i strict code of honot

D 20: Knights are masters of armor omil shield vse Thay
cin |ure does into one-on-one combin throngl sheer force
af will

KNIGHTS IN THE GAMEL

Because of their obvious place in realworkl history, knights
fiewell into any campaign with g medieval serting, The class
can be availoble to charerers of almost any race or origin

e vou can tie the ¢lass toa specific kingdom or gToup af

culruves in your campaigh world, Either way, the knight
provides an exciting option for plevers intérested oo meles
oriented charierer capable of holding o line ot combae and
|.'E'JJ |'~' }‘l!'l.ll.ﬂ(." !]1.:5: ||I.:[ | ”J‘i’f\'. us 'ﬁ.'i,'” HE |'I'I:r| |I,'T|.E ITE TRONSIEDS
in single combar

Acldptation

LAaDY SORRA

g class cpn Bt in g campaign in many ways
specific plot need, you can tie irs history to a race or add a con-

Iy B2V g
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agatimies that many rmees and cultures produce knights, but in
voue world perhups only Jowful societies might feld lnighrs
sspart ol theirarmed foreas, creating an instant and flaverfu
dillerenee betwean Liwful sl chaone cubuire groupe. 1fvou
fakee this roure, ereard o chaotic-orienied group of hexblades,
rangers, or seours who oppose the order of knighs,

inple Cnoourte:
A knight can be encountered anywhere hep quest lor plon

mipght take her dat the head of an epemy semy, on & lone

mission inlo the underground, or simply wandering the
ountryside looking for suttable challenges. A knighy aften
appears parrnered with an amane oF divine spellcaster, since
the knighr's class fearures work hest in comjunction with an
pnarmoved or lightly armored parner

EL 7: Lady Sorra adheres ro the code ol knighthood lor pre

Pesson; 1l seemia the besresr way 1o gain power in a world where
thuse ol common birth lick oppormniey. She eould make o
|{'l'|'|r|ll FArY |I1J'|'-' or ‘;.I_".t..ll'll.i i |:'|1.|.'E|.'."..i."1't |.-I:'|| Jh..!r' ai.lll.'l‘l'!l.lll ||'|ﬁ
group, perhaps first gppearing as pn ally in one adventureand
then opaln later in another asan antagonist In the latter case,
che |5 likely 10 be found serving os the persanal bodyveuanl
ol 4 powerful evil spellcasces

CR7

Female human knight 7

LLE Medium humancid

Init +5; Senses L|sten <0, Spat -0

Languages Common

AC M, touch 12, flat-footed 20 shield block= +1

hp 65 [T HD)

Fort +7, Ref -4, Will <8

Speed 301t (6 squares)

Melee - 7 longsward +11/+5 (1d8+4719-20)

Base Atk +7: Grp +10

Ath Options Cleave, Power &tisck, fighting challerige= +32,
Lest of mettle

SQ armiar mastery™®, kmight's challenge®* 4/day, knight's
code®. shield ally® vigilam defender®, wall of steel®

Feats Cleave, Greal Fortitude", Improved Initiative, fron Will
Maunted Combat®, Power Altack

Skills Handle Animal <11, Intimidate <]

Possessions + | breastplate, +) heavy shield, +1 longsword,
cloak of resistance <7, ring of protection +1

Class features described on pages 25-28

X-KNIGHTS
A lensehe who 15 no longer lawful loses the benefus of her
knight'schallenge ability. Asaresult, she cannor use class
features that require her to expend uses of the knight's
challenge ahilitv, such as fighring challenge, test of mettle
aribeall wo barile, She ne longer wilees penadlties forviolatlong
her code of conducr,

A loightcan regain ber starus by returning oy o lewlul

alignment



he choice pf o class delineated ome of the most
important aspects of a D& D chacacter. Withaclass
comes aspeciiic role in the parmy, baseline mechani-
cal artribures such as base getack and base' save
bonuses, and o hose of special ahiliries that define
the character. To complement the eleven stindard
ulusses presented in the Plavers Tlondbool, supplementa sich
a5 the Compliete sories haveinrmduced addivional clisses, This
chapter provides adviee and insight on eighteen closses that
fi wel | within mosr DE&D games and presents« set of oprions
10 enhancecharacrers ofthar class

Fach elass presentstion in this chaprer mecludes sample
character themes that help detine @ characrer’s role and
persomulicy. These are norlrended asan exhaustive catalog,
and o are not requiced to adopt any of them. Bach class
entty il intludes suggesed backgioundsand supgested
personality archetypis sor Chaprer s foFmote infocvmation
i these elements.

In addinon ro this roleplaving aibvice. each presenrarion
atfers onie or more alternative clasgs fearures and ¢ sevofalterna-
tivestarting packiges,

Alrernative class features replace class Features tound in
the eriginal class descriptian, If you have already reached
ut passed 1he level ar which you can rale tlie fearure; you
can wse the retraining oprion described on page: 192 to goin

|- M R i [ ., [ - .
mn gliernanvi chiss feire in place of the normal fearure

ALTERNATIVE €LASS
FEATURE NAME

NEW STARTING PACKAGES

=

S

T %

paitted ar thar Togel
The format Mot alterhative class fearures is summas
rized below

A peneral description of the abilley and why vou mighi
want toconsider it

Level: You can seloct the alternative cliss feqtute only
at this level (nnless vauare using the retraining option
deseribad in Chapter 8

Replaces: This line (dentifies the ubility chat you
mitst sacrihice o pain the alternative class tearioe

Benefit! This section describesthe methanical
etfects of the new abilire

OML ¥31dYHD

The final section of eacl of the preséntErions it
thischaptetis aset of three new starting packages
toreach class; each onedesigned fora character
that tlls a particular role in the adventuring
party: For delgtls about how to use these starting
packages (and o madifv them. if you desira), see
pape 5.




BARBARIAN

Allsrand inawearthe berserker fury you tap at will, enhan

ing vour strength and woughness at the expense of reason.
But what do cultured people know of the Trozen wases or
hellish jungles thar forged your earliest experiences? The
eruel vicissitudes of growing up "savage” were normal o

voul When vour older Brother was lost oma bear hunr one
day, and your vounger sister died of disease in the howling
darlk late one night, how could you know that 1n ather places,
they might not have had 1o die? These and ocher expert-
ences marked you, and yvon stand apari
From
of civilization

Suggested Backgrannils(gchopse
Gladiaror, Mariner
Tribal Origin

Supgested Persunalily Ar

those born into the comlores

ane)

thotypes chooge onell
Challenger, Explorer,
Mercenary, Drphan,
Renegade;, Savapge,
Seelker, Simple Soul
Wanderes

CHARACTER
HEMES
Dne or both of the
{ollowing chiracrer
themes could apply
T voL,

-3
B
E
=
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=
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==
=

Fearless: You are
made of stern stufl
You're not [ooligh,
bt vou're net alraid
to fest vour mettle
and resourcelulness

.'EJ!]'ﬁ"r Aany I..I.llt‘ J.'I' A
are told a foe is beyond
your ability to defear,
vou need more evidence
that merely theclaim You
do not boast, but make bold
statements that echo your expe
riences and resolve

Onice vou dre actually embroiled inoa ik il i
conflicr, you préfer 4 gquick, urgent battle cry
A battle cry 15 2 vell Intended 1o cally your
allies while purting fear inre-the hearis of enemics. See the
Barbarian Batelecries sidebar and create a few of
battlecnies tatlored o vour experience

“Fear cainot Byl amysanil,

VO O Y

T brmveed the deadly glaciers darfeest, coldest rveviasse | fdrsease
rotted deep puingle| for theee diavs—this trial connol congpare witl
thai frat”

I wori Jear b cross suords il the Joe, pray (o @ quick death
for yor H mever fimd fudftllment oo tloe e
Tt rs i howrs snch as thiese that leroes are born!'

“Fear breeds fear!”

3%

SN T

Tattooed: Yourtlesh 1s scribed with one or more plctures
or symbals that signify your connecton with the ancient
principles of vour barbarian pest. One or more of the follow
ing tartoos adorn your body

Avtowhead: You wear this sitaple poinred wartao oo your

[orehead. You believe that it lends vou dlertness in vour

dealines, both in combat and in vour perception of the ligs
le are cermainly distracted by 1t
Bean Across your chest is tartooed a mighty bear, whose
tnexhaustible strength s vour strengrh, and whose capac-
ity Lo keep fighting even when sorely wounded isa qualing

athers tell vou, Muost peo

you also possess.

Bulterfly: This svlisn
cally rendered winpad
thingisiyvou claimia but
rerfly, and you rell allwhe

admire 1t that it signifies
evetlasting life

tirdler This tactooed
open circle (or hoop) is
the tniversal symbuol of
wholeness, lemale power,
and {nfndry. 1 vou are
temale, vou have this
emblem rarooed on
your forehead, and all
who see it know thai
wout e an avarar of the
ferminine spirit.
Crossed Sworils: The
weapons you choose
o wield say a lor abow
you, but they gatn great
er significance when
theit representations are
|.|tll.|-\.ll:.'d LIP\'.‘.Ij'I WLy :l-ll.""\-El
a1 1T |:| amoos anre flllil.'”"\l{
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they are visible, you know

that you cannot sulfer lase

ing defeat

Demon; By tattooing @ de

monic image on your chest (| nsread

of a bear), you indicaze to others thu

vou have no love for prery; show no mercy

to your énemies; and don't care the least bit

[or propriery

Dirirpert Sialest Your eleeks are mrrooed with rodlan

dragon scales, which indicate the position of auchoricy thar

Wi yours prier w your leaving your savage land, or the

chieldom that awairs vou whet vou one day return 1o forge
a mightv barbarian horde.

Lightning: Jagged lines scribed down your lower javw and
neck represent bolts of swifr lightning, and vou believe
their presence lends yoo swittness of pace and possibly
ol thoughi

Muask: In lieu of other facial taroos, you ve chosen o cover

your face withn F'.!I:.:“.i{" Latio0 represeniing a ferce animal ar



meénster, 1 natre spivit, or an oncestor Your tiibal shaman
canvinced you that the application of such g painful and
encompassing (and dishzurng!) oo would allow you o
more easily tontact the spirit world and gain the power of
the spirit aranimal represented by the mask. Alrernacively,
vou were shunned or casr our by your eribe. The aroo cover
ing voir face forever markes yon 2san outcast to yout rribe,
unworthy to associate with the people of vour birth

iga Tnstead of smalos -:pimljl'.;.:-, up vour srms, vou have
tittooed hrman-headed nagas! The tagas represent anarchy
and thdicare o others who understand the svmbol tha vou
follow mo fats bt vair owen, civilization be damned.

Sttt Tactooed shakes coil around vour upper arms. simple
bur colorful. Their heads point toward vour head, imparting
thelr wisdom to vou in spivie if not in voice

Spider On thie palin of one of vour hands, hidden in normal
dealings with srrangers, the tattoo of a night-dark spider Lurks
with five ol its Tegs extending up onto the undersides of voul
fingers. To you (and others familiar with the symbology), the
spider represents trickery and even death, though others
might say treachery instead ol rrickery. When engaged in
trickery (or treachery), It is your habit to revenl vour apen
palm to the vicrim of vour rick (or double-crossias the narure
ol vour acrion becomes apparent 1o them

Stin Rays: Om the backs of vour hands are titrased the long
rays of the golden sun. Just like vou can cournron the sun rising
daily, peaple can count on you. ag this tattoa signifies.

1oad: You believe thar this minor ratroo vou wear on one
shoulder helps protect you from witcheralt, evil spells. and
demonic influences.

BERSERKER STRENGTH

T'he decision of when to rage s one of the roug hesr taced by
a barbarian. Selecting the berserker srrength elass Feature
in place of rage removes the need for this often complicated
tactical decision, replacing it with an auomatically activared
lsost to vour combat prowess and durabilicy, 1n ghorrowhen
the going gers tough, you get tougher

Level: 151

Replaces: 1Evou select this class feature, youdo not gain
tage (orany later improvements o thit class feature).

BARBARIAN BATTLECRIES

Below are a few battle cries you enjoy screaming cut to mark
the beginning ofa conflict, orinto an enemy’s face in the midst
of battle

[z akiriek |ike a High-pltched yowl of 3 wildeat]
Blood for the Blood God!

Break the bones, hew the flesh!

Degth to the city dwellers!

For the North! |or your tribe name|

Scream your lastl

Yiour guts fora garter|

Youl skin for @ shawll

Your skull for z cupl

Benefie: Whenever vour current hit point toral is below §

vour barbarian level vaur berserker strength automarically
activates You gain & «4 bonus 1o vour Strengrh score a 42
bonis an saves, damage reduction 2/— and a =2 penaltv o
vourAC The damage reduction granted by berserker srengih
stacks with any stmilar kind of damage reducrion.

There is no limir ta the number of tirmes per day your
berserker strength can activate. While berserker strength is
active, vou have the same limitarion on actions as a barbarian
in tage | PH 25) You cannot voluntarily end vour bersecker
strengih, although you automatienlly deop o of it while
uneenscious, helpless, or (most Lkelv) when you receive heal-
ing to bring your curvrent hit points sbove the threshold

Ar1ith leve| (or il vou would gain the grearer rape cliss
feature from any class), vour berserker strength Lmproves
insread. The bonus to your Strength score improves to +6,
your bonus on saves improves to 3, and yvou gain damage
reduction 3/— (0t vour existing demage reduction of the
satne kind Improves by 3)

At 20th level (or if you would gain the mighty rage chiss
[eatute trom any class), your berserker strengeh ihsread
improves again The bonus toyour Strength seore improves to
+8, poirt bonis on saves improves (o4, and yoig gain |,'.l;1mugu
reducrion 4/ — {or your existing damage reduceion of the same
kind itmproves by 4],

Any effect thar would normally apply only during vour
rage applies whenever vour berserker sirenpth je active

STARTING PACKAGES

Package 1; The Destroyer

Half-Ch Barbarin
Ability Seores: St 17, Dex 13, Con 14, Int 8, Wis 12, Cha 6.
skitle: Climb, Turmpy, Swim
Feat: Power Artack
Wea pans! Greatisg | (el 25e30 fve faveling {ude, 30
Armor Seale modl (4 A
Oher Gear: Standard advencurer's ldr, & gp

Package 2: The Hunter
Eif Bearbarian

Adility Seores: St 15, Dex 16, Con 10 Lot 10, Wik 13, Cha 8

Skille Climb, Handle Antmal, Listen, Suridval

Feat: Track.

Weapons! Bartleaxe 11d8/w3), shorthow with 20 atrows
Hdaia—ag, &0 It

Armior: Studded leather (43 AC), heavy steel shield
(+ZACY

Other Gear: Standard adventurer's kit, 1 gp

Package 3: The Whirlwind

Hurtiint Barturian
Afbity Seoves: Str 14, Dex 15, Con 13, Ine 10, Wis 12, Cha g
Slealle: Climb, Intimidare, Jump, Listen, Swim
Fral: Two-Weapon Figlring, Weapon Focus (kuke)
Weapons: Twe kokeis (1d4/18-20), bve favelins (1de, 30 ke
Armior Seale manl (=4 AT)
Cther Goar: Standard sdventurers kin. 4 £p




BARD

You roam the bright kingdoms and less s:
world altke amassing lore, negotiacing rricky deals, scouring,
gambling. spying relaying messages, and relling epic stories.
You work magic with your music.influencing the hears and
minds of both [ends and fwes 1o the end, the best stories
end up being about vou

Sugpested Backgramnds ichoose el Artisan, Drilrer, Marine
Nable Scion

Segpested Persamalitv Archetypes e lioose gre - Agenin, Deredevil
Explorer, lonocent, Mercenary, QOrphan, Rebel. Renepad:
Bovalry, Trickster. Winderer.

CHARACTER THEMES

O ar tiee of chie following characier themes could spple

ory régions afthe

to ol

Military Historian: 1his character theme requies vou
o have at least one rank in Knowledge (history). You are o
gtudest of conflicy, an eipert on the subject of the famous
bartles berwpen prehistwric ribes, ancient militaries, and
modern prmies between kings and necromdncers

Now and then, you regale your friends with snippers ol
these historles, You find i all sointeresting that you know
everyone else would feel the same way, if only they were
exposed 1o the sapas,

W ponld Lawrnt somietiining from Uhe Baitle of Bokdar, fought
Urpee heindred years aga, When the wemy of Koo e envots-
leved g allied aroty of ciphd kemgs al Rakdar, {1 wvas wlterly
deeimared by e meeeh lvper force, King Yeal learped e salue
af alliances then,”

“The Balile of Cesclwain senl bien [Tigpisind dvirerrors Lo han
erates; bicay se et fored e s dulpl | areive whien Epperor Dz
mrderedl Cher thi siears, s pegierals huud Taken e mnomey el (o
keepromforcements af thevendy and Dastesd boughl fine mansions
for Hewselves b the conmbryside, Those weere loder buried by (e
Ceaclrem wrmy, whieh advimical wnopposed

Negotiator: In someé gronps. vour diplomatic skills will
exceed those of dll vour Biends. To be g pood neg

AR Yol
must be fain bur stertn While the Diplomicy slill provides
the mechanicel resalution ol isceng, DMs enjoy hearing the
gist ol your negoriating points as a peécursor o atlempting
the skill check.

Beally, its all abour the "spin With the propesspin, ever
a three dav-dead orc can be made 1o sotnd eniticing, For
example, it you dre attempting to explain w a city official
why your group was responsible for so much destruceion in
a recent strael ﬂili.'l'cﬂ[]t'lﬁ. Yoy n}l_ﬂ]\[ say.

“Your hiovar, cansider the devastation thal woidd hase etlieris
basent gl Comsiler thebeoldmgs unbwnt, lives coved. ind
mioey shill safely aneoffers precrsely because of our actions!

On the other hand. i0vou are tryimg ta reade inan uineeded
”.1:1]..""1 WiEdpHn lor Fk‘“'ﬂl‘l”tll"' I |”':' |1'|-f|[ e i al |'|l'|'“.1 U.‘U‘lli'.l
proter ey

“Youer eves noss nolbneg, riad v, bt of comrse you conldn 't
Ul Thae bliade v onee U Bilosl dagger of the plavaenighi
Lhewan, ndeod, lus honeyed words ave o debipht o alload Hhes
blade was grasped 1 that same hioed that atso lakes so ably to th
e Constder ity aalie pow!”

Riddlemasrer: You shsorb stories, burvou collect riddles,
A !:th viddle (s a rreagure i itsell, and " rhomugh Jemomad-
edge of riddles keeps the inrellect Mexible amd sh,_'lrp." o Yo
are fond ot saving More than that, o knowledge of tiddles can
prove nseful in neégoniations with cerrain enigmatic beagrs,
prideful kings, or any foe whose coneelr compéls It to agree
tir test af riddles o resolve & dispure

Every bard knows ar least o tew riddles. Beyond these
beginming tew, you are constantly on the lookout for mere,
whether through research in dusty romes, or by riddling wich
sevangers and (riends, allvar foe, voen when thersis nothing
arsrake Tn thisway, vouare able w collecr ever more riddles
for vour growing repertoire. You are also adroin ar ¢rearing
vorur own riddles.

Flonw To Wreite A Riddle: Use theee vules when wiriting o
el e

[} Pick an word or phiase a8 the grswer to vour ridedl

2 Turn the word or phrase over gnd over in your head,
free-associating and muking nore of ity wnusudl oroff-the
wall ided that comes roe mind

31 Come it with clues sbour these idess vou've just
penerared

Pyt i all eoget e, tidy ir up, and vou might have just created
1 ridddle thar will last the ages.

Spy: Even i vaiident have a cormmission, vou can play up the
fact thiarvoo iight bewerking under official auchority—afre
T, woti've tsupposied V1 dane so 1 the past

Purchase 4 leather-bound journal (in game), and keep
k'q‘,lp'.\,l_ll,l"'- notes .1":IL\||| |1]| MOUIT I"||||'1'I.3l|||"IIJI'|'|_L|:".\,';. I'K1J|(':li|\|. .I|'|I1
the doinges of your acquaintances, At some later poing, you
huabirs could revieal an important clue thar was missed earlien
Toprevent anvane else from pleaning the same (nformarion,
wainl keep this journal ina cipher.

L |r'||'.'-'|"~' i L'ip]‘.-\_‘T ie g way to record informaton in sueh a
way that it 15 obscured to those without special knowledge, In
miost cases, this special knowledge (s a kev (for simple ciphers
that provides the necessary insight for rearranging letrers L
their proper order or otheradze rendering a message legible.

I you end upactially ecting us o spy fora merchant guild,
remvple, or other organization; you can pass @ note every lew
sessions to chie DM usi a5 mple ¢ ipher—assuming the DM
Ktds vo in this endeavor

O ofthe stimplest ciphiers replaces sach letterof the alphabet
with o differeny betier Uhat is a cemain number of letrers away.
For instance, Uf the cipher is “lerter +17 (replace each lettes
with the one tha [ollows ivin the alphabed), then the messgpe
"I bn brge,” when decrvpred, reads “Lam a spy.”

Staryteller You are 2 repository of stories both sneient and
contemporary. From the wealth of srories at your disposal,
the lessons of history and adages of past bards and sages are
ar your hngereips. Use this knowledge to your advantage
when youwish o itluence snoallys (or foe's) opinton abou
something, such asa plin ofsction or a proposed agreement.
By preceding your pointwith a reference to a story ireal o
made opl. vou lend addinenal weight rothe peint vou make
||]'|I'|.:II'IJI..||.I.'1"|" .||‘|1':1|".'.':i|.| h1l'|1"1' SENEnT creatures |1.'I'| |_L'||:'
pressute of precedent of others past experience orea similsr
marter, even if you've tnvented the story on the spot (as long



as1hey don't know vou're making it up), OF course, Is betees
(vt acrilly have g story, ora piece of history told us a story
in e before you arrempr this tactic,

For example, when confronred witha particular chorny
problem, espectally il you seea solution, 5 roke vour chin
ind sgy

T retaiaineds anpa of the Dpre Primce Vallrod tried 1o £nter s
dens e thy avehery contest, Funmy thing abon th

U, when you disapree with 2 conclusion, try;

Phe slave Medeicor Hought the sane ting, when he once
pseupheed Jus sty Lo fove e Jorest. He r'i}_'ul-'d' he could survive
oy W el Feedss g honrey e worlld fnd. Good i he chargrd
TERTITIS

O, whien you believe not enough forethonpht bas gone
into an plly's propesed course of acridn

"Ml work, yes, but you rementber Dy, who rished oo
the Cowve of thye Yellowe Sleall2 11 e had just watclied o Irble longe)

he'd T s The glant deeping befind Wi spome”

BARDIC KNACK
Wandértng bards learn more mundane skills and less esoteric
lnowledge on their travels. 1 vou selecr chis class fearure,
you have done a little by of everything; mavhe vou spent o
tew montheasa wilderness guide, and you alse had 2 ecusin
in aty ambassador's retinue who regaled you with tales of
courtly {ntrignes

Che bardic lenack class feative makes you more capable of
accomplishing simple tsks wirhia wide variery of sldlle You
den't need 10 dabble in noncrivical skille (unless you wani
to be considered trsined in their usel, freeing up your skill
points o forus on 4 simall range of crocial cleills

Level: i1

Replaces; If you select this class feanure, you do nor gain
bardic knovledge

Beneht: When making any skill check, vou) can wse /2
vour hard level (rounded up) in place of the number of ranls
vou Jrave in the skill feven if tharnumberis 0%

For example, 0 Sth-level bard would have the equivalent of
yranks in Appraise, Balande Blulf, and so on (but only for
the purpode of making skil| checks]

You can't take 10 on checkswhen you use bardic lenacl
(potake 10 vou have ro use your sctual canks), If the
skill dpesn'r allow uneraimed checks, vou mus
hrave 2 least 1 2crual rnl:

i atrempt the
L |I-':'<'L p—

STARTING PACKAGES
Package 1; The Controller
Hall<Elf Bard

Abality Seorcs: S 10, Dex 14, Con 13 Ivi 12, Wis 8, Cha 15

skills: Bluff, Diplomacy, Disguise, Gather Inlorma-
ticn, Knowledge | locall, Perform, Sense Motive

Langunpes Common, Elven, Celesrial

Feal' Skill Foeus | Pechorin)

Wheupaiis: Longsword { (d8/ 1920} shortbow with 20 arrows
[Ld 3, 6o il

Arpor Studded leacher (+3 AC)

Dither Genr Common musical instrument, spell component
pouch. standard adventurer’s kit, @ pp

Spells Kownuvm: 0—detect g, hillaby, miage B, prestidigodion,

Pacleige 2: The Problem Solver
G Band

Alnbity Seores: St 8. Dex 14, Con 10, Int 12, Wis 13, Cha 15.

Skills; Blutt, Concentration, Craft (alchemy), Listen, Per-
torm, Spellcraft, Use Magic Device,

Lingenges: Commen, Gnome, Goblin

frat! Arcane Flourish®,

Weapmis: Longavbord { 1de/19-20] shorthow with 20 mrows
Ld4 53, 60 [t

armor: Studded leacher (<3 ACT,

Dther Gair: Cominon musical instrument, spell component
pouch, standavd ddventurers ki, 4 gp

Spells Koowpr 0—danem Nphts, detert magre. mage hond,

riid iy

Package 3: The Vanguard
Harmrr Bard
Abality Seores Sre (0, Dex 14, Con 13, Int 12, Wis § Cha 15
Ekills: Concenrratton, Diplamacy, Escape Artist
Pecform, Spat, Tumble
Lavgoages Commion, Dimeoni
Feats: Combat Expertise, SHll Spell

Listen,

Weapons: Rapier | 1d&/ 1820, five javelins (1da, 30 fr.)
Apmar Srudded learher 143 ALY |!gh1’ wooden shield (4 1
AC, 5% arcine :-:|1:'|| failure)

Oy Génd Comman mosical insiroment, spell compo-
nent pouch, standand gdventurer's
kebr, 29 g,
Spells Knowne (1 —ilefecd
magic, ghost solnd, light,

INEsIge

Mg X gy

g,



CLERIC

Yiru ure a representative of an almighty deitys authority in the
mortal world, You give chanks daily to the pood fortune char
put vou insuch an envinlle position, ¥ou know frrsthend thar

rhe places of narural beauty, the seructure of societies, and
even existential cosmic buws would falterand perlaps collapse
altogether without divine influence and intervention

However, deities work through agencies other than mere
divine decree, Un fact, gods prefer o wark theough Tnterm
diaries such as vouwhen possible, You use the power of yous
deiry to malee your god's will monifest, In doing so, your ol
improves, 45 you are raised slowly upin the eves ol the deiry vou
sepve with each deed vou accomplish in vour god's trme,

Sugeested Baclegrownls (dhoose sy Artttnd, Ascetic, Nobl:
Stion

Sugaested Fersomality Avchietypes ichoase ppe: Agent, Compan-
fon, Crusader, lnnocent, Leader, Martyt, UCheplun, Prophe
Rovilow Sige, Reeker “iir'nph' ool Theorist

CHARACTER THEMES

Ome or more of the following character

||'||_'r!'|:'- L |'||]I.L| '.||1|'I|'L T 0k

Giver of H]l:ssingh: Sinde vou are an
instricment of your deire's will, you of
ten fAind yoursell {along with yous
companions) in tight spaces. In
such cirrnmstances, 1] is duston-
ary for vou o bless yoursell
ind your companions with
your god's beneficence im
mediately prior o making
desperate action

Keeping such hlessings
to @ minimum nomber of
words is ¢ good ideg, given tha
youare tstally only moved 1o
give a blessingwhen clrewm-
stances are dity

You are partial to one or
move of the following blessings
[eubstituting your deity's name
for Pelar):

“Refresht wnd gladden our

BTt
Purtfy aur henrts
e our polvers, PR oY

Wie Ly onip hopd i Pelors hand

"Blgss s, oli Pelor,
ienif theese thy vesmpons bl
wid arre boudt do deploy i Lhy sane,
through vour beneficence.

"N Framdly beseech youl Trom Hee bottom o)

oWy learts i ehiccor s an our ity

Missionary: You believe withour question thar others would
benetit by conversion to the worship oFvour deiry. You have rakeer

Ir ypon yourself ro be a propagamr of your religion, snd draw
upon one of the ollowing methods of proselyrization

Conversian throvgh Exhortation: You aré i =rident evangelis
who exhorts others o consider vour deity's worship o every
opportuniry, For instance, whenever you heal 4 companion,
YOU MUTm

“Through Pelors grace, be healed TFyour balref v greater, how

niech greater-winld e velief from your womds be?"

O the other hand, when smiting enemies, vou scream
regardlese of whether vour friends have yer converted );

“Whavt o eross dne, o cross Hhe greal pod Peloy and carn s
ety o o eernth ol all Fis diseiples !

Cunversian by Example-You never éxhort vour companions
(o convert, but instead serve vout deity |-|1'1!1g|1_.' and well You
heal yourcompanions at need, smite enemies, and accomplish
other duties required by the compiny you keep

After months of chowing how the grace of Pelor helps you
through example, vou sre réady

o chooss your moment. Al
soe point your aid, heal
ing praver, or other good
work will come s just rhe
prrerise MOTHenT [ Save or e
new one pf vour compaiions
Thisis the time m whisper pes
"Il.i"]'-r'l':-'r' 11 ]li"" (4 o |'|F"| Lt
Consider what Pelor has done o
pinti—it is throngh his gid that | have aidyd
yoid TF it siew s oo, 1 irill ded ] void sz o
Pelar later"
Lrt thicway, you can slovly bring one or
more of your companions into the fold
Prayerful: You kpow rha
malhraining the channels of
communication betwepn
vourself and vour deity is
recessary, notjustwhen youw
god granes your spells, b all

Ly through, However, the ad-

venturing life being what it is,

yout prayers are shortand swee

and you drop them into convir
sarion when puﬁf.i|'-||-

For insrance, wheneyver

v ke a particulary force-

ful assertion, you append vne

of the following phrases (subsr-

ruting vour deitv's name for Pelord

it Pelop'ceraye dirmrds,

flast s Pelor nueeps aside foes,

i thud Pelor snoy <nile ppon s
i Peloe's s Del ot b e

i fhas we sk Pelor's qid”

aoneed ae it dlonmg v wnll b rsbrumends of Pelov's peace

e Tn Hhyis poe ghall have Pelor’s diving aid”

for- Dehold, Telor lassmalad on s froni Hue very |Il'|._l'|:|!||||1'_
amil oyl s o Pelors eves be woshéd fromi o soufi so

that sy purposes wre pure”



Sermonizer: You are fumiliar with the rrials and rravails
of your deity, especially if your god ar ene of his saints or
other associnied entities wis forced 1o undergo 4 grear rrial
tor reach a higher spiritug] understanding or vision

You are given 1o dropping in bits and pieces of this story
prioe (o ey pressing your point You hope that by heing made
aware of hioly example, your companions will sée the wisdom
of your words

Eor instance, you might say as part of your urguments
{substiviing vour deiry’s name for Pelor):

[riel s e Crpne Mundrved Wviks of Peloy tell s

lesl s wpefen s Belor suffered o lis oy trials

Lt evem the purest heartscan fall. Remember Eyrig, thy
devated paludin of Beloy? Renowned for lier piety and roprage,
she was slain i batHe with adeath knight, but in her destruction
she s vyrtorion e

Tmig Brefore v e barn and Tong after von've becore bul
dusl, Peloy's disciples weill cantinaie Mrerr goad worfes apul see lo il
thal Pelovs will is acconplished,

Soldier of Divinity; You stand a lirtle claser o the paladin
ideal than other clerice. You disdain blessings and prayers
and vou avoid healing your compirriots except in the direst
of circumstances. Instead, you seléct your spalls, fears, and
g items sothat your deity's divine grace direcely infuses
wour strength at srms and delense. 1 you pray lor just the
tight cambination of aid, vour ability o fight your god's
bartlee comes elose 1o equaling any wartior's combat ability
and in some cases exceeds those capahilities.

O coutse, beinip a saldier of vour deity dossn't mean thar
you can't be praverful (see abovel, though vour pleds fo your
god take on a much more milirary context.

“Mave, infdel, o feel divme weath!

Kall theaw adl, Peloy commands (11"

SPONTANEOUS DOMAIN CASTING

Afterawhile, clerics can start looking very similan Evenwith i
vatiery of domains w choose from, domain spellstale upsuch
4 small portion of the VETRE C Jeric's reperTeire that they don'y
have much sffect on the overall feel of the charserer: With spen
taneous domain casting, though, your domain choice becomes
d T imYpr element of yourcharacter You wor't be ghle
tirpreidie s much hialing o your party asa ty pical eleric, bt
the ahility to prepare cure ot ilict spells in your domain spell
slots kieeps vou fram flling roo far behind in that prea

Level: (s

Replaces: 1f you select this class fearure, you diy net gatn
the ability to spontandously convert prepared spells inm oy
or milict spells.

Benchit You can camvert stored spell energy into the spells
ofone of your domaing, Pick one of your rwo domiins, You psn
"lose" uny prepared spell (other than 4 domain spelll o casrany
spell of the same leve] orlower o thar domain list, Your choice
is perttanent unlessan alignment change, deity change, orother
dratnatic évent leaves you incapable of sreessing the domain.

In addition, when preparing spells vou can choose 1o fill
any ot all of your domain epell slows with either qure or inglict
spells idepending on whether you would normally convere
prepared spells w e or (nflict spells) of the same level

Example: Crueius is 4 cleric of Heironeous with the Good
and War domains. Ar 151 level, he chooses o spontansously
cast War domaoin spells. Thereafter, he can lose g prepared
tst-level spell to cast magic weapan, o prepared 2nd-level spell
oy cast sp bl weeaport for nogie weapon | and so on. Further-
TR, 110 {.‘:IL:In -.E-.u'ﬂ:.il!k Hl"l'“. "||.‘|'||. l.-l.l.I can I'!lt‘F':l re'a Hr“\” rr{'lm
the Goad domain, a spell lvom the War domain, ora e spell
of the same level

STARTING PACKAGLES

Package 1; The Defender
Dwirrf Clevic of Movadi

Ability Stovee: St 12, Dex 8, Con 16, Ing 10, Wis 15, Cha 11

Skills: Concentration, Knowledge (raligion),

Feal; lmproved Turning,

Weapmme Morningstar { 1d8), Hghr croschow with 20 hole

1ds/19-20, 80 fr.1

Armior: Scale mail (+4 AT, keavy wooden shield 2 AC)

Ofier G Spell companent pouch, siindarnl advenrarers
Lit, wooden huly symbol, 2 en,

Cluss Fepbures Channels positive energy; Cood and Protec-
rion domalis,

Spells Prepenvedd tst——cnpmand. prolée o frem eorl®, shield of
ferith: —aletect mage, gl vesistance

[: Domain spell.

Package 2: The Déstroyer
Hal-Owe Clerre of Herrongous

Adility Scoves: Str1s, Dex 10, Con 12, Iot &, Wis 15, Cha 11

skill: Copcentration

Feats: Dlivine Justice™, Marfial Wezpon Proficiency [long-
sword |, Weapon Focus (longsword ),

Weapane Longsword (1d8/19-20). 2 javeline [1da, 20 [t.},

Armipr: Scale mail (+4 AC) heavy wooden shield (1.2 AC)

Oer Genr; Spell component pouch, standard advénrurers
kit, wooden holy symbol, 5 gp

Clnss Eentures; Channels prsitive energy) Good and War
(lonpsword) domains

Spelle Prepared: Ter—Mess, diving favon magh Wwapnn®s
O—gudapeey, resistnee pirtug

B Darmain spell

Packape 3: The Healer
Huenan Clere of Pelor

Ability Srores; Bt 14, Dex B, Con 12, Lot 10, Wis |5, Cha 13

Skills: Cancentration, Diplomacy, Heal.

Feats: Combar Casring, Sacred Healing?

Weapons Longspear (853 light crossbow with 20 bolts
peds/ra—30, 80 fr.

Armor: Scale mail (+4 AL

Other Geur: Spell component pouch, slandard advennurer's
kit, wooden holy eymbol, 12 gp,

Class Feahyres: Channels positive energy] Healing and
Sun domaing

Spells Prepured: tst—enilupe elerents”, potechion froam evdl,
sanchinry) O— (letect magie, detect paiso, Light

[ Damuin spell




B3

DRUID

Yout secritinstruction oecurmed incaves and foresre sacted
o lite. Yoo learned clandistine verses, the names of s

and constellarions, the evele of the séssons, secred songs,
Foemulas for pravers and incantitions, rules of divirarion
wnd magic, ond the larguage of animals, To this day, you
still learn: as o druid, you are o lkelong studemt of the
naroral world

Why iso't everyone? After wilnessing the fury ol 4 storm
the splender of the sering sul, and the spiri-cleansing
powel ol 4 grove al gepen teees, anly the most stone
hearted would net be moved 1o protect snd conseryve 1hen
and what's mere, rejoice and cherish the slow growing
natural elements of the world (hat foem the foundation
of everything else Withaut the web of sun, rain, growrh,
dench, and veliieth in mature, the vaunted civilizanons of
men, elves, dwarves, ind other creatures would erumble
lile du=n

Sugpested Backgods (choose onel Ascetic, Farm Hand
[ribal Origin

Stgpested Persopmlity Awchetvpes tehonse onel: Agent, Crodades
Explorer, | nnocen
Sage, Savage, Wanderer

CHARACTER THEMES
One or more of the following charmcter themes could spply
1o wol

Conservationist; You espouse o philosophy vou like
to call the “conservation erhic " The conservation ethie

i '\f'|.|r~:\-'r'."":'|'-|'|.||| Propher. Renegade

rl':'ll]'nllll"‘\ ||]I‘ n'll.'.i'nlr"'li et .|||\l| et .||'|l.| pProfect il'l1": o
narurnl lands and watérs, You employ your eflvic as anzid in
voul effores o sustain the narurp | world: ite foeeses, lakes
seas, and all the strange and wondrous crearures that live
within (.

In order to engender 4 similar ethic i your commpanions
r]l.ll] I||||1."!"" :jl..‘” LT e o Y :r'U'LI |:";.|I'E L e pElrrEnCes fo mEtire
when teaveling, when Rrst seeing @ new isti. or swhen you
otherwise desm appropriate:

“speind o hearibeat md nofice coery wadng Lol foery dendiil
of svish in e davk woods, and every g (e

“The deer, the wolf, the onk. the fish, and the great bindsare o
feltomes, pind ehey cane by wrnnged, j06l as yon ome be wyninged”

“An yncherked wnd pmlespared appetd wll devasr goeen plins
antdl Teave beliiad ooy o bavren: wasfelol ®

W et soeal coen't find prsece anad spirabual venewal fn e i
ey ol e whippao ol o the prguemente of e frogs aroan i pogd
il gt

Whatever happens tn e wald places, tie pusd wikeps, angd
e Feepaniing Decests soma Dappens fo s, An Diesible weeb cppneets
ull tieings.

Friend of Animals: Small end velarively delenseless ani
mals have o greater friend than vou While vou linow tha
nature is not marcifol, and thar the weak and old are destined
to be food for young, strong predutors, veu also know that
mercy can selecrively apply 1o nature

To thisend you know by sight dozens, if not hundreds, of
individual small animals such as bivds, gophers, and rabbits

You don't bove vour humanoid companions with all the

retres vou ve given all the lile creatures tharyou recogrize
unless asked

Youl always carry with vou 4 smal| bug in which yoy keep
crumbe, pld bones, jerky, grain, thistle, or other freats tha
pnimale enjoy, and leavie them gs small offerings when
conyenien

“Sew Hred oue? Hwdes vievely e s domg s Shisieker. He's o lingh
i bipd

“Sepvielimes oy tetends fnd me aveurd e rompded al frght
e 1l and sliviesaf theie day)”

Hunter: You are displeased when those who should know
betier |-\J~||-|l malture. Bl vou retaina |"u1'.-1|'1'|_|__1i hatred for
those things thar gre natures Bane by vietue of their mete
existence; yol hare thaewlich is unoaroral, including aber
ravions (suchas beholders and carrion crawlers) and undead
isuch ns rombies and vanipires

From fime ro fime, You lead rgids against such crearyres
i"|F|I_'i_'i.|J].!r' 'r'r'l'.l"l'l I:l"li“{' Bt F.lLil an !1:J|L||i!| '.'\lel\,I!'r‘\. il |'|IJ '!.':r1||l-
rhiat you revere. Even wehile such erearures are still conai ned,
it s |_'II"J|I'|' I i \(:iql' |||I."|!| |'|':‘|-|::II'I" |.||.1""|-' van canse ||H1n..'|l_'l,' i1
the natura| world. rather than wait |or the damage ro happen
#5 ir inevitably will

Undead in particular have no connection to natire—
they exlar apart from it, 3 mockeéry of the normal cycles
uf Tife: Narure cries aut each moment they gre suffered

"Thiose ool of o pesttinn dedoree e parl i it

“This aberrnton’s hady mast be displayed s g warning b
e odliers

Tl..u.lgl.' You gre the guardian of unwrirten ancierin laws
inspited by naure. As someonswith such knowledge, you
bielieve piu have the power o judge rhose whao have sinned
against the narural order When yol judpe, vou can sentence
I|.I|.' I'|I|I||'1.'.I|.'II.'I Lk |'-|:‘ ENCOITITELER .II:'1! |.|l."I!1 St r';'ll _L'|:|_I'.'|"-_
the deep woods, and ull other places where nature still
reigns supreme

To the extentyou are able (o communicate your judgments
toother deuids, wild anmmls treanes, and other crearures pf
the wild, your judgmenis stand. Of course, the sasiest way
[ ENSUTE YOLLT '|L'l..i:\;r-|—\l'|_|| o ril-.r'\l..,' mullriers il'lr.,l NI %W
hunds agiinst those whe have sinhied most heinously (such
s undead, through their mere existence)

In MOsE CASes, l..'lll"r I.|| .||'L[‘\. a e Hijh]"_l:_" 11 .\,'||_'||I.|l;1 |'|'|' WML
judgments, L vey show through voutsctions that you are
willing to abide by thetrs

However, ne civilized court of lew, whether a counetl of
village elders or 4 king's tribunal, recognizes rhe right af
drubdeand thair judgments Thars ] fighrwich you
Jo you recognize their right over soversign nature

Primeral justiee s the st arbrter pod fmal muthoriy

neirher

T Tawes of gt pale bifore the Tow pf mature,

Philosopher; MNature is red in tooth and claw, regardiess
al what the sentdmenral philosephies of so-called aviliza
tion might cliim, To truly checish all ke, vou embrade the
fuer thar bad things and good see all pare of the evolving
environnent, When events unfold tharseem initially bad or
ruinpis. you philosophically areempt to provide pérspecrive

Ly WOFLLT |'I'.'I'1|," INions,



Lt the Tamdsepe of spreg, theve isneither Betfer nor wars Iix
[Mewerimg braviches g natarnbly, some long, some shart!

Nalyre's trnguility anmes lile a freshe soind fhod Bl v
vatrey ikee moilumin leaigs”

“There are Mo sermmre o stones 1 st o PR i ol of
w stone Hum a morml”

“We cannot gennrand nature excepl Py obeying her”

Matire ||'|I|'!I|."‘" [TER 1] |'.'|ilj'.'-' |'I|'|-|'I|"|l (il 3 ;--'rr=.|1

Teacher: nlike many druids, who can come
aerose ag sullen and rough (alheir sregd fase o
their heliefs), vou enjoy reaching others just
why it is s important thar nature have o
protector sich as yoursel £ Afrerall
is nof obyioos o the casual observer
chat Ufe exists only throngh o
cubtle connection and deep
interaction with all orher
Living things

Tlide pbout ti—iwlen
does the food vau dal come
friosm? W enl mival, and
we el greens JF we kil
il thie mieat antmals,
the lomd wihere Hiedin
e, Mt e yuy
gieig dn end® If e ol
oprer @l thye farms wath

sprmbling cobres; wha is o

1
TS T,
s

it Io o vorr peedidoes
aind barley®
ST

apart frvgn what g m

(C R F LR T I R
Fesouies Wy carextracl froin
ik, Sty o grove of brees will uuld
1 fowse—Dbut it alsa hows
aspivE

Snnerder e hardirs angd '|.|||'||-
hevds who renserve therr catlle
and sheep from season fo senson
extrarting nulk, wool, awd even meat
il ensuring the lealth of the oueyall herd
[t s nodiffrreat with the plats, foresls, nnd Tikes
Whe il Lo b tree s, [k shephinls, mnd

[afee tvarrdema of wee snpd B conbiine Lo eroy e
bomnly minture ;'—r.'*'.'l:h'x e afher yeal

Star Watcher: You spend so much rime in the wild tha
you recognize the stars and constellaons of the night sky
as Yuu nele 1|||' 511'5'“.‘!; !||.1L|.|'|'|.I'.' on |I|I" '|'|'i"|.|. o .r|.|l.'
spoct of @ mountain carabont o give birth

You knew the wirlous epicyeles and positons of e

celesria] bodies. bur more importanr, vou hald that yous
knowledge of the positions of stars, comets, moons, and
vlanets s useful in ynderstanding, imerpreting, and organiz.
ing knowledge gboumt whit has come before, what's going
on now, and what will one day come to pass. You like 1o
say to your companions concerning your predilection for
the stars:

by dosabeing i 0 sy dewireend.

[y addition, vou make 4 point w see the stars al least
opce 4 week, and more pleen if possible 1f vou are pre
veted from seeing the upen sky, you @1 least have YT
persenally constructied stir eharct, n séroll of paper on
which you've inked the vatious stars, planets, und oth-

er celestial bodies important e vou, You

can while away long hours poring

DVET '\I‘rll.1|!| K |'|:]|'[5'| .I.]l".j I.|r.|'|'|"i|'_|g|
L |'|]|11"'||! :i||.'|| 15L'.h|.‘|:_'|r"' mennt o
unleash your inruitiyve side, so
that visions of the furure mighs
become clear
Lsci i gamet price tha wds
pari af no star chart 4 had stud-
ded 1 nmamed o afley oy
serred desive”
Thrs
pould ol ¢

FEFE O st b

sit, They laoked

oi s this woreld formed,
und they' W ool aw afier this
el Tias o throwgh ris hestory
fothe gmd."

SPONTANEOUS
REJUVENATION
!{'ﬁ' .'ql;']L:":“ilIv_': ||"||I ‘|p|||'||:| LS rﬁ:“_-l'
venarion altefnative ¢ luss feature
pou can provide the party with
plenry II|-||l':IIIi:'|‘..g_ without tram-
!‘l|i]:|_}_' oy the clerc’s role
Level: 1m1
Heplaces: IF you select this
class fearure, you do not pain the
ability fo sponraneausly convert
:'-:'.'l'.il'l:"l.'l ';|||'||" FEVRAE smgriling I'||'||'||'|".'-
illy hpu'“-.
Benefit: You can transform the swored
energy of u spell you have prepared tw
iy igaorare you and your allies.
To use sponmneous refovenation, you
must spend a standard action and sacrifice o
phawl drned prepared spell. Allallies within 30 feel of you

Fall Fares! including voursell) gain fast healing for 3

rounds, The fasr healing amount is equal o the

spell'slevel. Forexample, iFvou sacribce remove disense, 3 3zd-
Level spell, vach ally gains fast healing 3 for 3 rounds,

The tast healing granted by this class featore doesn'r stack

with {tselFor wirh fael healing from uther sources

SHAPESHIFT

Taking 1he shapeshifraleepnutive cluss fearure mesig you can
focus on your actions in dombat (rather than worrying ahout
vouranimal companion)while =till unleashing narure's fury
U Vour fies.

Level: 15

Replaces: 1f vou select this class featyre, vou do not gain
an animul companion ar Lst level, nor do you gain the wild
shape class fearure ot Sth level lor any varianion of thar class

.
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feature ar later levels, such as the ahility o wild shape inw
an elemental ar tarhy level ),

Benefit: You can chapeshift ar will inro powerlul grimal
orngrure-oriented forme. Each time you use chis abiliry, vou
can choose the exact look that yourshapeshifred form takes
Diruids pick animals from the rerrain and climare they're mos
familiar with Foresxample, a drpld from a jungle might adopt
the form of a blick panther when in predator form, while one
from the i might shapeshifl into 2 white wolll The pwo
forms loak ditferen), bt functionally they're identical This
is 2 sppernatural abilivy

Lt requites only 4 switt dction to shapeshife 11 you are
capable of taking more than one form, you can shapeshifi
d]r:_-'_"i |"p' hi_‘|'|\"|_"li_‘"|'l twniorms "-'-"'irh||||.| rl'[hl'l"l'lil'lj-r"ill YLIT |1||rnH:
torm. There's no limit w the number of times et dat you
can chanpe forms, tior to the amerinl of time you can spend
i o shape<hifted form

You retain your notimal Hiv Dice, hir pouts, base arcack
bonts, base saving theew bonuses, wnd sldll fanks repardless
of vour form. You also veraln your normal abiliry scores,
though each form grants o homus to vour Strengtly score

You keep all exmaordinay, supernatural, and spellHik
specinl attacks and qualiries af your normal focm, except lor
those requiring a body part your new form does not hav

All your held, carried, or worm gear melds inte yournew
form and becomes nonfuncrionil il you rerrm (o vou
normal form. You cinnot speak in shopeshifted form, and
yoult limbis lack the precision required to wield a weapon or
perform tasls requiring fine manipulation. You can't cast
spells or dctivate magic [tems while in shapeshifred form,
even il vou have the Naturl Spell Feat or other abilicy thay
would alew you o cast spells wlhile wild chaped

Linless otherwise noted in the descriptions below, vou
rerain youl sizeand space when you adopt & new furm. You
always retain your tvpe and subiy pes, regandless of the marure
of the forta assumed. You don’t gain sny special attacks or
imalities while shapeshifted excepr a5 descrilied below

When vou shapeshilt inte a lovm other then your owa,
you gain natural weapons (ind reach wich those weapons)
HS dl.”'!-l.:] 1|.|'|."\[ |."1.'||.'|1|'|' rl'll"":'." Mt lJr:il WiLIpons j-_';.]l ninen |'||i'|—;,i:r_"
menl bonos on artack rolls and damage rolls equal o 1/4
vourr druid level and e 4th level and hipher they are treared
as magic weapons for the purpose of overcoming Jamage
veduction. The dumage dice given are for Medium druids;
smaller or larger druids should adjust those values according
to the rable on page 28 obthe Muyson Master's Guide

Ifknocked unconscicus orslaln in shapeshified form, vou
TEVETT [0 Y0Ur LH.'l.g!"l'l.lJ Jeneym,

Predntor Formre This form, readitfonally thay of o waoll
panther, orother predatory mammal, is the frer oneashape
shifting druid learns

While in predator lorm, vou gain o primary bire artacls
that deals 1ds polnts of damage. You have the reach of 2 long
(5 feer for Small or Medium). You gain
+ enhiancement bonus w Strengthy dnd your narural armuor

cregtune of your size

bonus fmproves by 4. Your base land speed becomups 50 fupt,
Ar4th level vou pain Mobility 22a bonus fear wheneyer vou
are in predator form (even if you don't meet the prevequisites!

Acrial Farme Al Sth level, vou can shapeshift into a flying
crearure Tmditionally h':-h'l'ui?[i.ng i |':'=j-l=]r. vultire, or ba,
the aerial form enzbles Gisr mvel and the abilivy o coar o
of harm'= way,

While in aerial form, vou gain 2 primary talon arraclk rhar
deals 1da points of damiage. You have the reach of a long crea-
ruye-of your size (& feet for Small or Medium}, You gain 1 +2
ethancement honus o Strengrh and 4 +2 enhancement bonus
oty Rellex saves, and your natural armor bonus improves by
2. You giina iy -',pl'r.~L| of 40 feer { pood maneuverghiliny)

Ar7ih level vou lin Flylw Arrack as & bonus fear whenewver
v are ih aerial form

Ferperous Slayver Faren Ar 8ch level, vou can shapeshif laco
4 larpe prd feree predatory form, such s ariger, brown hear,
or dive wall

While in [eeocious slayer farm, vou paina primary bite attack
that deals 1:08 points of demage and rwo secondary claw aracks
thiteach deal 1d6 points of dimage Your size increases by one
category (o a masimum of Colossa b, and you have the reach of
q long creature of voursize (5 feet for Medivm or Litge ), You
L".]_II'I a+8 .;‘FI]-"I neemient I"'. MmUs T qr‘ll'ﬂ?_:fl'l ..|.|'|d a+4 l"]'!L'lJ.]'I".:{'
mient boins on Fortitude saves, and yvour naroral grmor bonys
improves by 8. Your base land speed changes to 40 feet

Ar 0eh level, yvou gain Improved Critical (bite| and
lypreved Critical (claw)as bonus fears whenever you are (1
ferocious dlaver form

Forest Avenger Forme Ar 120l level, vou cen take the formaf
a massive plantlike crearure, similar 1o a shambling mound
or 4 rreant. (Drulds not naeive o forest tereaing rypically
retueme this form to it their environment

Wrhile in forest avenger form, you gain 2 pait of primary
slam arracks thar deal 1d8 poines of damage each. Your zize
increases by one category (to a maximum of Colossal) and
vou have the reach of g tall creature of vour size [§ feef for
Meditim, 10 feet for Lirge), You gaina 412 enhancement
bomus tia Srrength and o +4 enhancement bonus on Fordtude
and Will saves, and your nattral aomor bonus improves by
12 Your base land speed becomes 20 feer

You gain damage reduction 3/slashing while in Bres
avenger form

A 14h level, vou gain Toproved Owverrin gs o bonus feat
while in [orest avenger [orm leven i1 vou don't meer the
ol prevegulsices)

Elymental Tury Forne At 1ath level, you can shapeshift into
a giant form of air, earth, fire, orwater{your choice each fime
you shapeshlfi)

While 11 elementa] Fary form, you gain s pait of primacy
ilamm atracks thar deal 2de points of damage each, Yoursize
ircredses by rwe categiries (10 2 migximum of Colessal ), and
yaul liave the reach of 2 tall crearure of vour size (10 feef for
Large, 15 feet for Huge!. You gaina—-16 enhancement bonuos ta
Stranigth and i 4 enhencement bonus on Fortitude, Reflex,
and Will saves, and your natural armor bonos improves by 1a
You do not gain any new modes of movement In elemental
fury form. not does your hase land speed change.

You gain immuniry 1o exerp damage from eritical his while
it elemental form You also gain immunlty o an enerpy rype
related 1o the element chosen (air = eleciricity, parth = acid,



fire = fire warer = cold), You don't peed o hregthe while in
elemenral fury form

Ar Lth level you gain Girear Cleave s a bonus fear while
in elimental fury form (even I you don't meet the normal

pretetilsiees)

STARTING PACKAGES
Package 1t The Beastmaster
Halffriyg Drind
Abulify Scaves: St 8, Diex 14, Con 14 Tne 8, Wis 1S, Cha 14,
Skills Handle Animal, Ride, Survival
Languiges: Common, Druidic, Halfling
Fral Animal Affiniry
Weapfonts Longepear (def3), sling wirh 20 bullers (1d3,
s
Armiur Hide 43 AC)
Other Cenr: Spell component poueh, standard advenmurer’s
kit. 9 gp, 8 5p
Class Fearlune Riding dop animal companion
Spells Prepared: 1st—oore lighl wonids, speal: with aptiminls
O-—cuee oy wnnds (29, detert magic

Pacleage 3: The Feral Beast
Elf Crvved
Ability Seores Ber 13, Dex U4 Con 123, Int 8, Wis 15, Cha 10

ahills: Listen, Spot, Survival.

Lapgunger Common, Druidic, Elven

Frat: Alerrness:

Wedpan: Spear (1d8/«3), slihg with 20 bullets (1d4, 50 fr)

Apmer: Hide (<3 AC)

Ollrer Cenr; Spell component pouch, standard sdvenurer's
ki1, 12 gp, 8 8p

Elnss Fealure: Hawlk animal companion

Spells Pyspared. 1st—anre light wounds, [omgidvider; 0—ite

prnor oupads, know divection, light,

Package 3: The Warden
Hurtiin Dl
Allity =eores: Str 00, Dex 12, Con 14, Lo B, Wis 15, Cha 18,
Skills Concentration, Knowledge Imarurel, Spor, Survival
Lemgnsgey' Common, Drudidic
Feids: Avgment Summoning, Spell Focus (conjuranion .
Wenpins Seimitar (de/ 1820, sling with 20 bullets (1d4,
S0 £
Armor Leather (+2 AC ), lightwocden <hield (41 AC)
Otker Lear: Spell compement pouch, standard adveneurer’s
leit L gp, 8 sp
Eliwss Featirr: Wl Fanimal comipanion
spells Prepaved: Lst—swere light wousds, entungle; O—ein
prmnme s, dedect mingee, flure

ANIMAL COMPANIONS

The list below Is'a compilation of all terrestrial ammals elipble to
be chosen as arimal companions, organized by minimum druid
level reguiired, Apply the parenthetical adjustment to the druid’s
leve| for purposes of determining the campanion’s characteris-

If the camipaign takes place whaolly or partly inan aguatic snvi-
ranment, consult Stormuwrack for a list of additional appropriate
7'||'I|I'I'.-a| .nmrl:mnn','

tics- and special abilities

st Level dth Level [-3) 7th Level [-6)
Badger Ape Ape, dire
Brixashulty =" Axebeak™ Ankylosdirus, cave™
Carnel Badger, dire Bear, browe
Caribaw! Bat, dire Boar, dire
Chordevoo|™ Bear. black Crocodile, grant
Climbdog?! Bisan Ceinonychiis

Dire =i Boar Eagle, dire’

Daog Brizashulty "™ Hawlk, direj & =03
Dog. nding Cheetal Lian

Eagle Chardevoci™ Megalaceras
Hawh Fleshraker® Protoceratops
Harse, light Hawk, diref{" Rhinoceros

Horse, heavy

|ackal, dire

Snake; Hugeviper

|ackal® Leopard Terror bird™
Owl Lizard, manitor Tiger

Pary Snake, constrictor Wall, dira
Serval Snake; Large viper Walverine, dire

Srake, Snmll viper
Srake, Medium viper

Toad, dire™
Wease| dire

TiManraptoran drurds
only

Hippopatamis’
Harse, difet

Lian, dire

Megaraptar

Puma, dire®

Snale, dirs'

Sriake, glant constricior
Tiger, saber-toathed'
Tortoise, dire®
[riceratops, cave™
Tyrannessurus, reve'
Vultuee, gire

13th Level (-12)
Ankylosaurugh-=
Baar, dire
Diprotodon®
Elephant

Ell, dire"

Fhorge'

Indricothere!!
Mammiath, woally™
hMastodon™
Mastodon, grnizzhy'
Megatherlurm™
Quetzalcoat| st =
Rhinoceros, dire'
Tiger, dire
Triceratops
Tyrannosaurug

*Lsted I previous soutce
a5 available at a differant
level

M Spe DED 25 Arcassan
Lindate for new statistics
AE: Aris B Equipmen)
Guide

F: Frostbum

FF: Fiend Folio

M2 Manster Marmual
B3 Manster AMamugd 1T

Swindlespitter” Walverine Lizard; grant banded®
£y [
Yultare i Monhalfling druids anly  10th Level [-9) ;ﬂ._.::ql?:ll::::;‘,-“;:s nsimt
i T ” g e 5 f Stone
Wolf iTRaptoran druids only  Allosaurus 16th Level (-15) RW: Races of the Wild
fHalfting druids only Bear, polar Bear, dire polar’ €. Candddim e
Bloodstriker™" Elephant, dire""
Glyprodan’ Hippopatamus, dire
e i = _----- — e —— s ——— — —_




Hllees, by E. Fiegenseliud

FAVORED SOUL

You e a free agent of vour deity, unfetreved by the sirlerare.
of s clerical hiemrechy You wander From place jo place, wield
ing vourpower toadvanee the causes vou deem wisrthy inthe

I:"_-'I'."": l':'!- I!.IL"'|.|| !J__I.-}lj. (EH) !.':.";J.' Yol |.'||II~ 158" i EI'L'Hl Cl |.|_‘-.|||1_' JEJ]]?'LI
thar which offends your deiry, requiring a lifelong comni-
ment and unswerving purpose. While the cleric cames o his

a great gift e it o terrible curse. How you

wield the diving power biuening tn vour heart 45 up o you
This cliss appedrs in the Conplele e supplement
Sregoesled Backgronmdy (chiovse mees Aseeric, Drifrer, Nohle

Scion

Or; 35 500N Perce

‘:~||_|_::_;;'-r.':] Bersmrality ‘u.'l'.':'!'.'_|l.-1 tthonse ol Comparnion, Sl

sader, Innoecent, Martyr, Prophet, Seeher, Wandiies
CHARACTER THEMES
Dine or more of the [allowing chmn

(18] !.-'L"'.I
Mystic: You aspire o the

icter themes could apply

divine in every aspect of
vourt life. The difficulries
anl dangers wround you are
only tempiscary; you kevp
your eyes firmly hxed on |
mnatters of the spirit, which

are all tharoruly marter. You
hve linle nreresrinweal iy,
|-'-ﬂt1“'. of cremture comlor 15,
since these things are (inn-
sitory rou. Instead, you seek
enlightenment, undersind-
ing, und spiritual proseih

SoHme :||.'lg|'|l SEE v as il by
LIS Lo :::'ilil.l-[lii!. |1III Il.'ll"'-r' ate
unfalr characterizations. You
simply have the abillty 1o leak
past fear pain, and suffering
(o the erernal rewards thawill
surely follow. You possess moral
and physical courape [0 ghundance,
because vou do noc fear death op in
fury, You don't go aut alyour way 1w
pet hury on kllled, of conrse, but there
i5 o point in [1'-.;|L|||g pain urdeath when o
you know thar your spreic will survive

W hile your comuades might ot alwaysap
preciate your detschment brom mariers of th
physical world, you are compassivtate (or cure
ful,ar least, if you preevil fand Fearless. Nothing e
discotrapes yoll,

Seek out adventures for the tight rensons—aiding others,
gﬂitll”l_‘ Lﬂ'll.”r\'l{‘dﬂk". .i!.l"-'.ll'h'ir]g rl'_ll' Lkl J_'II' vourdelby, ol
vou are not good Hiasdening vour soul and sccruing power
for the day when vou legve your fleshly exisrence behmd
Monetary gain for its own sake inerests vou linle buj
the growth vou experience in taking onany challenging

experience—asuch gs recovering an nncient freasure—men

power through study and discipling, you are the rectpient of

rJ‘.I.lI YL GI-.' R eSSt Il'\x HF"I!F['I b AT |_'|_'\-'|'|;'|p£|]'_|1|_ll_'|'-i. LLLI::.'"_?C
t-.ll"II1.|:|:‘|.I.'I|‘|-_||IIH!-

I'n.":'J]Ls‘[I FIrCLLMSTYnCes |:|i'rl1ll|.1'J'||'I|{'|.'|1|'||:1H_' LlL"l:”'.I s Cars-

Fully. ¥ou ure nor given o hasey sction or impetucusness Even
in combat, you remain cilm and deliberate. Speak slowly and
thoughtfully; peoid undue excitement. Wheh you encourmge
vour friends, remingd them that very lide inthe world sreund
thim his the power o do them true and Listing injury
Canrage, frivads all this has lappendd before, and will
lappen again”
e tlsary! L esretsanly w e orind )"
Trine strepely Hes witln,”
Chpdhi tx o ooy, rsthing ot Feardl ol
F’rnphl:l: Fhe hand of a deiry s wpon you, 2l you 3re no
always i1 contrel of your words or aotions. From tme o rime
ok give yourselFover completely w the will of your deiry,
il say or di things thar vob ad no inrenton of saying o

I,j-.IIT‘uE | .Ti'l't'l'l l."'.' '|]r‘||'||||:-il."‘- YU Cannol -!.l.\1‘.|||‘-l\.li LillLlI:"I :[.I!ilj.

Ykl 1n:._|;|]1| he p.iM{' of astun-
|:\|-|'|T:|gqllt" | ||-‘L:l.|l|.|TH_.u!' orawin |
tredchery—itall dependson
the wehibrn of your deiry
W et youe play o progplietic
chivncter, you do not surrern
der control of vour characes
tothe Dungeon Master How
ol ever; youshould ask vour D
tis Iousk for the oceasionl op
pPOTIUniry to commiinicate
unnas| infommation through
ot characierswords o actions
When confronting un evil lord,
vourcomtades mviph b ineli et
i grinned thieir wrds ancl aveid o
fight in the middle of his castle—
but the prophet might suddenly
blize forth with a ringing conde-
ppition of the lord's secrer wickedness,
sossibly enwmerating crimes you
and the other players had no direcr
kniowledge of beforehund.
Even il your Dungeon Maseer
dioes nor provide you with ey cathe-
din marerial for the game session, vou

should listen i your imtuition Dan'

wittely your words and don't rechink

gL impeticts actions, Take these imptl [ses s

sigris that your character Is canght in the grip ol
lier leaty, and let the chips fall where they may
#al Work with vour Dungeon Master 1o cremte g few
interesting prophecies for the campaign, The besi
prophéctes are ones thar can come rrue o unexpected was
THe Herd oo drave mgh, bewnare
i of yowe will fall tonegh
We alall Lrinreph, oo yob wee shaldl finl,”
| carmmort dee all dhat follows i the deeds of fyis day
Scourge of Unbelievers: You are vour-detry's chivsen
instoumenf of vengeance, punishmen), and righteous writh



[t s tu you o defend the innocenr and harry the inigul
tous, You are driven, never able rotest as long as vour deity s

ererm ey remodnoa large Slnce you have aninclosive view of

who mitght be considered an enemy of your deiry, that means
WiEL ||r|."|'ta resl Al J”

Examing your deity’s alipnmenr, description, and dogma
ot credo and create 1 list ol the creatures or people you need
pr=mite frst. Anvbody not onthae list 15 rrelevant
pFcourse, they can be recroed as allies in your ongoing
rrusade. When your ndventures piryon against fes that your
deily has no special distaste for, pou chale for the spportunity
to Brishy up amd retuen w whar's ouly impornt brmging
the weath of vour deiry down upon big or her pnemies

Yo ure freguently inspired 1o scream e stiitd imprecorions
letring vour foes know exacthy who you e and exactly why
ot aie punishing them.

“Pelar'y lght will sear pou, s pooen of duvkeess!®

*Pelor cormmnmads yoor desbruchon, mfrdel!™

Mgt stallimsal Yo agnmst thentightof Poloy demon® Luall
bagrl vou scveanring back (ido the Abyss!"

i liess

DEITY'S FAVOR

[he favored soul enjove the Hesibilioy of spontunenus spelleas
ing, but her limited spell selection can lnnder her ahility to
provide the healing expected fom d divine caster Choosing
the deiny's frvor class feature means you'll be o bit less poten)
b e, b lets you use the spells you'ne abready easting i«
lu'“' vere and veur allies L |unj._gfrir| i fight, Favored soulswhe
chivse this oprion shoulil expect i ot of requests forsuppor
spells such as Bless, ills strength, anmd prioger; but remember
thuat yosrr ture spells gain this benefit as syell

Level! 4rd

Replaces: 1 vou select this elass feature, you do not gain
the deity's weapon loous or deity's weapon specializaton
class fearures (you still gain proficiency wich your dedivy
[avored weapon]

Benehir: Beginning at drd level whenever you cast a bivored
sl spell, vou gin choose gny one ally affected by thae spell
inchiding yoursell) to gain temporary b (i ngs equal w rhres

MAKING A PROPHECY

What's the pont of being a prophet | you never pet anything
right? The trick |7 creating a prophecy Is (o bury It in symbals
or metaphars that, after the facy, become perfectly obvious
The more specific you zre, the mare likely it 15 that you will get
3{:111r.'||'urg Wfﬂﬁg.

Don't use names, use titles: |nstead of saving, “King Derath
of Veronig,” say something like, "Veronma's lord"—aor balter vet
“the Lion of Veronia,” or even “the Lian of the East.”

[Man't 1se dates that ocour once; Use |Imes of year, seasuns
or celestial evenls. So, instead of saying "March 15th of the year
635" say something like "beneath the third moon.” or “when
winter's grip weakers (n the fifth year”

Use metaphors instead of clear statements. Don't say “dies,”
ar “is killed:” say “falls intg darkness,™ “stands before his fathers)”
or “goes inte the night "

times thee spells level, These emporary hit poines lust for up
fo | minle per level of the spell. 1f the Gp:‘” wordd .|l.~;|.-g|‘ﬂn|
remporary it poirs; wse oy she lager vidoe and irs dirtion
et yise this ability ana creatuie thatis still uneler the effeccol
i previons use, the nestemporty it potngsoverlap (de not stack
with) the remporary bt poines thie creature had remmining
Beginting i 12th level, vou can choose 1o grant these tem-
porary hit poines wany number of allies affecoed by the spell

STARTING PACKAGES

Package 1: The Defender
Dt Fuvered Soul of Movadin
ity Sravee Srr 13, Dex 10, Con 14, Int 8, Wis |5, Cha 12,
Shalls' Concentrition
Feat: Shield Specializeion” ( heavy),
Weapor: Wirrhammer (14853}, fve javelins (ds, 30 )
Armur Seale mall (e ACY heavy wooden shield (42 AT
Cither Genr: Spell component pooch, standaed sdventurer's
lng 3l gp

Packape 2: The Healer
HalTirg Favored Soul af Yondally
Ablity Seiee Str 12, Des 12, Con 12, Int 4, Wis 15, Cha 13
Shills: Heal
Eznt: Spontaneous Healer [Compleld Diine)
Weapm e Short sword [ 1d4,/19-20), fve favelins 1d4, 30 f)
arenier Seale matl (+4 AC), heavy wooden shield (+2 AC
Ofher L= Spell component pouch. standard slvenrurers
kit, 33 gp

Pacleage 3: The Vanguard
Humnil Faepred Soud af Korid
Abvility Scos Ste 14, Dese 10, Con 02 Tard Whs 15, Cha 13
skills: Caneentratn, Diplomacy
Erity Combar Casting, Cambat Focus®
Wistpons Greaesword (1dL2/19=201, fyve tavelins (1de, 30 )
Armior Scale mail (+4 AC)
Other Gear Spell component pouch; seandard adventur
ers i

Add 2 random, unconnected rermark, such 2s "The traitor sees
tall ™ ar "Now the doar stands npen Lo the night

Here's an exampie

Whep rses the red inoor abole e North,
The Lion of Veronn ceases his rad),

Three 1imes three ara the slain,

Rose petals fall fram the elf malden's hangs.

These images could rmean alimost anything. The red moon might
e a specific season or celestial phenomena, or a metaphor for
“wear" The Lion of Veronia might be its king or a Veronlan-bom
hera, The rose petals could be flowers strewn 0n & prave, or
perhaps draps of blood—so was the elf maiden grieving for the
clatn, orwas she actually their murderer? It worked for Nostrada-
mus: youl can make it work for you
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FIGHTER

You are an adventuring opportanist, willlng to po wherever
the next Bghe leads yow You'll ke up quests, you'll accep
commissions, ahd you'll even consider raking on leadership
roles, as long 23 you can practice your warrior's craft. You
know hghring—rnone know it better, Other combuinnts witly
exotic martial styles or those who mix spells with swords
obscure what s must impermant—who's the besr? Who can
put their swoed tn an enemy's guts Aese? You, that's whi
You are a stesight-up, no-nensense person, and you know
the value of your hard-won, long practiced skills, While you
talee predr risks in hopes of receiving an equally big payout,
for you the thell of combat is or least as compelling as 1he
loor ar advenrure’s end.

Fhe alternative cluss fearures presented hete provide
alternatives o the traditional fullarvick rontine The hghrer
whi takes one or more of thise optians seeks the (lesibiling
toalter his tacrics based om the situiton he Lices. Agains)
i foe that has 2 high AC or damage reduction, riading less
uselful second, third, or fourth sreacls for gmpilile benshis
Tepresents a 55gh1!ir.‘.111| bioi o the ﬂgl‘]l‘ﬂ[.

Sugprsted Backgromds (chaose one): Gladiator, Cutersmpe
Mohle Scion, Soldier

Suggested Pevsanality Avchelypes tehoose el Chillenger, Com
paniomn, Leader, Martyr; Mercenary, Qrphan, Rebel, Renegade
Royalty, Secker, Simple Soul, Streglst, Theorist

CHARACTER THEMES

One o more of the following character themes conld apply
[o ol

Comrade in Arms: [n a hghr, your best weapons sre
vour Friends. Your skill in arms cam ger you pnly so lar b
withour o friend o screen armacks while you deink down
i potion of curing and an ally with whom you can Bank
munster, your ghility 1o win in the Biee ol any odds weuld
be greatly diminished. Though vou're o orlinarily o
sentimental person, the bonds of warfare link you with
your compantons, and you consider them brothers and
sisters to o significant degres, You repularly pur yiurselfin
harm'sway for their sake, and vou like o believe they'd do
the same for you

W Lok them of e ol as a feam !

‘I chirrge styadght vy ke e fefd e, ik o dhe gh
Anil howt about some archery fo distract Heem™

FIGHTER BATTLECRIES
Differentiating between friend and foe is a vital part of any fight
In the heat of the battle visval recognition of friepd and foe e
be difficult; a predefined shouted cry or motta can pramate
recognition, as well as unnerve your foes

\Warriars, forward!

All together!

Blades and hlood!

[[Hame city name]]!
|[mercenary campay nameil!

Clear the way!
To arms!

To batelel

To the endl

[ mel

Formally Trained: Unlike many fighrers, you have o
specta] pedigree—your sletllin the eraflt comes from formal
iraining in oo academy, Your seademy rraining ii11;-;u‘[rf|
o 'you all the right-of-way vules in repard to oftacks and
defenses, should you ever be called upon 1o fght in g noble
rournament, 45 opposed 1o the desperate battles below the
pronnd in which you usually And yourself embroiled

You linow all the proper terms for swordsmanship, and
knowe that all Blades fall inta four major categories fivils,
L3l L = :.ri‘.-.:'r'g. .||'|L| |_\_1|'|er_'1\'\.'|||1;5 I'||'\|"|"|||. || 1 i',"i.r]‘”" UNEs ur
|wo-handed alTairs) Your knowledge of all the specializ
tians and names of the thousands of blade types is necly
neyelopedic, especially with regard 1o the more obscure
rypes of blades urilized by swordsmen of distanr countries
While this knowledge has lietle practical spplication, you
e enjoy showing it off 1o your companions,

“Thee differenee btoden the haltuto, a wooden trarming sword
il e wpdne'tle tsaetually very sinall—the suburito e stightly
et

“The ditan 1o likee st-saher—Dbot the dao lecksa hand puard, whily
ot ral Tiomndts your opbitngs in o fight”

U it sard, it has o G blade, a fedler and o bl mode up
of the guayd, grip, and pammel

A fuller? & fulley 15 a rmmded groove on the fat sideof o bad;
Although sovtmes ealled ‘blood gramoes” their puypose i roally
fir Lghten e blade”

“Kirkr) b actually pronmimeed khnrkhoe-res

Practice Makes Perfect: For vou, daily exercise is more
than something ro get vour blood running—you see ir as 4
requitement of yourcrifi. Wich frar light, vou're up doing
pushups, stomach erunches, running in place, and then the
all-mportant swordplay; sehether with a comeade or pracric
ing formes on your own. Afterward, you spend time oiling
your equipment againg rustand sun, and of course give your
blade o lircle time with the whersione. Yoo cerminly won'
;._||I_| TiLIe |i'|.||1 1] '.".'l"l."lr\ | !'lIJL” l,4:'I_|L| r T1r:|1'r1'|'1_'. J'r'll.! WL :!-ITI_"E.'.'\,']
i (aily reglmen

Self-Taught: Your academy was the srreer, and your craft
i= unpolished butswell wested. You don't know and don't care
forall the jargon™a few who claim to be warniors spout. Yo
know swiords, you know bows—ryou know how ta vse them,
whao cares what they're called? The informarion doesn’t help
youina Aghr, and i might get vou klled iF you worry too
mitich shout the cutting edge versus the thrusting rip and
the reer of that sorr of nonsense

"I e speitpids==thod s all | need.”

“F aew a fellow weho [eed to tadle fapey, fust Tilee e Me's

e monwe

ELUSIVE AT TACK

You kenow that the key to winning any highr s not gerting hat,
so you rride offensive power for a steadier defense

Level: arl,

Replaces: It you select this cliss leature, vou do not gain
rhe fighter hanus feat w 6th level,

Benefit: Avath level you mastera technigue of combining
iffense and defense. Az o (ull-round action. make one arack
at your ifphest base atrack honue [nril the startof your next




raek Brrgbefamtiner, Aarcieted of v frow Hadls

burr you gain g -2 dodge bonus o AL lvis bonus improves
fer 4 g el level and o <6 ab darh level

COUNTERATTACK

Every offensive move creates an opening for 4 counter-
attach and vou know how 1o exploic this facel of combal @
fts bullest

Level: 12th

Replaces: 1 you selecr this class fearure, you do not guin
the fighter bomus Feata 12¢ly level

Beneht: At 12th level, you learn 1o hold beck some of
youur otfensive prowess 1o enable 3 porent counterattack, As
1 Full-round acrion, make one meles attick @t your highest
hiase attack boous. Aruny time before the st oF your next
[ith, you can use an immedisee aetion to miake ) melee aack
[1sing your highest base attack bomus ) against an enemy tha)
ittacks vou 10 meles

OVERPOWERING ATTACK
You never waste time wounding your opponent, instead
copcentrating on delivering one solid strike

SCARS
Every scar has a story, and your bady tells many lales

Jagged Scar Running fram Eyeto fou: “A guy at the Ralling Rock
Alehause gotin a lucky shat with a broken whisky bottle.”

Raking Scars Down Arm and Chest: “Yeah, turns oot this girl |
was seeing was actually a werewelf"

Huge Halfrmaorn Scar on Forearmr “Damn shark mar got a bite
out of me.’

Ragged Circle Scaron Stomach: "See this? A salamander stuck
me with a flaming spear Tou haven't felt pain untll you've had &

Level; 16ch.
Replaces) 1 you select this class feature,
you do not gain the fiphter bonns fear ar
{6th level
Benefit: A1 tarh level, you can focus
Yourarnenhon ||_| l'|,||'|1!}|':| h.l\jl.'ll-"-'\"ri-l qth‘lI."
deadly artack. Asa full-round action, malke
e arrack atyour highest hase arrack ho-
nils. That artack deals double damage, as
doiny other atticls you make before the
sttt of your next fum

STARTING PACKAGES
Package 1: The Archer
Elf Fighli

Ability Scose St 15, Dex 15, Con 12, Int
L0, Wris 12, Cha &,
Skalls: Jump, Spat (cc),

Feals: Poine Blank Shot, Precise Shot

Weapons, Spear (1d8/=3), dagger (1d4,/19-20, 10 fr.|
longhow with 40 areows (1de/3, 100 fe)

Aoy Chain shin (<4 AC)

Dither Gintr Standerd adventucers ki 4 gp.

Package 2: The Defender
Dhaserf Eightiy
Ability Spores! Ser 15, Dex 13, Con 16, Tne 10, Wis 12,
Cha s,
Skifls: Craft (weaponsmithing), rimidare
Feats: Lron Will, Weapon Focus (dwarven witaxe)
Weapar: Dhwarven waraxe (1d10/3), shortbow with 20
arrovwes (Lde«3, 60 fr.)
At Scale mall (04 AC), beavy steel shield (-2 AC)
Opher Gear: Standard adventurer’s kit 4 gp.

Package 3: The Destrover
Hywan Figlter

Abihiby Scores St 15, Dex 13, Coo 14, Lne 100 Wis 13,
Cha &

shilles Climb, Intimidare, Jump

Frels: Cleave, Power Attack, Weapon Forus | greatsword),

Weapoms: Greatsword (2da/19-20, shorthow with 30 areows
Ides=3, 80 fil

Armor: Scale mail (+4 AL)

Doy Geo Srandard adveprucer's ki, 4 pp.

yard of burning metal shoved into your guts.”

Serrated Scar on Brow: “The lich said “run’ and | ran—right inta
lts sarcaphagus. Knpcked me silly, but the pain washed away
the fear”

Huolf-healed Scar on Palm: "When | grabbed that demon, it
burmed my hand with hellish cold fire The damn thing still hasn't
healed! Sametimes, when | wake ffom a nightmarne | can't remem-
ber, the wound |s eozing a strange, green fluid. |

Mystery Scor “It's something | want to forget and that you
dan't want o know about.




Hilier &y F. Nefian

HEXBLADE

Nothing fazes vou Like the warlock, you are a son of dark
ness, gifred wirh powers hat others find unnerving (o bes
||r'l||1|T'i|-_f|'|t I'\'|| 'Il'l'l." ||"|.|I|! | Ih.l'".” .|||'n"|'i'|1|.|||"" CREFY Vou
far and wide, becanse you meely Snd ieasy nosiay (o phe
same I_'lliil - {Ilr]l“]g .‘.;ill.H:1|'| X [.|I|'r |]1.l.': |r'\'|'|i"'=."|'r‘; i I1'L|.H“|II|.J|.'1[
glinces |"c§:'n:IE..'|L:1. ined B4 L e fomose on, Noone dider
=Iﬂﬂd‘i"|'|_'||,|r F‘l’“.ﬁ"L'T"\. Iﬂll sl r‘{'l}lfll' Vel e '.'\\.'n.\illll'| En ik |:|'
how you're poing 1o stab them in the back when you finally
shpw yourirue colors: Hexblades have 3 bad repuiaron i
many quatters, burwhether you've the exceprion or the rule
15 0Up o Vo,

This ¢lass appears in
the Complele Warring
supplement.

Suigevstd Bacegrmungs
(thoose one): Artisam,
Drifier, Gut trsnipe,
Soldier

Suggested Persornalily
Archelypes (choose one
Daredevil, Mercenary, ,
Orphan, Rebel, Benegade, o
Wanderer )

CHARACTER .
THEMES
O of trore of the follow|ng
tharacter themes could apply
to yot

Darkhunter: Sometlines evil s
the bkt weapon to sleld agiinst evil
You are o grimy and dark avenger, using
vour baletul abilifes o hune down
and slay villaing and monsters more
evil than yoursell Even i you
methods and motivations are no
particularly pure, who can
question your resulesy

Ag asworn enemy of
evil, vou do nor hest
tate before taking ona
ques to destroy or drive
off even the mosthoerible monster. You
commit fo the hune with linle expecration of R
rewnrd, But ende you've chosen an enemy mw
detear, vou'll stop 4t nothing to come ot on fop, Bargtin
avway your ore caprives 1w the mind Nayers (o gain passage

rhrough their territory to the plice where your rrue adves

sy lirs? Mo problem, Senitize wn outhreak of lvcanth rogsy

by killingall vhe bivten villagers® 1's hard, bur necessurs

You tieely indolge o orueloy or excess, bor you can be g
remorseless foe indead,

You ure shsolutely convinced that you are the orly person

who reslly knows what's go

ing on in most sirations

Cut off people who ralk

oo much, befare they

witste more of vour fme

Pron't bother el peo

ple whitl you are poing m

do, and never explain your

actiong dfterward ¥Your com-

panions don't have the sromach

[ar the work at hand, so it would be

berrer if they didn't get in vour way or

iuestion yoor methods, You can always find
new allies

Darkhunters gre sile i, nameless Apures who

do not delgn w speak o their foes—or theirallies

for thar marter, When they do, they tend o be terse,
grim, and bluni

“Ertieigh talle. Nuw (0 tne le die.
"ol Lage Yoy ooy, o

B atdsidy fromy sundniien 1a setbp, You moy live |

d ignare angthing ymi

see Thie duen,”
“Th ol followw e L oedll il eenymnie sl does
i st s
Sellsword: You ure s swaord for hire
nathing moce. noching less, You judpe the
wiorrthiness ol 4 cavse by the amows
of money (t ean pat in your pock
et While you |J1i'|'h!:,.':-i loak oul for
hH.Trl!'-.:‘r Ve, WO I.|.i| et 1|_L'||:|l'i'
thie value of loyalty 1 your
comrades—syou don'r have
many friends in this workd
S0 7% smart o stay on
the good side of the e
o Jrve
Since your powets
ire poorly understoad, you go
o some lengrhs ro bide them trom people you
don’t know Ler them think you've simply 4
Hghter, or perhapsa fightersotcerer Witch-hynits, siniste|
cimors, and tply dccusations are all bad For business

DOESN T PLAY WELL WITH OTHERS
Sometimes, the most interesting characters are those with the
warst allitude problerms They're just not leam glayers, You can
seriously annoy the other playes at the game table by playing
this rale to the hilt, so be careful when you adopt & persana that
s hard to get along with. A little bit of attitude goes a very long
way. Instead of starting a fight when your fiends are trylng 1o

roleplay a conversation with &2 NPC, you could simply adopt a
sullen silence ar utter dark, cryptic warnings. Rather than derail a
wellworked out plan to defeat a particular monster by nat doing
your part, negatiate an assigniment that doesn't tie you o the
rest of the pary, such as scouting, sneaking up behind the foe
or distracting another enemy nearby. In shorL you should stll|
be @ team player. even (Fyour character 5n'L




Hesides, it's nseful to keep g few tricks up your sleeve voo
never know when a surprise hex might be the anly wiy 16
save your skin,

You rarely ger worked up over the opposition, because 1o
youl, it5all business, Ogres rampaging through the province?
You ¢an fix that, Demons murdering the priests of Pelor?
Yo'l acluse your tares and take your bese chor at stopping
them. You need a record for relighiliny and suceess [[you're
poine o make any real money

Uithers mighe view you e cold or heartless, bur you know
that 1t's wisest to avoid emotional entanglements, You can't
stanil it when people start acting against their selFinterest in
the name af g nebulous “cause,” and vou derest deal-breakers
When dealing with potential emplovers, look them righrin
rhr aye '||'||.J shate yourterms.

Wl ine gt fo e

"Vt ol gettirig pnde] tocolo thal”

"Uhe drogom wosa'tin e condraed. 1 vou teand e dragen bileii
cave of, you're gotng Lo b to g voue offer”

"Muthing pevsonal. H's jush Dustyess”

*Sowndls like you have e veal proplem. s gomig fo cost yon,”

Tormented Champion: Datk powers manipulate you
Peeapile vou Jove pet burt, causes you support founder and
collapse, wnd places you visit fall into tuin You hove been
marked fora tortured and mestless existence, and vour [ate
i« to-be a harbinger of doom and wee.

You swing from morose depression to desperare acts ol
blazing anger. Most of che time. vou seruggle with despon
dency and gleom. Make dark proneuncements and dive
predigtions sbpur things vou ohserve, and parin dii | e
its your vour allies plins

Sometimes vou are maved 1o rail againstvour fate amd lesh
out with blind, unressoning anger at wharever obstacle or
foe frustrates vou. You might leap headlong intoa throng of
enemies, heedless of your safery. O vou might shake youn
fistat the pods and curse them bitrerly.

"The vanngpire’s beep watching us he whole e, We're dojng
exuedly what le waits

"Some of e vt petting oul of this aloe,”

You'll get fund foey aeross, e vope willl Beeke, oond yorct] [l
fato thie piver theve ad be swrpl away oo some black, airlee
ety wliere voull die teyong to elaw your way Hivongh (old
lird tone,

o S S S
I's byt all ot 0l

DARK COMPANION

By mixing arcane spells with martial talents, the hexblade
blurs the rradirional lipe between fighter and sorcere
Replacing rhe familiur—a link to rrditional forms of areane
magic—with a unigue fighting companion helps establish
the hexblade's diflesence [rom thesorceter.

10 combat, = dack eompanion funcrions like a foaring hex
thatyou can place tpon your foes: By weakening the delenses
ol enemies, your dark compinion makes your spells and
atvacks (and those of vour allies) more powertul,

Level: 4th,

Replaces: 1f vou select this elass feature, vou do not gain
a familiar

Benefit At 4ih level, vou cancreate anillusory companion
resembling o panther, spun from the dadeness of the night
Diotng so takes 24 hours and uses up magic marerials that cost
100 gp. Cince created, your dark companion stands with vou
in bartle, hindering vour enemies' defenses

Any enemy odjacent to your darl companion takes g —2
penalty on its sives and to its AC Your companion’s specid
is equal to yours (including all mades af movement you
passess) and it acte during your turn each round. £t follows
vour mental commands perfectlv—in effect, it is merely an
extension of your will

Your dark companion hias o real substince, and thus
can't artack or erherwise affece créalures or phjects. Tt
peeupies o sdeor space. Even though any creatyre can
enreradark companion’s 3-foor space withour resiricrion,
it must vecupy its own space in order 1o have any effect
on enémies It is (mmune toany damage or other effects
that might harm creatures, though it can be dispelled oy
suppressed just Lk g spell effect. Your dark companion is
treated as aspell whose level isequal 1o 1/% vour hexblade
lewel, Ifit is dispelled, ivauomatically reforms at vour side
24 hours lares

A dark companion can't erente Hanking situatione, no
does it provoke atracks ol opporruniry from movement,
becalise enemies awlomatica)ly recognize it us an [lusion
It iris more than 120 feer from vou gt the start of vour turn,
ot 1 you ever lose line of effect to I, It instint |y reappears
adjacent tovon

STARTING PACKAGES

Package 1) The Defender
Grome Hexblid,
Ability Scopes: Str 13, Dex 13, Con 14, Tnt 10, Wis 8. Cha 14
skills: Blutf, Spelteraf
Feat: Armor Prohciency | medfum)
Whirpois: Creprsword | 1d 819200, chort bow with 20 arcows
(143 e Fr.l
Ayrior; Scale matl (-4 AC),
Difter Gear: Standard adventurer's kit 4 gp

F:u.'I-:agr 2: The Destrover

Humitti Hexldal
Abilily Scovew Str 13, Dex 13, Con (2, Ine 00, Wiz & Cha 14
Shills; Concentration, Inrimidate, Spelleralt,
Feal, Power Artacl, Cleave,
Weapony: Greatoxe (1d12543), Qe javelins (lds, 30 1)
Armar: Chakm shir G4 AU
by Gear: Seandard adventurer's ki, 10 gp

Package 3; The Skirmisher
Elf Hexblaude
ahilily Scoves: Sir 15, Dex 15, Con 10, Ing 10, Wis 8, Cha 14,
Skills: Diplomacy, Knowledge (arcana)
Feaf: Dodie
Wiapons: Glaive (11073}, warhammer (1d8/«3), ||1|'|g|:.|ml.'
with 20 arrews (1d8 /53, 100 1)
Armar: Studded leather (+3 AC).
Other Gear: Srandarcd adventurer's kir. 14 g




MARSHAL

Wat is your true calling. You follow the sheill ring of steel
on steel and the harsh crieé of the carrion birds, foritis on
the bartlefield thar vou demonstrate yourtrpe worth, When
the specter ol wir is far away, you take service with 4 strong
lord, state, or cause. training erher warriors and preparing
your warband for the day when battle Bnally comes o the
lanid in which vou reside, O, if that does not st you, vou

search oul combar wherever it awaits—perhaps vou skirmizh
apainst ore raiders threatening the kinglom's froneier, ght
for a rebellious duke who {s toying o throw ofl the Ling’s
rule in hiz lands, or trvel slroad 1o Gy and exotic lands in
cearch of o barde worthy of vour tmlenrs, When you ke up
the [ephazard career of an adventurer, you're anly passing
the titne (mtil something big comessalong.

This clags appears in the Mmialures Hapdlnol supplement

Suggested Backgrounds (choose mre): Artdsan, Mariner, Not
Scion, Soldier,

Suppested  Personality Archetypes (ghoose ong): Challenger,
Crusader, Leader, Mercenary, Royvalry, Strategisr, Thearist

CHARACTER THEMES
Cine ar both of the following character themes conld apply
{0 you

Black Knight: You aro 4 hero of the livsr rank. o hrlid

and ingpiring leader of men—but vou do not want o be

recognized. Knights eneting the lists sometimes cover thelr
heraldic devices with sible cloths o leep their identites o
secref] you likewise do nor display the emblems veu have
won, and adopt o simple nom de guerre so that po one will
know who you ure

Decide why vou desire anomymity, You could he o noble of
high hirth, expected tospend your days engaged Insmtecraf

TAKING CHARGE AT THE TABLE
IT your characief is Lhe “leader” of the adventuring party, you've
got a hard bul rewarding bit of roleplaying ahead of you. Most
peaple at the garming table don't want to be bossed around;
we all get enough of thal in aur real lives, after 3|, Fven [ you
thirk your character would be 2 hard-nosed drill sergeant wha
barlks orders at everyane araund him. you'd better nat try that
at the table

So how do pou lesd in the game withoul stepping on edeny
ane else's ability to make choices? You need to be a demoeratic
leader, not an sutocratic one, To that end, try these technigues.

Ask forideas Solicit suggestions from the olher players, even
if it's something as simple a5 "Anybody gol half an idez af
what this monster can do?" Recognize'other characters' areas
of expertise and ask for their help, For example; i the party
is facing a maglcal pheromenon, make & poinl of asking the
player rurining the arcane spellcaster what he thinks the party
should do

Be the chooser of plams. Make a point af trying ather players
supgestions (nstead of issuing your arders without thelr inpul
Don't go with the same player's idea sach and every time
everybody at the table sheuld have an opportunity to see thei
ideas tested by the party. It's okay to choose your own plan, but
make that the exceplion, not the rule.

instedd of roaming the land as 2 nameless advenurer, You
adope your guise so thar vou will be free 10 aid people with
the paint of vour sword fnstead of wasting time with the
inrripues of the court. You might have 3 fearsome enemy
thar you cannor defear, and <o vou remdin hidden so tha
fhe peoplearound vou will nor become the vierims of your

adversiry, Orperhaps you are acroally infamous, known for

ttertible defear ona discane hattleheld. You carry the puili
of hundreds ol lost lives, even though vou mighs nor have
ever had any chance to rrinmplh,

[ youe DM aprees, vouare s memberof the nobility, Degign
ViE |!|.'|.]"'\-I.'."| I“.'l"r.l-l'kll.i |l|'|'1'i':_'_'|"i..|. Inli M, 5o | |_||!| YO Can

\J.\"‘-l I Ih‘.‘ '-'-'Jl.l.l vl I'I.'.".-'I'Hl 't'.-'ljl‘l'l LR T |-ll1..'l.|.|.|.' ;'hl.rl'“;l.‘ i Un I'II-'I‘||'C

vy shield.
Since vl are TVing 0 remilln n'll—‘ﬁih' ANONYVIMODWUS, yiou
don’t view it a5 your role to be the bold and inspiting leader of
your party. [nstead. youare sarishied tobe s statlwart comrade
und loyal follower, using your abilities 1o l'||.-]|'l vour [riends
defiem their loes, You do veur best woavoid the spotlighr and
givie credin o your allies for youp successes
!

Iy Lhen . Mialee'sfireball npade all the differenee”

| ey b sbeniets Ol Last Bl Doed Thie troll svas dead oo s (el

"Walor is oty pud reward

g Mheve cevtaindy, aml 1 sippase | played o srall parl. B
ey comipipnions deseroe the credat for defeatimg the dragon”

"Give my shove Lo e tenple ol St Crlhibert”

"Wl Lo (8 aot o laet. Whal s naepartant (5 that the
weseanalf fae begi dlagn, Your town shold be safe none”

Leader of the Company: A marshal combines personal
charism, leadership, and werical acumen like no other char
acter Youars o barn leader, the equn | of ¢ paladin. Bveryone
expects lowery speech from the bard or persuasive wonds
from the sorcerer, bucthe marshal and the paladio are heroes

Frcourdge iitiative; Look for ways to put decisfon-making |m
the hands of your camrades, For example, if you want the rogue
to scout ahead, don't provide exacting Instructions for how far
ahead you'd like her to be or what she should de (Fshe gets
in trouble |l the party rigeds infarmatian about the location
of a willain's lalr, ook over to the hard and say, "Devis, you're
incharge of hinding out where Talthon is hiding. We'll follow
your lead "

Be pederows With proise. Cheer the successes of other players
in character, Your leader should shout out a “Well dane!™ a
“Huzzah!" or "By the gods, you fight like a lion today!” when
ather characters do well

Avoid criticizing others: Here's 3 place where game leader-
shiptakes a sharp turm from real-world leadership. [n real life,
3 leader needs ta fet his or her subordinates know if they're
falling shart af the mark—preferably without humlbating them
in public, but that depends an the setting. |t's not yalr jolbs to
make the other people at the table better D&D players or more
thoughtful fallowers, 2nd they Il resent 18 (Fyou try, As 2 “leader”
in [he game, you have to be exceedingly eareful about eriticizing
ather players. Mobody wants to come to a game 1o be chewed
out or cut down by & sarcastic remark. An absence of praise
speaks volumes, if you've been generous with your encourage
mernl previously




T

thit warriors wint to follvw. You possess sinceriry, purpose
J]'_Li '\5!1_1]—. .11"1 YFOUTL I__:-I_'lrt'l'lr |||.]f."'\-'.|||I”|'|. Yo R |'|1.:||'||t-‘.":[ Th.._.;l."
yirrues for your allie

Not only are you o skilled diplimmat, bur you are the
shsolure bese choice forthe job af battle commander. Since
zily chanpe the benefit your aura provides, i1
hehooves your allies to follow your lead, They'll do berter
in the fight if they take sctions that make use of your aura
For example, if you choose the minor auray mbr the fip ol
asder of spportinily, you provide o real incentive for yous

woL ©iEn ¢

friends to charge by move past enemies to reaely the foe you
want them m fight. When you nse your guras this wiay, say
something inspirational!

Yau should srrongly consider the Leadership feat if you
are roleplaving @ marshal of this type. If the other play-
ers at the table don'r listen o you, at least your cohory o1
tollowers will

"o U Dizardfolk! The drwid Is o teoe foe!"

“Srervonied e gy vepder nod stelee from the flamk! Thit s Hhe
ifieickest path fo pictory!

“Stundl v groand here, woul et the ares come fo ws! We'll 2l
(hee o as they el the pdpipart!”

Feellenar mred Mo is Hhe B Lo strale!

DRENALINE BOOST

Asamarshal, vou make everyane onoyour team more effective
st whit they de. While the traditionzl marshal accomplishes
sopmie of that by improving his allies' mobility, by choosing
gdrenaline boost vou instead o take on some of the clencs
thility 1o bolster the health of your allies It's particularls
effeetive in rallyving injuted comrmdes, making it 4 good
ahility to swvee until things start looking grim

Level: 4th

Replaces: If vou select this class [éarure, you do not gain
the grant move acoion class teature

Benefit: Starring at 4th level, you cun exhort your allles
lo discover a reservoir of energy they didn't think they haid
Urnce per day, asa standard action, yuu can grant temporan
hit points equal o your marshal level 1o any or all of you
illjes wirhin 30 feer (but norto yourselE). 1 the illy s curreny
hit point total is npmore than hal Fhis full normal hit points,
the numberof temporary hit points grinted ra thar chavacter
s doubled (ro twice your marshal level)

This ability only affects allies with an Lnielligence score of 3
ar higher whe can hear you and understand your linguage, The
rerrporary hitpoines st for up o | mine per mershal level

At dth level, you can use this ability rwice per day. You can
use it three times pet day at 12th level, four Hmes perday al
Lsth level, and five times per day at 20th Jevel

11 vou use this ability on g cteature that s still under the
effect of o previous use, the new temporary hitpoines overlap
de not stack with) the temporary hit poines the ereaur
hid remaining

STARTING PACKAGES
Package 1: The Defender
Dywirr Mnvshal
Ability Seores: St 14, Dex 13, Con 14, Int 8, Wis 10, Cha 13

skills: Intimidate. Listen, Spot

Feal: Shield Specialtzation theavy),

Weapons Dwarven waraxe (1d10/4:3), warhammer ! | d8/3),
javeling (1ds, 30 )

Arpnor Scale mail (44 AC), heavy wooden shield (-2 AC),
Other Gears Sundard adventorer's ldr, & gp,

Aurn: Force of Wl

(51}

Package 2: The Second-Rank Warrior
Elf Marshal
Ability Seaves Str 14, Dex 15, Con 10, Lo 10, Wis 8, Cha 15,
Skills: Diplomacy, Ligten, Sense Motive, Spot
Feal: Combat Reflexes.
Wenpons: Glave (Ld10/+3), shorthow with 20 arrpws
1d8 /=3, 100 Ft )
Armor Scale mafl (+4 AC
Othee Gears Standacd sdventurer's kir, 26 gp
Adine Masteral Tactics

Paclkage 3: The Vanguard
Hilrmean Marihal
Abilety Sropes: Srr 14, Dex 13, Con 12, Int 10, Wis 8, Cha L5
skille: Diplomacy, Intimidate, Knowledge (nobility and
rapaley), Sense Motive, Spol
Feads: Bartlefield lnspiration
Lmproved Loitiative
Weapons; Longsword (1d8/19-20), five javelins {1ds, 30 ..
Armor Scale mail [+4 AC), heavy steel shield {12 AC),
Other Gear Standard advenrurer's ki, 20 gp,
Aume Mortivate Dexterity

Miptatures Handbook),

=
g
=

g
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MONK

You were introduced ro martial techaigues i o distnt,

hard-ta-redch monastery, You first learned the eighteen basi
empty-hand techniques, You learned the *heart-mind-hst
kata, you learned how to swing an eyebrow-hetghs statt.
and youl | I'|.'-||‘-, learned Roww fo clelivaer
||'IL' potent canmon po ng|-|
Adter that, vou were teady to
begin actual tralning in the
truly deadly mardial ares
YE;“'S |.]1 EL VIR L'FTIL‘I'gL'-'.l
g champion of your
martial style, bur sl
a student seeking com
tinual improvemens and
perfection through mar
tinl discipline, One day
you hope o joln the
gredf masters of your
Are, r.:_1-.'l4'|ll'lg_i| !r'I.H.|'| |.'r LY
precisely that you tein
scend the mortal teilm
dtopether and partake
of immuortalitg
?;!l!_'_'.;l:‘ul .“:Jlrl.'.'_l 'JII.'.J:

el ATHlsan,

(chaose
Agcetlc, Cladiaro
Supostedd Peramdity Avchelypes
{choase wngd Agent, Challenger,
Compation, Crussder, lnnocent, Martyn Oephian,

Propher, Seeker, Wanderer, F ey

CHARACTER THEMES

g or more of the following chavacier themes could apply
e yau

Enlightened One: You follow o medianive way of Life con
sidered by some a religion, by others a profound philosophy,
and by the uninformed simply 4 rourine You regard yous
constant search [or enlightenment as a way of e, work, and
i art form

e of the precepts of your philosophy ts “sitting meditarion
in which you sit quierly once a day, divecting yonr awareness
torward vour core st et |1in£ |||_-s:p|~_. forat lidst 5 minures:

As it “enlightened one” vou know many parables; called
femans, that teach wisdom it considered long enough

"t enlightencl one ed oosmiple life or a het ot the foot of i
motertar, Ohie everiongga fhiefvisited e bt only bo discoper Hiere
whes nathing b skeal The onliglhtened one catgghl T and tald th
e, Yo e Lratled fa Lo fiedel e, sooyon shoald ol leave eipty
handed. Feve, iy nily 'L'!'u'llﬁn"g'.'.'-! Cpinfused, fli el meterthelges
|ook the rabe. Nude, hiseveson the _|'.IIII| pronn, e i -'||.';._|II|| il it
sdfid "L ywnshe 4 eonddd D gvien e s beasibiiad inpon

A etlighitered e s bed a ermiallye v anid usked, “Shall |
fenf ek o Thie sick e vepdied, T et Bereatlione and | g alone
Wil Tl conldd youd e The enlightened one misivered, "B vou il
youereally coprie el o Al Goyonrelelistior, Lol me dyoneyon the patl)
oy ey thewe 0 v compeng e see go e Thaese wrads seseaded (T

Frue palteso elearly Uy the sick s spniled god possed op

History Keeper: Every monasiery has its own story ol
ot describing where i gained ies pacricular style and
what anctent master popularized the particular specmlized
form of martial arts taught there, Every monastery puts in

1 claim as the oldest, or alleges to reach the
most “pure” form of the martial arts

Yot don't fret abouwt i because you
ftiow vour monastery is actuallv rhe
oldest and rhe most apchentic You
ke o rell the story of how yout

momistery learned the secrets af irs
citrrent style
“The gnerent and Jégendary
masler Chandharma fownded
ol letrgtle frase Bpimaleed yoays
ng, dtil tie s fes tesle iy i
Ty teankes, Chond harm fraiped

A ;
Hie momks i the arigmial,

formrs derd Feobias 0 keaowe the very
style thad et Chandlimrma
otee lunght my forebenrs”
‘Northern" Seylistc
Your monastery taught o
particular style of marrial
arts referred 1o as the north
ern style. This soyle fearumes long
steps, extended postures amd
wide stnnces, jumping, kicking,
and dramaric acrobanc Hlourishes,
['he northern seyle is knows for g
great varfery of artack forms. When
VIEED USE any one Of rlw-r irlr111- VO
k-'I” ol |!'II !'r.n-l-_ nameE ina sitong, con
fdent voice which steadies vou and frightens vour enemies
wilh yinr JUMEE
“Lovig Fisl!" You use this punch attack to spedt past your
fowe's Bl el when least EX PO ted
Himhing Fs0! A& rombling fise s the strike you male alter
yoiive tumbled into the perfect position to serile at your foe

‘Cuvering Pahi!” This femous strike needs no explanation
Even 1 you're not powerful enough 1o use the discipling, the
e alone inspires fear (n vour enemies

“Wed Frst!" Whenever vou draw frse bloed, you like o
SCTEET ||.'|i"\- O, JUS IO INnerye your tog

*aod Fist!™ When you use 2 Hurry of blows, you are using
rlie fmons flood Rer where voo seekoo overwhelm vour foe's
detenses under o Dood of stagpening blows

“Flwer [1s!” This disingenuous, last and deceprive blow is
miache whenever vou foe {s off grard. wherher he issurprised,
Harked, or atherwise not I'HI'I.'I'-.-."'!,' |||'ik'Fuill‘1g himsel

“Southeastern” Stylist: Your monastery taug bt a particulds
style of martial art referred 10 95 the southeastert seyle. This
style Features hists, efbows. shins, feer, and knees mw strike o

b Bt aretieudarly egvegions elbow o bneearsach, Unlike othe

apponents, as well as brietly held grapples thar seran opponint

nuirtlal stvles, the southeastern sevle is specifieally designed w
faenrport e Drsess and woghiness, which alleses g seurheasiern

siale Bglirer the endugunce o gdeepe pain and igrose Hog




(Al W hen vou use 3 southegseers seyle atack form, you
eall onat the artek nume 10 9 strong, confident voice, which
sreandies yon nid Frightens your enemies wich your potse

Ko Dl Aspart oF un arrack, you jump and briog vour
lenee up ino your opponent s stomach; side, o tFlow enoughy
yuster oppenent’s head
Ko Lot You spring up off one leg snd switch (o midair
torstrike with the knee of the otherleg. This confusing serilke
is dramatic when successful.

Kaa Tone!" The simplest knee strike, you simply bring o
krnee tp divectly into vour foe's scomach, side. or head (iflow
gnotgh! Somerimis this (s aided if you grab vour foe by the
head and jerk bim forward ar the same time

"Sourhern” Stylise: Your monastery tught 2 particulur
atyle of martiol are relerred to s the southern sryle. Thisspyle
fedrires short steps and close hghting, with trms cloge to e
chest, #lbows held low and ready o offer protection againe
Blowes 1o the stomach orsides. Mostimporians, the southern
sryle is distinguished by Ave animals,

When you use gy one of these sivles, you call out the
inimal you are emolering 1 strong, confident voice, which
steadies you and frightens vour rnemics wirl your poise,

Tl Youl emulate the tger to express qualitles of fearless-
ness und sggression. The nger attacks tna straighe line, When
v charge, you are emulicmg the dger, the most aggressive
ol the five “sourhern” animals,

“Crane!™ You emulate the crane o ivoid your enemies sacks
ne marierhow they eome it you When hghting defensively,
you are ciulatiog thee crane,

"Leapard!™ You emubate the leopard to mastmize youragilivy
Afterall, pound for poind the leopard 15 one of the strongest
animals, and alsa thee fstest When yiu tumble into position
to dtrack your opponents, you are emulating the leopard

“Snake! You adopt the Nuidiy of snakes o betrer close
writl your opponents dnd bt them from positians they arg
yiteddy to defend sgainst When you grapple an opponent,
voui imeate the sinuous, Nuid merion of the anake

" Divagen!™ You ermulare the dragon fors broad array of needs.
When you tetack under rthe guise of thie dragon, your artacks
are strong and hard, When you make 4 giutining artscle, you
are emulating the dragen

A siprature artack is the threehnger claw (" Umgon Clan!"|—
the Index, thomb and middle fingers make hard pimchng
artacks m yourfoe’s muscles and tendons, When striking with
the dragon claw, you have incredible stun ning poset becatse
the blow originaces th vour stomach and hips, then Towes up
as yout rotate forwatdl inee the blow, which cultninates in thye
stunnmg claw

Staffmaster; While you nre adept ot closed and open
haird seyles of marrial ares, you are particulucly skilled with
the bae ol g long guarterstall Instead of the standard length
quarterstafl, vou prefera 1o 8foot-long, Aexible staff thas
yotl tefer to as your “Aowing water staff" or sometimes yon)
“dragon pole”

Loeread of strueking with githet end, vou usually grasp one
end of the staffand use 1 to make devastating thrustaricks,
diversionary “slap” atiacks, and o defleer the blows ol vou
foes, lerting them slide off your staff like water

i

DECISIVE STRIKE

Elurry of blows con be exciring to nse—jfusr look ar all the
artach rolls you can make—b in practice it can lead o 4
Hurry of misses, The decisive strike alternatve cluss feamure
rurns your fypictl combar manewver from o whirl of acrion
inro 2 merhodical and devastaring arrack

Level: 15t

Replaces: 1 you select thiy cliss fearure, you di no
gain Hurey of blows tor any later improvements 1o that
cluss feartre!

Benefit: A= u full-round dotion, make ane ariack with
an unarmed serike or & special monk weapon. using your
highest base arrack bonus but rmking 4 -2 penaleyv on this
artacleroll 1fthe srtack hits, it deals double damage (as does
any ather artack yvou tmake before the start of your next
turny, Woyou use this strike to deliver a stunning strack,
increase the save DC 1o resist the stun by 2. This is an
etracedinary ability

At 5th level, the penaley on the artsch roll lessens ta —1,
andl s 9k level i disappesrs

At | 1th level, you can make rweariacks when using this class
tentrre, though no more than ene attick can tatget a single
creattre. Borl aracks uge your highest base attack bonus,

TARTING PACKAGES
Package (: The Defender
it Mok
Alnlity Seovis St 13, Dex 45, Con 12, Tneil, Wis 1+ Cha B
Skills; Balance, Listen, Sense Morive, Spor, Tumble
Fpats: Combar Forns®, Dodge, Sronning Fler
Wenpan: Unarmed strike | 1de), sling with 10 bulles (1d4,
S0 ).
Arimir: Mong

Orfrey Gear; Srandard adventurer's kit (without sunrads),
Lgp 3Ep

Package 2: The Destroyer
Half-Che Motk

Abality Seores: Ser 15, Dex |5, Con 12, Int 8, Wis 14, Cha 6

Sletlls: Climb, Jump, Tumble

Feat: bmptoveed Grapple, Fmproved Matuesal Attack, Weapon
Focus (unarmed strilie)

Weapin Linarmed strike | 1ds), sling with 10 bullets [ 1d4,
5l [,

A ier Nane

Ciber G Standaed advenrorer's Rin{withou suntads),

g 3sp

Package 3: The Skirmisher
EIf Mank

Ahifity Seores: Str 13, Dex 17, Con 10, Lar 10, Wis 14, Cha 8

Skills; Hude, Listen, Move Silently, Tumble

Faal- Ahility Focas [stunning fist), Stuning Fist

Wiapsn: Linrmed serike (Lda), sling with 10 bullees (1d4,
SOHfLL

Arrior Mone

Other Geay: Standard advesturer’s kit fwithour suntods),
| gp35p




by D Hudnnt

T,

PALADIN

You have power aver ewvil, given vou by vour glorions, almighry
deity, Your devetion a1nd pure, unwivering desire provide
strength thar Humimates the datlkest souls, saving some ani
punishing those thar can'tbe redeemed. Your faith wards you
from harm, inocylates you from fear; and gives you the hands
of 4 healer—but your hands are squally dynamic on the kil
of an svenging sword pledged to diviniry

When wizards scheme, you pray When dragons roar, you
talee up your sword, tearless. When devils from rhe
Hells sieal innocent souls, you respand with
sacred vengeance and send them fleeing

]
i
| |

back to the pit whenee they came,
:*:|.|l|__-:ti_{|,‘-.;'|_|ll _|':||'|.;'||.'L|,:r.'ll‘hf'| {ehoose 0w
Ascetie, Noble Scion, Saldier;
Supgested Personnhity Archetypes
(chopse onel: Agent, Compan-
ion, Crusader, Leader, Martyr,
Prophet, Royalry, Seraegist

FHEmEs
One or more of the (ollpw-
ing character themes could
apply to you

Bound in Honor You
fallow 4 strict code of honos
Whenever 4 sttuation 4rises
rhat might touch upon yout
code, you voice the particu-
lar precept of your code, as
if part of 4 prayet 1o you
deity. 11 doing so, you
hope that others will be
mspived by your good
example, and perhaps be-
gin to follow parts ol the
code themselves.

Y¥ouur code Includes pos
o more |:r- I!].!ll.' |-1‘||.l."a.||'
ing principles. You miphi
enunciafe additionz] principles
not described here, depending
on the detry or cause you serve it

“Before all else, o paladin is faith

fairh of & paladin requires no proof—i s 4
hegrtfelt knowledge thay the goodiess you do, or the evil
o allow 1o Hourish, 15 all thar vou ke from thas world
ro thie nev

A pladin's valor s a neeasure of e fud b When chings begin
to g Bad, voudr valor proves ttsel When Enoeked low, o
gerup. You do not run from conllier if ir can bewon, and
mostespectally, you never leave compatriots toa hghr thar s
yotsrs toowln Fear s something thar only less valormus men
and women experience

“Humility e all i " Yowdee modest vegarding your owr
importance znd always submit o your deiey's will You know

vour place buryour place is imparmne You are pot prood

ul” The Fihe S

or arrogant, though vou challenge the onenlighrened with
el ¢ el
Btrentee o tlasts ull™ You understand tharitmight take youw
entire life span to make d difference (0 the world—you dan’
by, you persevere. You have the gad-supporied renaciry
N Ta '|||” Your |1'|.‘.:\.I'\'?'. anee |-||'il'n Hp
“Loyaliy ti true friemds, vengeatice o betrmpers wnd foes” You
lenow thay sttengeh flows from solidarity, and solidatity only
comes when dll reust each other, Defearing the evils tha
pligue the world is possible if all are loyal. Those whe bervay
lewel by rse e deale sith swiftly
“Berevolenie (5 & balmt Lo all souls
A paladinds charitable and desires
salegoand others From influences chit
would destroy thelr innocence or end
their lives. Benevplence is no less i ol
of your deity than yoursword
Inlegrity is he fomidation en which all
Huens of pidiee sore Tl You adlere (o the
ertrical and moral standirds of your deiy,
acting in all wavs is a beacon of ruth-
fulness tharothers might emulate Your
chirracier and sense of self relies upon
your honesry. How cany one be ruth-
ful “to o fanle™?
“Mercy [or |I|I'l'!ll- tHhizl -Jl"il'“I

Sometimes even the righ
teons can stray [eom the (rue path
md thus you must occasionally
show compassion. However,
merey for onrepentant evil
|J|_'r'5"- 15 IEDTaRmaunT 1o ||.||i.1_g
evil yoursell,
"Cenevosily i the lel
hand of [voire deity]” When
vou are willing 1o give of
your wealth, or #ven more
important, your rime
show the real sirength and

yiou

depth of yeur bellef in vour
deity. Only someone truly coim
fortable with her faith has the
gpiritual reserye 1o be generous

Chivalrous: You seek o be o parapon of
e the concepts of justice and morality in behav:

ior between people. As such, vou are beave in
barrle, loval myour deity, and willing o sacrifice yourself fot
that belief (se¢ Bound in Hor
v dre mercitol, humble, and courteous,

1ot above ) Toward your fellows

Maost fmportant, you dre gracieus and gentle to those
worrly of high regard, and you mighr ever seek 1o court
someone you admire I that person is unavailable and
married o somenne else, especiallyif he orshe is of higher
SEatus, your '!1i'\':|||"‘r' |L‘.II1H Vol fhte 3 !'l'l.'ll' III.- LA 1|'.-' I.|~|"-"'

You dedicare yvour life to the ohject of vour alfection,
axpressing yout appreciation from afar through an {ntricate
syetetn of colors and ribbons worn on behalf of youy beloved

and favors done in his or ber name. It's an elaborare dance,



snme that the plavers freely enjoy wathour expecration
o dommiament
For thie Lady wiho lus my heart, 1 dedecate this quest.”

e thes tame=tonercomands thal the final blow be ming

Merciless: Do any deserve mercy? SNo.

Leniency and compassion are words nsed to describe weak
dealings toward those whao have been judged and fonrd wanr
ing This doesn't mean char vouseek w kill all those who, in
viour judgment, are weak and laichless, bur i does mean chat
such creatures do nor deserve your vespect

"“There 15 wo mercy, there s only judgment

Moral Philosopher: Moral conduct, morality, and the cor
rectniess of moral thought are pacamount to you; however, you
lnow that morals vary by culture. Is one meral code berte
than anocher? Is an ethical code betrer. oras your brothers
and sisters invour order claim, ave ethics a mortal-contmved
sham thar hides the rrue reach of morals? You don't know
bur vou wonder,

An elhreal rode citabivhes radeolfs toavard the greater gond,

st wirtghis all the pegatnee and positive pesally ol an aehion, aparl
Terpr moral absolutes, Thees, decismns are based upon the greates)
good far the greatest nntbey”

Reverent: You begin almost every ntteranee with a vefer
ENEE D yYour gf"'d

s e trubh of [vour deti] bells us

11 { e dlerty Tl fones

“Iwi Hhe ape of | voue deely|, the benefieent, Hie merefl

I you do not beginan urterance with a reference ro your
deiry, you wrap up with one

ag | your deity] commainds
may | your dedty| lightl and guayrd e
that all may kenow the wesdom and majgesty of | your deity|

Zealous: You are a fervent servant of yourdeiry, Youare dil|
getit i your duties, show enthusiasm (n performing them on
yourderty's behalf, and display 2 powerful interest in anything
related (o your deiry, wherher 1t's support or opposicon,

¥ou showvour zeal to vour friends and foes in one or more
of the following wavs.

Exultani: You are jovtul and proud when yvou think of vour
deiry, wnd are given to rejoicing and riumphal shouts. See
the Paladin Bartlecries sidebar.

Dsetple: You know the history ot vour dey, and those sainis
and other people important to vour detey. You know therials
and tribulanons of vour deitv and/or yotir deiey's saints, anid
you reenact those tritls in a yearly ceremony. Moreover, vou
dress according woastrict imterpretation ol sy docering yor
deity dispenses.

Miseranary: You liww with youegur that others would be
happier if they worshiped your deity as you do. To thisend
Wil Lilh!!]'l‘l!"j'll.l',' |:t|]|||.'-k_'h nuat |'.l1l'LF‘!;.?l:1.l|1H ANAOVANCE 1SIE Y
ool of conversion) exhore friends and strangers o convert

Tattooed: You've shaved your head and proodly display
a tattoo of your deiry's holy symbel across your brow and
naked head

Trucl Giver You always carry with you several reacrs thar
describe the glories of yourdeiry, and pass these our (or leave
them to be tound) wherever vou think they'll do the most

,:;-i'-'l"ll i Tathis l'ﬂd.'!r'ﬂl'l havean RTTADECTITHE T 't"-'lll'l Wprinter, ar

ar lesst a letrerist,) You are not o vocal missionary, preferring
to work tn more subtle ways

‘Consnfer the benetrts thal would be voursal you fd grace
weathe [ your deilyf—surety, confadence, avd comeadeshog, af the
very least!

CHARGING SMITE

Despiee the plorious vision ol o shining kaghr atop o war
horss charging into combar, the reality in the D&D game 15
that it's far [rom easy jand somerimes tmpossible) to bring
a big animal along on your dungeon crawl; To avoid the
ilrain on time and resources created by a special mouwnt yoo
might not even be able ro use, you can select the charging
smite alternatwve class fearure 1nsread: You still leap into
the fray, taking the fght to the ensmy, bur you de so ina
mannet that better marches the typical combar found in
p DéD game

Level: =th

Replaces: |Evou select this class fearure, vou do not gain
aspecitl moun

Benefit: Beginning it 5th level, if vou smire evil on 2
charge arrack; you deal wi exica 2 points of damage per
patladin level wany evil erearure vou hirtin addivion to che
nortial bonus damage dealt by a smite). 1 the charge attack
misses, the smite ability 1s nor considered used. This s
supernatural abilory

STARTING PACKAGES

Package 1: The Cavalier
Elf Faladin
Anlly Seaves; Srr 13, Dex 12, Con 12, [nt 8 Wis 12, Cha 15,
Shall: Ride
Feat: Moumed Comba
Weapoms: Longsword { 1d&/19-20), lance ( 1d8; =), shorthow
with 20 arrows (1de/=3, 60 )
Armor: Scale matl (+4 AC), heavy wooden sheld:
HherGear Standard adventurer's kin wooden holy svmbol,
21 gp

Package 2: The Destroyer
Dwierf Paladin
Ability Scores; St 13, Dex 8, Con 16, Int 10, Wis 12, Cha 13
Skills: Konowledge (nobiliy and rovaliy), Sense Motive,
Fear: Power Aitack
Wenpons: Grostaxe (1d 12/53), hve javelins (1dé, 30 fe.),
Arinoe: Seale mail (£ A
Other G Sendaed adventurer's kot wooden holy symbel.
+ep

Paclage 3: The Vanguoard

Fluman Paladim
Alulity Scoves: Str 12, Dex 8, Con {4, Lot 10, Wis 23, Cha 1§
Skrlle: Diplomacy, Heal, Sense Motive
Feuts: Limproved [minanve, Shield Specializorion theavy)
Weapajs: Lonpsword (1d8/19-30), rwo javelins (1ds, 30 fr,)
Armor Chain shice 4 AC ), heavy wooden shield (+2 AT
ttther Gears Standacd adventurer's kir, wooden haly symbal,

ingp

>




RANGER

You trivel 1o places where tew others dave o trend, Relyingon
apotent combination of stenlth, wooderatt, magie, and hghr
g skill, you are the master of the wilderness, Where others
see 3 rrackless forest, yon see an impenetrable refuge. Where
others see o burning desert, vou see o deadly rrap for enemies
vou Jure within, Where others see impassable mounains, vou
see high roads to new lands. Yoo are the ultimare explorer,
selfreliant and sdaptable. Mo other adventurer comes close
to your independance and sheer versatiliy

Suggested Backgromuds (choose mier: Dirifier, Farm Hand,
Mariner, Soldier, Tribal Ciregin

Suppested Personalily Avchetypesichopse one): Apent, Explorer
Orphan. Rebel, Renegade, Savage, Seeker Wanderes

HARACTER THEMES
Une or mare of the following chiaucrer themes could apply
10 you

Bounty Hunter: Linlike other mngers, sou are equallyv o
casE N |I_"|I" V-'I_lLJi_"l-I'IL"JH AT i rl:ll.' Cilles :I“Cl oW ns [l ||.|.|.1|'|J|'I
kamel. ¥ou hone your wonderalt and racking shills w use chem
agmnst other people mstead of toresedwelling monsters, You
mighe be o cold-hearted mercenary, wn mrrepud tricker, or even
ant outlow or hiphwayman who vses wooderatt eo ger close o
vour quarry, For you, the lore of the wilderness is o mol thim
vou employ boryour particularends

Your choice of favared enemy makes you more effecrive at
rracking (and defearing) particular quarries, so chinose wisgly,
It's non wnuswal bor o Bounnyhuner o choose bis own race as o
tavored enemy—aor becaise vou're a misanthrople ke ler, bur
semply because youwint to beespectably good ar following vil
l2ins who happen to be of your race through the wilderness

Keep a record ot each qoarry you stalk over the course ol
your career; and preterably o trophy or sewvenir trom each
success Show oft your trophies and boast a lirtle sbout vour
victortes when vou huve the chance. You wont word o gel
aronnd aboumt who you are and whar you do, so thar villaims
who find you on their trail will be more likely to panic, slip
up, and malke a faral miscake:

T prze s 100 gold

Oy ane Bownty hasever escaped

o s imare
b | keep o oomitmrn
ey oud, Just e case)”

Driven Avenger: When vou were o child, vounr rown was
burned 1o thepround by orca or displacer beasts devoured
voun family, or a deapgon hunted vour tribe 1w extinetion
Whatever the reapedy, vou have been letr with an endless
thirst for vengeance sgainst the munster or mossrers th
ruined your life

The monsters responsible tor your lpss sre at the top ot your
list of twored coemies. Your backestory prommently fearures
Viragic loss ar the hands, clws, ralons; or tangs of these mon-
sters. Create o suitable tale of woe and sutfenng, and wrire o
down—you il tell it over and over again to anvone who asks

L any situation or challenge you confront, look for signs
that your mortal enemies are somehow mmvolved. Forexample
if deow enslaved your villagy, vou should suspect drow imvolve
ment i1 almost any problem you encounier

[l shpops e bebirna e You'll sep.

“‘Clindy b af taek wikthesich precisini,”

b et Lo thie sy thind pomkeepersons watehmge as 1 bt Li's
secvetly in League ol the drove, spyrmg on s for thiem |

The only goad drow o dond drowe”

Master of Beasts: You haveallies everywhere you go, The
|_l'|'|'|,|'_' i |'|I| |'|t'.\,|"1:\ are ViHar |!|r'FII.'IS. :irlli =ven lJ'“," J-|I.\|'|.' esrorea
rures stlter your presence. While your antmal companions
o nov helpyou in bartle like the drnd's help her, you valoe
them for more than thewr fighting skall, Animals give you
serges rhar you ocherwise would not possess, allow you w
lceep warch over vasr avess withour being seen, and cap carry
messages over grear distances

Avond Tighting narurally occurring amimals if possible
Instead of ldlling o cave-dwelling brown: bear in your parh
see [ you can lure it away from fis lair or merely fnghten it
of [ Somenimes you have 1o resort 1o lethal methods tohight
ot dangerows ammals, but there is ne lonerin such a batile;
yaushould belp vour rompanions foaveal encountersof thes
sort iastead of killing animals that are only schng as their
naiure dicrores

It's mor unusual for a ranger of this sort 1o be uncomfort-
ible around other people. Keep your thoughts ro yourself,
ind don't use rwo words when ane will de. People sre cruel
and deceidul, but vou can always rruscan anlmal roace in
ccordanee with 1ts natre When you hove to inrerct with
himanoids, stay short and ro the poinr and speak bluntly
When vou can, tize animil meraphors 1o make your pomt

b you hope tocatch Drethaas, you neusl vun Irke Hhe deer ofl diay
il Hreougly lhe pight. Can you keep apowith me2”

The opre o5 hicking s wounds o v dens Note we can Diish
Elee proodber,”

W herer hes seent o, Fle o' el aninay

) .||4:|'|' |’|1."|'1'| s olbai -:'|I_._;.'.' Moo il [hlss b1 I|'.'|¢ Illfu..' LHTsEEN

Wayfinder: You live for the opportunity o teead new lands
has seen before. Youmeasure yoursel

||'I'\i1.I b 1|'|||'|l'_"‘\ 1 one
againse the raw powerol parure by crossing unfordable rivers,
climbing impassable mouaniains, and mastering uncrossable
deserts The lure of mreasure and rhe challenge of fearvome

DO ONE JOB, AND DO IT WELL

While rangers havea lot ol skill polvts Lo spend, you will Tind s
it's |ust not possible ta maxirmize your <kill ranks inoall the things
that rangers do, Oepending on your particular character theme
yau might nead fo priortze your skill puichases as fullows
Bounty Hurter: Craft {vrapmaking), Ride. Search, Survival,
Use Rope: Survival |s the most important of these for a tracker.

Cross-class sldlly sueh as Gather |nfarmation and iptimidats
can be useful. teo.

[rven Avgnger Hide, Listen, Mowve Silently, Spol

Master of Beasts: Handle Animal, Knowledge (nature), Flde

Wagfinder: Chimb, Knowledge {(gecgraphy), Survival, Swirm,
Use Rope




L

loes serve only as excuses for you e head our en your pexi
tourney. Before you die, you want fo see more of the world
than anyone before you has seen

You are restless and uneasy in nmes of 1dleness, You chale
at long delays, because when you re watting tor something
o happen you're stuck in one spot: Urge vour companions
1o push on another mile, venrure inco just one more room,
or ar least give you a chance 1o seour just over the next
hill before stopping for the night Kee
rravels, noting the wearher, the crearures vou encountered,
the places vou vistted, and the spot where you camped For
ench nighi

COverland rravel s your spectal ores ol exper

pa journal of your

Flse, &0 mu |'Ll.'. =Ure YL)U '|'11i|:'." LU \|1'||'|||.'|]|. 'l'.'lll.‘]'l
[lll.' I':Irh.' Lll.'l:lJ|'r.‘5 r]ﬁl‘ l'.l'.l.L"l‘!l'::"l'l L."'!-ilﬂ'\'l' [N
move [tom one place to another. 1
your friends are wise, they'll Lis-

e o :p".:'l.l.

Because you are widely
fraveled and mrerested in
a variety of things, you
naturally relate new ek
periences fo |'I|[n_|:_||:§ ':.rl,:lill'n'l'
SEEN o |11'I‘|I' |."{‘|.'-.-'T|.'

"Thiw cave's a iittle bt lik
thal secand rhaomber i
He Caverrs nf Crecpmong
shiad s, You reviterm-
b the one weth the
fireirel Ij||‘|‘|'||-__Ll|'.r';|'|1-|_5!
fnienis-balls and the
grichat Dp votl timh
e chiglit find gricks
beitre 7"

Lel's frrudl safer place
fo cross: tnomy gxperience
thus 1 past the sort of nionin-
tarn stream thal will
batter vou to preces and §
CATTY VI OUEY i wialer- te &
fudl of you foll e £ don't want fo have 1o go loatang
for yvaur pody:

Thias dpsert'sgor pathing on the Amnd of Searmg Pan, Mow thar
s il deserd

Cupeful! U bel Yl thiese ores are II-!:nl-:1|!ILHI||'."i. |I||-Z|.‘ fll-."'\l.'
Blood Mot warriors e ran it a fewe maosiths baele: Look, ey

gat kukres pust lehe those Blosd Mooy oves”

ISTRACTING ATTACK

A REEL S .I|'|ITI‘|.I| Fompanion 1snE I'II.".'II': o L IIZ_‘.'.llIh AE &

dhruid's, anmd thiss works bestas ascout or occasional Hanke
it combar. If your sanger would prefer to avold the hassle
of raking care oFan animal companion, you can get some
of the same benehr with the distracting arrack alternarive
class tearure. Though not as effective asan actual Hanker, the
abilivy to spread out your attacks ro dblecr murltiple enemfes
15 a nice side effect

Lewvel: drh

Beplaces: L you select this class tearure, vou do nor gain
an .H|'|||'|'|.I.i COMPinion

Benefit: Beginmng ot 4th level, whenever vou hir an
enemy with & weapon attacl iwhether melee ar ra nge

Lhar enemy 15 considered {lanked |_1',,r you tor the purpose
of adjudicating your allies artacks, Forexample, of vour
rogue ally artacked that enemy, nor only would she gain
t +1 bonus on her melee arrack roll bur she could alsa
add her sneak artacl
damage 10 a successtul
melee attack
This flanked condirion
lasts unral sither the enemy
15 artacked by ane of your

allies or unril rhe sparr af
your mext rurn, whichever
comes firse: This [san extraor
dinary abiliry,
Thisabilicy has no effect on
crearures thar can i be flanked

STARTING PACKAGES
Packape 1: The Archer
Elf Renger
Alnlily scores; St 17, Dex 44 Con 12,
Inr 1%, Wis 13, Cha s,
Stalts:Climb, Hide, Listen, Move
Silently, Spor, Survival
Feat: Point Blank Shot, Track
Wiapons: Longsword (1dS/19-20),
longlow with 20 arrows (1d8/:<3,
LEVEY Bk
Armor: Studded leacher (45 AC),
Oiher Gear Standard adven
turer's kir, 19 gp.

Package 2: The Hunter

Hall-Elf Ranger

Y Ability Seores: Sir 12, Dex |5, Con 14, Int 10

b doacd Wis 13, Chad
Stalls: Hide, Enowledge tnarure), Listen, Move

Silently, Spot. Survival

Fepl- Alertmess; Track

Weapons: Longswaord (1ds/19-20), dagger (1d4/19-20, 10
fr. |, longhow with 20 arrows (1d8 /3, 100 fr.),

Armor Studded beacher (43 ACH,

Clrer Gear; Standard adventurers ki, 17 pp

Paclkage 4 The Skirmisher
Humzan K ANErr
Ability Seopes 51 12, Dex LS, Epn 14, Int 10, Wis 13, Cha 8
Skilli- Climb, Heal, Hide, Jump, Move Silently, Spor,
Survival
Erats: Dadge, Mobility, Track
Weaprir Longsword {18 /18- 20}, short sword (1de/14-20},
3 faveling t1de, 30 )
Arpior Choin ehive () 4 Ad
Cither Geart Standard sdvenourers by, 5 gp




ROGUE
The world owes you a living

Youare the ultimare ppportunist, keeping vour eves open
for the nexr big chance 10 come your way, Foctune favors the
blkd, and while you might not always ighe with noteworthy
valor you certainly have the baldest of aspiranons,

You are & irickster, o rapscallion; @ scoundrel You dont
fight tair, and if you can helpdt, yvou don't Gghtat all, Srealth
guile, and daring are vourweapons, Why fighr whenanather
gct of daring—such as un Impossible climb ov 8 brazen
bluft—mighr serve 1o hl.‘||_1 Vil pass an obsiacle and deliver
the prize into your hands?

Sugpesied Hackgrounds (chopswe me): Arrisan, eifrer, Gurmer
snipe, Miuriner

Siiggestad Persouality Avchetypes (ebonse onie): Agenn, Challenge:
Daredevil, Ex |1J4'l|':"1'. Mercenary, I"r]‘lh.'l n, Rebel: Kenegade
Simple Soul, Steategist, Tricksien Wandere

CHARACTER THEMES
©ne or more of the following characrar rthemes could apply
£O YO,

Braggart: You havea rrue gite for selfagprandizementand
lerring vour mouth v away (ram vouw Sometimes thiscan
lead ro crouble, bur lecs face i1z Anvone as clever, quick, and
good-locking as vou shauld be renowned for her deeds, and
shouldn t knuckle under in the face nf so-called aurhority
Lf some jumped-up constable or high so-called noble doesn't
like the way you carry yoursell, 11's his problem; not yours
He probably wishes he had hall your charm and seyle,

Take every opporoundry o inselr, belitele, and deride your
enemies, Whar berrer way to show off your wit ynd invenyive
ness, while entermaining yourfriends? Bon't ler s comber pass
withour 2 quip.

“Areyonr ey o bl are weith vos axe eryony Breaths von
mtodovons fend?”

“Hey, youi e sup old hosk of o wzerd!? Yoo weanited fo e
forevor lpokisg (il thar?

“Where s the 2l E"'|I|1I'I:" Corre an, vou veeol To e g ool
plaat! Hme con you call voursall a erozed elbist of oo don'| o
an eyl plan?”

Make sure stvies told abour vour deeds rellect well on you
([ part of the seory 12 a livele bormg or doestt cast you ina
goad Jght, there’s no harm {n adding some embellishmem
here’s no conversanon thar can't be improved by alkimg
abanr yoursel |l o lirtle—or a lor. You're the most interesting
person around . alier all

“Wass Lovd Gerral there wilion slole the Drogon Egg Ruby from
e demiliches shetall? D e sl vext foomae when | ficed
it javl woth wothng buet s kukera so that oy
friends conld get mway? Thow Lovd Gerrat can watl a feawt leoyrs

own the fras

beegstossr Urre ot desvng W tavery winle the masies still playing

i evrrpone wedancmg”
“Neg, v that s edl very intervestiong, but let's lelleahonl me
Above oll, maimain your selFeonfidence! | you don't

believe in yoursell, who will? People exaggerate their rroubles

a0 you should fee] free to whittle them back to sive
Oy, aeive v .|I||F_L!=|f'i|'l|_'-'l”h Bipfiarel 4 el .I"|'L| s, b il e

o relirse, II"'”:_}\_':I” Tl eatatlon! Tharyve vant & lovieh "

“Theyanst el of tie Lomb of Hovvors o scave off the monons, It
vsheom g put-ma ! We'll wilk rrghton ol steal gueey last coprpe
Feeni dhe phace; pst you aenil aend see!

Common-Born Hero: You view yourself as 2 champion
ot the people, hpghring apainst injusrice and tvranny with
1 sly sense of humer, 2 larcenous streak, and an inoorive
grasp of the art of derrmp-do. You can't stand 1o Jera bally
go nnpurished, and most monsters and villams are nothing
more than particularly igand scary bullies

W hiile vour are verminly happy 1o profic from your advenrores
you ive for the grovitude and apprecianion of the communn otk
Rerurning a siolen measore o its prightdul owner—aespecially
an owner who s otherwize impoverished—is more sansfying
than simply enriching yoursell Even if ir's difficulr 1o part
wirth g hard-won prize, vou trust thar sutrable rewards will
tollow when vou do the vight thing, You don't have o give
sway everything you find, bur you should see toir thar your
successtul advenrures help as many people as possible

More so than most othercharacters, you take an inferest in
|i'||_' COTMTRON ]T\Eﬂplt' VOU eTCOUDNICT 1T YL § |'.'|'r'i."|H I"I.l.‘.‘r‘ W |'|'||
ol the minor NPCs you encotnter, a8 well as what they need or
what they want: Ask your DM 1o provide your eharacter with
opportunities to meet and help common follif these are nota
teqrure ofhis game, { DMSs will appreciate it if you don't pester
them for dernils on every person in rhe village, chough. )

“Madam; why so sad{ Heye, take this geld rom and buy your
farly o feast!

"I swear-an the bl of my mother tere will be pushee m
this towent”

Skulle: You'rean griise, not 2 common thiet Youare a bold
pned daring warrior, bur insteed of putting vour faith in iron-
ropgery and clumsy charges, you seekvictory mthe shadows,
You have no bantle cry orteademark move—syou don't wani i
b seen or heard belore you strike. Some might gquestion your
courige, bue none can doabt vour etfectiveness.

Surprise 1s your biggest asset. so you are @ master of slalls
inid talents that let you creep mto places where you can rake
yaurenemy unaware, Seek out opportanities w scont oot the
lay of the land and locate potential enemies without a big
noisy party of adventurers ar your beels, giving away your
position and waking up every monster in the dungeon. 1
vou can silently rake out 2 weal or unsuspecting foe on vour
., great—Dhbor remember, irs vour job o avoid giving the
villains a chance 1o sertke back: Make sure vou can handle
wrything you start when your allies aren't ar hand

You are tarely loud or bosstiul; you know whar you can do
and that's the only messure thar counts: Yoo find i easter o
speak ittleand hear much, keeping vour opinmions o youtsell
W hen vou do volge an optnion, vou tend robe rerse amd ol ler
[terle or no explanarion

'l take cave of the semiries.”
Lafwie e b mnles do get imto postvon before the vest of you
storm i,

“Five ogres ahead—Uwe leepg, Nieee piove awsalee, T don'l wanl
In .||'.|.|'|' r.I||"1r| |:"|'.||l|r..! Hi

Specialist: Yom are o consummare professiondl. Master
of o set of mre and viloeble skills, you view adventures as
jobs—nothing more and nothimg less, Yot don't accompany




adventuring parties to test yoursel | against
ferocious monsters or o halr che dep
redanions of murderous vitlains
You go along for vour laip cur
of the loor, and vou have no
use tor the thickheaded he
totes of musele-bound sword
swingers or crusading zealots
[fvou wind up in o hght, you
probably buneled the job

Rogue specialists come 1n
four basic [lavors: |||L'k|':||-:t|<5
iwha concenrrate pn Ulpen
Lock), rrapfinders [who need
Search and Disable De-
vice), swindlers (who
use Blutf Disginse, and
Garher Informanon),
and acrobats {who rely on
Balance, Jump, Climb, and Tumble)
Tl'l |";ﬁ.'|.| [ 5. {8 ||.'|I..I kl."\' [ SUCCEss 15

-

wous :!|.'|'|J|1:| IL AMAsS 0 |{|.| :J:-T:.!rlk.h

in key skille other characrers are
unlikely o duplicate, Magic can
eventually obviare the usefulness
|||:H ."1'I':'||~|.L‘|.|L"'|| |.l|.||'.:|.||'|lr\'l'i o ac :'|||1|1|
[J‘]:JIII{S 4] ﬁr'll‘llﬁ.:: 5L |:| as i |||.|T”| prryan
or fevitate, but traphnders ]n'uvulr i
capability thar 1s very lurd o replace,
LF you are golng 1o be a specialist, con

suder being 2 traphinder first Lidide thre Sparvouib

J\.L‘t‘F' nares on vearious I||.'|.'q[III ey ¥y w dhr Mg Ko

ETICOUNTET Eai‘*l:l’u”} ||.'|I.' OIS Y ‘.Inig{'l
wrcined or through on your Brst (ry, Someday vou're going to
g baclowath the right tools (or perhaps a little more training)|
and defear each and every one

Yourcan be opinionated, and you believe thar most obstacles
can be overcome through the use of your special skills. You
are conhdent and pragmane

Ve mel o lock | comldin't open

Betler lof me go frrst: Otherwase somane’s bikely fo gel et e

Hvmmph Goblin-worls, shoddy"

DISRUPTIVE ATTACK

More than perhaps any othercheractera rogue’s ability ro fully
comitibote to a fight vanes dramarically based on the enemies
she faces. Apainst s mummy, flesh golem, or shambling mound,
the rogue's damage-dealing drops precipitously. The disruptive
atrack alrernarive class feature allowsa rogue to be effective
i combat agmenst such creanmes by making them vulnerable no
the amacks of herand her allies. 15 also useful agatnst creatures
vulnerable to your sneak actacks, creatng interesting tactival
decisions for vou tm such fights.

Level; 41h

Replaces: 1| you selece this ¢luss feature, you do nat gain
uncanny dodge at 4th level. [hstend, you gein uncanny
dodge at 8rh level (when you would normally gain improved
oncanmy dodge)

Henehr: Beginning ar4th level, through

careful study you're able 1o find exploir-

able Haws in any creature's tactics and

detenses. Whenever vou hir a targer

that is farfooted agatnst yourartack,

or whenever you hir a targer that you

flanlk, vou can choose 1o sacrifice

your sneak artack damage 1

_ otder 1o apply a =5 penalty o

that creature’s AC tor | round.

Multiple hits on the same target

don'tstack. This extreordinary abilicy

works even ggainst crearures normal-

ly immune 1o exeras damage from
sneak atracks, such as undead

STARTING
PACKAGES
Package 1: The Archer
Halfling Rogue
Abifity Seores: St 6, Dex
17 Con 13, Int 13, Wis 14
ha 10
Skills: Climh, Disable
Device, Hide, Listen, Move St
fently, Upen Lock, Search:
Spar, Tumble,
Languages: Common, Gob-
lin. Halfling
Feat: Yoinr Blanl Shor
Weapon: Mormngstar (1des:3) lighr cross:
bow with 20 boles (1dast9—20,80 (L)
Armor; Studded learher (43 AC)
Other Gear Standard advenmurer's kir, thieves' tools, 10 gp.

Packape 2: The Duelist
Elf Regia

Adnlity Scoves: Str 10¢ Dex 17 Con 1, Lo 14, Wis 8, Cha 13

Skills: Balance, Blulll Disable Device, Hide, Listen, Move
Stlently, Open Lock, Search, Spor, Tumble.

Languages: Common; Draconic; Elven, Owe

Feat: Combar Experiise,

Werpons: Rapier | tde/18-20), dagger | td4/19-20, 10 k)
shorthow with 20 arrows (1de/=3, 60 ft.)

Armor Studded leather (+3 AC

Other Gear: Standard adventurer's kit, thieves'tools, & gp:

Package 3: The Explorer
Humim Roguie
Abilily Spores 5o 13, Dex 15 Con 12, Int 14 Wis 10, Cha &
Skalls; Clirnb, Disable Device, Gather Inftrmation, Hide, Jump,
Listen, Move Silently, Open Lock, Search. Spor, Tumble,
Lutguages; Common, Goblin, Undercommoen
Fral: Alertness, Combat Reflexes.
Weapone Longspear (1d8/3), mommngstar (1d8), light cross-
bow with 20 bolts (1ds/1s—20, 80 i,
Armot- Stidlded leather 3 ACY,
Other Gear: Standard adventurer's kie, thieves wals, 5 gp.
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SCOUT

You nayvigate difficule rerradm as enstly asa commonerywalks

L:iﬂ."l.‘r'l.l. J.L'L:"L-lL-lj'Ed !;.l ne. Yo At .|| I.Ill']ll i |'||| INENSIVEITILE
ing forged you inm the ideal {rvestigator of hoth the g
wilds and the dark depths, W here your comparmioes hnd them
selves canght on brambles, mpped
up on potholes, and wounded
by caltrops, vou flow, jump, and
sweep through all diseracnions
oftered by the mure lindscape
Yourability romravel inw dithouls
|I::|-'|'-i:';'|l:'|ln |\ MEALROTES L'L,lr1|[1|l.']|'|l;,1]"l5

ean

your alilioy o evede the eves of
both friend and for You
Areseenon |:'!." Vt'hll'r'f anid
l.".’hl.‘l'l ¥ou L'|‘|DU!~'F.-
1o be.

Quck, rrockless,
difficalt 10 pin
down, and able
e plerce both
physical barr
ersand lighiless
EXPI RS, YO T
lethal when you
decide 1o make your
presence known, whet b
er in 4 direct attack or
when you mitke youn report
the eager company ready e on
the intelllgence vou gathered fishial Heddie

Jepin g Lot

This clussappears i the Complel
wdvenlurer supplemen

suggeeled Hnckgromnds. (choose onel: Drifre
Soldier

Marner

suggested Pevsopality Aveleypes ihoose opep Agent, Davedevil
Explorer, Orphan, Rebel, Renegade, Seeker; Wanderss

CHARACTER THEMELS
e or mare of the tollowing characrer themes could apply
£ YL

Game Hunter: You ear whar vou kil and you 're none roe
tond of tancy mesls served Lo tverns. To vou, hunting animals
tor food in thetr proper season, by climare, and bactoome in
anumal diversity is o philosophy and even a way of lite. Youd
never ¢atd spawning fish our ot season, and yvou recoil indis
pustar the thought of dining onoveal or herded pntmals

This means you re kepr busy hunting for your susten:

|."L'r JLLI:LI".' Yun |..rI|'|.‘-' |l'i3l'l.\' (A} PFEfHle and preserye |Ir;;;

catches Lo wavs that ensure you can comipetably enp for 3

moanth or more between big hunes, Of course, you pretes
tresh game o preserved, so whenever you can gve jerky o
rest m favor of quail, squab, or coney, you mhe time 1o ser up
a snare or head (nto the brush, only ro emerge wn hour [arer
wirth your fresh prize 11 hind

Yoo v mot stingy with freshly coupln pame, did oo e
muny ditferent ways ol preparing yout catch. You ook for
your compatiion as mucly as they 'l allow; and you enjoy

irying new preparations with naroral spices, seasenines, ani
novel presentarions
Lo arecrpe for coney better than anythog vou'll ever tast
(LI
It's-nat thi season for salman—adon't sudt me by trypme b
SECVe AT
Miliiry Heritage: You come boma milimry trdinon. having
served eitherin the king's avmy or t large, respecred
mercenary COmpany. You |||‘\.r||'|-_L1'L||‘-.,I'|I_"|| 'p'-_'ll!r'_ﬂ,‘l-rI
though you neverachieved hugh rank, On the orhey
hand, vou were 2 noncommissioned officer,
and rhose who ourranked you depended
UPON YOUL SCOUTINE eXPertise
Because of your military hert
tage, vou are wmitharwith mailicary
yargon, and speak of *[lank-
mg manenvers and how
stvabegy o large srale
iwhile taetiey ard sinall
stale.” Moreovet, you
like toassess all adven
tuting tand perhaps even
social] siruarions in terms of
seven strategic prmciples thai
served vou well while you were
Tl SETTLE
Figureng out the objective g half the
baftle" Unce you throw outall distracting
factors, what are you really hoping
ta achlieyves
Wit enough mimitions, be can
it @ eredthle offeise” You're
ot atratd to pay tor magic ar
rows and other high-qualicy
offensive “hardware
“Withoul coppevalion, jwe
b potfune” You lenow rhe value thar reamsvork and ol
atd adds yo any dangerous suarion. You like w work aur
racnics ahead of rime, and re establish who in the parry s
responsible for whar dury
"W fwve B coneentrade our aliecks!” {rs tooli=h oo scatrer
attacks across muliple enemies—if members of your parry
concenrrate theirartacks on a dangerous foe, thar foe would
ke broughe down quicker, and thus unable to des| s own
dpmage us long: Then, oo o the mexr foe
“Alworys ook Jor-tacteal advantage, dhen maneaer lo yrach Hiese
pesthions.” You pont oot o others mn your party where each
might e positioned tor best pessible effiecr. See Taerician on
poge 58 under the warmage character themes
SUFPTIN TSAang O ey e i s o, You |||li.|' L8] "'r'|l,'|“.'i
alead nnd geq the Loy ol the lind betore engaging enemies
Reep it somiple!” Plims are well and good, bt complicuted
nk |||':|'J{‘.‘\. g LILAT |||I' WY ||'|:EI,“'| Iihl" mment |J.!{‘ |.||"|. AETCN )8
fired. Mlans that are too tovolved almeost always collapse.
Sniper You are especially skilled in Feld cratt and
miarhksmanship allowlng vou to target selected encmes
I T COn |'_||l11r_':'1l 1f r.|h|_.;r ||.1|.'.}I'|'.-'. !.'L'III Moy 1nto 0 posl

EhikEl dgiimst 3 Live unaware oF youlr PEEsERCE, Lise af Few



uttacks as possible to down the target then withdraw withous
being seen

Of course, tnwconilict when you support a lacger party ol
advenrurers, you do nor withd rave, bar insread rely on your
comrides ro keep the foe or Toes from artacking vou direct |y
[t1 return, vou concentrate vour hire agamse foes most danger
(118 10 YERUT party

You develaped vour held skillson your own, or perhaps you
were tialned inamilitary detachment ot the king's guard or
in o spectsl wnit fielded by a lorge mercenary company,

Warld Traveler: You've seen irall Well, vou've seena Lo
i vour travels, and you den't mind wudibly comparimg rhe
place where you curtenily find vourrsel§ with orher places
you ve allegedly-traveled 1o, Even when vou haven't physi
cally imaveled woa locale vou like 1o brag abour, v indicare
(i pmned down) thar you've read sl] abour the lacale in
question; atter all, o scout has 1o keep ontop ol 1hese sores
of things

“The way thes dower s laed oul revomds meaf Tarnnnd Spriy
v —the spree was paned after thesarcerver who bantl (—uas
a demonbder. Trrmand Spree was wivere he enged all thedivnms
[ Brvemed . Aryaeay Reep an eve oil [oedemons”

“Phas weader ol prots me on i of the Falls of Staomdarm
hose falls plinge o Hndved feed 0 & resring eascade of white
wehrasy e v com be beand formites, Loval Tribes cast cobies, geos,
event magre stemis okl thanking that ther seerdice wall grand
thern fortune and fong e [ don't enow i thil s tre, bul Chare's
i forbine hidden below the caturact. Maybe we showld search the
basin here”

Whenever Ttravel Hieowgh o mineg, [ think of the AMnes of
Munwray, The dwarves fonnd the Mmivroy mme—_heyhidndl
aebie of themselves, 11 was e greal barrew of milerconneched pas
sages, following the ven of some mystertous wineead, dedied by a
pareished race. By (he D Whe dhwisrves lownd o the mioneral wias
amplelely exhansted. But the divarves expanded the dig;, opomg
te find some trace of what the wystertous Minwray Rad miecd
s pasrduonsly”

1 hate these deep vavnnese—dul 1 ever tell yow abaud the Sharvos
Bavne? Toventy males fong apd half o onle deep, the savine shellers
i spraeling aitadel of eruide dark stone e the deepests dirleest rool
il e frsseere. Mo one's sver reluened from the atadel who exploved
i, 5o ovre Jerroaws wehat sosde”

DUNGEON SPECIALIST

['he scont's mobiliry pives her a sipnificant advantage over
fues 411 combac While any scow gan held her own in oo
underground sering, some specieally train for the dark.
enclosed spaces foumd i dungeon enviconments. (T you
select the dungeon specialist altermutive class feature, you
give up some of yourspeed to turn the dungeon inoa three
dimensionzl combar environmenr You'll shine in small
rpoms and right corridors, though area spells become o bir
more dangerous for you

Level: 1rd.

Replaces: By choosing the dungeon spectalistalternanive
class Leature; you give up both fast movement normally
gained gr 3rd level and tmproved ae Lich level) and evision
tnormally gatned at Sch level)

Benefit; A1 3nd level, you gain aclimb speed equal 1o pne-
haltyour base land speed (rounded down o the next 5-toor
imerernent ), and you can atack witha lghr weapon normally
while climbing, At Uih level, vour climb speed improves 1o
equal youie base land speed,

Hoving ¢ climb speed grants vou a =8 racial bonus on
Climb checks and allows vou o rake 10 on Climb checks
even if rushed or threatened, You also retsin your Dexterity
bonus 1o AC while climbing, and enemies gain no special
bomus on artacks against you while you are climbing. See
bMovement Modes, MM 311, formore derails.

At sth level, vou learn to use conhining areas to your
advantage Wlhenever you are standing an the groond and
adjacent 1o a wall, veu gain s +2 bonus 1o AC and opponents
gain no bonus ontheirartack rolls when flanking vou

This 15 an exvraordinary abilivy. You lose both of these
benefits when westing medium or heavy armor or when
carrying amedivem or heavy load

STARTING PACKAGES

Package 1; The Archer
Halllingr scoul

Ability Seores: Sor 12, Dex 17 Con 12, Lot 10, Whs 13,
itha 4

Skille: Climb, Bisable Devies, Hide, Listen) Move Silently,
Open Lock, Scarch; Spot

teati Foint Blank Shoc

Weapons: Spear (1de/«3), dageer (1da/19-20), shorthow
with 20 arrows [1d4/«3, 60 £

Armor; Srudded leather (+3 AC)

ther Gear Standard adventorers ki thieves' wols,
20 ep,

Package 2: The Hunrer
Elf seand

Abilily Scoves: Stro14, Dex 17, Con 10, Lot 10, Was 13,
Cha &,

shills: Disable Device, Hide, Listen, Move Silently, Open
Lock, Search, Spat, Survival.

Feal: Track.

Weapons: Spear | Lds/«3] throwing axe (1da, 10 {1.), shor
bow with 20 arrows | 1dad«3, 100 b

Avimor Studded leacher (43 ACL

Crhey Gear- Standard advenmurer's kir thieves tonls,
15 gp.

Package 3: The Skirmisher
o Seoil

Ability Storee: St 14 BPex 15, Con 12 Lot 10, Wik 13,
Chag

sleills: Disable Diavice, Hide, jump, Listen, Move Silently,
Crpen Lock, Search, Spor, Tumble,

Feats: Dodge, Two-Weapon Fighting

Wenpons: Two short swords ( tda/14-300, 5 javelins (1ds,
30 ke

Ao Seudded legther (+3 AC)

Citler Seayr Standard adventures’s Kin
lil:lE]'i

thieves' taols




SORCERER

You weave spells lilte poets compose sonners, You reguite

no dusty tomes; no grueling apprenticeships, no provencred

study of arcane phenomens

talent to wield raw magic,
Asachild, vou knew vou were differem Feom orhers amd

11l you need is vour inboes

when vou uitered your fisst spontaneous spell, veur suspi
ctens were conhrmed—sorcery Intused your blood!

But where did this awesome gift anise From? Could i be
p mere knacl, ords i erue that you can elatm dragons as
ancestors? 1t might be that yourabilicy 1o manifesr magic
through mere force of will is your inheritance from those
ANCIENE CIEaTures,

Suggested Bockorouds (chonse one ) Artisan, Ascetic, Diriffes
Noble Scion

Sugpested Pevsonalily A fiedypes Lelrosse ol Compa man
Daredevil, Innocent, Mercenary, Crephan, Renegade, Rovalty
Sage, Secker. Simple Soul, Wanderer

CHARACTER
THEMES

One or more of the following

character themes could apply
to o

Mysterious Stranger:
No one knows the real vou
and you preter 1o keep it that
way. Though vou have allies
and might even have o fow
friends, vour backeround
i3 mystery toall

Of course, in the ab-
sence of fact, rumor and
legend rush o Bl the
void. While vou might
not actively spread mis-
informanon, it pleases
votr to hear others rell fan-
eastic stories aboor where
(and how) you were born or
raised, vourexploits; and rhe
frue exteént of vour powers,

When other characters sk
abauir yoir ha kground, don't ever
givie 3 straight reply, Danece dround

the reuth, malking ominous statements in place o, o

bke—and let your sctions give them every reason
to believe the most fantastic possibilities.

A tew rnks of Blutf{and /or cross-class ranks of Inommdare)
are particularly nsetul lorpulling otf this theme. |n keeping
voursecrets, (15 usefal to be able to he directly o somecne's
tace, or to stare someone 10 the face untl be orshe slinks
:!'\'r'ﬂ'!.' |'|I'r'|."|||.'.‘;|'l.'

"My befare your have pondeved myorigon Your qeestons, ik
|.I|||:|t'. ITRLEST Tevnmn ||'|r|1.'l-r|'|'}'|'|| lar YOHT O _'|||'I|,'||.

Syt st B e frest b mabee e osda ke of nnederesbmating

MY PoBsT

of answers. Let them believe whit they would f it Ern

Genealogist: You amass oral histories; search records
and seel out family stovies to discover the truth abour your
neestors and living relatives. Though vour overall goal
15 10 prove thit you are indeed descended rom dragons,
you ve acquired i lot ol secondary knowledge concerning
now-tetunct kingdoms, the movement of people across the
landscape, grear wars and philosophical movemenis, and
uther historieal cunosities

While still ongoing, vour search of your family his
tory has led vou o uncover distunr cousinsg and even a

few boried fnmily secrets. For instance, vou learned that
vour great grandlather didn't die in service to the king's
oird as everyvone believes: It rurns out he shipped o sea
d

to become rhe caprain of his own ship, You've never been

with o privateer, Over the course of decades, he work

ihle o discover the final fate of vour grandfacher's ship
bur vou are constantly on the loakour (o
tresh information
Diaspite the interesting revelarions
vou discover and the people you
oW k]".l_-"t YO Can Ccount as qistant
fél.i.'l[il‘.-'{'.";. VOUT ITUg quest Temalns:
Yoo've never once [l”'!tfd YOLr
mind from the thought of you,
dragon AnCesrry.

My grandfablier had secrels
il o one conld havr piressed
| wonder af he had o hidden

froird "

"ou'd de well tn leari
vour mun ancestry, Ylow ip
youl teuly know what you are
i et ddon't o feoam welene
PRl comied

Misundersiood Rebel:

You've never fir tn. Mo
BN |I[‘.\.1.L'F'||Z1II|.|- Wi
and truth to well, you

I.||||'|l(.ll't'.ﬂ"l"l".'l'll.ll'l.f‘ b (E1E4]
Jdarle, brooding clothing,
pale features, and muoch
tatioped Hesh s par
of who vou are. and 1
people can't secept that, ir's
r problem; nor yours, Moreover
yoii relish locarions that others find horroe
inducing, including neécropalises, haunted
citadels, and corsed carhedrals. Though you
srill draw brearh, vou teel as if you hove something in
CoOmmon v in _{|'||'l_‘|15 \':i,'l'l-l].'llli"" :Jl]l.i I-'l||'.|I.IT[ |i'.|1'|'|:'||||.'||.|_J
chapid undead—ealihough none have ver seemed overly
imterested to dotng anything orher than arrempring o
kill v

You have s knack for writing dark and dismal wles, and

whether with pen ar our loud. you have compased severy|

stonesdesmnng cursed tamilies. being burted alive, and the
[all ol einies into hellish ribs

I'.'1h|||' e’




[ ke a story oned about a giel who was dead for a vear and
TEVET I'F'll'H'iI

Pretender: This character theme relies on vou having
taken 1 or more ranks in Bluff Your narural charisma leads
you into making preposterous, but somehow ressonahle-
sounding claims regarding 2 wide variery of topics.

You most effectively use this tlent when playing games
of chance, especially cards. For instance, when playing the
high-stakes game of three-dragon anre, vour abilivy w bluff
elfectively is 1 tactic you've come to rely on when you wanr
to make the other players believe your wealk hand is srrong,
or that your strong hand is weak, depending on how the
dragons fall,

However, when you are faced with stresstul situations,
your propensity (o invent answers to hard questions out of
whole cloth could geryou into trouble at least as often as it
helps. For example, when challenged by guards asking for
credentials necessary to allow you and your friends past
some threshold, vou launch into a song-and-dance meant
1o distracr

Well, of course Ud novmally give you Hie combersign, bul didin|
poue gl dhe mows? Spiesare about, imasible, jiswaiting (o overlear
sorreotte give the connfersign af thisentey, Cen v imagine if Hhey
learred the pouritersign? Can you fmaging (f it was bepause you
Fequired me to give i to you nows"

“The Grand Duke sent for me Don'l give me any captrap
abint wot krnowing who Low or tad Lom nolon the lisi—Ihe
Crand Duke asked for me by pame! 1f you don'l lef mie past
RIGHT now, I can guarantee that when 1 [inally do see the
Dutlee o half-hour from wow becanse you've delayed me, '
tell himt right off I was delayed because of YOU! What's your
tame, guard?"

METAMAGIC SPECIALIST

With a limited selection of spells at his ingertips, it's natoral
for a sorcerer to turn to metamagic feats 1o gain fexibility
in effects. If the idea of playing a sorcerer who efficiently
rwists his spells into new shapes and sizes excires you, the
metamagic specialist alternarive class feature is the way o
go. Thoogh von must forgo the benefirs of a familiar o pursue
thic path, some sorcerers relish not having to keep rraclk of
such a vulnerable accessory

Level: 1=t

Replaces: If you select this class feature, you do not gain
it familiar.

Benefit: You can apply metamagic Feats that vou know
s sorcerer spells withour increasing the casting time, This
beneht even lets you quicken your sorceter spells wich the
Quicken Spell feat,

You can use this class fearure a number of times per day
equal to 3 + your Int modifier (minimum 1) This is an
extraordinary abiliry

STARTING PACKAGES

Package t: The Bartle Mage
Crome Sorcerer

Ability Seores: Str 10, Dex 13, Con 16, Inr 8, Wis 10,
Cha1s.

Skills: Concentration,

Teat: Toughness,

Weapon: Spear (tdé/3), dagger (1d3/19-20, 10 fr.}; light
crossbow with 20 bolts (1ds/19-20, 80 ft.).

Armnors :\-l'l]'li.'.

Otlrer Gear: .‘-;]1:'” CcoHmponent pi mich, standard adventurer's
kir, 14 gp.

Spells Knowar: Ase—mage wrmios, ray of enfeeblement. shock-
ing grasp; D—arid splosh, daze, detect mogre, read magic, touch

of |.i]|r'l::{lr|

Package 2: The Blaster
Halfling Sorcerer

Ability Seores: Str a, Dex 15, Con 14, Int 12, Wis 10
Cha1s

Skills: Bluff, Concentration, Knowledge (arcana)

Languages: Common, Driconic, Halfling

Feat: Spell Focus (evocation).

Weapons: Longspear (1d6/«3), dagger (1d3/19-20, 10 fr.},
light crosshow with 20 holts (1ds/19-20, 80 fi),

Armmo None.

Cther Genr: Spell component pouch, standard adventurer's
ke, 11 gp.

Spells Known; Lst—color spray, magic wissile, ohscuring must;
O—acid splash, delect magic, disvupt undead, light, ray of frost.

Package 3: The Infernal Summoner
Huntan Sorceyer

Ability Scores: Str 8, Dex 13, Con 14, Int 12, Wis 10,
Cha 15,

Skille Bluft, Concenrration, Knowledge (arcana), Spg‘HL'[_._lfr.

Lapguages: Common, Infernal

Feats: Infernal Sorcerer Heritage, Infernal Sorcerer Howl

Weapons: Longspear {1de/«3), dagger (1d3/19-20, 10 fr.),
light crosshow with 20 bolts (1de/15-20, 80 fi.)

Artrar: None.

Cther Gear: Spell component pouch, standard adventurer’s
kir, 11 pp.

Spells Knotn: 1se—grease, age armior, sursorn morster )
D—aiid splash, detect muogte, dize, message, read magiz,




SWASHBUCKLER

You'll dér nesrly anything on o dare, going so fir 4e o rish

your Life roprove vour paniche You havea seyle allvour own
Agile and swift, winty and cliarming, vonrare the raase of the
rown wherever you go, although sometimes your antics zamn
you the displessure of sithority gures and the annevance
of your mare conservative compalriots,

Luckily, you excel both with your swifr blade and vous
egually .Ii_':ilr longte, You can charm even the most stone-
hesrred long enoupls o make vour getmway,

Seeking fame, prase, and pechips hoping o right the
occasional fnfustice, vou leap o soion, glorying in the life
of a tamous hero

This class appears in the Coniplete Adiwentarer supplement

Suggested Backprarnds (chaode opal: Deiles Gladiator, Mad
ner, Mohle Scion

Suggested Pevsopitlibe Avehietypes (ehonse onel- Challenget,
Daredevil, Rebel, Trivkster, Wandere

CHARACTER THEMES
One ot more of the followlng character themes could apply
e vou

Avenger: Someone wronged youo i the past, and you've
made it your mission 10 pur thar misdeed clght and bring
justice, o at least vengeinge, to bea. You can be heand e
quently mitering the name of the person whom vou blime
for vour present stite, You keep yoon blade gspecially sharp
ot fike 1o excplain 1o anpane wheowill lisien, sothin when
the time comes for you to exact justice, your foe's blood will
soak the egrth. See the Teiven Avienger on page 54 under the
tanger chamerer themes

| |.!|!¢'_|l a syl Dlade as shierp s g deagon’s teoth for 1hie firal
Bloe 110 shrikee”

IF fustice awe't be o, thin | el engeatnee”

Braggart: You are given to making incredible elaimsand
boasts. See 1the rogue character theme of the came name an
page 5a.

Clothes Horse: You dress in conspicuous, flashy clothes
Cin-colored learher, gray, and tan
dullirds. You preferbrilliane ned, bunrer green, navy blue
snowy white, and coal hlack, bur color alone doesn't make
the ensemble—it is the fashion!

Though 4 conrtier's putfic will setyou back 30 pald preces
vounwn severt| widsly different sers On the days when vou
ape less likely to soil your clothing in sewer watet of La the
blood of vour foes, you tror outyour finest nolile aurfies, made
pricier by your personalized mwuches

“*Take & tare yno don'l gel any of soure bood on g new sl
theniblet, o kel

Daredevil: Youraudaciiysometimes leads you o perform
Ll:?lﬂgt'h“.ui stants Tﬂ{'ll'l'ﬂ' I prne [ I||!i§'r"'\- ri-l i |.<"‘|'- Il'l]l'lﬁ‘u

these are colors for

are bevond yout reach, when you ser your mind o them
Sometimes, with enough time and resources, you can rig
# stunt o that it looks dangerous to onloakers, but aerually
includes hidden safety featores, However, your stunts are
frequently as dangerous asehey appent,

Baiting o Monster: While vop are adventuring, sometimées
1 dangerous beast neads (o be lured linto & particala

location so it can be dealt with more easily, while other
times a thonster ¢ in too formidable a tactical location 1o
artack. That's when you shine You declare straightaway
that you're up 1o bairing the crearure so tharicll move Lo
the desired direcrion Inveciive works, as does & swift
steachk and recrear, but sometimes you end up snarching a
virluable dtem and running

Vel call thal a meisker? e seert more domgevous clows moa
Batppyrrd !

Master Mirgictare You clgim vou con endore anything, even
being buried wlive, Why, you've gone a Full seven days being
buried alive in 4 coffn under o feet of earth, or so vou cliim
[fsecrerhallowed ro make preparations to obtain food {and
tith o {F o) cary make o deal with o friend with the right
spiells to check up on vou now and then, you might usy ke
inather dire ooy eight diys!

STV wdvng, aat ot Ealmst e Bt that veas jest fi G
fie Tinifis

Esenptinl Yisu brag (s there (s no mestralne from whic
el this characeer thetnie, you
shiold bive | or mote ranks in Escape Artist), Whether

Vst e’ Free yolrrseld |

manacles, chains, ropes, oc othey restraine devices,, you
clatm you've pever been [oded To leep your record
safe, vou palke extensive preciutians, im|||d1'ng kuu:p.'nt_:
rigged” sets of mameles pnd stecks o practice wirh, and
tsoan extreme, ovenslonally swallowing o skeleton ke
good lor unlocking muny types of manacles and vaules
When necessary, vou can regurigitate the key, though ir's
i |.||'|'|'\|I:".|"'i.| ni Fl!'l 8

“Thae Torbrran Peptls of Corriert coplilp'| hold mie. Coovonr thii
g preersy vl b i e

Leapung ot MitTen feet? No probleny Tweney? Justas easy
Your friends kuisw that fissures are yourspecialty and rarely
dare vou o span them, although on occasion putting o g
lirtle paying show by jumping a horse across a river isn'rourof
the guestion. You rake (rin seride tharir's bes o have several
extra bedling potions an lund during such an event—alter
all, youve lsarned char your fame actually increases afer g
failed strzmpt if vou are erribly injured.

'“I'1||||'|'I|

Humorist: Your narwra] chansma leads you m emermain
vour friends and larger groups by making them Lmgh. You
employ s wide variety of wols tovward this end, including
folkes, relating amuslbp situations (sometimes with comedic

%5 niod s foor morosa as 1 {oghs,

ermbellishinent), of acring the fool.

“Welrat o vou de ifan dre attacks yab with o erosshon? Pick
the erossbow anl shogd the om”

T bre opeveenieies are lkoeg dowae the street wlicn ane
collapses. He dopsn’| seem lo be byeatlnig ond hs eyes are glozed
[l otfaer vushyts g e deps of oonenrty tomple dnd finds a elevi
He gasps: My frieod is dewd Wil e Ldo?” The eleric spys! 'Calm
doton, Lean fielp, Pyt fo's mikesure ie's dend! The o riishe:
vy e sebire e mmaenend Infern, dednrg Blood of s Blade, He
gy, Oy pogid ahn "

AL pne sight, the goblin elild eoies, Momamy, Moy
Wleir nre e goipg fo have Aunl Gruma for dmmer?” Th
e replien, 'Cuded, wie hppen't dven finashed your grapid-

inpthes yol




Negotiator: [n some groups, your diplomatic skills exceed
those of vour friends. See the bard chitacter theme of the
53MME name on page 34

Pretender: Your natural charisma leads you
to make preposterous, but somehow reaganalble-
sounding claims reganding 4 wide variery of topics.

See the sorcerer character theme of the same name on

page 61,

SHIELD OF BLADES

The typical swashbuckler is best suited o
fighting 4 single foe. Some, however, prac-
tice using a pair of light weapons to fend off
attacks from all around them, The shield of
blades alternative class fearure is designed for swash
bucklers who fight with two weapons. Thongh
it requires a Full attack acrion 1o use the
ability, the AC bonus applies against all
attackers (even invisible ones), unlike
the dodge bonus gained by the traditional
swashbuclling stvle

Level: sth,

Replaces: 1f vou select chis class fearure
you do not gain the dodpe bonus class
feature (or its improvements at 1oth,
15th, and 20th level)

Benefit: Beginning at Sth level, vou
become adepr ar defending yoursell when
wielding a pair of light weapons. You gain a +2 shield bonus
to your AC whenever you artack with ar leasr cwa light
weapons duri ng your turh, [Despite 1 he name of this class
feature, you can use any light weapon to gain the benefir
even unarmed strikes or nttural weapons,) This AC bonus
lasts unril the starr of your next turn. This is an extraordi-
nary whiliry,

This banus increases by 1 for every five levels bevond Sth
(+3 ar 10th level, +4 at 15th level, and +5 at 20th levell You
lose this bonus when wearing medium or heavy armor or
when carrying a medium or heavy load

STARTING PACKAGES

Package 1: The Destroyer
Hal-Oe Swashbuickler

Ability Seores: Str 15, Dex 15, Con 10, Inr 12, Wis 8,
Cha 10

Skills: Climb, Escape Artist, Jamp, Tumble, Swim

Languages: Common, Abyssal, Ore

Feats: Two-Weapon Fighting, Weapon Finesse.

Wenpons; Twn short swords (1d6/19-207, dagger (1d4/19-20,
10 fr.).

Armor: Chain shirt (+4 AC).

Dthey Genr: Standard adventurer’s kit 13 gp.

N

Medra Swifthlade, B area's champion

Package 2: The Duelist
Hopan Swashbuckler

Ability Seoves: Str 13, Dex 15, Con 10, Int 14, Wis 8,
Cha12

Siaills; Balance, Bluft, Diplomacy, Bseape Artist, Jump, Senge
Mocive, Tumble,

Languages: Common, Elven, Goblin.

Feals: Combit Expertise, Weapon Finesse, Weapon Focus
(rapieth

Weapons; Rapier (1de/18-20}, dagger (1d4/19—20, 10 b}

Armor; Chain shirt (+4 AC)

Ofher Gear: Standdrd advenrurer’s kit 13 gp

s
=
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Package 3: The Skirmisher
Elf Swashbuckier

Alnlity Scores: Str 13, Dex 17, Con 10, Int 14, Wis 8,
Cha 1o,

Shills: Balance, Bluff, Climb, Escape Artist, Jump, Tumble

Languages: Common, Elven, Ore, Sylvan,

Feats; ﬁm[gl', Weapon Finesse.

Weapons: Rapier (1de/18-20), dagger (1d4/19-20, 10 ft.),
twe javelins (Lda, 30 f1),

Armor; Chain shirr (+4 AC),

Other Gear; Standard adventurer's kit, 11 gp,
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WARLOCK

You deal with things other people cannor even imagine Only
through your determination and willpower do vou resisr
being utterly constumed by the dark power you wigld. You
walk the exrth, free to work good or evil sith your so-called
gift. But even iFvou choose to resist evil's lore; it 1sa soropgle
you must win each and every day of your life

Magic isa part of your being in 2 way that noceven the most
powertul sorcerer orwizard willeverknow, In vour heart burns
a strange and terrible font of power, giving vou the abiliry o
perform uncanny feats with only o Rick of the wrist ora wave
af the hand 1o show for it You are capable enough in battle,
bue your real steength lies in your ability to bedevil and blight
vour enemies with o variety of noxious curses and sinister
bur those who

iricks. Few people cate to associate wirh you
dio find vou to be a capable companion indeed
This class appears in the Complete Arcane supplement
Suggested Bacegrouids (chmpse one) Ascetic, Drifter, Cunersnipe
Sugpested Personnlily Archetypes{dioseone); Challenger, Daredevi]
Orrphan, Benegade, Strategist, Theorist, Trickster Wanderer

CHARACTER THEMES

One or mote of the |E'-||uu'iny harvaeter themes could
to you

Hellion: You are an enfard ternble, o treoublemaker whio
cares nothing for the expectations or sensibilities of the
people aroind you You delight {n scandalizing those wha
geel to censure your behavior

Mever apologize for your actions ot conceal your true
nature, If the commaon follkare frighténed of warocks, lat
them be frighténed! You saver the taste of their fear When
dealing with the pewerful, dispense with eriguette and rac
atcl speak yourmind You take pleasure in the gasps of shock
and daggerlike glances of those whao rhink youre unconth
The unwritten rules of discourse and behovior are gilly and
purmoded avywry, sovou [laont then at every oppoctiairy
You don't need o be

ahecenes, yile, or gross, bur vou feel no
need o moderate your behavior or warch your words

Al powrr s el Hven'! you Leapred thadyei?”

Starul nsude, constable! Mo one slogs we froen going wheve | iks
il dorng what 1 plense! O weald you prefer b be i foad?

“Nouid Tilee ey hood ona ke, o ld yoe® Well, heve f ls—comi
bake of ¢ you ran! Oiliermise, leare me be!”

Possessed: You are o plaything tor the sinisrer powers that
created you, Several ditfevent spirits or personas constanely
vie for control of vour body, Your own persona rarely loses
control surtighr, bt its dominence 45 shaky enough tha
other personas can spealk, gesture, oy even [orce you o bagin
various actions ]'II:"Il.ll'l.' VoL msnage [ LE={EE R ER L".T"'.'\._l::

For example, vou find vourself leveling your wad of light
prinig bolt ar vour alby's back |
hand with your other avm. You threaten yourselfwith vile
oaths and imprecations. You might even wake up o find that
vou are far from the place where you went to cleep. and people
tell vou thar you did and said things vou have no memory of

OTE Yo d!'ﬂ['_ down VOLUT Wand

Allin all, vou present a profoundly unnerving spectacls
Make strang
Folnta pencil

e, unconnected gesturesat the gaming table
orpen atone of vour fellow plavers, and then

suddenly
swanf it to and pull it down. Creste several distinet voices that

witice” thatyour hand is deing something you didn's

irgue with eich other Make sure the other plavers know whar
vl te doing s they don't have vou commitred: eemember,

1 lirele biv of this sureaf bebavior goes a long way:

When roleplaving sck wirh vhis trair, you don't have
ter berrdy your friends or ke actions harmful to vourself
e you allies. But you should certamly say things that ure
|||i-\""|1'ly|| LILTLES AW |r|'| ||||' ACTIENS You i‘\‘Tl‘i_ﬁ'ﬁ‘

[éuin Hold off the ogres, buk only (Fthe af dies fivs), Mo, wiail, he's
Ay fraemd, Defindtely the ogies first”

Reformed: You have done rerrible wrangs in your fife. You
heove mocked the holy, plundered the weak, harrred the just,
wnd mtirdered the innocent. But now you tepent of the evil
ol inflicted on the world, and exrnestly steive o atone for
vour mony crimes. By turming the powers of darkmess agnins
otherevildoers, you hope 1o make smends as best you can
sirmter those who lnow of

In your ravels, you mighr enc
your evil past. Such people might assume that your reforma-
rion is nothing more than @ cynical arempr to escape justice
arpethaps a cruel sham designed o provide you with appor

turmities ro indulee ineven grearer wicked ness than before 1n
same lands vou are reviled. and vou walk abroad ar noe small
risk |-I'in'|p| isoniment ot execution, Indll firness. veu deserve
'illl.'l'.l rreatmen| after 'I‘-'l'l--ll Yol |1k-|

Tvedane. .. grewl evil Those deeds dovhened my soul, opd even

diy | doall L eant totrase Himd stam,”




Supernatural Stricture: You are d supernarural crenture,
and you are subject o laws and strictures cha other adven
furers never esperience, Others mighe think of these e
superstitions or taboos, but lorvou they sre immuable laws
For instence, you must choose g mndom way [0 go anytime
vulencountet a crossroads, Wi less someone tellsvou the way
(Civy grreers end dungeon corridors don't usually count os
crossroads,) Yourefuse o enter a home without an invitation
Domestic animals panic at your approach, You teluse w 5o
foot on sacred ground, or vou candot laok a Blue-eyed persin
in the face Whatever your strictute is, it rarely puts vour ik
in danger, but it 1s occasionally inconveniencing to vou, end
memarable to anvone who withesses vourodd bebavio

There are three basic wavs o handle this soro of limitation
in phay.

Viluntary Complicnce: You observe the stricture through
roleplaying alone

Comphance fo Avoid a Penalbe You observe the strictuire
because violsting it would bring about a minor penalty

fnvinlable Law: You arve absolutely (neapable of defying
ihe striciure

Tdeally. a supernsiurl sreicoure should, on vare occasions.
force you tochoose oravoid an action that most other characrers
wolld not give a second thoughi. 1T ven get lost ar crassioads;
vou might have to wait far howrs o a lonely intersection in the
countryside for someone to come along and show you which
Wyt g I wou make domestic animgls panic, vou miglt
fnd it impossible wride a hotse, and thus walk insread ol
ride when traveling overdind,

Vi sirery, Dot Lynay nol cross (s Bireshold wiltheid an ool
fioer, Won'l you trvite mie in

FIENDISH FLAMEWREATH

By thelrvery nature, 1 warlock's powers are unusual and v
dictable Some watloclks manilesd visthle gign of their hendish
prowess, developing the shility wwreathe themeselves in burning
flames 1o deal damage o artackers, Giving upvour fast healing
mieans vou're less capable of bouncing bacl afrera hight, but the
dererrence faeror of the fendish Demewrearh alrernative class
[earure might sesulrin you taking less damage entirely,

Level: Bth.

Replaces: L you setecr this class festiire, you do not gain
the fhendish resilience class festure normally gained at sth
level (or the improvements to that cliss fearure pained a
13th ani 1sth level)

Benefit: Begimning at 8th level, vou know che reicle of Tiend
ish [lamewreath. Once per day vou can immolate yoursell in

SUPERNATURAL PENALTIES

AND BONUSES

Talk with your DM about whether ar not you shauld be subjec) o

a penalty for breaking 2 stricture, and ifso, what the right sort of

penalty should be. Generally, a -1 penalty oncaster level or saving

throws for 24 howrs is not unreasonable for breaking a stricture
If you are liable to a penalty for vour supernatural stricture,

vau are accepting d penalty that offers no benefit other than an

wispy flames than don't haer you but dieal (s points ol fice
damage o any creature srriking vou with irs body or a hand-
held weapon, Creatures wielding weapons with exceptional
reach, such 2= lonpspears, are not subject to this damage if
they atrack vou

Activating your hendish flamevwreath isa free action: it lasts
fior 2 minunes or unttl voutake another free action to end it
The lames provide ]i!l|1|: =~L|*.Ii'~'.||t'nl to 1 tarch, but can't be
extinguished except by voil, Thisis o supernaturt] ability

At 13tk level, your hendish Aamewredth deals 2ds points of
hra damage. At L8th level the damage improves 1 Sde-poines

STARTING PACKAGES

Package 1: The Blaster
Halfling Wirlock
Ablity Scoves: Str &, Dex 14, Con 13, Lnt 12, Wis 10, Cha 15
Slalls: Concentration, Knowledge (arcana), Spelleraft
Languages: Common, Goblin, Hallling.
fal: Point Blank Shot,
Weapons: Longspear {1da /a5 dagper (d4/19-20, 10§t
Arvirors Studded leather (<3 AT,
Other Gear: Standard advenurer's Lin, 28 gp
Inuacations: Least—-oldiileh blast, frighiful blos

Package 7: The Controller
Elf warlad:
Ability Seovee: Sre #, Dex 14 Con 13, Int 12, Wis 10, Cha 15
Skills: Blull; Concentration. Intmidate
Limpiiagest Comiminm, Elven, Orc
Fetti- Mecropolis Born (Complete Arcane),
Weapor Morningstar (1d=),
Apmor; Studded leatheri=3 ACH
Diher GearsStandard adventurer's kar, 29 gp,

[vupentions: Least—aoldyileh Dlast, sinasmire o

Package 3: The Problem Solver
Humin Warlock
Abilttyr Scores Ser 8, Diex 14, Con 13, g 12, %8s 10, Chia 15
skills: Bluff, Concentration, Spellciaft, Lise Magic Device,
Languages Common, [nfernal,
Fatts; Communicatot (Complere Arcane), Skill Focus{Lise
Magic Device!
Weapits Lonpspenr (1d8/«3}, morningstar (1dE), two dag
gers (1d4/19-20, 10 [v.)
Avtmor; Studded leather (+3 AC)
Dther Gear: Stamdird adventuress kit 20 gp.
Dyeocadions: Least—adevil's sight, eldritch Blast,

interesting roleplaying hook. To balance this out, you should
have a supernatural gift that occasionally provides a modes:
bonus {+1 bonus on caster level or saving throws far 24 hours)
The gift should be something that is nat under your contral, Far
example. you might receive the benefit of your gift on the night
of the new moon, during a thunderstorm, or when you carry a
lock of hair fram a man hanged for murder. Wark with your DM
to create a flavorful and appropriate gift for your warlock.




WARMAGE

Magic'sapplication to warfare (s mare than an scademic’s
theory—ir is your life! You dream of blasts of devasrating

magic, spells ol stéel. and the clarion horn calling the
warriors (o batile, The stamp of marching troops is tha
sound dearest Lo vour ears, though the blasr of a {ifeball
ripping through the rankes of massed line of enemies has
its place,

You pradusted near the top ol your cliss from the war col-
lege, where every day vou drilled in che dark predown lighs,
through through rhe hear of the day, until the bugleploved
its nightly signal thar coday's traindog wis done. The magi
of war is Ingrained in you, and vou ache 1o relegse it on the
bartleheld, or in o smaller skirmish where vour skillswill be
all the more visible

This class appears {n the Complele Arcan e supplement

Suggested Bach:prounds (chaose aned: Gladiaror, Noble Scion
Soldier,

Suppestell Pevionality Archetypes (clomse ane) Agent, Chal
lenper. Leader, Royaliy, Strategist,

CHARACTER THEMES
One o more ol the follewing characrer themes could gpply
t0 VoL,
Foul-Tempered: & student of hard knocls, vou sre given

o A
1o bows of abusive or venomous language, though vou peppes

enwhen yoi'te nof
|'].§||li|1!;.| '\Lth“ '.1i|'|:|r|.'.!. I"||‘||l|'i|'|j-_' eh L 1Ir1'|]_'.l.'||]11_;|l, I_'I'ri_"xrlrL'_‘uﬂ ng

o speech with choice bits of invectivie e
your hitter and desp-seated i1 will regarding all that walk
on tesnd four legs

Though you've been knowpn to swear a hlue srreak,
vou've glso learned thar using foul language i= far more
¢ffective if rationed—a choice curse or shour at just the
”I_.[h‘ menment h.|?‘ tar more mpacT 1hﬂn 4 COnETanT srream
of epithets . | rhough on eccasion the situatinn calls for
jus) such o sring of slurs and imprécatons. You've alén
tound that it helps company uniry i you swear mostly i
foes and resteain From applying your fenomous fongueto
your compatrions,

Whiat are you [oaking at. o ¢ Perpdr”
Where foy ol
Tebicty ilrips fromi fhe fools soaf)"

Military Heritage, High Ranle You comé from o military
traddition, having seeved either in the king's army orina lorge,
respicred mercenary company. You distinguished yoursell
aid even schisved g teasonalily high ranle When vou ermerged
from your war college vou were commissioned s 4 company
prade officer and thus began yourservice as a licurenant, bur
soon advanced o caprain

You still proudly weat the rank insignia of 4 coptain,

despite having been discharged from the company you

iriginally served. You wear the insignia asa shoulder parch
Cithers who served recognive your insignia, and you rec
ognize theirs

Because of your military herirage. you are famillar wigl
milieary jargon and make use of it, as well as elements ol
military sirategy. See the Militery Heritage entry on page 58
under the scour character themes

Military Historian: Thi= character theme requires viou
to haveé o least | rank in Knowledge (historv], You area

stitclent of conflict, an expert an the subject of the famous
bartles berween prehistoric 1ribes, ancient militnries, and
madern armies berween kings il necromancers, See the
bard characrer theme of (he same name on page 34
Tacrician: While a military strategy lsan everall plan fis
d lupge conflict, tactics are the derusl means uged 10 atrain g
godl in g particular fight As someone who achieved the rank
of caprain, you know eftective tactics pnd like m employ them
i1 a fight, depending om the situarion
g lige: When m all possible, vou soempr o hide the
presence of voursalfand vour party from potential enemies,
hiping to discourage ranged weapon dccuracy and trgesing
wirtl] vou can close, oreven completely hide from an enemy
force uneil you are ready w sk
Change dgyour dackest dothes, ard doo't forget tarab chycon|

AERIES YOu Jiges
=

Decoy: Oine our favorite tactics is the use of a decay.

Whether a spell that provides the [llusion of a powertul
heroic allv or a menster in vour thrall, or just a loud nolse
or fabricated conversation, vou use a decoy ta distract a foe
or foes {rom what is truly imiportent—uosually you and yvour
groups true position and strengrh

e wecd the illisan of drvagon chiargmg theor hne—Ihen we
can sngals i mround back!



Ambusli; When possible, you prefer wo attack vour foes from
concealment when they least expect such an assaulr, Good
options include striking from dense underbrush or firing
tanged weapons from a high positon

"W frave dpestablish o killing grownd, posthion hwo growups Lo cut
off iy eseape, and post somcane to keep wotch so we krow when
to lawemcli Hhe guibush.”

Fronfal Assaull: Someriimes, the besr tuctic is a direct,
hostile advance owand the foe. The hope is to overwhelmn
the enemy with your strength. However, you know that it's
rank stupidity to call for a frontal assault against a foe in g
fortihed position,

" b v ot o oplions, Time for i singdde strike., . . o frontal
ssaedl!

Pineer Movemenl: L you gre with & proup large enough
to pull it off, and if you're Gghting a foe in numbers large
enough for it to matter, vou like o emplova racric called the
pincer movement, where vou attack the massed flanks of the
opponent simultanecusly in a pinching morion after your
foe has committed Forward. Your forces ideally respond by
maoving out to surround the foes.

“Srvound thene anvelop U, don't Let ey esape!”

Flyaig Wedge: L some ways lilee o froneal assaul bur more
refined, a flving wedge isa charge where all your allies are
arraved ina V shape You pur a brusser at the point of the ¥
hoping to breach the foe's ling; then the following areackers
canwiden the gap. This maneuver carries a certain risk: 11
the toe can slow oy pause the wedge, you've given vour foe
an opportunity to try a pingcer movement of its own

“Beat hiv dowon, breal Bae Ling, bowel Hrem guee!”

ECLECTIC LEARNING

Some warmages find the limited range of their spell seled

tion chafing. These characters yearn for the sorcerer's or
wizard's uriliry spr.=-||s~ such as swisibility, demension dooy, or
even the humble detect mage. While vou will never have as
wide an access to such spells as othér arcane casters, the
eclectic learning alternative class fearure pives vou at least
a taste of what vour fellow arcanists alveady enjoy (withow
significantly watering down vour bartléheld focus)

I vou take this option, choose carelully which spells
to learn. Focus on spells that will remain useful as long
as possible—while eagle's splendor might seem like a good
choicear ath level, by the time vou can afford a good eloalk of
Charisma vou might tegrat that earlier choice.,

Level: 3ed, sth, 11th, or 16th.

Replaces: 1Evou select this class fearure, vou do not gain
thee advanced learning class feature normally gained ava
parricular level. The choice you make at one level has no
bearing on the choiee you make ara luter lovel—you could
choose eclectic learming at 3rd and sth level, advanced

learning at 1 1th level, and then eclecric learning again at
Loth level.

Benefit: Ar 3rd, 6th, L ith, or 16th level you can chioose
to add 8 new spell to your list that would normally be
outside your srei of expertise. The spell must bea sorcerer/
wizard spell, but it can be from any school. The spell is
treated os being one level higher than normal (for example,
trvisibility, o 2nd-level sorcerer/wizard spell, would be treared
is a 3td-level warmage spell tor youl. You must be capable
of casting spells of the new spell's adjusted level—lor
instance, you can't choose o 3rd-level sorcerer/wizard spell
at 6th level, because the spellis treated as a 4th-level spell

for v

STARTING PACKAGES

Package 1- The Battle Mage
Girone Warninge
Ability Scoves: Ser 8, Dex 14, Cop 15, Inr 12, Wis &, Cha 15
Sleills: Concenrraricn, Intimidate, '::p:;”u:z.]ln_
Languages: Common, Gnome. Goblin
Feat: Bartle Caster (Complete Avcong)
Wenpoir: Longspedr (1dé6/«3)
Avimor: Scale mail (+4 AC)
Other Gear: Spell component pouch, standard adven-
turer's kit

Package 2: The Blaster
Fliiman Warirag

Allity Seoves: Ste 8 Dex 14, Con 13, Int 12, Wis 10, Cha 15

Skills: Coneentration, Intimidate, Knowledge {arcana),
Spelleral

Languages: Comman, Diaconic

Feats: Liphtning Rellexes, Spell Focus (evocation),

Weapons: Speat (1d&/«3), light crossbow with 20 bolts
[1d8/19-20, 80 Fr_)

Avior: Leather (42 AC)

Dther Gear: Spell component pouch, standard adventurer's
kit 1 gp

Package 3: The Sharpshooter
f-hll','ilrl_u W g

Ability S¢oves: St 6, Dex 16, Con 13, Inr 12, Wis 10,
Chais

skills: Concentration, Spelleraft, Spot tec)

Langraagrs: Common, Elven, Halfling.

Fenl: Toint Blank Shot.

Weapoins: Spear (1d&/a), light crosshow with 20 balts
(1d8/ra—20, 80 fi)

Arinor: Leather (42 ACL

Other Cear: Spell component pouch; standard adventurer's
kit, i gp
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WIZARD

Given ome enougl, you hope o discover every secrer ol
magic ever penned, The srcane secrets of the world exclre
vol like nothing else, and the discovery of 4 new tome.
scrall, or magical eegatise malies vour heart skip a bear, yout
tuee Nush, and vour Breath come quick. Bach new libeam ol
spells you discover 15 another intellectual forrune. and the
IREiciparion of what you'll And is nearcly 25 sorisfving as thi
wctual ldentiheation of o spell wholly mew to vour bz

While o hate leaving vour sanetum with ies lilieare and
arcane equipment that vou use to derermine this tmagical secrers
of magic items and drtifaces, it is good o now and then venturs
from the lsborstory and acnually urcer the incanearions, heves,
and powertul spells thatvou prepare datly. The craft vou pursue
ts-am art, and like any pursuir, it requires practice

Suggested Buckgrounds (clioose onel: Arnsan, Ascene. Noble
Seion.

Suggested Personality Aschelypes (choose onel: Agent, Challenger.
Crusader, Innocent, Mercenary, Renegade, Rovalry Sape
Seeker, Srrategist, Theorist. T rickster.

CHARACTER THEMES

Omne or more of the following character themes could apply
b YO

Doting Master: Your tamiliar s more than a mere adjunce
of your power—it 1 your compunion. friend, and confidant,
Whenever vou eat, whether mlormally, oraran inn or even
ata formal party, youn always make certain that vour familiar
sariples the best tasting porctions of the meal.

Youworry abouryour familiar's abillty to stay warm, orar
least tashionable, and so vou've ordered 4 few custom peces
of clothing with which o outfit vour familtar, including 2
vest, paw lor talon) gloves, and gogples: Whetheror notvour
tamiliar is smart enough to respond, you ask its opinion oo
weighry marrers,

While vou are immensely proud of vour familiar, vou cast
# crirical eve at che familiars of other wizards and arcanises
who keep peie You know that vour bond with vour familiar,
and berrer ver the sldl] vour familiar displavs. is o reflection
of your worth

"Mever mmnd dhews Pigging W koowe waetne right, even if they
|:|'||:?I.|_Q|_" ol o J"l"l'u' (1] |||'r"-I|||:'|'|I|i'J.'lllﬁll'llﬁ'ligi' ||[ |||||Fj_'::- WP,

Tleis pre wesucculent! Comi, geln taste, Little Browningl Whe re
are voud”

‘Look there, Tibb, A ravent Se bedvaggled, so thin, Poor-tiig
looks Wee s um ke Last feathers, dogsn'l 1127

Evil Curions: You've abways told voursell that you merely
enjoy magic—who wouldn? r's the best thing sbour living,
sn't 162 But vouve recently renlized thatyour impulse control

raight or be what ieshould when i comes 1o the discovery of

of the item or tome. voucan’t help bur be curious abow the
spells wirhin

However, you alse know that rrue evll 1sa hore that can cage
your mind and will st as effectivelyas sndllichid cangand 1
can consume || your good works and past accomplishmenr=
To svoud chat late, you constntly look foritems and or spells
that might serve a5 an "insulotor” so thar you con study evil

toanes and frerms with some amuount of spiritud] protection
You've heard that such spellsexvist, however fallible, and vou
intend to find them

"I lave sifeguiands Lo preotest me agamst oy imflueices beyond
iy gt el

W aracsd wnees b Hois 30 e are poing to leavm what e peed
Lol efeat the Hireat!

Knowledgeahle: As a master wizard, steeped in the arts
preans vou lenow a lot shoutd lor, much of which is esoteric
to your comrades unschooled in wizardev. That is no reason
not make repular use of vour large ond myaterious vocalblary
i daverosday conversation, or o reference various entiries
of preat power and or wizardly significance when you are
surprised or otherwise disturbed

You are also fomiliar with @ grear miay romes and don't
mind reterencing them in regular conversation, especinlly
it wou elarm o have penned a few of your own

‘v the sdver seales of the Denebie Waler Divagon

‘luest as the gaze of Shandalfor pievces any ek . 7

1f thte dvead power af the Spell of Uirter Ramation could be need
1% 0 HETsNe

I 1 harew the weards fo the Crtvme Wall of Eality, tongs ivould
b dlffevent here, bul

Fhes parth renmads e of e Toelve Uhisaliaeble Mazes o) Hie
Chemaon Kivg Talharol!
'O fraf Yo argeie willy ke anthor of The Power of the Wizond—
he Evrthy The Manes, and the Magieal Path to Enlightenmenty”
1ot Tald tam el with the mvsticism iafused with the spells
discnissed i Dwaiving Down Hie Moo, or oy mysticism, really.
Uit miare aboid the art, not the thearsy.
Wall, accavdmyg to wiust 've szad m Magical Monsters: A Besti-

ary ol Feavsome Creghares

IMMEDIATE MAGIC

Otther than having a single addimional spell of each spell level,
i specialist wizard functions like any other wizard, Your
avolers fichall spell deale as much damape as thatofa conjurer,
diviner, or necromancer, and doesn't loek any different. By
raking the immediate magic shiernarive class eature, you
palna useful rrick thar sets you apart trom other specialises,
Though giving up your tamtliae is & hardship, 1 means vou
have one less thing w worry abowt in g fight

Level: 151

Replaces: | you select chis class fearure, vou donor gan
J bamiliar.

Benefit: You gain o spelblike ability that eeflects your
chosen school of magic. Activating this abilivy isan immedi-
are serion, wnd you can use thisspel|Hile ability a number of
trmes per day equal to your Inrelligence bonus imindnmum
{1 tes equivalen spell level is equal 1o one-halEyour wizard
level i minimun 150, and the caster level is vour wigard level
The save D (Fanyi s equal to 10+ 1/ yourwizard level 4
your Int modifier. This s an extraordinary ability

Youcan't actiyate thisability in response toan artack tha
YIRE AFEn § awane af Fornstanee iban |||"r"|."i|."]|:" Togue "'L:!Ll?:
ab yood, o Can § acflvale urgent shield o gialna bomus woyow
AL agplner the artack. All effeces last untdl the starr of vaur
next rirn wiless otherywise noted






laselect this ability, vou must also choose to specialize in Armar: Maomne.

aschool of magic. The spell-like ability peined depends on Oither Gear: Spell component pouch, spellboole. standaed
vourspecialty (see below) advenrurer's kir 4 gp

Urgint Shield {thjuration): Yo ¢reare 3 temporary shield ol Spells Prepared: ts—Dbioriing hands, wagic missilo, shielly
torce that grants you a +2 shield bonus o AC D—ileleel mgie, light, may of frest,

Abript Jownt {comurmiton You teleport up o 10 feer You Spelibonk: Al o-level spells plus birning hids mage armm
can't bring along any other crearures, mugre missile, obseuring mast, dueld

Glimpse Perdl (divination): You get a Hash of foresight into the Spectalty School: Evocation | prohibited schools enchang-
danger lying it yoor future. You gama +2 {nsight bonus ment, 1 usion),

on the next saving throw you make before your
NEXT [ULT

Istard Diaze (enchiantment; When th en-
emy that has HD equal 1o or less than
vour wizatd level makes o melee

Package 2: The Controller
Cnome Wizarl (Enclanler
Abilily Seores: Str &, Dex 13, Con 14,
It 15, Wis 10, Cha 14.
skills: Blubf (e, Concenrration,
Knowledpe (locall, Spelleral,
Langinges: Common, Dra-
conit, Gonome, Goblin
Fealy Scribe Scroll Spell
Focus {enchantmient)
Weapons: Club (1d4
light crossbow with 2o balrs
(1di/1e—20,80 b
Armor; None

thl::':k .|_EJ||'|"\-| YO Yo can ren
der him dazed (Wil negates),
This is 1 compulsion, mind-
affecting ability,

Couttterfire (cingalion
Whena visible eneowy
within o0 fecl ta-
gers you with a pinged
attack or spell, vou can
respond with 2 glowing ar-
row of force, This requires§
ringed touch attack o Hirand
deals 1da points of demage pet
three wizard levels. Both artacks
resolve simultneously tneither can
disrupt the other)

Brief Frgmend (llusian) You create a

Other Gear: Spell eomin
nent pouch, spellbook, standard
adventirer’s ki 3 gp.

Spelle Prepared: 1st— charm

person; leep: 0—daze; light
read 1hage

Spellbask: All p-level

spells plus degem peran

TR A

Fih

fgment double of voursell (similar
tor tifvior Onage), The image lasts expeditions refrenl. silanl
until it issteuck orunell the start imuge, deep, shigld
ol your hext turn I5'r'.ur:'.r.|.|| Siliool
Cutrsed Glanae (iecroniamcy W hen
avisible enemy within a0 feet tar
gets you with an atrack or spell
vou can respord with a curse [fithe
enemy [ails a Will save, he takes 1—2

pl:r.-:ﬂ[".' to A and on Saving throws

Enchantment (prohib-
ited sehools: comjuration

neCfomancy i

Package 3 The Problem Solver
Huwan Wizayd (Divhier

Sudden Shift (yangmutation): You temporarily Ablity Scovest St 8, Dex 13, Con 14
change vort form to grint vourselFa climbs, fly iz M Inr 1§ Wis 12 Cha 10
or swim speed equal o your current land speed P Q= WS Stally Concentranion, Craft ialchemy), Decipher
1t wou activare this abilivy during your turn, it Scripr, Knowledpe larcana), Spellerafi
lasts until the end of thar turng otherwise it lasts unei! the Luhgnages: Common. Dtgconic, Elven,
end af vour next rim Frats Combat Familiar, Cremadier, Scribe Seroll,

Weapuine Ouarrerstabl (1dsl dagger Q14 /1920, 10 Fr, ligh

STARTING PACKAGES crosshow with 20 bolis (1ds/19—20, 5o [l

Paclage 1: The Blaster Arpilr: Nore
Elf Wizard { Evoker viher Gear; Spell camponent pouch, spellbook, standard
Alulity Seoves: Str 8, Diex 15-Con 12, Line 15 Wis 12, Cha (o adventurei’s ki, 1 gp
Sheills: Concentration. Knowledge (arcana), Knowledge (the Spalle v prared: 1st— canse fear, compraliend langiages, proti
pl—ai'.e“_u Spellerabi Peon feom eull; 0—detect magic. light, vead magir
Languages: Common, Draconic, Elven, U Spellbonk: All D-level spells plus aise foar conprohend lin
beats: Scribe Seroll, Spell Focus (evocation) piteges, enlarpe pevson, protection bom cvil, smimmon monster |
Weapors: Quartersrafl (1ds), shortbow with 20 areows Specnlly School: Divinarion | prohibited school evoearion)

({d6/3, 60 1),



ears ate ofe of the best ways o cusgomize vour
characrer. A highrer with Exoric Weapon Proheieney
(spiked chiin) Combar Experrise, and lmproved Trip
operates in o completely different manner than enewith
Pount Blank Shot, Precise Shot and Shot on the Run
Fgats give vou the oppottunity to create a unigue charcter
bysupplementing your class'store abilities or expanding
your PCAn a new direction
I'he tollowing fears supplement those tound in Chaprer 5
of the Mlayer's Hondbooks Many of them: have feats from thit
book as prerequisices.

The fears described below are all peneral fears, Their prerey
pisitesand berehrs are sumumarized on Table 3-1.

ACROBATIC.STRIKE
koo dexterous manenvers and skilled acrobancs ollow vou
to-slip past a toe's defenses and deliveran aceurate sirihe
agatnst him
. Prerequisite: Tumble 42 sinks:
N Benefit: 1f you sucgeed in usipg Tumble ra avoid an
N OppOnEnEs artack of OPPOITERILY, YOU' gaifg -4 bonus an
| the nexrartack thar you make agalnst thar foe as lomg asthe
greuck vectirsbelore the end of your corrent furn

ACTIVE SHIELD DEFENSE

ADAFTABLE FLANKER

Special: A fighter can select Acrobatic Strike a5 dne ol
hits fighner bonus teats

Your expert use of vaur shield ollows vou o strike s
vulnerable foes even when vou forge vour own srtacks
intavor of defense.

Brerequisites: Probictency with shiglds: Shield
Spectalizanon,

Benefit: When tighting defenswely and nsinp 2
shield, vou donot ke the standard Gphing defensively
penaltres on attacks of opportunity

Whenusing the gl defense sction and o shreld,
vou still threaten the area uround you as normal. You
canmake artacks of opportunity with a —4 penaley:

Normal: You rake o —4 penaltvonall attacks while
hghting defensively: You cannot steack while using
the retal definse action

Special: Ahghrer can select Active Shield Defense
s e of his fighter bonus fears

JI¥YHL d31dVYHD

When you-and an ally teamup against 4 toe, you
kenow how 1o maximize the theear vourally peses to
ruin yourtarger s defenses

Prerequisites: Combat Retlexes, Vexing Hlanker
baze aftack bontis =4,

"



TaprLe 3—1: GENERAL FEATS

Feat
Acrobatic Strike
Arcane Flaurish
Arcane Accompaniment

Arcane Thesis

Arcane Toughness
Arcunt Consumplicn

Armor specialization

Battle Dancer
Bonded Familiar
Bounding Assault

Rapid Blitz

Brutal Strike
Combat Acrobat
Combat Familiar
Lurking Familiar
Combat Tactician
Cometiry Collision
Companion Spellband
Crossbow Sniper

Cunning Evasion
Dampen Spell

Deadeye Shat

Defensive Sweep
Elven Spell Lore
Fade into Vialence
Fiery Flst

Fiery K Defense
Ki Blast

Flay

Grenadier

Hindering Opportunist
Stalwart Defense

Indamitable Saul
Intimidating Strile
Keen-Eared Scout

Leap of the Heavens

Lunging Strike

Mad Foam Rager
Master Manipulator
Melee Evasion

Melee Weapon Mastery

Prerequisites

Tumble T2 ranks

Perform 4 ranks, arcane casler |gvel 15t
Perfarm 4 ranks, Arcane Flourish
arcane caster level Tst, bardic music
Knowledge (arcaps) 9 ranks,

ability to cast arcane spells
Toughness, arcane caster level 3rd

Arcare Toughness, Toughness,
arcane caster |ayel 6th

Proficiency with selected armor type,
base attack bonmus +12
Base attack bomus +2.
Famlliar

Dex 15, Dodge, Mobility, Spring Attack,
base attack bonus +12

Dex 13, Bounding Assault. Dodge,
Mability, Spring Attack,

baseattack bonus 418

Str 13, Power Allack, base attack boinus +b
Balance 9 ranks, Tumble 8 ranks

Arcane caster level Tst, frmilia

Cornbal Familiar, arcane caster level &th
Dex 13, Dodge, base alttack borus 412

Str 13, Impraved Bull Rush, Power Attach
-r-".lllirlf-ll l.'.ﬂl'l'l‘l_'leIIf]Il

Proficiency with hand, heayy, er light
criosshow, Weapon Fotus with hand,

heavy, of light crosshow, base attack bonus
Hide 9 ranls, evasion

Improved Couhterspell

bardic music

Paint Blank Shat Precise Shot

ase attack bonus 14,

skirrnrsH or sredk atrack ahiliey

Hase dltack honus 415

Int 17 or elf, Knowledge (sreana) 12 ranks
Bluff 6 ranks; Hide & ranks

Des 13, Wis 13, Impraved Unarmed Strike,
Stunning Fist, base attack bonus < 8§

Dex 13, Wis 13, Fiery Fist; Improved
Unarmed Strike, Stunning Fist,

base attack banus -8

[ex 13, Wis 13, Flery Fist, Improved
Unarmed Strike, Stunning Fist

base attack bonus +8

Str 13, Power Attack

Combat Reflexes, base attack bonus +3
Combat Reflexes, Hindernng Cpportumst
base attack banys +9

Endurance, lran Will

Intirmidate 4 ranks

Listen & ranks,

Alertness ar Skill Focus (Listan)

Jurmp 4 ranks

Base attack bonlis +6

Rage or frenzy abillty

Chi 13, Diplomacy 9 ranks

Cex 13, Ink 13, Combat Expertise, Dodgy
Proficiency with selected weapon,
Weapaon Fociss with selected weaparn,
Weapon Specalization with sefected
weapan, base attack bonus +8

Benafit

+6 on next attack agains! opponent you tumble past
Expend spell to gain benus an Perfarm check

Expend prepared spell or spell slot to extend duration
of bardic music

+2 caster level, chedper metamagic with one spell

Expend. prepared spell or spell slot to heal when ator
below 0 hit points

+Z save DL for ane spell, Con penalty for 12 howrs aned
fatigued

ER-2{= with chosen armaor

-2 an attacks while moving @ using bardic muslc
You and famlliar shift damage after deadly attack
Attack twice while using Spring Attack

Make third attack as parl of Spring Artack

Daze opponent with successtul I:-lqlclgec-n*ug Witachk
Gain new uses for Balance skill

Familiar enters foe’s square without proveking attack
Famillar can hide In your square

=2 on damage against foe you approach and attack
Ready action 1o slam inta charging foe

Share spells with companion at greater range

Half Bextesity bonus on crossbow damage,; 60 1,
skirmish ar sneak attack

1

Hide and move iImmediately after using evasion
Reduce your save OC against foe's spell by expending
spell ar slot as fmmediate action

Ready action to fire, denying foe Dex bonus to AL

on your attack after ally hits foe

Foe must move or provoke attack

Bonus an dispel attempts, alter energy type of spell
Foe strikes ally, nat you, if your Bluff check succeeds
Expend Stunning Fist use to cloak fists, feetin fiely
energy for +1d6 damags

Expend Stunning Fist use to cloak s&lf in flame,
damaging any who strike you

Expend Stinning Fist uses ta throw ball of ki engrgy

Inflict painful wounds on unarmored targets

+| on attacks arid damage with splash weapans
Replace attack of opportunity with aid another

Foes pravoke aid another action from you when they
attack alles

Roll twice against fear and mind-affecting attacks
Use tntimidate check with attack to shake apponent
Listen check reveals extra infarmation about Soure

Don't double DC for standing [umps; +5 banus on
FUNmNE | U ps

Extend reach of one attack

Once per rage or frenzy, delay spell ar attack effect
Gain two new uses of Diplamacy skill

While fighting defensmwely, negate foe's attack

Gain Weapon Focus, \Weapon Specialization bengfits
with multiple weapons




Feat
Crushing Strike

Driving Aftach

Slashing Flurry

Weapon Supremacy

Overwhelming Assault
Penetrating Shat

Ranged Weapon Mastery

Robilar's Gamhit

Shield Specizlization
Active Shield Defense

Aglle Shield Fighter

Shield Shng

Shield Ward
Short Haft
Spectral Skirmisher
Spell-Linked Familiar
Steadfast Determination
Telling Blow
Trophy Collector
Tumbling Felnt
Two-Weapon Pounce
Twio-Weapon Rend
Yatic Gaze

Versatlle Umarmed Strike

Veslng Flanker
Adaptable Flanker

Warnderer's Riplomacy

Water Splitting Stong

Benefit
£1 on attacks per previous hit with bludgeon

Prerequisites

Praficiency with & bludgeoning weapon,
Weapon Focus with 3 bludgeoning weapor,
helee Weapon Mastery (bludgeoning], Weapon
Specialization with a bludgeoning weapon,

base artachk bonus +14
Preficiency with'selected weapon,
Weapen Focus with selected weapon

Melee Weapan Mastery (piefrcing), Weapon

Speciallzation with selected weaparm,
base attack banus +14

Proficiency with selected weapon,
Weapon Focus with selected wedpan,

Meles Weapan Mastery (slashing), Weapan

Specialization with selected weapon
baseatiack bonus +14

Proficiency with selected weapon
Creater Weapan Focus with selected
weapon, Greater Weapon Specialization
with selected weapon, Weapon Focus
with selected weaporn, Weapon
Specialization with selected wéapon,
Melee Weapoan Mastery with weapon Lype
of selected weapon, fighter level 18th
Base attack bonus +15

Str 15, Point Blank Shot

base attack bonus 410

Proficiency with selected weapan,
Weapon Focus with selected weapon,
Weapon Specialization with selecied
weapon, base attack bonus +8

Combat Refiexes, base attack bonus +12

Proficiency with shields
Proficiency with shields

Shield Specialization

Proficiency with shields, Improved Shield
Bash, Shield Specialization
Proficiency with shields, Improved
Shield Bash, Shield Specialization,
base attack bonus +9

Proficiency with shields,

Shield Specalization

Proficiency with selected weapon
Weapon Foous with selected weapon
base attack bonus 43

Base attack bonus +8

Arcane caster level Oth, familiar
Endurance

Skirmish attack or sneak attack
Craft {tasidermy) & ranks

Bluff 4 ranks, Tumble 4 ranks

Dex 15, Two-Weapon Fighting,
base-attack bonus +6

Oex 15, Two-Weapon Fighting
base attack bonus +11

Arcane caster |sye| 9th

Improved Unarmed Strike

Combat Rellexes

Combat Reflexes, Vexing Flanker

base sttack bonus +4

Halfling or 4 ranks in Bluff, Diplomacy,
and Sense Mobve

Dex 13, Whis 13, Improved Unarmed Strike
Stunning Fist, base attack bonug +5

Bull rush with piercing weapon attachk

Ciain extra attack with slashing weapon

Cain further abilities with chosen weapan

Ciain boanus against adjacent foe not attacking you
Your ranged attack targets every foe In 60.f1 [ine

Gain Weapon Focus, Weapon Specialization benefits
with multiple weapons

Grant foes bonus on attacks and damage, but theis
attacks provoke attacks of opportunity

Increase shield bonus by +1

Make artacks of opportuniy without penalty when
fighting defensively

Reduce twao weapon penalties when using shleld bash

Lise shield as ranged weapon

Cain shield bonus ta touch AC and agalnst bull rush,
disarm, grapple, overrun, and trip
Lose reach benefits, attack adjacent foes

Gain bonuses while invisible

Familliar gains limited spellcasting abil ity

Lise Constitiition to modify Will saves

Gain skirmish or sneak attack damage on critical hits
Gain -bonuses from trophies you create and wear

+5 an feint attempt after successful Tumble

Attack with both weapans when charging

Gan bonws damage iFyou hit with both weapons

Detect magic at will, use Sense Motive ta determine
foe's highest-level spell

Dieal bludgeoning, piercing, or slashing damage
with unarmed strikes

+4'an attacks when flanking

Flank chosen foe from adjacent square

Gain special sacial abijlities

+4 banus on damape whesn striking foe that has DR

43
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Benehe: Asaswilt gerion, you designate 2 single opponent
asthe targer of this fear When vou are adjocent to the chosen
Ia ]'L_"l"h ol CArTC hi'.ll R (O COUntis (R YRR I'I_H oy Oof |'.|:']' "{||.|||.|L'
v theeaten for purposes ob determining fankinmg bonuses
Forr vouand your allies: You also occupy vour current square
tor Hanking an opponent

Special: A fighter can select Adaprable Elanker a5 one ol
his hghrer bonus feats

AGILE SHIELD FIGHTER

¥ou are skilled in combining vour shield bash arrack weth
amarmed strike, When you use your shield in nnisen with
a weapon, your training allows you to score telling blows
with both,

Prerequisites: Probciency with shields, trproved shield
Bash, Shield Specislization

Benefie: When moking o shield bash and armed steike
artack as pareof 2 tull attack action, you take 1 -3 penalry
on each artack, These penalties reploce the normal ones vou
incur for hghting witl two weapons,

Special: A behrer can select Agtle Shiekl Fiphier ss one
of his highter bonus fears

ARCANE ACCOMPANIMENT
You inluse vour performance with magical energy, allowing
iseffects ra continue even asvou arend o other asks.
Prerequisites: Perform 4 ranks, Arcane Flourish, arcene
caster level 15, bardic mussc
Beneht: As aswiltacnon, you can expend @ pre-
pared spell oraspell slot to extend the duration ol
vour bardic music abilioy atter vou stop pertorm
ing, You extend the dorution a number of
rounds equal o the level of the spell
used in this manner. This
extenston (sin additon w
the normal duration of
the eltect alfrer vou stap
YU |J{"[ !-I_Il mance
You can expend
only one spell slo
o extend the do-
ration of vour
bardic music

I |-|.E ::ll.:'.l Cin conme 1|'§!‘||| any ol Vil r arcane caster \,ll:'\-';f'.‘;
not fust [ard

This has no effect on hardic masic orsimilar abiliries with
@ duranon of INSHENIENeOUs O permanent

ARCANE CONSUMPTION

You can sacrihiee your physical health w strengrhen o spell
Thigprocess leaves vou wrncked with pain, bue the enhanced
enetgy you deaw From the spell might provide the mangin
berween victory and delear

Prerequisites: Arcine Touglness, Toughoess, arcane
caster Jevel sth

Benefir: Cince per day as o swiftacion, you can grane the
next spell you casta +4 bonus on 1ts save DC, Yoo muse cast
and complete this spell on the seme mrn that vouo use o swift
action 1o potivate this fear In rerurn, you talkea 4 penalry
to Constirution for 12 hoors and are farigued

ARCANE FLOURISH
You gse your magical abilines o jmprove vour performanee
rplenis, By bleeding magical energy inro vour singing; oratory,
o orher abilines, you enhance the pirch and sound, projecs
VO WYgee '."||||'| i TOrE oI .|'|"|Ii|1'l|_E| e, 'c'lll-l.l =ep rl|t1h
Prerequisites; Perlorm 4 anks, ireane caster level s
Benefit: Asaswiftaction, you camexpend a prepared spel|
or spell slot to grantyour next Pertorm checka competence
bonus equat to 1 + the level of the spell or slon You must
makea check within | mumire of using
this teat, or the enecgy you expemd
dissipates with no effec

ARCANE THESIS

You have srudied a single

spel] insdepth, Your
CXPETTISE BTIALE You
lormidable though
narrowly bacused
ArCANE THASIery.
Prerequisites:
Knovwledge (arcana)
9 ranles, abiliey o cast
arcane spells,




Benefir- Choose one arcane spell that yout can cast i he you
rhesis spell. When casting that spell, you doso or-2 caster level
W hen vou apply & metmagic leatother than Heighren Spell
to thar spell, the enhunced spell uses up o spell slot one level
lowes than normal. For exemple; an empowered thesis spell
uses up g spell slor one level higher than the spell's actual sl
eather than the normal pwo levels higher)

Special: You cen gain this feat muldple rimes. Tts effects
e not stack. Each time you oke the feat, it applies (o o

Hew spell.

ARCANE TOUGHNESS

You drow ypon the power of your magic o sustain vourse||

allowing you to conrinue hghting long abter vour physical
body hastailed wou
Prerequisites: Toughness, arcane casier level 3rd
Benefit: You can expend o prepared spell orspell slot as
n immediare action when you are reduced 1o 0'or fewer bit
points, You heal a number of points of damage equal o the

level of the spell or spell slor used in this manner Youcannot
se this ability to negate effects thar disable yvou withowt

causing hit point damage, such 18 8 medusy's ability to turn

viis o stome. Even il this healing does not bring you above
negative hit pains itstill stabilizes vou

Lising o D-lovel :-c|'u'|| with this foat aranes no benefi)

ARMOR SPECIALIZATION

Through lung wear and hours ol combat, vou kave trained

vour body 1o beligve in its armor. Where others flinch, you

conlront. When the sword falls, vout instinces, born ol

|.'|i.|.!i:"'\-!'.\:" .||'|‘||. rent 'tl‘"“\:]‘.. ['-!'i'-t'l'lr YUY CLITass I'HiH‘_!I'. |'l1'||:'|".. {817

gorger 1o meet the blade ar the pertect angle, causing it to
sleitrer ol harmlassly

Prerequisites: Proficiency with selected armorrype, bise
ittack bonus +12

Benefit: Choose one type o mediom or heavy apmor witly
which vou are proficient. When wearing misterwork armor
including magic armor of thartype, vou gain damape red
tiony 3/~ Aty time yvou lese vour Dexrericy bonus to Armor
Class. you lose the benefir of this feat, because vou canno
proparly detlect the blows of the enemy,

Special: Youcan giin this fearmultple fimes, 1ts effects
div ot stack. Each time vou take the lep, it applies to s
new ty

se of armor
A hghter can selict Armor Speciilization as one ot
his Aghrer bonus feats

BATTLE DANCER

Your strike st vour foes in ohme with the musie vou

sirig or ln cadence with an oeation you deliver. The

magicdl power of your bardic performance doves you

torward and improves your hghting ability
Prevequisites: Base attack bonus +2, fardic mwsic
Benefit: During g round in which vou grantany ally a

BODUson :||‘_'|I:;. l.‘lll':u.ilil g |'|.|||H orsaves with one ol

vour bardic music abilities, you gain u «2 morale bonus

on vour artack rolls 10 vou move at lesst one square

belore .ﬂ:.u_'k:n,_-_r_. You lose this benehn for the remaining

durarion of yonr current wse of bardic music i vou do npt
move of if vou do mot drtack on your turm [ vou stand seill
ind attuck tor move without atfacking), yout do not gain this
Fesit's benetir, bit this abibity's duration continues

Special: A fghter can select Buttle Dancer as one of his
tighter bonus feats

BONDED FAMILIAR

You enjov o stronget thas noemal magical bond with vout
fam/list, granting you access o fwo special abilities

Prerequisite: Familiar

Benehit: As long as vour famallar iswithin 30 feet of you,
the 1wo of vou can share the domage from a single deadly
gitack. Once per daws il an artock would drop your Bmiliay
tis G or Lewer Bt poines, vou can instead choose toacceprthar
damage, In addition, once per day, vour Familiny can choose
to take the damage from g single atrack or effect that would
reduce you ta 0 or fewer hit poine. This akility spplics only
trrattacks or effects thar deal hit point demage, You or vour
Familiar could nor absorhb the ef
Lot skoiy

BOUNDING ASSAULT
Yo can move and attack with superior speed and power,
Prerequisites: Dex 13, Dodge, Mobility, Spring Attack,
base attach bonus +12
Benefie: When using the Spring Attack Fear, pou desigrate

ect of a spell such as flesdy

bwo foes zather than one, Your movement does not provoke
urtacks of opportunity from either of these foes. While using
1t attack action with the Spring Artack fear, you can

mike 4 second artack with 4 -3 penalty, You can
use both attacks against one of the opponents
targated with this fear, or split your areacks
between them

yreang o3 Kgoeng
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BRUTAL STRIKE

You can barter [oes senseless with your mace, morningstar
guarterstafl, or fail, Few victims are willing to stand roe-
to-toe with o warrior known for Knocking his foes witless
with o single strike

Prerequisites: Str 13, Power Attack, base artacl honus +5

Benefit: [ you use your Power Atrack feac o incresseyous
damage with g bludgeoning weapon, you can attempt a brugal
strilee, ¥ou must declare your intention before maling your
ateack, 1t che atrack hirs and your opponent takes damage,
he must make o Fartitude save |DC 10 + your extoa da mige
from the Power Artack feat on the atrack) or be sickened for
|t

You can use this teal once per round during your attack
acrion

Special: This feat canpot be used against a creatnre thar
is nor subject to extra damape from critical hies.

A fighter can =elect Brutal Serike as one of his fighter
bonus fears

COMBAT ACROBAT

Youracrobatics and agility in combat allow you to maneuver

across the battlefield with ease, You stay on your feer and

speed over difficult terrain due 1o your superiorathleticism
and acrobaric ralenrs,

Prerequisites; Balance 9 ranks, Tumble 9 ranks,

Benehit: You gain several benefits from rhis feat ro refleg)
vour overall athletic ahility and reaining in the skills virad 1o
an acrobar,

Acrohatic Recopery! Wan effect causes you o fall prone, you
can male 2 DC 20 Balance check o remaityon vouy feet

Sure Fooied Manenver; With a DC 15 Balance check, vou cin
ignore upto 4 squires of difhcult terrain while moving, You

THL

et these squares as normal terrain Yoo still endure any
elfeers or haraids associated with the rerrain. For example,
| shallow pool of boiling water might deal fire damage and
count as difhcult terrain. You wounld still take damage from
the water even if your Balance check allowed vou to move
through it at full speed

Special: A fighrer can select Combat Acrobat us one ol his
fighter bonus feats

COMBAT FAMILIAR

aifnst yout

Your familiaris skilled in delivering dttack spells o

[oes, Tt Hits pust their defenses to discharge its spell without

leaving itsel | valnerible o attack
Prerequisites: Arcane casrer level 1se, familiar




Benehie 1 your Bmiliar holds the charge fora wuch spell,
it does not provoke an attack of opporrunity for entering an
Gpponent’s sqtare.

COMBAT TACTICIAN

You excel at approaching an epponent from arn
] g Pi

VN P tiril
iirection w deliver deadly artacks, Asyou approach your fog,
you duck and weave to confuse his defenses Alternatively,
yort draw 2 weapon and make o quick atrack thar surprizes
yvour foe

Prerequisites: Dex 13, Dodge, base atrack borius 12,

Beneht: You can |||:r.i,__1.n:||1‘m1-;-:'.|‘|s-t ific foeus the Pialgel of
rhis feat as a free action. 1f neither vou nor the tacger thieaens
sach other ar the start of your o, v gain @ +2 bonison
melee damage against thar mrger during youd jum

COMETARY COLLISION

You are d thunderbols of destruction on the battleleld B,
carefully riming your chatpe, you rush ferward and slam into
in enemy justas he gathers the speed needed o charge you
You furn vour opponent's momentum-against him
Prevequisites: Str 13, Improved Bull RBush, Power
Attock
Benefit: You can ready o srandard action to use this fea

when an opponent charges you or any acher targer. Ar any
point duting your opponent’s charge, you can charge him,
In place of the normal charge benehits, you gain +2on you
artack rol| and +4 on your damage roll, Your foe loses the
benefits of charging (but not the penalties) bur can gill
sitack you. 1f the target charged someone else, he can choose
to instead attack you, You rake the standard —2 penaley 1o
AC for charping.

It you cannot move at lease 18 feet or cpnnor charge due 1o
terrain or other factors, you do not gain this fear's benefic [n
gither case, you use vour readied action ro meve bur do not
gain an attacl

Special: A highter can select Comerary Collision
his fighrer bonus fears

s one ol

COMPANION SPELLBOND

You form o epecial magleal link with vour animal com:
panion, allowing you to share -p+'?||.-. with it over o grearer
distance

Prerequisite: Anitmal companion

Benefit=You use your companion's share spells abtlity ou
loafange of 30 feel, rather than the standard 5 feer. You can
castrouch spells fo affect your companion atn greater range
than normal You can change & spell’s range from rouch w

short {range of 25 feet + 5 feer pertwo caster levelsh if the

‘QF'I'” FarpeLs |I|||‘\." Yt caommpa nian

CROSSBOW SNIPER

Yo are skilled in lining up accurate, deadly shots with
your crosshow, Perhaps you add costom-made sights po yous
weapor, or you luve learned 1o maximize the stability and
precision the weapon offers

Prerequisites: Proficiency with hand, heavy, orlight
crosshow, Weapon Focus with hand, heavy, or light crossbow,
base attack bonus +1

Benefit: When using o crosshow for which vou have the
Weapon Focus feat, you rein a bonus on datmage rolls equal
w12 vour Dexterity bonus

If vou have the skarmish or sneak sttuck ability, chie masd-
miuin range at which you can make such attacls increases

HRPMLAIPLLY T K S



to-60 feet when you ore metng a crosshaw for which vou have
pon Focus fear
al: A fghter can select Crossbow Sniper as one of
his Bghter bonus feats,

CRUSHING STRIKE

You wield o hludgeoning weapon with superior power, il

ing vou to bacter aside an spponent's defenses,

Prerequisites: Proficiency with a bludgeaning weapon,
Weapan Focubkwith a bludgeon|ngweapon, Weapon Masten
(bludgeoning), Weapon Specialization swith u bludgeoning
weapon. base attack bonus +14

Benefir: When youtse a full sttack sction while fighting
with any bludgeoning weapon, eachattack tht conmects boats
diwyn youir foe's defenses, pranting a cumularive +1 bomis on
artack rolls unel the end of your current turry

CUNNING EVASION
When an area arrack detonates dround you, vl vse §he chioos
and flash of energy o duck out of sight
Prerequisites: Hide 2 ranks, evasion
Benefir: Il you are caughe withio an aves atpick whose
damage youdvoid complerely dug to your evasion or improved
evnsion ability, you can make a combined Hide chieck and

4 5-foent step as an immediane action. You can direEmpr this
check only i there |5 vover suitable for 5 Hide check, and
yout can take vour 5oot step i no cover belore maling your
Mide attemnpt

Spectal: L you have the hide mn plain sight elass fearure
vou do not need cover nearyou to artempt the Hide chech
illowred by this feat

DAMPEN SPELI
Frr!m F|‘|1' |I||.-'|.'||.l"h1 r‘l'l;_"biil..l'igl‘..lllll ({n] |i1f." miosl .||]_|_'||.'.‘||. |'|il"|||
phant, spelleasiers both arcane und divine recognize the
power of pounterspelling. You ace mo exception. You have
lesrned to channel energy (nio o foe's spell o weiken it
effects. Although you il 1o nullify (ke spell, you tender it
|1||.]L']i [ [ o MR resist,

Prevequisite: lmproved Counrerspell,

Benefie: You can bse an brmmediate aceion m Artemipr
dampen an enemys spell, As with counterspelling, vou musi
identily the target spell as [t (s being cast. 1 yousuccesstully
identify ir, you cun expend any spell or spell slot to dampen
vouropponent s incdnmron, Because of vour hasty, iinmedi-
age casting. vou do not fully counter the rarget spell. [nstead,
you subtmet the level af the spell or spell slot v expend
from the save DE of vour opponent's spell

DEADEYE SHOT

You carefully line L i rged atmek, tming it precisely

LI ||\.H Yol |'||| WOHLLT I_P'!:'ll:l'i:lrll.'l'l.' '.'-"J'll."n |'I|H !_'|||..||1.[ i5 I|I.'|||N'|'|
When vour tarpet is busy dealing wich an ol lv's melee prack
voul strike

Prerequisites: Poine Blank Shot, Precise Shot, base drrack
bonus +4. skirmish or sneal arack abiliey

Beneht: By firing just as yvour ally connects wich o blow
you take advancage of the distraction tostrike the same enemy

when his guprd 1y rulned. TF vou ready o ranged strack 1o

oceur when an dlly sreiles o particalar raeget, and your ully

succeeds, thar farget loses his Dexreriry bonus o AC apains
vopr arracks
Special: A fghrer can select Deadeve Shot as one of his

Figlrer Fonws Tears

DEFENSIVE SWEEFP

You sweep your weapon through the ared you threarey
walrd g away opponents and forcing them to move away or
sutferd fearsome hlow

Prerequisite: Base attack bonus +15

Beneht: If an opponent beging bisaction adjaceni t vou
and dees por move, he [IIM‘JHLLW an artack ni-ﬂ|~p||||u|||'.t
From you immediaely alfter kis torn ends, provided 1 bat you
rl'_lF{"I“"I_. [l':|1' :|l]|i|| (N |h..|| ]1':" |:._;"I.'l"|.|i"i|.'.‘|. "III.”}' “\'i'lTri'!I- mwremesni,
including a 5-loor siep, allews the opponent 1o aveid provek-
ing this speciil attack of apportuniry, This feat does net give
ot any aliling to make addirional atracks of oppormuminy in
4 given ronnd

Special: A fighter can select Defensive Sweep as ong of
his fipheer honus fears.

DRIVING ATTACK

W hen vou strike an DPPORENT Wil Iy 4 plercing weapon, the
brota] {mpact af veur steike sénds him sprawling.

Prerequisites: Proficiency with seletied piercing weapon,
Weiapon Focuswil h selected piercing weapon, Weapon Mas-
tery (pictcing), Weapon Specialization with selected piercing
'l'r'l":lF'l\ll'I. I".'l".'l.' .“r.r‘u.I\ i!~|IL'J¢ +14

Benefit; I vou e ¢ fullrpund acrion o make 2 single
|'i|L'I]'_'L" AT |-\,' ".i'Hh dmy r‘lf'rl |F-'\'-__" L"-".'-Ir"llll ..Ihlj SUEC l:'l:"'.l i |'|||-
rng, you can imidate d special bull rush attempt against the
mrget. This bull rush uses your total bonus on damage rolls
in place of your Strengrh modifier. You do not provoke 4o
wtack of opperruntty with this bull rush, and yoo canno
ITLERY'E I.f:l|_||'\.':i|'i|. I\I\.Jl"||.|'| R IER| |I|1|'In]1.:-|'||

I yesu steceed tn pushi B AN sppoanent bacl 10 feet o
mates, you cat reduce che distance you push him by 10
feer. In rerarn, your foe Galls prone |n e square where
[ enils his movement Nove that by reducing the distinee
vonl push vour spponent, you can have liim fall prone in
his carrent Space

ELVEN SPELL LORE
Yo have studied the mughty arcane madinons of the elves
granting you tnsight (nte the tntricae workings of magi
and the theavetical strucrures behind spells
Prevequisites: Inl 17

ranks

o &l Hnulw|m|gu (arcanal 1.2

Benefit: Your understinding of the elven secrets of magic
SENNES YOouL Two boenefirs, When you cas r!l':llh'll e OF preml
dispel miagee, vou) gaih 4 42 honus on vour caster level checl,
Your understanding of magic @llows vou to more easily
unravel the power thar sustains ¢ [oe's spell

in addirion, your knowledge of magic grants vou e
(tvaip hrs i forpotten spell lore, Chopse a single spell in your
spellbookwhen vou take thisfear When preparing that spell,




you cam alrer the type of domage i deals ro a single type of
yout ¢ hoice, You must make this choice when preparing the
spell {those whe do nor prepare spells cannot henehit from
this aspect of the feat). You can prepare the spell muliple
Himes, selecting the same or o different energy type for it
with gach prepararion

You can gain this fearmultiple imes The caster level borus
dues no| stack, and each time you take the fear, o differen
spell st be chosen

FADE INTO VIOLENCE

-

Whitle the chaos of bartlie swirls grownd you, you tely o you
dbility 1o slip intd che background o avoid your enemy's
norice. Your Irighrened demeanor and pitdable appearance
cabises Yo opponenrs 1o seek out other targers

Prerequisites: Bloff s vanks, Hide & ranks

Benefit: When you wear no armaor or ight avmorand carey
nothing in your hands, your oppenents mighr assume that
v ke an ineffectua] fighrer As on immediate action, choose
1 single target for this fear, F chat opponent threatens both
you and one of your allies, that foe strikes your illy racher than
youi tnless he succeeds on a Sense Motive cheek opposed by
vour Bluff cheele Tvaur foe is larger than vou, you gain g 44
bunds envour Blulfcheck. You lose this benefit if you artack
any opponent or farget an opponent with 1 spell. This benel
dises not apply so ranged artacks or artacks of opporunity
|-|!:t| Yy FT”"-'ULLI,‘

Ohce you choose a target fur this feat, you cannot switeh
10k & Tew 5.'|Tj-7'|l:'| !‘l'lr :h{' Fiesl I:}l |]l!." ffmcolnter

IERY FIST
By channeling vour ki enerey, vou sheathe your limbs in
riagical Aire Your unarmed strikes deal extr fire dasmage

Prerequisites: Dex 13, Wis 13, [mptoved Unarmed Strike.
Stunning Fist, base artack bomus +5

Beneht: Asaswitt action, vou can expend one of your nses
il the Stunning Fiet fear 1o sustound your Aste and leer in
e For the rest nlvour e, you gain an exeia bda poines
ul Aie damage on you ansrmed strifes,

When vou select rhis feqr, you gain an additdonal daily use
of Srupning Fisc

Special: Afghrer can selecr Fiery Fistasone ol his Rghies
binus feats, & monk with the Stunning Fist fear cun selec)
Fery Fist as her bonus feat st 3nd level, even i she does no
meet r|'|'|"l other PrErequlEITes

FIERY KI DEFENSE

You channel vour i enecgy into g cloal offlame thar injues
all seha arempt 1o strike you

Prerequisites; Dex 13, Wis 13, Fery Fist, lmproved
Lnarmed Strike. Stunning Fise base attack bonus <8

Benefir: As 2 swift action, vou can expend ane of your
uses of the Stunning Fist feat 1o ¢loak yourself in flame
Any crearurs thar scrikes you with a melee artack rakes (de
points of fire damage This benelir lasre until the soiey of
WEUE REXT (LT

Special: A fighrer can select Fiery Ki Defense asone o his
fighter bonus feats, A monk with the Stunning Fist [eat can

select Fiery Ki Defense a5 her bonus featat §th level, as long
ds she ylen pussesses the Fiery Fist [ear (other prerequisites
ot be dgnioeed |,

LAY
When hghring vnurmored apponents, you excel ar twiss
ing yourweapon fust before impact. This mation tips and
rears ar your foe's flesh, causimg intense pain. This attackis
wholly ineffective against armored foes, but ir fears through
natural defenses,

Prevequisites; Srr 13, Power Atiack

Benefit: When you use your Power Armacl fear with
1 slashing or plercing weapon agaifist a foe who lacks an
rrmor bonis o AC, vou ind Her horrid paiit an your ratget
| your attack hirs, vour opponent mist make a Fortitnde
sive (DO 10+ your damage bonus from Power Artack on the
strikey [ (s sove fails, he takes 5 —2 penaley on attacks
for 1 round

You can use this feat once per round against « gives tavget
Special: A Hghter can select Flay as one of his fighte:
bonus feats

GRENADIER

You are skilled in using grenadelike weapons. You excel 5
tossing them o jist the nght spot to maximlze the amounrof
damage thiy canse asthey burst open upon the barilefeld

Benefit: You are an expert with splish weapons und ull
munner obincendidry mixtures, You gaina +1 bonus on attack
rolls with splash wetpons and a1 bonus on rhe weapon's
tlamage including splash damage).

Speciali A hghter can select Grenadier is one of his fighter

4 :
minns s

HINDERING OPPGRTUNIST

When you have 2 chanee fie serke o distracted e, youinstead
uge thar opportanity o oid or protect anally dgainst him
Prevequisites: Combal Reflexes, base atruck homus +3.
Benefit: Whenever an opponen) provokes an artack of
oppertunity from you, you car choose to replace that ateack
\‘-"llh 41 |.|IJ .lilllrl'ﬂ'l AETIDT lr|rgel11'ji_r ||'|.I1 l_'lF'FlI_'l[II_'TH

INTIMIDATING STRIKE

Yo make s display obvour combar prowess disigned 1o strike
terror i your foe. Yourstance, srtack method, and demeanor
demonstrate 1o your foe thar vou sre capable of defearing him
with Hrtle effort Your (ntent is clear—I0 your deride o L
yorir foe, i could easily slay him

Prevequisites: Intimidare 4 ranks

Benefit: As i standard action, you make a single melee
attiack agilnst yvour foe You subtract @ number from rhis
artack equal to ir less than your base artack bonus. 1 vour
arrack hits, o can make an Infimidate check against the foe
you struck, with g bonus equal to the pumber vou subtraceed
From yourartack (ol 1 this check succesds, your opponent is
shalien for the rest o the encounter. You cannot use this feac
1o worsen an opponent'’s fear condition beyond shialen.

Special: A fighter can select Inrimidaring Strike gs one of
hig phrer banws fears,




INDOMITABLE SOUL

Your physical roughness rranslates it gr mentil
resiliency. Where others cave i w magical effects tharalter
their minds, you stand resalure

Prevequisites: Enduinee, Tron Will

Benehit Whenever vou make a Will save against @ mind-
affecting or lear ability, you can roll 2d20 and pse the higher
af the two die rolls

KEEN-EARED SCOUT

Your ']|1ii| L‘.‘H.'H.ql.‘ I11. |1I'i||'|l'|_E| .I”Il'.'\"i Vel i .lt'FI'i'i!IHIr‘ [I'|IJ.'|I

more dhouy your surroundings,

Prerequisites: Listen & fanks, Alertness or Skill Focus
(Listen)

Benefir: When vou make o Listen checl, v gl l=arm
TR ||i.| n rlll|'|:'|'|..:|| {Il'l!:l'l” a s0lrce |'||-r||_'!'i.‘H'

[t you beat the Listen DC by 5 ar more, voudetermine the
size, speed, and direction of the soutce of niise

1F you beat the DT by 10 or mare, you derermine the
precibe, crrent position al the erearuce or ohiecrtlar cansed
the sound

1f vou beat the DC by 15 ue tmore, Yoo dererming the
type of armpr the creature wears and whar i carries, if
anything.

[fyou beat the DC by 2005 mote, you bearn the creaminge's
rvpe and zubrypes,

The inlonmation you learn is comulative. For example
{Fyou got a Listen check resule of 35 agains o DC ol 23,
yiortd grain the information fon beating the check by (06
by 5. These henefits apply to both standard ind opposed
Listen checks

Also, you gatn a +5 bonus on Listen checks we pinpaing
invisible crearures.

KI BLAST
You focus vour Kot a ball of eperpy thag you can bl m
A1 |1|'|'|'|\'IT|.$.'|'||.

Prerequisites: Dex 14, Wis 13, Fiery Fist, Lmproved
Unarmed Sorile, Stunning Fist, base actack bonus +8

Benefit: You can expend oo daily uses of your Stinning
Fizt fear 25 4 move action 1o create an orb of taw [ energy
¥ou cun then theow the seething ock as & standird action
with range of 60 feer. This |.!J'.-_Ee‘|| toueh altack desls
dumage equal to3da poims + your Wis madifier, The ko
isa force effect

LF your ] 16 chrow the orb before the end of Youwr reen, it
dissipares hurinlessly.

When you teke this feat, you goin an addiional delly oee
of Stunning Fist.

Special; A fighter can select Ki Blast a5 one of his fig
bonus feats. A monk with the Srunning Fist fear can select
Ki Blast as her bonus fear o) §th level, as long ns she pos-
sesses the Fiery Fist feat ind o base attack bonns of <6 (other
prerequisites can be ignored |

LEAP OF THE HEAVENS
Your excellent athletic ability and superior conditioning
allow youl 10 maks near-superhumian leaps

Prevequisite: |ump £ ranks,

Benefir: When making 4 |ump cheel, the DC for the
check doesnt double if you fail ro move 20 feet in o siriighs
line prior to jompmg. Fyou do move 20 feer in sumighi line
belore atempring a jump, you gain o 45 COmMPErenre banus
on your check:

Normal: All jump checks require a 20-foot running st
md doubling the OC of the check.

L L

UNGING STRIKE

You make asingle arrack against o boe who stands just beyond
WO |'f‘.:'||."|."|

Prerequisite; Base artack bonus +6

Benefirr As 3 (ull-round action, you cat make 2 single

atrike wirl a s-faor bonus 1o your anack’s reach. This benefiy

ipplies o both armed and unacmed attacks, including touch
irTaL I-.'\. |1‘|.|1J|' {[5] Lll‘.:iL'l‘r -;F?l:'“‘u
q'l,'l-l.:l.'i..'li: A fighrer ean selecr Lunging Srrike a5 one of his

fighrer banus feats

LURKING FAMILIAR

Your familiar hades within the folds ol your robe or (akes
cover behind you as your opponents close in. When i
moves to arrack, its sudden appearance might catch yout
[ by surprise

Prerequisites: Combat Familiar, arcane casrer level ath,
Frmiliaz

Benehr: If your familiar occuipies your square, it gaing
cover against all armcks. A< a consequence, it can malie a
Hide check 1o avold vour e notice, 1T vour familiar then
leaves your space fo amack an opponent, it gains the normal

benefir for srracking from a hidden pasition,

MAD FOAM RAGER

Yot 1|g|‘|1 with thi fige that iy a rabid hﬂl.'l.;l_'-_"L‘l' or 4 beer-
iddled dwarf can bring to bedr 1n eambat, vou shrug off
itrocks and continue fghting even in the face of horrific
imfuries and elffects

Prerequisite; Rage or freray abilivy

Benefit: When lighting, vou can endure teemendoos
blows with litele visible effect As ap immediate action,
you can choose to delay the etfecrof a single attack, spell,
or abikiry used against vou, The damage or etfect does not
take hold until the end of yoor next turn You can only use
this ability while under the effect of your rage or freney
ahility. You canacoivate i once every fime you use your rage
or frenzy ahility

MASTERE MANIPLULATOR

Vil Wards ane vour weapuns. You confuse orhers with vour

speech, luring them into giving up viral secrers and leay-
ing them dumbfounded with your carefully consrructed,
conversadonal static.

Prerequisites: Cha 13, Diplomacy @ ranks.

Benefit: This feat grants nwo new uses for the Diple-
macy skill. You must share a lanpuape with 3 crearure
ta use these options against it Neither ability functions

during combat



Captvatotg Speech: You can distrécr 8 creature wich your Prerequisites: Profciencywith selected weapon, Weapon
compelling delivery and witticisms Witha suceesstul Diplo- Focus with selected weapon, Weapin Specialization with
macy check eppe wed by the targer's own Diplomacy check selected weapon, base artack bonus +8;
or Will save, youepn impase g I-pem]ry on Renehr: When vou selact this fear, choose l1ltld!1ﬂ‘|mni!.
the tarpers Listen, Sense Motive, and Spol piercing, or slashing. ¥You musr have Weapon Focus and
checls so long asvoucontinue speaking Weapon Specializarion with o melee weapon thar deals this
tvpe of damage. When using anv melee weapon rhar hasthe
damage rype vou selécrad, vou gain a +2 bonuson attack rolls
and a +2 bonus on damage rolls.

Special: You canselect this fear more than onee, Egch
time, vou can select a new damape rype.
A fighter can choose Meles Weapon Mastery us one
of his fightér bonue feats.

OVERWHELMING ASSAULT

Tt you attack a foe who does nothing to urn
aside vourarack, you press
forward with an indom-
irable strike Onle a
loal ignores the deadly
tliredr vou present
Frerequisite: Base
arrack bonusg +15
Benehit: As g free

You can atlect o number of targers equal
ter 1 = v Cha bonus [l apy
as long as thev are all within
20 el

Prapra] Wirds: TFa orens
tute ditempts and Taile
to successfully to use
Bluft o lie to wou, you
sieilliullv maneuver the
conversation to confuse
the trger or trick him
into lotring ship a vital
clue. Afrer sueceeding un
yiour Sense Moiive check,
viou can then engage the
A I';_'!-[' 1 COnyersation I”r
arleast 1 minure. At the
end of this rime, make
a Diplomacy check op-

posed by the targets Bluil

action, designate one
specific fve as the
targel of this fear. 10
this fo¢ begims his
turn adjacent o you,
ends hiz turn still
adjicent to you, and
does mot artack you,
target vou with o spell,
or use o special ability
dgainst you, you gain
& +4 bonus on meles
arrack rolls against him

On YyOur neEXT Lurn,

check. It WL SRICE |.‘|.‘|.|. ‘.h1‘
tatger inadvertently re-
yeals bis e and the resson
behind 1

MELEE
EVASION
Your speed, agilicy,
and talent for inel-
Hgent highting ollow

voul o avold vour appo I

wi Master Mawrphlator

RIS TN I

nent's blows. You rake

careful stock of an oppo-

nent and slip away trom his sword blow just as he commits PENETRAT |N‘\:j I"J]"IFJT

to the ntrick; You seni a powertul shot ¢leaving through your enemies.

i"[{-rqquisitus' Pex 13, Iot 13, Combat E:{pﬂrll*—.:'. I-"rf.'.rt.'quiﬂitus: Str 15, Paint Blank Shot, base attack
Do ge. bonus +10

Beneht: While Rghring defensively, vou can arrempt to Benelit: When vou make o ranged strack with a pro-
rcgate o single attack mide by the tirget of vour Dodge fear fectile weapon isuch asa bow, ctossbow, orsling), you
I{ this opponent attacks you, use an immedigte action o can nstead choose to unleash asingle, mighty attack that
muke s d20 roll modified by vour highest base atrack honus. blases thiough multiple opponents. This attack requires 5
[he resulr e used as vour normal AC end toneh AC zgpinst standard action, ind your shot takes the [ovm ol s 60-foor
that single specific artack from vour opponent. You cannot line Make g separate artack rollagainst each creature in the
use this fear if vour Dexrerity bonus to AC does not apply line Lf struck, creprures along this line take damage from
against your epponent sartack. vour shot thoetugh any exorn damage (such a5 from a snesk

Special: A fighter cun select Melee Bvasion as one of his arrack or o flaming weapon | s applied only sgatnst the frst
highter bonus fears. creature strick,

- Special: A hghrer can seleer Penerraning Shor as one of
MELEE WEAPON MASTERY his fighter bonus {eats
You have mastered a wide range of weapons. Your framming
with one specific weapon now extends to other weapons of
& srmilar sor

g |
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RANGED WEAPON MASTERY

You have mastered o wide range of weapons. Your trpining
with one specific weapon now extends to other weepens af
a similar sort

Prerequisites: Proficiency with selected wepan, Weapon
Focus with selected weapon, Weapon Speciallzation with
selected weapan, base attack bonus -8,

Benefit: When vou select this fear, choose bludgeaning
piercing, or slashing. You must have Weapon Focus and
Weapon Specialization with o ranged weapon that deals
this type of damage. When using moy ranged weapon that
has the damage type vouselected, you gain a +2 bonyson
attacks dnd o+ bonus on damage. Toaddition, vou inctease
its range increment bv 20 fep

SPl'l;iu] You can select this beal more than once. Edih
ritne, youl can selecra new damage rype

A bphrer can choose Ranged Weapon Mpstery as one of

his fighrer bonus feats

RAPID BLITZ
You charge dcross the battleheld, combining your speed and
fighting ability to move and anack with ermaiched skill

Prerequisites; Dex 13, Bounding Assaudt, Dodae, Mobil
lry, Spring Actack, base artack bonus +18,

Benefir: Yoit can designare o thivd tagger tor your Spring
Artack fear. In addition 1o the second artack you gain trom
vour Bounding Assault fear, vou can make a thied sreack
with s —10 penalty

ROBILAR'S GAMBIT
By olfering Robilars Gambit, you absorh damage to place
yoursellin an advantageons position. This danperous syerifice
is not for the unhr or the unwise, for one filed rewalisory
grrike can undo the advantage galned. Lord Rolilar, o mish
and Imperuoys Aghter, gained fume using this echnigue
aguinst his enemies

Prerequisites: Combar Rellexes, base atrack bonas <12

Benefit: At the start af your action, you cin adept o
hghting stance that exposes you 1o harm bog allows vou 1o
rake advantage of your opponens’ exposed delenses as they
reach b o attack vou, Anvone who seelloes af you gaing a
#4 bonus on attack rolls and damape rolle apainst vou. In
retuen, they provoke artacks of sppartunity From you each
rime they swing. Resolve your sttack of opporiunity afier
your foe's priack,

Normal: Opponents do not provolee attacks of opportunity
by attacking, Furthes, when an apponentprovekes anartack

of opporronity, vou resolve your attack before hie compleres
the action that proveked the anuck of opportuniry

Speciali A fighter can select Robilar's Gambiras one of his
tighrer bonus besdrs

SHIELD SLING

You can huil your shield as o deadlv missile, rurning it from
a I.‘IL'EI."]'lHl\'I. em 16a \'rl.'l.‘il'l'll'lj_". rl':r{l'l\.r'l'l '..'."I;,‘:'Irh'll'.

Prerequisites: Proficiency with shields, Tmyproved Shield
Bash, Shield Specizlization, base artack bonue 9.

Benehit: You con wield vour light shield or heavy shield
s 4 thrown weapon with a range increment of 20 feer, The
shield deals dwmuge a8 normal for its size (see Tahle 7-5, P4
Li6), and you pain your Strengeh bonus on damage as pormal
for a thrown weapon, Ln addition, vou tin malke a canged
rouch artack to [nitiste a trip strempt. Your rarger resists the
trip attempt ds normal. You lose your size bonus (thongh no
& size penalty] on your .\'I::'rn;__':h check. I vour foe's check
cucceeds, le cannol arempt to trip you

You cannor throw a2 ower shield. You can throw a buckler,
bt it does no damage, and you cannot wse i wo teip an
opponent

Special: & fighror can select Shield Sling as one of his
lghter botius fears.

SHIELD SPECIALIZATION

You are skilled in using 2 shield, allowing vou w gain greater
defensive benehrs from it

Prerequisite: Prohciency with shields.

Beneht: Choose one type of shield from the following lis
buckler, hedvy, or light When using o shield of theappropri
are 1y pes you increase irs shield bonwos o AC by 1.

Special: You can take this leat move than once. Each time
youl sefect it, choose a different tv pe ol shield.

A fighter can solect Shield Specialization as one of his
bgliter bonus leats

SHIELD WARD

You use your shield like 2 wall of steel and wood. ¥hen an
opponent aitempts to draw in close o vou, your shield forces
him away of riins his attacks

Prerequisiter Probiciency
Specialization

Benefit: You apply vour shield bonus 1o your wouch AC
antd onchecks or rolls 1o resist bull rush, disarm, grapple,
AP ETUE, 9T 1|'| |'| atee |'|'|l||.|'| .\]E-\Jlﬁ‘ﬂ VoL,

with shields: Shield

SPt'l;iHIZ A hehler can select Shield Ward as one of Ris
hehter bonus Teats

SHORT HAFT

Youl have trained in polearm bghting alongside your com-
rades in arms, somesimes reaching past them while rhey

elding them while they atguck

shiald you, and somerdmis s
from behind you
Prerequisites: Profciency with g reach weapon, Weapon
Fesrurs with 4 regch weapon, base strack bonue 3.
Benehit: Asaswilt action, you can choose 1o lose the ben-
efit of wieldisig nny reach weapon other than a spiked chain

or g whip, In return, you can use thar wegpon o threaren
anil arrack spoces adjacent to voul With another swift action,
vt can give up this fede's benelit in order 1o regain the use
ol your weapon's supetior reach

Special: A plirer can select Shore Flalt asione of his Aghier
bonus fears:

SLASHING FLURRY

YO s I]'.I.I_-'_I WL H\rl::!j."ﬁ]l Wil ['I uncanny :"F‘L'I;‘ti. ‘-.! o |".:|_I AParta
toe 1 the blink of an eve.



Prerequisites: Proficiencywith selected slashing weapon, STALWART DEFENSE

Weapan Focus with sele ted shishing weapon, Wispon Mas
rery (slashing), Wenpon Specielization with selected slashing
weapon, base attack binus 414

Benefit; When vou use o standard aecion oattack with
any slashing weapon, you cin chooss i make a second attack
with that weapon. You take 4 -5 penalty on the frst artack,
ind u =10 penalty on the secand

When you use o foll attock detion with any slashing
weapon, you gain one additional atrack a1 your highsst base
artack bonns, Thar actack and all other arracks you male in
the currenr round take 4 -5 penalty

SPECTEAL SKIRMISHER

You have resined ectensively in the use ofmagic thatrenders
you [nyvisible 1n combat, you nse this experience to vex your
opponents and increase your survivability

Prerequisite: Base attack bonos +6

Benefit; While vou gre invisible, you gain addirional
benefits Creamres unable to see vou due to invisibilioy take
a—5 penabty on all Listen checks to derect you. A cresture
using a melee attack against the square you accupy provokies
anatek of apparounivy brom you, You must choose to malke
this artack before checking o see if the creature hinds you,
1 you drtacle and lir, the crearure antomatically finds vou in
yoursguare, See page 152 of the Players Handbook and page
295 ol the Dyngeon Master'y Guide forthe éffecrs of invisibility
A1 ||'|"|1_.||'||.

Special: A highter can select Spectral Sldrmisher as one
of his hghter bonus fears,

SPELL-LINKED FAMILIAR

Yot and your familiar can share spell enetey, allowing your
familinr o casta limited number of spells each day

Prerequisites: Arcane caster level 9th, faniliar

Benefit: Your familiar can cast spells thar vou prant wo it
& famliline gaine spells based on yourarcane caster level, and
any spells granred w your familiar ave subrracred From o
daily allorment,

he maxtmum mumber of spells of a cerrain level thar you
can grant tovour familiae is given on he rble below. For
example, as a 1hthelevel arcine caster, you can grant yous
familiat as many as three (Flovel spells, wo tarlevel spells,
gl one 2nd-level spell

——Spell Level ———
Caster Level 1] 1st Znd
8th-11th 1 = —
12th=14th 1 1
15th=T17th 3 < |
1&th=20th 4 3 2

The familiaruses 1/2 yourcaster level as its caster level I
cannot cast spells that hive a gp or XP cost, or that require
a focus. A familiar does not need somartic, material, or
verbal components ro cast o spell that was granted i by
tlhis feal

You excel ar siding vour allies in bartle. When an opponent
arempts to strtke one of them, you make 4 quick, distracting
motion toruin the foe's effors,

Prerequisites: Combat Rellexes, Hindering Opportunist,
bage gerack bonus 18

Benefir: When an opponent yoo threaten atremipes a melee
artisch against one of yourzllies, you can give up one of your
artacks of upporiunicy w0 acempt an aid snother action. You
mrger the sttacking vpponent with the aid another, The
targer of your loe's attiek gains the benefir of vour action in
the form of g +2 bonus 10 AC against the atempred ateack,
You cannor use this feat against (he same opponent more
than once per round

STEADFAST DETERMINATION

Your physical durahility allows you o sheag oflaracks tha
would eripple o lesser person. Rather than depend om agility
orwillpower, vou use your raw ioaghness 1o survive

Prereguisites: Endurance

Benefit: You can use your Constirution modifier (n place
al your Wisdom modiber on Will saves

You do not sutomaricilly fail Fortitude saves on a roll of
naraial |

TELLING BLOW

When you steibe an opponent's vital aress, you deaw on
yout ability to land crippling blows to make the most of
yourt attick

Prerequisite; Skirmish or sneak arrack ability

Benefit: When vou score 1 critical hir apaingt a tacger, vou
deeal your skirmish or sneak arrack damage in addition
the damage from your critical hit, Your coitica) multiplise
applies énly o your normal damage, nor your skirmish or
sneak attack damage This benefit affects both meles and
ranged atracks

TROPHY COLLECTOR

A belr of minotiur fur 2 heod of elosker wi ng-.—chin_ and dn
umuler Fashioned from o petrifed |JI‘-’J.,'=T.('II'|"1' ey —these are
the intimidating symbols af your reade. You are ckilled in
preserving portions of defeated enemies and tyrning them
intotrophies, The memory of vour past accomplishments
drives vou onward, mstilling in you the confdence needed
1o face sti|] greater foes.

Prerequisire: Craft (taxidermy) 6 ronks

Benefit: When you defedn g foe in combat, you can preserve
a part of ies budy and create a rroply ehat you con wear oy
brandizh. o arder tohe worthy of your efforts, the spponetu
must have o CR gréater than vour curcent level

& trophy has g value equal o the defeared crearure's CR
« 100 gp, You must spend time using the Craft (taxidermy]
skillro ereare the tophy as normal. Onee yvou create a trophy,
vou can sellin forits marker e orwedt i When vou creare
a rl'[1'|:||':1.'. WVORL Tkt Lil'h‘i#n I‘ (EN] i"'l'('u'rl"" EP.\](!' L YOI I:ll:}l:]'\'
as one of these kinds |J|'n'|:ap_1'| ilems; amuler, belr, boots, or
cloal. You cannot gain the benelic of both a magic irem and
atrephy i both occupy the same space on your body: in such
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a case, the object vou donned last bécomes [unerional and
the ather object does not worl:,

While wearing a trophy, vou gain a+2 bonus an Intimidan
checls per trophy against creatyres of the same ripe 2¢ the
rrophy, except fur outsiders and humanoids In these pwo
cases, the tirget tmust share the same subrype as the crearure
fram which you crafted the rrophy. You take o
on Diplomacy checke against creapures of the

4 nenglty

same {vpe orsubrype as oneor more of your
worn frophiss,

For each trophy you swgar,
vou gain a +1 bonus on
saves against fear ef
fects. Once per day
vou gain ¢ morale bo-
tus on o single Will
savee equal o the mum
ber of trophies you wedr,
In this case. you diow
wpon the memories ol past
victories wstrengrhen your e
salye, T vou choose 1o take
this moralé bonus on 3
gave apainst a fear ef
fect, it stucks with
the usual +1 honus
ON ZVES per [ro-
pliy worn

Special: You
can only craft
trophies frim cor
poreal creardres rha
you actively helped de

b

fear. You cannor crab

'IE'l'."'|.'.'|.1.l|:"'T from oozes : 1

TUMBLING FEINT

When you move near an oppenent, your gerobatic ma
neuvers leave him confused and unable to properly defend
hiimsel]

Prervequisites: Blult + rpnlks, Tumble + ranls

Benefit: Ag swill ocrion ar the start of your torn, vou
desipmate o single opponent as the wrger of this fear, 1 vou
successtully use your Tumble skill to avoid proyoking an
artack of oppartunicy from char opponent, vou gain i +& borus
on your next Bluff check ro feinr against him. You must use
this benehr on orbefore vour nest firn.

For example, Liddo designatés s nearby ogre as the rrger
af this fedr. She rumbles intg the ogre's threatened area ond
continues to tumble past the créature, moving ro o sguar
from which she plans tomalke a meles arack against the ogre.
Lidda succerds on her Tamble check to avoid provoking an
attack ot opportunity from the ogre, and she moves into ke
destinarion square Shecun now use d standard action 1o feim
the ogre.applying the benefit of this teat on her Bluft chack.
or she cun take any other sort ol standaed action, including
making a normal melee attack agamst the ogre. 1 she chooses

nar o fetnn nmediately, she can wair ool ber next turn
gl still gain this fear’s benefie

Special: A hghter can selecr Tumbling Feinras one of s
highter bonus fears

TWO-WEAPON
POUNCE

When vou charpe an

opponent while wield
1 '."E_ (RN 'r'-'l"ill_'-"l Ma,
vionr o make e

o -ﬁ"'.f a .
A guick drtacks, ¥You
- trade the momen-

Fn i~ tum and power of
the charge {or the
llp"l"!ll'lll.ll.l['tr L LLSE yOlr.5ed
ond weapon,
Prerequisites; 1ex 15,
Two-Weapon Fighting, base
artack bonus +6,

Benefit: Wher vou are
1-

making a charge and wi

ing weapons ity both hands,
vou can artack with both of
your weapons, 11 vou do sg,
you lose the bonus on attack rolls
normally granted by a charge. The
2 penalty to AC from charging
still applies

Normal: When making a
charge, you geta single attack at

the end of vour movement
Special: A fighter can
select Two-Weapon Pounce
a5 ane of his I-Ir__rl'llm boriis fears
A eanger who has chosen the pwe-
weapon combat style con select Two-Weapon

el

launce as long as he has a base arrack bonog of +4 and
wegring lghs armior or ne armor.

TWO-WLAPON REND

You wield vwo weapons with an artisan's precision, Hich
strike bullds on the nest, allowing you 1o deal more domiage.

Prerequisites: Dex 15, Two-Weapon Fighring, base attack
bonus +i1

Benefir; |f you successfully hit an opponent with both
of the weapons you wield, you deal extrs damage equal 1o
ide + 1-1/2 times your Strength bonus. This extrs damage
is rreated os the same tvpe that vour aff-hand wedpon degls
normally lor the parpose of overcomiing damage reduction
and ather effects relared 1o damage type. You can gain this
extra damage once per round against a given opponent,

Special: A highter can select Two-Weapon Rend as one of
his fighter bonus fears A ranger who has chosen the twe-
weapon combar style can select Two-Weapon Rend as long as
hie has o base wreack bornus of =11 end s wearing light acmor

O N0 Armo|



VATIC GAZE

Your arcane studies have brought forth your nascenr ralent
ra sense magical surns and the-power thar others ure capable
af wizlding

Prerequisite: Arcinne caster level sth

Renehies You can use defect magic arwill

Alsn, ng o swift acton, you can sttempt 1w derermine an
oppanent’s spelleasting ability. You make a Sense Morive
checld (DU 5 + targets caster level ), T 1his cheek succeeds

you learn the highestlevel spells the targer is fapable of

rasting, This benefit grants you o insight inm spell-like o
supermaturd] ghilities

VERSATILE UNARMED STRIKE

You empley o variety of unarmed Aghiing styles, allowing
vou o alter the type of damage vour artacks deal

Prerequisite: Improved Linarmed Strike

Benefit: As gswift action, vou can opt for your Unairmed
strfhes to deal your choice of bludgeoning, piercing, o
slashing damage, Onee you make this choice, your unarmed
‘-ir"LL"'\. 1":"]'||§'H|.|l‘ i} I.||'.P| rh[." .J"i'l"';l.'ﬂ L|.111’.|E_L'fi.' !'ﬁ"r'i.' Lin':l Wil
use another swift actlon to change it

Special: A fighter can selecr Versarile Dnarmed Serike as
ene of his hghter honus fears

VEXING FLANKER

Youexcel at picking apartan opponent's defenses when yow
allize dlso threaten him

Prerequisite: Combar Refleyes

Beneht: You gain a =+ bonus on vour artack rolls when
flankifp

Normal: Flanking grants 4 +2 bonis on ateack rolls,

S.p::q:i.:li: A fghter can selegt Vexing Flankeras one of his
fighter bonus feats

WANDERER'S DIPLOMACY
Many halflings journey farand wide across the wodd, spend-
ing no more than s few months in one place You have spent
Fleme among the halflings, oryouare & halfling vourself, You
expusune (o thar race's numadic way of life has mught you
several useful methods of dealing wirth strangers

Prerequisites; Halfling or 4 ranks in Blulf, Diplomacy
ard Sense Morive

Benefit You excel in-using your words and wit 1o mils
vour wiay i1 the world. This feat grants vou three separate
abiliries,

Cany Merchanl Youcan make g Diplomacy check o rack
donwn o iem chat s norally oo expensive o be purchased
Lo the iown ot sertlement where you are currentls locaed
The DC of thischeck 4 10+ (the 1tetm's gp cost minus the
community’s gp limir, divided by 1,000 I this checlk sue
ceeds, you learn of g merchant who can supply the jrem w
youl You must still porchase it as normal.

Inlpihive Communication: When vou are [aced with a
cregiure whose language you do not understand, you can
sttermpt o communicate with it by making s successful Sense
Maotive check. Thischeck requires chut you spend ar least |
minute listening to the crearure and warching its gestures

and demesnor. The check'’s hage DO is 20 1E the crearare is
niot the same type as you, the DC [s 30

With @ successful check, vou learn the basic gisr of the
creature’y speech, This ability gives vou nospecial ralent to
speak the credrure’s wongue

Social Agility: You cian temporarily altera creatured utritude
toveard you. You can wse Bluff against an unfriendly ér less
hostile creature in the same way you use Diplomacy, Using
Bluff in this manneris astandard action thar rakes no special
penalnes, The fargersartitude remains changed for | minuze,
Alterthis thme, it becomes one grade more hosrile thanwhere
it starred for 10 minutes

WATER SPLITTING STONE

You channel vour It enerpy to splinter the defenses of creq
tures whaose tough lides or magical natures normally allow
them to shrug off vour blows

Prerequisite; Dex 13, Wis 13, Improved Unarmed Sreike,
Stunning Fist, base attack bonus +49

Benefir: You géin o +4 bonus on damage rolls when vou
make gn unarmed srrike against an opponent whese damage
reduction is elfective sgainst your unarmed strikes Thisfear's
benahr does not apply against a targer iFits damage reduction
does notapply 1o your atracks. For example, i monk with ki
strike fadamanting) does not giin the bonns on damageolls
against a foe with damage reduction that affects srticks with
.|'L.1.:n'|.1;".1|.ril-' 'v'.':‘:|['|||r|'-c

Special: A fighter can select Water Splitring Stone as one
of his fighrer bonus fears. A monk with the Stunning Fise
feat cin select Water Splirting Stone as long as she has 1 base
itk bonus +9 (other prerequisites cah be ignared)

WEAPON SUPREMACY

Yourire § grandmaster in the nse of pour chosen wespon, When
yorr held ir tn your hands, no foe can stand against you

Prerequisites: Frohoiencyswith selécted weitpon, Grearer
Weapon Focus with selectid weapon, Greater Weapon Spe-
cialization with selected w eapor; Weapon Focus with selected
weapun, Weapon Specialization with selected weapon
Weapon Mustery with dimage type of selected weapon,
fighter |evel 180k

Benefit: When fighting with the weapon that you choose
for this feat, you gain o number of gdditional advantages

Youl gain 3 +4 bomus on all checks made o vesist belng
disarmed.

You can wield your weapon wgainst s foe who prpples vou
withourpenaloy and without first malkl ngA g]'al‘l]'lh' cheth In
thiz sirantten, you can uke @ seandard action or 4 full acack
aotion a5 normal

When vou ke 4 tull attack acton, yor gan ipply o =5
honus toany single artacle after your first steile,

Omee per round belfore making an artack roll, you can
instead choose o (reat your 420 tesulrds 2 10,

You gaing +1 bonus o AL,

Special: You can choose this bear only once, for i single
specific kind of weapan, The dedication and focus it
requires makes it impossible o galn this fear for more
than one weapon




CEREMONY FEATS

A ceremony fear granes you the knpwledge and itaining
needed to complete cevern] ipecific ceremonies, Each feqr
uses the Knowledge (religiond skill w gauge the deprh of yous
study. As vou gain more mnks in tha slall, the ceremonies
ayailable through the féar increase

A creature can benehr from one cetemony 41 0 time. 1
you ditempt a second ceremony on the same creapire, the
frst cersmony’s benefits Immediately end and rhe second
ceremony gpplies

Each ceremony has a cost in fime and resources Lhe
ceremomy congumes the marerials needed [or it when irends
(nor when the benefit ends; 1F the ceremony s disrupted,
such as if anopponent atracks hefore you hnish, the marer
compinents are nof lost,

The rwn fears deseribed below are ceremany lears, Thei

prerequisites and benefits are summarized on Table 32

RITUAL BLESSING

You call upen the powers 0l goodness il lighe ro bless you
allies. 1t ';:_ul.!r11'||,_1_i|||.lk studies are qdvinced enouph, rhe
fireals vou learn allow vou o ward againse Ulness or paisor
enhanee vour healing shilities, and prarecr Lgainst evil

Frerequisites: Cood alignment. Knowledge (relipion!
4 ranks

Benefit You gain sccess oo rituals Based on vour sinks in
Kuowledge (religion),

Anpinl | Knowledge [religion| 4 mmks) You speak a blessing
uver the recipient of this riraal, anomd homwich holy warcer
itnd sav 2 short prayer for him, When you cast o oo spell on
the recipient, be heals an extra 2 points of damage

Performing this rieual requires § minaies of incanrerion
and @ yial of haly water 1ts effacts st for 24 hours

Chemsise | Kamudpdge [religum | 8 eamksy Yoo sprinkle holy
water pver the recipient of this ritual and speak a prayer to
his healih and wigoe The ipeget pains @ 12 honoe on savey
apainst disense and polson

Perlorming this situal requires 10minoes of leantation
anrd o vial of loly warer. Wis eftecrs Lasi for 24 howrs

Wrl (Kpowledpe [rehigion] 14 vanhs): You use g special combl-
nation of powdered silver and holby water fo create amy=tiral
ward that offers protection against demons and devils The
recipientof they ritnal gains -1 bonns on saves agalnst spells
and special artacks used by evil outsiders

Performing this rirnal requires 10 minutes of worlt, 2 sl

of haly warer, and powdered silver worth 30 gp. lis effzos
lnst for 24 hours

RITUAL BLOOD BONDS

You Lnvest yourallies with the mighty power of your mtem,
ol wr similtar divine entiry, These rituals allow vou (o forge
bonds berween warsiors that stand the test of combat

Prerequisites: Orc or halllore, Knowledge (eeligion)
4 ranks

Benefit: You gain access to ritgals based on your wtal
ranks in Konowledge (rellgion

Blood Brathers (Kuosledie | religion] & ravks): You pacher up
tovsix of vour allies together in a circle. Bach member of this

circle pledges allegiance o the uthers, cuts himself, and
bleeds o 3 bow! contatning holy water or unholy water
a5 approprate o youralignment), You then sprinkle chis
mix ke on yotrselland the members of the circle. You and
evervine blse whi participated (o this rittal gains 4 +4 momle
bonus an Will saves againsr fear ag long as esch individual
can see one other ally who ook pary in this rirgal

Chis rirusl requiree 10 minutes of incanration and 4 vigl
uf holy warer or unhaoly warer. s effécy lases for 24 hours

Virngrful Bopds of Bratherhood (Knowledge [veligton | 8 vanksk
You otepte & cloge, mystical bond berwesn you and your
allies, Up to slx individuals can parricipate with vou in
this ritusl, Each parricipant curs his hand. Evervone In
the rirual then clasps hands in g cirele while vou stand
iy the middle. You speik o prayer while sprinkling holy
or unholy water on each participant. This rioual granrs o
benetir to Its parricipants {including vou] when an ally
falle {0 hattle 1f un Indwidual whe participared in this
rirull sees anather participant drop ta 0 or fewer hit poines
due to an opponent's actions, be gains o2 morale bonus
on drtack ralls against the foe who dropped his plly. The
benelir lasts for 4 minute every rime i is toggered, You cin
gain this bonus against multiple foes during the duration
of rthe effect

This ritug] requires 10 minuteés of Theantgtion, 4 vial ol
haly warer ar dnholy water, and silver dust worth 10 gp, The
firunls benehs laste for 24 hours

COMBAT FORM FEATS

While most warriors draw on their strength, agilivy and
toughiness in bartle, a few learn to tap into the true poren
tlal of their minds, Somewhat like s monk, such o warrior
supplements lis physical practice with tigorous mental
rratning i hone his ighiing akilires. His mind and body
become one as he hights, allowing him w achieve unparal
leled levels of combat mastery. Being in this state of perfec
mental and physical harmony is known as maintaining a
combit focus, (Taking the fear called Combat Facus is how
a tharacter learns to achieve this state; ull other combat
form feats have Combar Fucus s a prerequisite. ) The 1ask
|_|r. '|'|'||'|l,|"||.]|:n':|-_|l_;'| S '.||1'|!'."II| |.||| (A1 15 I‘.'-‘l "=|'| Llli—l-lL'uh .|||I.| ETraln
ing. Thus, § wirrior canne remain in this state [or long,
While he does, however, be cin use any combat form fears
NE PpOSsSEsIESs.

(he six fedts described below are combar torm feats. T
preceqidsites and benefits are summarized on Table 33

211

COMBAT AWARENESS

When vou matntain vous combat focu s, vou bave an uncanny
ability to sense the ebb and low of your opponents'virality,
A=you atrain greater maseery of this fghting style, you learn
(o sense a foe's presence even with your eyes closed.

Prerequisites: Wis 13, Blind-Fight, Combat Focus, base
artack bonus +12,

Benefit: While meintoining vour combar [ocus; vou
learn the current hit poinn rowl of each adjacent oppanent
and ally



TapLe 3-2: CEREMONY FEATS

Feal Prerequisites
Ritual Blessing Good alignment.

Knowledge [religion) 4 ranks
Ritual Blood Bonds Ore ar half-ore,

Knowledge (religion) 4 ranks

TasLE 3-3; Comuat Form Fears

Feat Preraquisites
Combit Focus Wis 13
Combat Stability Wis 13, Combat Focus

base attack bonus +3

Benefil
Galn warding rituals

Gain taughening tituals

Benefit
Enter meditative state to gain +2 bonus o Wil saves
4 against bull rush, disarm, grapple. cverrun, and trip

Combat Defense Dex 13, Wis 13, Combat Focus, Dodge,  Change target of Dodge feat as immediate action

baseattack bonus +6
Combat Vigar Wis 13, Combat Focus,
base attack bonus +9

Combat Awareness Wis 13, Blind-Fight, Combat Focus,

base attack bonus 12

Combat Strike Wis 13, Combat Focus,
any two ather combat farm feats
base attack bonus+15

LE you have three ar more combar form feats, you gain
blindziphr out ta 5 feer.

Special: A fighter can select Combat Awareness az oneof
his fighrer bonus {eats

COMBAT DEFENSE

The stote of kean focus and mentul discipline you armin in
combatallows vou o shift the focus of vour defense (rom ane
apponent o another with careful, precise maneuvers

Prevequisites; Dex 13, Wis 13, Combat Focus, Dadge,
base attack homuy +6,

Benefir While you maintaim your combar forus, you can
change the target of your Dodge feat o2 new opponent as
an |mmedise octon,

I o hiave three or more combat form fears, you gain an
additionil -1 dodge bonns to AC agalnst the rrget of your
Dodpe fear.

Normal: Designating or changing the target of vour Dodge
feat ean only be done on your turn as s free action

!';P-I.'l.:iﬂl.‘ i |1|gl1ll'r=. ary select Combut efense us one of his
Rehter bonus feats,

COMBAT FOCUS

The way of the warrior requives more than simple, brige
strengrh. Some warrlors bring (heir mimds 1o such keen
fecus during the heatof bartle that they can sitain superhu
it levels of enduranie, perception, and menral onghness
Thrpugh intense mentil pxercise and training, Yo learm o
enter i state of perfect martial clarity

Prerequisite: Wis 13

Benefit: In bartle, you push aside the chaos of the fighy
and arrain a focused state that grants vou a keen, clear
picture of the batle, Fearand pain ebb awayas you focus
solely on defeating your enemy, The first time vou make
2 successful artack during en encounter, you gain your
combat focus, In this state, vour mind and body become
one, allowing vou tw overcome mundane physical limits
You can maintain your combat focus for 10 rounds afer
entering it, +1 additional round per combat form feat you

While in focus, gain fast healing 2
Learn hit point totals of all adjacent creatures

Expend combat focus to galn bonus on attacks
and damage

possess aside fram this one, You can only gain your combat
focus onde per encounter

While you are mainmining your combat focus, you gain
3 2 banus on Will saves, |Fyou have thres or more combar
form fears, this bomis Tncieises 1o 44

Special: A Gghrer can select Combar Focusas ome of his
fighrer bonus feats

COMBAT STABILITY

When you maineain your combat focus, you become difficule
tov dislodge, Your museles lock into an unylelding posidon
granting yvou supesior abil loy (o resist ripartacks, bull rushes,
disatime, apd similar effecrs

Prevequisite: Wis 13, Combal Focus, buse attack bonus 43,

Benefit: Yoo gain 4 4 bonus on checks or rolls mo resise
bull msh. disarm, grapple, overrun, und rrip drremprs made
AgaLnsL Yo

[ you have three or more combart form fears, the bonus
granted by this fedr increases o5

Speciult A Aghter can select Combu Stabilivy as one of
his fighter bonue fears

COMBAT STRIKE

Your ifnense, locuseil state allows you 1o see the one criti-
i .|| memert! lna |.'|.||1|t' '\'r"h\'l'l Yol |'|HTE-_1.;' ‘\lEh.I‘I:"hl]I'Il |'|I.'r"|'|-'ﬁ,'i:"l-l
victory and defear By pouring the enetpy reguired to
maintain your focus into your assiult, you bitter through
polr foe's defenses

Prerequisites: Wis 13, Combar Focus, any rwo ocher
combit tform teats, base srtack bonis <18

Benefit Lfyou chopde 1o end your combat focis g swifl
setion, you gair & borus on atack rollsand damage rolls equal
v yondr toral number ol combar form fears for the rese af your
current turn. You imimediately lose ull benefits of combat
form feats thar affect you only while you are maintaining
your combat focus

Special: A highter can select Combar Strilke as one of his
thrr.'[' baintss feats




COMBAT VIGOR Benehr: A
Whan you maintasin
ind relentless drivea
Minor wounds heal in g mucter of seconds, wod you quickly
recover from even g grievons blow: DIVINE FOETUNE

Prerequisites; Wiz 13, Combai
Focus, base attack banus 49

Benefit: While vou maintain voug
combar focus, vou gain fast healing 2

a swiftactlon, you can expend a turn or rebuke

entr eombial s, yourelarity of purpase undead artempr 1o gain damage reduction 3/~ unnil the st

o youl (o avercome yer body's Frailfies Of youT nEXT TOTm

WhEl & quick priver, vou channel divine enerey to help resisi
i spell, poisan, or other deadly effect.
Prevequisites: Divine custer level Srle ability @ moem o
rebuke undead
Beneft: As an timmediate action, you can expend 4 turn
or rebitke undead attempr to gain a4 bonuy on youe nest
saving throw U this banefit is nor used immediately. it
|.|‘|r_‘|- (ARRL :l I he et |'|.'r'|||]r nexi ruro

DIVINE JUSTICE

You can channel divine energy m rurn

You lose this benefit when vour combal
focus ends,

If you kave three ot more combat form
fears, the benehip of this feat tmproves (o fast
healing 4

Hprui:!l. A fghier can select Cambim

s « . . -
Vigor as one of his heghter bonus feats

DIVINE FEATS

Divine beats are the peovince ol

vour foe's strength spainst him, striking
hitre wirh the same foree thar he used

.|}_'|.|Ir|-r LrirLd

Prevequisite: Abilicy lorurn i
rehuke undeqd
Benefit: As a swilt acrion,

those who are able (o turn m
rebuke undead. Instead of a (
tempring to affect an undead you can expend d turn or fe

Creature, you EXPend 4 Furn |'“.||.-i|.‘III-'II.lI.'.:Ij.'il[l'i1'||'|| II.||.1|.||I-I‘|

or tebubke indead attempr o ras the targer of

dn I_’i_'-'q"'l mie
this feat. The next time this op-
ponent sirtkes youwith un armed

- grtack ur 4 harara] weapan

rigiger the benelitot o divine
fear you have. You can acrivan
pridy ene divine feat per round,

though overlapping durations

el

« he dials. The

|'|.'\.-'l|'x|. | |'|.i' -.|.:I1|1

next time you seckbe him in ineles

"
E
.
&
&
&
o
&
&

might allow vou the benefits ol
ot deal thar disrmape or your wesp
on's normal damape, wlocheves
¢ greater, Your weapon's oiali
ties still determing 1 damage

maore than one divine feat ai
3 timne Activating a diving
fear i« u supernarural abil-
ity, requites & type of
dcton or an amont reduetion applies to the dam
of thme depending on
the fiear, and does not
pravoke attacks of
opporinity unless
ctherwise noted in

ape you deal
You cin mark only one
opponent afa time with this fear
You must take damage from
your foe within | minwe
of using this feat, or youn
tursy oy rebuke undead
atrempt is wasted. Abrer
taking damage, you mns
sivike your foe within |

the leal descrip
fon Acdvating o
divine fear Is nin
consideved wn ai
tack unless doing so
would directly cause il tiute, o yvou lose thisfeat’s

damage o targer beneht, Ulneil you sivike youw

Che eighit feats described foe wndd trigeer the finir's heneh:
below ste divine fegrs, Their : it cannor use this fear again o mark
prerequisites and benefirs are sum Reguldy' ol CLETR the samte or a different opponent
marized on Table 21—

DIVINE WARD
DIVINE ARMOR You create nchannel of diving energy berween yourself and
You call upon vour deiry to protecr you in your howr ol o willing ally. This link allows you o cast vout spells upon
need by wreathing you i divine power thae wards off you him from greaver than normil rar
eniemivs attacks Prerequisite: Ability ropdren or rehuke undead
Prerequisites: Divine caster leve! S1h, abilivy to turs o Benefit: Once every 24 hours, you ¢an spend 10 minures

rebudee ndead creating a magical ward between you and one willing target




TasLE 3—4: DHVINE FEATS
Feat
Divine Armaor

Prerequisites

Divine caster level 5th,

ability ko turn or rebuke urdead
Divine caster |evel 5th,

ability to turn ar rebuke undead
Aballty te turn or rebulke undead

Divine Farlune
Bivine justice

Divine Ward
Profane Aura

Ability to fwirn or rebuke undead
Divine caster level 9th,

ability to rebuke undead

Sacred Healing Ability to turn undead
Sacred Purification

Sacred Radiance Divine caster level 9th

abiity ta turn undead

For the pest ol the 24-hour pertod, youcan inceease the ranpe
of a touch spell W short range (25 feet + 5 feet per two caster
levelst it vou target the warded credture, and onlv the warded
creature, When vou czst @ spell in (hic manner, vou most
expend o tuen or rebuke undead atrempr

You CAN Eredte 1 'wa rl.l }"l"f'l'.'l"\.'rl wiu H‘hd My tl.lJl'l ane
targer, 5o long as you expend the necessary rme and turning
artemipts, You must expend s rucn or rebube undead arempe
tov create each ward bevond the frst

PROFANE AURA
You call upon the dark powers you worship to 1]l the area
around youwith a dread{ul mist that obscures sigla

Prevequisites: Divine caster level ath, ability o rebuke
e,

Beneht; Azdstandard action, you can expend one of your
rebuke undesd artempts 1o Gl the area aronnd you with o
cold, clammy mist. The mistexrends purina s0-oor-radius
ema nation centered on you and Hows through rhe girasyou
move, keeping vou ar the center ofits area. The mist provides
concey lmenr e creatures within the cloud, While in rhe
mist; ereatures (including you) § fest away from sach othes
have concealment, and ereatures geparited by more than =
feer have toral concealment from esch orher

[n addition, mindless undead ereatures wirhin the clowd
gain a +2 deflecrion homus o AC,

SACKED HEALING
You ean chimme| divine enecgy o aid m yout eflorrs o rend
toa comrade’s Injuries, sickness, or ofhier condirions

Prerequisite: Abiliry ro rorn undsad.

Beneht: Acaswileaction, you can expend g turn undesd
attempt to augment vour ibility o tend to the wounds of
orhers, You gain 4+ bonus on Heal checks and o +2 bonus
per die on the damage healed by any comjurarion (hedling |
apells vou cast. This benefit lasts uniil the end of your
cutTenl 1urm,

SACRED PURIFICATION
You =erve asa conduit of divine energy. nlling the areq arowod
you with power that oids the living and saps the undead
Prevequisites: Sacred Healing, ability to turn undegd
Benefit; As g swilt action, vou con ex penda turn undiead
ittempt to drearte 4 pulse of divine energy. All living

Sacred Heallng, &bility to turn undead

Benefit
Expend turnfrebuke atlempt to galn DR 5/ -

Expend turn/rebuke 2itempt for 44 bonus on next save

Expend turn/rebuke attempt, choose foe,

deal your damage ar his

Increase range of spells from touch to short for ally
Create mist that grants concealment,

#2 AC for undead

Expend turn attemp! for bonus on healing attempts
Expend turn attempt ta heal |iving and harm undead
Expend wrn atternpl 1o create radius of light tha
sobthes allies, hampers undeael

creatures within st feer of you heal an amoust of damage
equzl to 148 points - vour Charismg bonusfifany), All undead
creatures in this area rale damage equal 1o 148 points 4 your
Charisma bonus,

SACRED RADIANCE
You channel divine energy to bl the ares sround you with
asoothing, gentle rudiance.

Prerequisites: Divine caster level arh, sbiliry o rurn
umdeatl,

Benefit: As g standird action, you can pxpend & furn
undead artempr to bathe yourself in lighe This ligh provides
bright illumination in 4 a0-dootradiug emanarion cenrered
o you anid an addinonal &0 feet of shadowy illumination
pevond tharares. The light moves is vou move, keeping you
it the center [ jts area It empotarily negates areas ol magical
darknees created by spells of 3rd level ar lower.

Any noneevil ereiture within o0 feet of vou gainsa 44
motale bonus oy savec against fg':rl', |:|n1'l;nn, disease, and death
effects. Evil crearures take 4 =2 I"l.‘l'l;!]i". O SUVEs :|gain=.!
fear gffects

This kenefin lasts for 10 minues

HERITAGE FEATS

A hecitage frat stgnifies a specific ancestry of yourcharacter
The heritnge fears in this book allow your soreerer 10 tap
inte the celestial of infernal sotree of his magical power to
tnaster new abilifies (o soseerer's diaconic heritage sou e of
power is covered Lo Complete Areane). You and vour DM are
encouraged 1o come up with 2 background story explaining
your character's heritage, though the exact source of this
ancestral ok jsn'r erucial ro the fear's operation fand might
tematn a mystery i the characier)

A character can selece a heritage fear ot any level Choos
ing & heritage fear afrer 1st level signifies thar the ancestral
power ol the character is only now manifesting ieself, (A
character’s first choice among these heritage feate must
be either Celestial Sorcerer Herdtage or Infernal Sorcerer
Heritage, because all uther heritage feats have one of these
Fesats as @ prevequisite. |

While diflerent sors of heritage feats cannot normally be
tombingd (see page 37 af the Planar Handbook supplement), o
single sorcerer could possess draconic, infernal, and celestial




TaBLE 3-5: HERITAGE FEATS

Faat
Celestial Sorcerer Heritage

Prerequisites
Sorcerer |evel Tst

Celestial Sorcerer Aura
Celestial Sarcerer Lance

Celestizl Sarcerer Wings

Celestidl Sorcerer Lore Celestial Sorcerer Heritage,

any two other celestlal sorcerer hentage feats,

sorcarer [evel 151

Infernal Sorcerer Heritage Sorcerer level| 151

Internal Sorcerer Eyes Infernal Sarcerer Heritage,

[nfernal Sarceter Howl Internal Sarcerer Heritage

Infernal Sercerer Resistance  Infernal Sorgerer Herjtape,
sorcerer heritppe lears. In this case, the sorcerer cludms o
truly varied fomily tree thar includes o vaciety of firange
beings. Sorcererswith both infernal and celestial tratrs are
exceedingly rare, however These cgsters are tormenied
souls, pulled between the polar opposites that il within
their blowd,

The aine leats deseribed below are hefitage lears. Th

prevequisites and benehis are summarized on Table 3-5

CELESTIAL SORCERER AURA

Thee power of vour sotcerous heritage shines through, allowing

Vol Lo amiuse
Prerequisites:

leve| 1sr.

hie aresl atound yorwith a2 menacing sur

Lelestial Sorcerer Heritage, sorcere:

Celestial Sorcerer Heritage, sorcerer fevel st
Celestial Sercerer Heritage, sorcerer level st

Celestial Sorcerer Heritage, sarceret level 16!

sorcerer level st
sorcerer level lst

sorcerer level 15t

Benefit

Gain bonus spell and a bonus on saves against
electricily and petrification

Expend spell slot to create righteous aurs
Expend spell slot to create energy boll that
harrms evil creatures

Expend spell slal to fly for short period of time
Add magic circle ﬂguiml evil, tORGUES, telepart
talist of spells known

Gain banus against fire and poisan,

+7 caster level with canjuration {summaoning)
Expend spell slot to see in darkness

Expznd spell slot to create cone of soric engrgy
Gain acid and cold resistance

Benefit: As o standard action, vou can sxpend a spell
clot to genetate 8 righteoys aura of menace that affects
#ll hosrile creatures 1n d 20-foot radios around you. All
your opponents within this srea must make o Will save

D 10 the level of the spell slot expended + your Cha
mitdifier), On 2 lailed save, a copatize rakes n -2 penalty
an atrack rolls, checks, and saves for 24 houts or wnidl it
euceesclully hivs vou A crearure thar resists of breaks this
effectcannot be affected by [ragain for 24 hours Thisisa
supernatutal abilicy

ELESTIAL SORCERER HERITAGE
Yourancestry manibests in e form ol several special nbilities,
You gain access mabilites similar to those of an archon

Prerequisite; Sorcerer [evel 151

Benefit: You gain o bonus on saves against el
and petrification equal to the mumber of celestial sorcerer
fisats vou possess, You also add profecbion from sl 1o your
list of 1stleve] sorceter spills known: This spell &= in

addition o the spells you goin normally hased on vour

CITicLLy

sprcerer level

ELESTIALSORCERER LANCE
You can channel yourarcane energy it i bols of power thas
b I.I.JTE!'I"Il.l T % !! TeEalurrs

Prerequisites: Celestin]l Sorcerer Heritage, sorcerer
level isr

Benefit: Asa standard action, you can expend o dpell slog
to ctaate 4 s0-foor Hng of endrgy that deals dama
irnres with an evil alipnmeént. The bolr deals 1d§

e l':]l..I !

Igal &L ore

poins af damage per level of the spell slot spent to servare
this ability A Reflex save (0C 10+ (he level of the spell sl
exvpended — your Cha modthers halves this damape. Thisisa

supernatursl abiliry

_ELESTIAL SORCERER LORE

Mhie power ol vour antesiry grants vou aooess (o o vaciety of
new spells

Prerequisites: Celestiol Sorcerer Herirage, anv two other
celestial sorcerer heriape Tears, sorcerer level 151

Benehir: You add sagi civele against evil, torgues, s lelepor]
o vour list of spells known. You gain these spells when vou

gain access o spells of theappropriate levell These spells are



it addition 1o the spells you gain normally based on your

SOTCere! 1‘.‘ 'n"‘_"l.

CELESTIAL SORCERER WINGS
You channel yourinhorn magical abiliries to spawn & pair of
spectrl, magical wings thot glow with magestic power
Prerequisites: Celestial Sorcerer Heritage, sorcerer
'||".'|.'| |5t
Benefit: You can expenid o spell slorasastandard actlon
gain the ability (o Dy, You ly ar ¢ speed equal to twice youl
hase land speed with good maneuverabilicy. This benefit lasty
for | round per level ol the spell slor used o activate it. This
|5 & supernatural obiling

INFERNAL SORCERER EYES
Your eyves plowwith infernal five, allowing you wsee through
magical darlness

Prerequisites: Infernal Sorcerer Herirage, sorcerer
leve] s

Benefir: As a switt sction, you cian expend aspall slot (o
alse your eves o emie pspectral red glow You gain the abilipy
lo see perfectly in dackness of any kind, our o the limir of
vour line of sight You ignore the concealment pravided by
durleness spells and effects. This benefn lasts for 10 minwes
per level of the spell slor usad to activare it

INFERNAL SORCERER HERITAGE

Your innite magic derives from Inferne] ancestars. Your
blood is thicle with their power, allowing you to exhibir o
variety of ablliries,

Prervequisite: Sorceret Jevel 11

Benefit: You gaina bonus on saves against re ind poison
egual to the number 6Finfernal sorcerer hs'TiI:!Er fesrs vou
[1nssess When vou use 3 conjuration (summoning | spell
(o stmmon an evil pursider, vou gain g <2 Pons o your
custer level

INFERNAL SORCERER HOWI
You channel the fury of vourinfernal anceswes inte d thin
derous roar that blastsyour enemies with sonic power:
Prerequisites: Infernal Sorcerer Herltage. sorcerer
level 15t
Benefit: By :"t.']'lcl'lu‘]l.:lg one of your spell slors, youcreage o
Jil-fout cane of sonic éneray. All opponents within the cone
teke 2da pointsof damage per level of the spel| slotexpended
Each ravgercan atrempr o Forrtude save (OC [0+ the leyve] ol
th spell slor expended + vour Cha modifier) for half damage
This is a sepernatiral abiliry

INFERNAL SORCERER RESISTANCE
You are astough and resilient as an Infernal monsoosioy
ullowitig you o sheug of acid and cold damage

Prerequisites: Infernal Sercerer Hertage, sorcerer
level 1=t

Beneht: You gain resistance ro acid and resistance to cold
equal to the toral number of infernal sorcerer heritage fears
yrou havy

METAMAGIC FEATS

Metamugic feats allow spelleasters to modity the way a spe 1]
is castor the effect o spell has afrer ivis successtully cast, Full
information aboul metamagic feats appearson page 88 of the
Player’s Handbopk,

The fve fedts deseribed below are netw metamagic feats. Their
prerequisites and benefis oré summarized on Table 3—¢

BLISTERING SPELL

Yout fire spells sear the Hesh [rom your énemies’ bones
leavi ng them wracked swith pain

Benefit: This metamagic feat con be applied only o a
spell that has the fire descriptor A blistering spel] deals
i extra 2 poines of fire domage per level of the spell. In
sldition to the spell’s normaul effect, any ereature thar fails
its save sgainst o blistering spell tukes a —2 perolty on attack
rolls and checks until the beginning of your next turn, A
Blistering spell uses up a spell slot one level higher than the
spell's actual leve],

EARTHEOUND SPELL

ou bind & spell into the rockand spil, leaving i there ward]
an opponent stumbles geross iE A ther rime, the spel] veleases
lr= energy

Benefit; When you cast an earthbound spell, you place i
within o square adjacent o you You must specify all effeces
wptions, and other relevancvariables when vou cist the spell
The next ereature 1o enter the warded square (riggers the
spell 1f the spell affects an drea; that sguare is the center of
the area or the point ar which the area begins, Fora cone
ling, ar sienilar area, you must designate the direction in
which the cone or line extends. An earchbound spell thar
does nor alfectan aren targers the crearnure that rriggered it
Yous cannet apply the Batthbound Spell metamagic feat to
spell with a range of personal

An earthhound '-.|}E“ rematns in p!,‘n_‘f for 1 hour aruniil
It s triggered. A Seavch check (1DC 25 + the spell's leval |
reveals (is presence, as does dife | gl and similarabilities. A
chatpcrer with naphnding con make o Disable Device check
(DC 25 4 the I-:|'|:'||'-- level ) to remhove an earthbound l-'pr“ (a5
(Firis a magie trap), A dispel mogne effect can also remove an
sarthbound spell, thus prevenring it ftom functioning

An earthbound spell uzes up 4 spell slot rwo levels higher
than the spells actual leve

FLASH FROST SPELI

Your spells thar use cold and ice to damage vour foes leave
behinds thin luyer of slippery (fost

Benefit: This meramagic feat can be applied enly tyspelle
that have the cold deseriptor and that affect an ares, A flash
{rost spell deals an exira 2 poines ol cold demage per lavel of
thespelltoall rargetsin the area. When you cast such a spell,
theares af the spell is covered wit b slippery laverof ice foor
| round. Anyone artempring to move through (his icy area
ttist make a DO 10 Balance check or fall prone. A erearure
that runs or charges through the area most make 2 DC 20
Balance check o avoid falling. A fash frost spell uses upa
spell slor one level higher than the spell's acrual level

ol




IMBUED SUMMONING

Your summoning spells ggin an element of surprise. You can
summen creatures that come into exisrence with the benefir
of o spell such as mvisibility or bull's strength

Prerequisites; Aupment Summoning, Spell Focus
{confuration),

Benefit: When you cast a spell from the summoning
SIJ]JEL'hLI{IJ. Vou can l\.'hllll'_"\.f‘ o &'TRFH |!-|I.I *l]m]—_-'l[ll'l_l."l.J Crearurg
the benefit ol uny spell of 3rd level or lower vou can cass tha
hasa range of touch. You cast the spell you wish o grant th
crepture (using & prepaved spell or g spell slo) o the same
rime you cast your summondng spell The creure galns the
heneht of the spell when itappears

Animbued summoning spell uses up a spell cliar one layvel
higher rhan the spell's actual level

SMITING SPELL

You can channel the grergy of 4 touch spell inmo 3 weapon
el IHLTIH ll'll.' HP'{'H L L| i'n'l'l:“'gﬂ" I|'|'-|'|'I.'!'I- ":.'I.HI b | |'i.|"ﬂ L 'r"'l R i i

Prerequisites: Base atack bomias +1, caster level 151

Benefir: You can alrer a spell with o range of touch 1o
transfer its energy from your hand o i weapon that ven
hold The next time vou strile an opponent with tha
weapan; the spell discharges. The raget takes the Aol
damage and effects of a successbul attack in addition ro
the spell’s effect. Once vou place a spell into & weapon
you musr discharpe [t within | minute, or its energy dis-
'1!.!_.":”1"" |'|:'|J I1i|l;';\.‘||'|'

Youcan place a simiting 1—:[:::“1!11 4 |1il"|'.'<!'::l:l—:ljllll'lljillfj-:'.l]'l ora
projectile, such as a sling bullen, on arvow,or d crosshow bolr
Tr such o case, the spell dissipates I the attack misses, The
spell cannor be placed on a bow, crosshow, sling, or sinilay
weapan thar uses ymmunirion

A smirtng spell uzes up a spell slor one level higher thin
the spell's actual leve]

TABLE 367 METAMAGIC FEATS

Feat Prerequisites

Blistering Spell -

Earthbound Spell -

Flash Frost Spell ==

Imbugd Summoning Augmert Summoning,
Spell Focus (conjuration)

Smiting Spell

TaBLE 3~7: TACTICAL FEATS

Feat Prerequisites
Blood-Spiked Charger
and shield spikes, Power Attack
Weapon Focus (armor spiles),
Weapaon Focus (shield spikes),
base attack bonus +6

Dex 15, Int 13, Combat Expertise
Dodge, base attack bonus +E
BIUfT &-ranks; Intimidate 8 ranks,
Perfarm 8 ranks

Cambat Claak Exper

Combat-Panache

TACTICAI FEATS

Base attack bonus +1, caster level 15t

Str 13, proficiency with armor splkes

Einhander
Mad Alchemist
Shadow Striker

Tumble & ranks, base attack bonus +&
CGrenadier, Craft {alchemy) branks
Hide 12 ranks, Move Silently 12 ranks

Tactical feas allow clnmeiors o perform a sumber of power
tul maneuvers.

[f you are playing o character whao hits one or more merical
lears, you are responsible for keeping track of the uctions
needied fo sel up the feat’s maneuver: It's also i good ides
rit briefly mention o the DM thar yoo're working ioward 5
ractical muneuver—a remark along the lines of *I'm using
myspiked rebuke maneuver this round, T et you know (£
gain vy atrack banus against any opponents whe armck aad
miss me s appropriate

Some descriptions of mctical fears reter to the frst round,
second tolind, and so on These terms ine related to the fmimg
of this maneuver, not the encounter as o whole For instence,
if vou have the Cambir Cloak Expert fear, you don't have o
maove adjacent o an opponent in the fivst round of combar
to urllize the cloaked strike maneuver during that combar
Any round when you mave adjacent to s oppanent for the
purpose of wrilizing this maneuver is considered 1he frst
II_'HI'I.{ -|||.1|-|I' A DEUYET

Thie six leats described below are Gierieal feas, Their pre
requisires wnd benehirs are summariied on Table 37

L OOD-SPIKED CHARGER

Yol throw vourself jnto the fray, using your spiked grmor
and aptked shield e

Prerequisites: Str 13, prafciency with spiked armor and
spileed shields, Fower Attack, Weapon Focus (spiked armaor,
Weapun Focus lspiled shield), base ateack bontis +6.

Benefir: The Blood-Spiked Charger fear grants vou access
to three special ticrical maneuvers

spilad Avalmirche: When you are ustng the charge action
while wearing spiked wrmor and carrymg either a spiked
shield or nothing in your hands, you Lhow voursel Finte the
atr, rransforming yowrsell info a deadly, spiked projectile
A suceessful arteck svith either your spiked shield or vour

AL |I|I|'-;I|1|‘!I'I'- % Lf-i.L"L'r'*'w

Benefit

Fire spells cause -Z penalty for 1 turn on failed save
Cast spell into ground as a trap

Cold spells coat area of effect with slippery ice
Summaoned creature arrives with beneficial spell

Place touch spell In weapon

Benefit
Gain armer and shield spike maneuvers

Gain doak maneuvers
Gain charismatic combat maneuvers
Cain ene-handed weapon combatl maneuvers

Gain thrown item combat maneuvers
Gan stealthy combat maneuvers



spiled] armor deals exirs daniage equal o twice your Strength
bonus. You can arrack with both yonr spiked armor and »
spileed shield on this charge, each one benefiting from the
Strength bonwus, but you take the normal penalties for using
P WEIPONE,

Spiked Bebuke: When you are [ighting detensively and
sarrying a spiked shield, vou lash out at vour toes with your
shield in response rotheir dttacks. Determine whar vour AC
would be without vour spiked shield and the AC bonus for
hghting defensively. [f an opponent’s attack hits against chis
linwer AC bt misses apainse vour actua| AC, the foe stoikes
et shield, allowing vou o dellect hisanack insuch away as
tev legve him vidnerable vo vour counrer, On voor next action,
vou gain a +2 bonis on attack rolls against vour chosen foe
with vour spiked shield

sprked Slam: As o fulFround serion when vou are wielding
a spiked shield, vou can vpe (o make only a single artack ar
vour best base artack bonus. You brace yourselfbehind vour
spiked shield, drive vourselt forward, and slam into vour
toe. You enrer vour foe s space, which provokes artacks ol
ppportanicy. ko return, vour attack deals extra damage equal
1o twice vour Strength and an additional amount based on
your size (see belowl. Afrer making this arack, vou stamble
bacl 1nm the square you occupied just before making rhis
attack. Until the start of vour nexr turn, you do not threaten
any sguares.

Size Additional Damage
Srmall Tel4
hediurm 1dB
Large Td&
Huge idb
Gargantuan 2d8
Colossal 3de

Special: A hghter con select Blood-Spiked Chargeras e
of his hghter bonus fears.

COMBAT CLOAK EXPERT
Yo are adepr at rurning vour cloak o o viral parr ol vour
combar tepertoim. By twirling it abotut you, sweeping it over
enemies, tod wsing it o conceal your weapon, you can cach
in opponent by surprise,

Prerequisites: Dex 15, Inr 13, Combar Expertise. Dodpy
base atrack bonus 46

Benefir: The Combat Cloak Experr feat grants vou access
to three special tactical manewvers. You must wear a eloak
i order to utilize them,

Cloak Defence: While vou are Aghring delensively, you can
use vour eloek o confuse vour foes. You hold ir before voun
chest like a curtain, making it diffieulr for enemies ro read
ypour defensive moves. Your cloak granes von a+1 shield honus
1o AL I vou use the wral defense serion, vour cloald's shield
bonus improves to+2 [ Shield bonuses do not stack, making
it likely thar this maneuver is a poor oprion if you already
carty a.shiekd

Claaked Strike; You cun use vour cloak to bide a highy
weapon, To arilize this maneuver, on the birst round you
must move adjacent to an opponent while vou do nor lave

a weapon in either hand. On the second round. vou make
un Bluff check opposed by your toe's Sense Morive check as
vou use g mave action to draw vour weapon, 1T this check
succeeds, your opponent loses either his Dexterity bonus to
AL or his shield bonus to AC (your choice) until the end of
vour cortent furn.

Whirlmg Cloak: Yoo can atrempt to use your cloak to
confilse vour apponent. As o move action after successtully
striking an opponent in melee, make amelee touch attack
against that foe. T ehis arrack s, vou whid your cloak
around him, lempotarily rusming his defenses, Youropponent
canfot make artacks ol opportunivy againsta particular ally
of your choice until the start of his next rurti,

Special: A fighter can select Combat Cloak Expert asone
of his ighter bonug fears.

COMBAT PANACHE

Your glowing personality and sharp performance abilities
il low you to navigate the battlebeld on sheer chinzpah alone.
While others rely on swords and armor, vou use vour corring
wit and abilivy to manipulare others.

Prerequisites: Blufl & rankes, Inrimidate # ranks, Perform
& ranks.

Benefitt The Combar Panache feat grants vou access to
three special toctical manediers

Fortuitons Timble: Fora briel moment, vou appear to letyour
puard down. As your foe swingsal you, you slip out al the way,
causing hisattack to slam tnro ene of his allies. By positonimg
yourself correctly and making voursell an appealing target,
voul dupe vour foe into maki nga critical hlunder,

Iy use this maneuver, you must be successfully artscked
by foe O your nexy turn, you can f2ke o move action
make o Blutf check opposed by his Sense Motive chéck, T
vousuceeed on the check, you can tike an immediate action
at the sttt ol your foe's next rurn and designate o diflerent
tatget for vour opponent's niext melee attack {which must be
3 creature it threstens),

Play Dead You crumple w the groind as 11 slain, loring
voutapponett e | flse sense of securily, Asdn immediate
acticomn after vour are hir for at least 10 points of domage by o
single ateack, youw can attempt to play dead. You drop prone
and make o Bluff check opposed by your sracker’s (orany
othier relevant observer's) Sense Motive check. 1 vou suc
ceed on this check, the obsarver assumes vou are dead. 11
vou subsequently rise and attack him in thesame round, he
loses any artack of opportunity he might have been entitled
toagainst vou, and he loses his Dexteriry bonus o AC against
the firer avtack thar vou make

You can use this ability once per encounrer, Standing op
ufter pluying dead does not provoke attacks of opportuniry.

Sneering Closer With juse the rightmix of your intimidat
ing presence and your mareal wlenes, yow serike such tear
intoyour target that he has ditficulry hghting vouo etfectively
Un your next turn after vou deal ar beast 1 poine of damage
to your opponent, youcan mike an Intimidate check agaimst
him as o move action. 11 you suceeed on this check, your foe
ritkes & penally on his arack mlls against you equal fo vour
Charisma bonus. You can gain this benehir against only one




foie gt a vime: ir lases for the duranion of the epcotnter oo
wntil you switeh targecs. I you designate g new torger for
this ahility (by attempring o new Lotmidae checl against
a ditferent creaturel, the previous rarget no longer takes the
penalty an his sttack rolls ppainst vou, Opponents thir are
imvmne eo the elffeers of the Intlmidate skill, such as mind-
less ereareres snd those with immundiv 1o fesn, are immune
o this maneuver.

Special: Afighter can select Combiat Parache asone of his
fghter bonus feats.

EINHANDER

You excel ar wielding 4 one-handed weapon while carrya
nothing in your off hand

Prerequisites: Tumble & ranks, base artack bonus -+

Benefit: 1fyou are lighting witli 4 one-handed weapon
ora light weapon and carrving nothing in vour of [ hand,
the Einhanderteat grants vou access to three special meti-
cil maneuvers,

Nayrow Profile: You can ruck vour avm behind your sack

and offer a narrow pmfﬂr whet you concentrare on
defense rather than olfense, You gain an additional +2 dodge
bonus to AC when Rghting defensively or using the rotal
defense acrion,

Off-Hand Balanee: Youuse vour of | hand o balance voursell
while performing serobatic mansuvers, After yon success-
Fully strike an opponent, you gain a +2 bonus on Tumble
checks toaveid his attecks of opportunity wniil the start of
wour pext turm, When you Qip and eoll our of baen's way,
youl Lse one hand o keep your balunce and your other hand
10 keep your weapon trained on your foe

Off-Eaad Swap: With 1 fourish, vou Hip yourweapon inio
the air, carch it in your off hand, and continue 1o press the
attack. Whet vou se this muneuyver, you must hirst ke §
full acrack setion o strike an opponent at least twice On
yiur hext tien, you con make s special feing as u free acrion,
using Slerght of Hand tuher than Bl Your epponent uges
the standard cules for vesisting a feim, Onee vou use this
maneiver apainst a particular opponenr, whether it suceseds
ot fails, you cinnot use it against him again

Special; A fighter can select Einlander asone ol his hghter
bonuy fears,

MAD ALCHEMIST

Youl-are an expert ot using alchemical tems. Through
experimentation, researcl, and your carelbul study of the ar
ol alchemy, vou have learned 1o moke the mostolitems sech
as alchemist's fire

Prerequisites: Crab (alchemy) 6 minles, Grenadier

Benefir: The Mad Alchemist feat grants vou access to three
special tactical maneuvers.

Dustracting Bliest: L von readyan action o chrow a thunder-
stone ac the sguare &n opponent occupies, you can dhsrupt his
actions. The sudden bung from rhe stones detonation cuins

your foe's concentrativn, possibly speiling his atrack or his
artempr ro cast o spell, 1 rhe targer of this blast was casring
a spell when you threw the thunderstone, he must maks 3
Concentrarion check opposed by your Craft izlchemy) check

[[you succeed on this check,

hisspellis ruined, If the target
wasnor castuig aspell he mustmake o Will save opposed by
vinrr Craft {alchemvhcheck or take a =2 penaliy on anack rolls,
checks, nnd saves until the beginning of vour next turn

Figry Bloze: To use this manewver, you must first strike g
créarure with o continer of lantern ol or alchemist's fire.
Ohit yote et tirn, you must strike the creature with a spell
or weapon attack that deals fire damage. If you do sa, the
creature rakes an extra 1dé points of five damape ind carches
on fire 1f it [s noralready in fames,

fanglefool Defense: By tearing open a tanglefoot bag and
jrlll:,hﬂ{!ln‘f: s conlents acToss an area, Voll Can Cieaie a '\'I'."NI:I_L#

bartier that hinders an opponents approach, Asa standard
Action, you can transtorm a single squate of ¢lear tertain into
ditfcult rerrain through the use of o tnglefor bag. This
effect persists for 10 minutes before the tanglelont bag loses
ITE PDIENCY

SHADOW STRIKER

You melt into the shadows, hiding from your enemies unril
the time istight, Your cunning, guile, and stealth allow you
to pick the mest opportune moment to strike.

Prerequisites: Hide 12 ranks. Move Silently 12 ranks

Beneft: The Shadow Striler [eat grams you access o three
special tactical maneovers

Evady Motiee: [Fboth yon and anally thiaten an opponent,
you can atrempt to ship beneath your opponent's notice, On
your turn, 1 vou take no bostile actions, such as aitacking,
casting an offensive spell, and so forth, you cin make a Hide
check opposed by the threstened foe's Spot check. 11T voy
succeed on this check. yourfoe canmot dtack vou on his next
turn as long a5 he chreatens another active opponent. 1 vou
attack your foe for any resson before or during his next e,
vou lose this maneuvet's benefit

Fade Away: To use this maneuver, vou must frstarack an
opponen 28 2 standatd action, then move away and atiempt
a Hide check as part of vour move action for the turm, Hyvour
artack birs, it creates a momentary diversion, granting you a
+5 bonus on this Hide check

Glwost Strilee: You use an allv's distraction and vour walenr ra
move foiselessty and slip out of your opponent's field ol vision
for a single, crucial moment. To use this maneuver, both you
and an ally must threaten o single foe, As a standard action,
o ke 1 Move Silently check opposed by vour loe's Listen
check 1Tyvousuceesd on thic check, vou pain this maneuver’s
benefit. On the next round, your targer loses his Dexterity
biorms 1o AC against your fiirst artack of the round so leng as
wvaurally seill threarens him,

Epcu;ll: A fighter canselecr Shadow Striker as one of hus

highier bonus fears:




his chaprer presesis new tools and weapons far
spelicasters afall types. The spells mnge inpower
arid weiliny Fromoa hand ful of diveer ind indirest
damage spells rospells thay move the casterand his

allies or enemies across the barrlefeld and these

that allow the caster o act on borrewed time
Somespellscall orsummon névweallies for the spellcaster
Channeled spells are anew type of spell thar have a greater
elfect the lonper you spend casting. Oeher spells, such as
thewarious crolen spells, have an ongoing elfect thir can be
discharged fora more powerful result,

The chapter begins with the spell lises e the spellcasting
clusses, including the new classes in Chaprer 1 of this book.
An Mor Fappearing @ thitend ol s]ueli'-.' name denotes
spellwith a marerial or focus component, respectively, thar
I8 ot nertnally inchsded in o spell component pouch, AnX
denoties o spell with an XP component paid by the caster

Afterthe spell ists, the new spells appear in alphabetical
uider byspell name iwith the exception of those whose
names begin wich “preater” “mass" or “swilt'; see Order ol
Presentation, I'H 181). Tor explanation of spell terminclogy,
sen Chapter 10 of the Mayer's Hudloek:

DUAL-SCHOQOL SPELLS
Dunlschool spells, fearured i this book tor the ficse dme,
have effects thatencompass two distimcr sehools ol magie, 1n
il cases. trearthese spellsas ifthey belonged 1o borh schools

THE POLYMORPH SUBSCHQOL

simuoltaneuisly, Effeces thar preveng@spelleaster fram
ateessing one school of o dimal-schoslspell prevental] access
to thit spell For @kample, aspecialistwizard cannot learn
a dialechool spell i eitherof the spell'sschools is one pf
his prohiliiced schools. Benafirs that apply to a school of
mapie donor stacle witly themselves evermif e spelbeastop
canapply them to both schools of magic. For example,
if aspelleaster has the Spell Focus feat for either school,
it applies to the duakschool spell normally; Mowever,
spellcasterawhio havetalien the Spell Focus feat far bath
ofa dualschool spell’s associated schools only increase
the DC of the dual=chonl spell by

dNO04d ¥43LdVHD

anbrher featiee new in Ployds Handbook 11 i< the paly-
morph subschool, defined and explained belaw:

A spell ab the pelymorph subschool changes the
ratget’s form from oneshape to another. Unless stared
otherwise 11 the spell’s description; the targer oEa
polymorphspel] rakes onall the sunistics and special
abilities of an averape member of the mew form (o
place of its gwn excepras tollows:

* The marger reminsits ewnabignment tand personal-
ity within the limits of the new foema abilloy séores),

= The targer rerains its own hitpotns.

* Thetargen isdvenred has Raving irs normal Blir ice. 4 ‘

for purpose df adjudicating effecrs based on HE, § 8 #




such as the sleep spell, though o uses the new form's base
attsck bonus, base save bonuses, and all other stansoes
derwved from Hit Dice

» The rargerretains the shility o andersrnd the langusges
it understands 1o its normal form, 1T the new form is
normally capable of speech. the tavger terwns the abiliy
ta speak these languages as well. Ir can wrire 10 the lan
guages i understands, bur only if the new form 1s capable
of wrinng in some manner (even a primitive manner, such
as drawing in the dirt with a paw)|

o all ueher ways, the mrger's normal game statistics are
ettectively replaced by those of the new form. The tarper loses
all of the special abilitiesat has tnies normal forms including
(HE3 I,_1|!.a" teatures feven 1 |.l|I,' ey J.fil]'j'll 'I'l'l"l.]llj |'|I||'|]'|.'.'|“.'\'\.' be
abde 10 use these class feitures)

[F the new torm s seze isdfferent fvom the weper's normal
s14e, IS new space must share as much of the o) i;-;lI:J| form's
Space 15 }-.n_u.-;ihh_'. squeeitng inco the wvailable space (sze PH
148} if necessary. I imsuthoent space exists [orrhe new lorm
the spell fails.

Any geat worn o carried by the target melds into the new
form and becomes nonfuncriomal When the trget reverts
(o s true form, any objects previously melded imto the new
form reappearin the same locarion on is body they previously
occupied and are onee again funcnenal. Any new iwems worn
in the sssumed form fall off and land ar the terger s tes

Uhe spellcaster can freely designate the new form's miner
phvsical qualities (such as hair color and skin colort within
the normal ranpes for a crearure of thar lind. The new torm's
significant physical qualities (such as height, weight, and
gender) are also undet the spelleasiee’s control, but they must
fall within the normg for the new form's kind. The tarper of
a polymorph spell is effectively camouflaged as a creature of
its new form, and gaing a-+10 bonos on Disguise checks iF i
uses this abiliy to cresre o disguise

TF the wrgerof & polymorphspell is slatn or rendered uncon
scions. the spell ends: Any purt of the body that 1s separated
from the whole rematns polymorphed until the etfect ends

Incorporeal or gaseons crearures are immune to polymorph
spells, asare crearures ol the plant type. A creature witch the
shapechanger subtype (suchias a lycanthrope ordoppelganger
CEA TeverT (o irs .'-H.lrlll':]r |I.H'1|| s g "'_\|.|.['|I|l'|,l|..,| delLesn

Spells That Have Come Belore
For the purpose of adjudicating etfects thar apply 1o poly-
morph spells any spell whose elfeer is based vn eieler aller
selfor polymorph should be considered 1o have the polymseph
subschool. However, note that rhe spells exisong rules tex:
takes pmonty over that of the subschoal, Allersdl, for instance,
does not change the tarpet's abiliny seares (in e normal tor
spells of the polymaorply subachoaol).

ASSASSIN SPELLS

Ist-Level Assassin Spell
Blade of Blood; Weapon deals +1de damage, or +3ds 1 vou
talke 5 points of damage

dnd-Level Assassin Spell
Increase Virulence: Toison's DC increases by 2

BARD SPELLS

Ist-Level Bard Spells
Share Talents: Subjects gain +2 bonus on skill chec
Staythe Hand: Change subject creature’s arrirude (o helpful
for | round

5

Znd-Level Bard Spells

Blade Brothers: Use kugher saving throw result berween
rwe cregrures, bue boch sufler effecis if the saves il

Celerity, Lesser: Take a move scoon tmmediately, but be
ilazed for & round

Crown of Veils: Camn -2 o Disguise and Hide, discharge
(0 paim +8

[ncrease Virulence: Poison's DC increases by 2

Insight of Good Forrune"': Subject rolls twice. rakes best
restly

Master's Touch: Sulbject puns immedte 4 bonus on A
ekill check

Ray of the Python: Crearure can only attack onee per round,
cannot make utacks of spportunity—10 b penalty o speed

Streteh Weapon: Melee weapon gains 5 fr. of reach forone
artach.

Vertigo: Subject crearure must succeed ona DC 10 Balance
check o move each round

{rd ! ey H__:l i '1!:j|35'|'i
Alter Fortune®: Cause one creature 10 rerall s die ol
Halr: Subjecrs feet become stuck 1o ground
Hesitate! Force subject tolose achions.

Phantom Battle: Tlluston of barele flanks creatures and
denies attacks of apporiuniny
Sonic Shield: + deflection benus 1o AL

.||'I:J I_'II.J'_;ll t';l('ll. ErEItapeEs rllijl |1I| Yol an :|Z|'E|.|;‘.l:'

ds sonie damage

41li-Level Bard Spells

Baletul Blinlk: Subjecr has 3ot chance of failure onvattacks
and spells

Celerity: Take o standsed setion immediately, bint be dazed
fora round

Healing Spirie: Ball of light heals 1ds/rownd.

Mirror Image, Greater: As vorror orage. but gutrran add
rional image each round

Thunder Field: Creatures in area take 1B sonic damage
rennd, lenorked prose.

Sth=Level Bard Spells

Danee of Blades: A weppon attacks on 1ts own

Friend e Foe: Make subject creamure believe its allies are
{s fremies

Incite Riot: Subjecrs smack nearest crearure

Magic Convalescence: Spells cast nearby heal you 1
lip/spell level

Renewed Vigor: Remove farigoe and 42 bonmus o Constirg-
tion for 1 round /level



BEGUILER SPELLS

Ist-Leve| Bequiler Spells
Rouse; Awaleens creatiires (nated,
Whelm: Deal 1ds nonlorhal damage 4 1de/2 levels above

{5} (may sds)

2nd-Level Beginler Spells

Blinding Color Surge: Blind subject for 1 round, gain
iritieihly

Stay the Hand: Change subjecr crearnre’s artitiade ra helpiul
for | mound,

Vertigo: subject crearute must succeed ona DC 10 Balance
checl to move each round.

Whelming Blast: 15-foon cone deals 1de nonlethal damage/2
loviels (max sda),

Jrd-Level Beguiler Spells

Crown of Veils: Galn 12 to Disguise and Hide, discharge
o paim 48

Halt: Subject's teet become stuck to groumd

Hesitate: Force subject to lose actions

Lnevitable Defeat; Subject takes 3de nonlethal demage/
raund

Legion of Sentinels: Ghostly swordsmen thregtena 10-fooy
radius, deal 1d8 damage +1/3 levels imax +8),

Vertipo Field: Credrures have 20% misschance and possibly
become nauseated

Ath- Level Beguwler Spells
Mirror Image: Greater: As wmirvoy g, but gain an addl
tional image each round,
Phantom Batrle: [lusion of bartle Hanks cresures and
denies attacks of opportunity,
Whelm, Mass: Lle nonlechal dimage/level (max 10d&)
| crearure!/]evel

ath-Level Beguiler Spells
Ethercalness, Swift: Subject momeniorily
ethereal.
Eriend to Poe; Make subject creature believe jes allies are
itz enemies,
Lncire Rior: Subjects arrack nearest creature

becomes

Gth-Level Begquiler Spell
Overwhelm: Mot lethal demage knocks out subject

BLACKGUARD SPELLS

Ist-Level |_"l._|.i:|-.'|;JL!._||1:| apell
Blade of Blood: Weapon deals+1de damage, or+3dé if you
take & poines of damage,

fud-level Blackguard Spell
Increase Virulence: Poison's OC increases by 2

CLERIC SPELLS

Ist-Level Lienc spells
Blade of Bload; Weapon deals +1ds damage, ar +3de it vou
Like 5 points of damage.
Invest Light Protection: Heal 1d4 damage = 1/2 levels,
grant O 1 fevil

Znd-Level Cleric Spells

Animalistic Power: Subject gains +2 bonus o Str, Dex
and Con.

Black Karma Curse: Subject damages sell with meles
aitack

Blade Brothers: Use higher saving throw resuli between
two creattres, but both sutfer effects 4 the saves fail.

Cloud of Knives: Belease one knife/round, 1de damage
#1/3 levels (miax +5),

Insight of Good Fortune®: Subject rolls rwice, takes best
result

Mark of Tndgment: Creatures that attack subject heal 2
points of damage each successful hit

Master's Touch: Subject gains Immediate «4 botwus on 4
skill check

Share Talents: Subjécts gaiy 2 bonus on skill checks,

Stay the Hand: Chanpe subject reature= artitude to helpiul
for 1 vound

Stretch Weapon: Melee wenpon guins s It of reach lorone
attack.

ird-Level Clenic Spells

Alter Fortune®; Cause ong creatutre to rerall any die roll,

Channeled Divine Shield: Gain DR, amount based on
casting timu,

Crown of the Grave: Command undead, discharge g gain
Hopnorurn or teboke.

Crown of Might: Gain +2 Steength, dischirge o galn +8
bomus for 1 round,
Crown of Protection: +1 detlection bonus o AC, +1 resis
nce bonus onsaves; discharge to gain =4 for 1 round
Crown of Smiting: +2 damage bonus, discharpe to gain 8
damage v sinple artack

Curse of Arrow Attraction: Subject 1alees -5 penuliy 1o AC
against tanged atacks,

Divine Retaliation: Weapon appeare and strikes those
who anack you,

Energy Aegis! Subject gains resisance 20 against one energy
type lor one artack:

Energy Vulnerability: Subjects gamn vulnerability o the
specified energy,

Hesitare: Force subject 1o lose actions

Invest Moderate Protection: Heal 3d4 damage 4 1/2 levels.
grant DR 3 /evil.

Mark of Doom: Subject 1akes 1de damage for each hosrile
acrion,

dth-Level Cleric Spells
Blegkness: 1ds damape/round ro living ereatures, grants
undead turn resistance and fast healing,




Blessing of the Righreous: Weapons deal <1de holy damage

and become good-aligned,

Channeled Divine Health: Heal o creature, govoumt and
range based on casting Lime,

Healing Spirit; Ball of light heals 1d8/round

Mystic Aegis! You gain SR 12 + caster level dpatnst ong
spell

Stifle Spell: Subject must concentrate or boreh spell

Sth-Level Cleric Spells

Condemnarion; Lowers subject owlgider's SR oand stins
for | round

Etherealness, Swift: Subject momentarily becomes
ethersal

Invest Heavy Protection: Heal Sd4 damape | 1,2 loyels,
grant DR &/evil

Mapgic Conyalescence; Spells cast nearby heal von |
hp/spell level

Mana Flux: Mapic inirea has 20% failure chance

Meteoric Strilee: Melee artack deals an extra 1de damage o
1di /4 levels; adjacenr erearures tle hilFdamage

Radiance: Creates davlight thar dazales undead

Renewed Vigor: Remove farigue amd +2 bonus (o Consting
ton for 1 fvnd/level

Gth-Level Cleric Spell
Chasing Perfection® Subiect g 44 1 all ala liries

fth-Level Cleric Spells

Animalistic Power, Mass: Asaniimalishie ponses Bor miliple
subjects

Plapgue: One cregture/level confracts quickly terminal
disease

Palse of Hate! Nearhy enemies (nke 2ds damape/round

Righteous Burst": Alliec healed, epemizs daimaped |48
damage +1/level [mak «35

Bth-Level Cleric Spelis
Chain Dispel: Dizspel multiple mapical efeces (o mulipl
creatlres
Visions of the Furure: 42 sgered bonue of saves, -2 dodp

banus 1o AC; discharge spell 1o pain bonos equal w hall

caste] level,
B1h-Level Cleric Spell
Summon Golem: Summon acloy, Hesh, iron, or stone golem
From a small amount of like marerial

DRUID SPELLS

end-Level Dpma Spells
Animalistic Power: Subject galns +2 bonus o Sir, Dex
atd Cimn
Dirifes of the Shalm: Crepte ditheoll rerrain made of snow
|L':.E"v'l.'.\-.|ll .ih]!.
Linked Perception: Allies gain 2 bonus/allv in spell apea
an Listen and Spor checls.

hd-Leve| Dpuid Spells
Alter Eortune™: Cause pne crearute o rerell any die moll
Crown of Clarity: 2 10 Listen and Spa .[|H-;|'|-.1r!_rg- spell
o Ealn b
Evard's Menacing Tentacles; Grow two tenricles with 10-f
reach that deal 1d8 damage each

fh-Level Dyuid Spells
Call of Stone: Slowly turn subjecy to srane
Healing Spirit: Ball of light heals 148 /round
Meteoric Strilee: Melee artack deals an exrra 1da damage +
(da/4 levels; adjacent creatures 1alie hall damage
Renewed Vigor; Remove fatigue and 42 bons o Coanstiry

i e i | —rp: |
tion for | round./Jevet

Sth-Leve| Druid Spalls
Blood Creepers: Vines deal | /level damage for multiple
rewnds and enmngle sne Crearone
Longstrider. Mass: Allies within 60 (L gain =10 [ bonus
to speed
Magic Convalescence: Spells cast nearby heal you |
I:I_i} '-']'-l'l1] Jevel

Radiance: Creates dayligh thar dazeles undead

B h-Leavel Diid 5p-"|i'-
Bones of the Earth: Creare pillars of stone
Chasing Perfection™; Subject gains +4 ro all abilities
Thunder Field: Crearures in drea talie 1d8 sonic damage/
Il.".IIIlJ. |'L!'.I..". i:d.‘.;'] |:'II'H!II|.

1 I

th-Level Druid Spelis

Animalistic Power, Mass: As aimmalislic posser, bl :1'.|L|!ip||'
subgerts

As the Frost: Transform inw a creature of cold,

Plagme: Onpe crearure/level contraces quickly terminal
diseqse

Wrack Earth: Degls (dp damape/level imax 15de) 1o creg:
rures 7n i bine and creares 4 wall of rubble

DUSKBLADE SPELLS

I151- Level Nuskblade 5pells

Bighy's Tripping Hand; Hand trips subject

flade of Blood: Weapon deale Lids damage, or +3da 1 vou
fake & poine of damage

Deflecr, Lesser: Gaini deflection Bonus of «1/3 levels imax

&) againsr one artack

Kelgore’s Fire Bolt: 1dé fire domuoge/Tevel imax sda|,
partially {gnore SR

Rouse: Awakens crearures in rea.

Stand: Subject stands up lrom prone

£ 11 =1 | |-"'.I':.|'.'Ij|_|l,|jlf' wpel|s
Animalistic Power: Subject gains +3 bonis to St Die,
and Coin
Bighy's Striking Fist: Hand deals tdé nonlethal damage/2
lewiels fmax sde’ and knocks subicert back

Defect: Gain bonus ro AC lor ane artack.




Dimension Hop: Teleport subject short distance

Secking Ray: Ray deals 46 electricity damage, ighores
conil mens and cover; you gain +4+ on atacks with roys
apuing] the subject

Stretch Weapon: Meles weapon gains 5 {1 of reach for one
ek

Sure Strike: Gain +1 bonus, 3 levels on nest alinck

drd-Level Duskblade Spelis
Crown of Might Gain -2 Steength, dischirge 0 gain -8
bomus for 1 pound,
Crown of Protection: « | deflection bonus 1o AC, +1 resis-
tance honus on saves; discharge (e gain <4 far 1 ound
Disp@iling Touch T"lif-!-u:I e |'n:3gi|‘:.'| effécr on touched
sutbject

Doom Scarabs: Scarab swarm deals Lda/2 levels, gives you
temporary hit poins

Encrgy Aegis: Sulbject prins resistance 20 against ong energy
type Dt pie grisck.

Energy Surge: As lpsser nergy aivpe, hut 2de damage

Halt: Subject's feer become stuck ro groumd.

Regroup: Teleports nearby allies 1o vour side.

4ih-Level Duskblade Spells
Channeled Pyroburst: Deal Are damage, amount and radios
tused on casting thng
Toxte Weapon: Coars weapon with polson

sth-Level Duskblade Spells
Slashing DiﬁPEL Ag dispel fmagid, bur creartives fale damage
|-' i -q‘".‘J |'-i L]'i‘_i.]"l:”!‘.tl
Sonic Shield: +4 deflectinn bonus to AC, 1d8 sonic damage
and push back creatures rhat hit you in melee

PALADIN SPELLS

2nd-Level Paladin Spells
Crown of Smiting”: +2 damuge bonus, dischatge o gain <&
damape on single artack
Mark of Doom: Subject (akes 1de damage (o each hosls
actier

ird-Level Paladin Spell
Healing Spirit: Ball of light heals 1d8/round

4th-Level Faladin Spells
Blessing of the Righteous: Wenpons deal +ila haly darage
ind begcome good-alignad
Divine Retaliation: Werpon appears and strikes thase
who artick you
Meteoric Strike: Melew avrack deals an éxten 1ds damage -
tda /4 lovels; adiacent crearures mle half damage

RANGER SPELLS

Ist-Level Ranget Spell
Linked Perception: Allies gain +2 bonus/ally in spell ares
on Listen and Spot chegks.

Zud-Level Ranger Spells

Animalistic Power Subjecr gains =2 bonus to Str, Dey,
and Con

Crown of Clarity; +2 o Listen and Spor, dischprge spell
o gain +8

Curse of Arrow Attraction: Subject rakes -5 penalty 1o AC
ppainst ranged attacks

Hunrer's Eye: Gain «idda snealt artack damage /3 caster lovels
for | round

Sharte Talents: Subjécts gain +2 bonus on skill checks.

dth-Level Ranger Spell
Lonpstrider. Mass: Allies within a0 ft gain =10 fr, honus
to speed

SORCERER/WIZARD SPELLS

lst-Level Sorcerer/Wizard Spells

Ak Deflect, Lesser: Gain o defllection bonus of +1/3
levels (may +5) AgEins] gne wttack

Con|  Stand: Subject srands i brom prome
Kelgore's Fire Bolt; 1o fire damage/level imax 5da),
partinlly lgnore SR

Ench Rouse: Awakens creatures in ared,
Whelm: Deal 1de nonlethal damuage -1de/2 leyels
abeve 15t imax Sde

Evoc  Bighy's Tripping Hand: Hand teips sulsject
Kelgore's Fire Bolt: (e fre damape/level  max 5da),
pattially ignore SR

Necrn Blade of Blood: Weapon deals +1des damage, oy +3d6
If v (ke 5 poinis of damage

Trirs Burning Rage: Subject tales 4 pobnes of damage/
round, gains artack bonos and DR

Znd-Leve] Sarcerer/ Wizard Spells

Abiut Defleet: Gidn bonus to AC for one attack
Dispelling Touch: THspel ane magical effect on
i hed subjec

Conjp  Cloud of Knives: Release one knife/round, 1d6
damage +1/3 levels (nay +5)

Dimension Hop: [elepsrs -|L||‘|_1'|_'+.| shafr distance
Kelgore's Grave Mist (da cold damage/livel, cause
fatigue, partially ignore SE

[T Insight of Good Fortune®: Subject rolls twice
takies best regult
Master's Touch: Subjece gains immediae 4 bonug
i skl cheele
Sure Strike: Gain <1 honug/3 levels an next attack,

Ench Black Karma Cuorse: Subject damages self with
meles acfuck
Sray the Hand: Change subject crearure’s artitnda
to helpful for1 round
Whelming Blast: | 5-loof cone dials 1de nonlethal
damage/2 levels [y sda)

Evor  Biphy's Strilking Fist: Hand deasls 1dé nonlechal
damage/2 levels {max Sdeiand knocks subyject back,
Bighy's Warding Hand; Hand of force slows
OPPOnEnt
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Tuis

Mecro

Electric Vengeance: 2d8 damage =1/ level (mas +14)
o opponent who damages vou i meles

Seeking Ray: Ray deals 4de elecrsicity damage
ipnores concedlment and cover, you gain +4
nrtacks with tays against the subject

Blinding Color Surge; Blind subfect for | round,
gain fnvisibility

Vertigo: Subiect créarure must suceeed op o OC 10

on

Balance check to move each round.
Kelgore's Grave Mist: Lda cold L‘]iirn.'|jg||.'.-' leviel, eause
(arigue, paridally ignore S,

Trans Animalistic Power; Subject gaing +2 banus to Str

Dex, and Con

Celerity, Lesser: Take 4 miove action immedisgaly
bur be dazed (or | round.

Energy Surge, Lesser: (ne artack deals anexira 1ds
energy damape

Increase Virulence: Poison's DC mcreases by 2
Share Talents; Subjects gain +2 bonps op skill
checks

Stretch Weapomn: heles weapon 2alns s fr. of reach
ot pne attck,

ird-Level Sorcerer/Wizard Spells

Abjuz

Con|

[

MNecrn

Energy Aegis: Subject pains resistance 20 agalns
one enecgy 1ype Tor Comie il rad k

Energy vulnr.rallility: Subjects gain vulnarabilit
fis thie :|T-'|."l|"i|.||.'|.| ENErEY,

Dimension Step: Allies can lmmediarely (elepore
a distance aqual o their speed

Lirminous Assassin, Lesser: SUmimons wn dsssssin
1o dttack the subject

Melf's Unicorn Arcow’s 1d8+8 damage and byll
rush; <1 unicorn arrow/3 levels bevond Sch
Regroup: leleports nearhy allies ta vour sids
Scattering Trap: Imbue ane S-f. square (2 levels
with felepor! map,

Alrer Fortune®; Cause one creature po reral] any
clie rall,

Crown of Clariry: +2 to Listen and Spor, discharpe
spell ra gain «F

Hesitate: Foce subject to |nse actions

Inevitable Defear: Subjecr rakes 4dé nonlethal
datmage,/Tound

Bighy's Disrupting Hand; Hand disrupis appo-
nent's spellcasting,

Prismatic Mist; Mulricolored mist las random
st hect

Ray of the Python: Creature can only artack once
per round, cannot make miacks of opporuniry—1o
ft. penaley to speed.

Legion of Sentinels: Chostly swordsmen threaren
i \i-toot radivus, deal 1d8 damiage 4173 levels (max

Vertige Field: Crearures have 20% miss chance and
possibly become navseared

Crown of the Crave: Commuand windesd, disehirge
to guin «4 on turn or rebuke

Trans

dth-Lew

Crown of Mighe: Gain +2 Srrength, discharge
gain +8 bonus for L roand.

Crown of Protection: +1 deflection bonus ro AC,
+| resistance honus on sgvee, discharpe to pain <4
for 1 round

Curse of Arrow Attraction: Subject taltes -5 pepalty
ro AC apainst ranged artacks,

Energy Surge: As leser gnerpy gr, but 2de damage
Evard's Menacing Tentacles: Grow two tentacles
with 10-0t. reach thar deal 1d8 damnge each,

Halt: Subject's feet become stuck to groumd

e| Sorcerer/Wizrard Spells

Abjur Condemnarion: Lowers subject oursider’s SR and
stuns for 1 round.
Slashing Dispel: As dispef niagic, but crearures tike
damuge for spells dispelled,
Stifle Spell: Subject must concentrare or borch
sped]

Conp  Bright Worms; Fiery worms damage enemics within
a0-fr. spread
Doom Scarabs: Scarab swarm deals 1de/2 levels,
gives vou empordry hit points
Explosive Rune FieldM: Area is covered with runes
thut explode on contacr with créarures,

Ench Whelm, Mass: Lde nonlerhal domage/level (max
L) o | crearure/evel

Evor Bleakness: Lda damige/round o living cresiutes,
grants undead turn resistance and fast healing.
Channeled Pyroburst: Dedl fire damage, amount
and radius based on casting time
Crushing Grip: Subject tkes -2 on artacks, checls,
saves, and AC and -20 fr. penalty to speed, might be
partlyzed
Slashing Dispel: A= dispel mage, bue creatures raks
damage for spells dizpelled

Ul Crown of Veils: Gain +2 o DHsgodse and Hide,
dizcharge to pain £
Mirror Image, Greater: As mirror gy, but gain
an additional image éach round
Phanrom Rarrle: Hlosion of barrle Banls creatures
and denfes arracks of ppportuniy

NMegre Doom Scarabs: Scarab swarm dzale 1de/2 levels
grves vou temporary hir poinrs

lrans  Baletul Blinle Subject ha= 0% chance of frilure on
atracks and spells
Call of Stone: Slowly rury subject to stone
Celerity; Take d stindard action immediaiely, bur be
dazed tor 2 mound.
Trollshape: You vake on the form and abilities ol
a troll

Linge  MysticSurge: Ally's spell pains+3 DC and +1 caster
[evel

itli-Level Sorcerer "Wiziard Spells
Abiur  Field of Resistance: Zone provides SR 11+ caster

lewel

Mana Flux: Magic inarea has 20% [ailore chancy



Fth-Level Sarcerer/Wizard Spalls

Luminous Assassin, Greater: As limanous assassin,
bur the assassin is more powettul

Necro Pulse of Hate: Nearby enemies take 2d6 damage;

Trans  Animalistic Power, Mass: As amimalstic power, but

As the Frost: Transform tnto 2 crearare of cold

ath-Level Sorcerer/Wizard Spells

Chain Dispel: hspel multple magical effects 1o
multiple creatures
Plague: One creature; level contracts quickly rerme

Cony  Dimension Shuffle: Teleport muoltiple crearures
short distances within line of sight o
Luminous Assassin: As lesser lunminous assassin but
the assassin s more powerful
Toxic Weapon: Coats weapon with poisan roumnd
Ench  Locive Riot: Subjects sttack nearest creature.
Evor  Electric Vengeance, Greater; As electric vengennce, but milttple subjeces
sd damage 41/ level Imax +15) and daze subject:
Radiance: Creates dayhal thar dazzles undead
Sonic Shield: v+ deflection bonus to AC; 1dE sonic
damage and push back creatures char hat vou 1n melee, Avhur
[llus  Friend to Foe: Make subfect crearare believe s
allies are 1ts enemes. Kecro
Irans  Dance of Blades: A weapon attacks on s own nal disease.
LEtherealness, Swifi: Subject momentanly becomes [rans

ethereal

ith-Level Sorcerer/Wizard Spells

L]

=

Ench  Overwhelm: Nonlethal damage knocks out subject. Conl
Evoc Thunder Field: Crearonres in area take 1d8 sonic
damage;round, knocked prone Ewvoc
frans Chasing Perfection®: Subject gains +4 to all abilities.
Energy Surge, Greater: As encrgy surpe, but 3de [rans

damage

Celerity, Greater: Take a full-round action immedi
ately, but be dazed {or a round.

H1h-Level Sarcerer/ Wizard Spelis

Summon Golem: Summon a clay, fesh. iron. or
stome golem from a small amount of like material,
Detonarte: Slavs subject and creates 20-ft-radius
explosion that deals 1da demape/level (max 20ds)
Dragonshape: You rake on the formand abilities of
i Muge red dragon

lter Fortune

Mvination

Level; Bard 3, cleric 3, drusd 3, sorcerer/
wizard 3

Components: V. X

Casting Time: | immediate action

Range: Close (25 1+ 3 f./2 levels)

Target: Dne crearure

Duration: [nstantaneous

Saving Throw: None

Spell Resistance: No

Wil single ubleranee, yoir craale a moren
lary distartion Hhad engnlls ard corifounds

Vil fov

Youchanget hie tlow of chance, o SIS
the subject to immediately reroll any
die toll 1t just made, Tt must abide by
the second roll

XT Cosl: 200X

nimalistic Powel

Transmutarion

Level: Cleric 2, druid 2, duskblade 2
ranger 3, sorcerer;wizarrd 2

Components: V, 5, M

Casting Time: | standard action

Range: Touch

Target: Cregrure jouched

Durarion: | mimae, level

Saving Throw: Will negates ( harmless)

Spell Resistamce: Yes (hormless

A sparkling mumbuws o] green light
appears around e creature. As th light
fades, the sreakure seems a shade large)
|II!||l AESTRIEs & more |IIIIIII|I:|I‘i['|. P i

feval eonnlerance

You tmbue the subject with an aspect
al the narural world. The subject gatns
& 'r: en h.!l'l\'l"“'l.l:hr i‘.'lll'lus [N hrn‘hglh.
Dexteriry, and Consriruion,

Material Companent: A bit of anemal
Fur, feathers, ar skin,

Animabistic Power, Mass
Transmuttion
Level: Clecic 70 drutd 7, surcerer/

wizard 7
Range: Close (25 1t
Targets: One creature/level, no two of
which are more than 30 froapar

¢ 5 1-1 #2 levelss

This spell functions like anrmalshe
power, cxcept that i atfecrs muliple
Creatiire

As the Frost

Transmutation [Cold|
Level: Druid 7 sorcererywizard 7
Components: vV, 5. M
Casting Time; 1 standand acfon

Range: Personal
Target: You
Duration: 1 round/ level

With a ersialline tinkling, vonr body
Leanstorme oo o fgnee ol e and cald,
vonet equaprment melding inlo your new
forur, Your shan becomes beillinng bl
v trivrspareit, withe glompses ol liquid
beneath. Frost forms across vour hands
and arms, drpping down W form kfe-
likee woieles, Your breeath hisseswibobe m the
bitterly eold o surrounding you, Stow
swwarls aboid you as your presence [reezes
the ands wonsture. Tew crystals spread from

vl foanlpvits

Your credrure type changes 1o out

sider. Unlike vther oursiders, vou

can be brought back to life (Fyou die

in this form
You gain the tollowing qualities and

abiliries:

* Ltmmunity to cold

« Dlamage reduction 10/magic and
prercing

* At the beginning of your acton, crea-
rures within 15 feer of you rake 2da
points of cold damage per round. A
crearure tharsakes damage from rhis
efect must make a Fortitude save
DE 17 + your kev ability modiher)
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Baleful Blimk

iz
=
&
s
=

5
==

or be slewed, as the s

spell, for the remaining

duration of as the frost

Spell resistance applies

ta this ettoc

Makeriad Comrpamnen| A bk
of ice or crystal

Transmuiation

Level: Bard 4, sorcerer; wizard 4

Components: V

Casting Time: 1 standard
acron

Range: Close 125 fr. 4 § fr. /2
levels)

Target: One crearuse

Duration: | roundlevel

Saving Throw: Fortitude
negates

Spiell Resistance: No

¥ouu canise the creadiree Ly v ol of

existence erratically, pmich Lo ifs chagrin

Youcurse one crealure tos rustearing
existence on the edpe of the Ethereal
Plane, Thesubjectshimmers berween
the Ethereal Plane and the Marerial
Plane, has 2 50% miss chance on any
mielee or ranped aracks tas ifthe targer
of the amack had roral concealment),
and there 152 50% chance thar any spel|
she casts does nothave an effect on the
desired plane while she blinks berween
the planes.

Becouse the magic of the spell only
causes the subject to blink when
actacking or casting, strackers have
no miss chance against her and spells
cast agninst her affeer her normally.
Because the blinking 1= so rapid, she
cannotattempt to blink through walls
ormove 171 the Bchereal Plane

The subjectof o biteful Wlink spell can
cast spells on iselt with mmpunicy: 1o
this case, it has no miss chance because
the targer of 15 spell Ueself) mravels
along with rhe spell. The subjecr can
also rarger creatures on the Erheresl
Plane, bue still has g 50% chanee of
fatlure om artacks and spells Spells
with the force descripror are unaffecred
by the effecr of baleful blink

Bigby s Chisi Wpting Hand

Evecation [Forve|
Level: Sorcerer/wizard 3

Fonit sarmy Mgl ble dw oariddt

Components: V. 5, F

Casting L'ime: | standard scoion
Range: Medtom (100 B+ 10 £/ lewvel
Etfect: Une hand of force
Dration: | mnure (T

Saving Throw: Mone

Spell Resistance: Yes

Acsmall, spectral lnoman band springs i
extstenge before yorer tavget. T hovers o e
ety readly do ilelveer o baclehanaee blow

Like Bighv's mierposing hand, this spell
credtes o magical constroorin the form
il a human hand. The hand rarpers &
single opponent ol vourchoice wirhin
range. You choose this opponent as vou
cast the spell You can rargern differem
opponent with this spell by raking 2
move aoron i doso

When the subject of Bighy ¢ dorupt
g hand atvempts o cast o spell, the
hand punches lim, Thisartack causes

o damage, bur it forces the sul

make a Concenrration check wirha
DT equal o this spell’s save DC 1
the subjecr fails the check: rhe hand's
blow ruins his casting artempr.
The hand is abow 1 foor long,
It has kit pormnts equal 1o halEyoir
full noomal b pornrs, and s
AL 15 20 (44 size, =6 naturaly
1t makes saving throws using
vour iotal save bonuses and
rakes damage from spells and
arreclks as normal

Focus: A soly glove,

Bigby's Helptul
Hand
Evocation | Foroe|
Level: Sorcerer/wizard |
Components: Vi 5, F
Casting Time: | standuord
ACTIOT
Range: 0 fr
Effect; Ome hand of force
Duration: | hour/level (T¥)
Saving Throw: None
Spell Resistance: No

A mragical comstruch i theshgpe ol a land
appears pexl 1oyon, 1s ingers open towsri

v, wakbomg oy o haral o an tfem

This spell creates a hand of magical
[orce that hold= wems for you, helps
vou complete long, involved rasks, and
otherwise aids vou The spell grants
you a+3 competence bonus on Craft
Chisable Device, and Open Lock checks
tor the duration of the spell 1t can
hiold a single object weighing up o 20
pounds. You can grasp the object thar
the hand carries or place an object in
its grasp as g swift action, The hand
remains in your square ar all rimes, [
matches your speed, and you can bring
the hand and the olect along with yvou
1t vou use dimension door teleper, and
srmidar spells. You cannot order the
hand o move away brom vow: IF you
are separared from the band, the spell
immediaely ends.

I'bie hand is about 1 foor long, |t has
hit points equal i hal fyourful | normal
bic points. and fts AC 15 20 44 size,
+ i —|.|1'.|r:ii || TI'I.'IlI'u'."' sVIiNE ||"IT|'IH."‘C
u=loE Yol |.|J[.J| =AYE |.|L|].||.|."l|.'1' .'|.'|'.f
takes demage from spells and attacls
as normal

Focns: A sobr glove



Bigby s Strikimg Fist

Evocanon |Force|

Level: Duskblade 2, sorcerer/wizard 2
Components: V. 5, M

Casting Time: | stantard action
Range: Medium (000t + 10 £ level)
Targer: One crearure

Durarion: Insranraneous

Saving Throw; Reflex parial

Spell Resistance: Yes

A lavge glowmg fist, the size of o ltuean

[ovwsm, appenrs n Ivemt ol Uhe greatuire dmd

lamms plo gf werlbe gl foree
E

The artack bonus of this shrkmg fisl
equals your caster level + your key abil-
lry modifier + 2 forthe hand's Strength
score (14). The fist deals 1ds poines of
nonlethal damage per two caster levels
imaaimum Sdé; and dttemps o bull
rush (FH 134), The fist has a bonue of
4 plus +1 per rwo caster levels on the
bull rush artempt, and of suceesstul w
knocks the subject back in a direction
of your choice. This mpvement does
nol provoke stracks of opportunity. A
subject that succeeds on s Reflex save
takes halt damiage and is not subject to
the bull rush atrempn

Material Components; Three glass
beads

Bigby s Trppng Hand

Evpcanon [Force]

Level: Duskblade 1, sorcever/wizard
Components: V. 5, M

Casting Time: | standard acrion
Range: Medium (100 fr + 10t level|
Larget: (ne creature

Duration: Instantaneous

Saving Throw: Hellex negates
Spell Resistance: Yes

A bvge glowning hang, the size of i kuman
lorso, appears i front of the ereatire and
streeps af is legs:

Lhe large hand sweeps ar the targer
Credrane s |I:_"§-l5 kT & 1|'l]'|]—"--|g maneuwver
PH 1538, This trlp attempt does not
provoke artacks of ppportundry s
grtack bonus equals your caster level
i your key ability modifier - 2 for che
liands Strength score (14} The hand
bt o bonos of + 1 on the trip attempt for
every three caster levels, toa makimim
of +5 at 15th level.

Miderial Cantpoments Three glass

|'H','Il.|.‘-.

Bighy s Warding Hand

Evocarion [Force |

Level: Sorcerer/wizard 2
Components: ¥V, &, F

Casting Time: | standard action
Range: Medium (100 fr. + 10 fr/level)
Effect: Une hand of force
Duration: | round,/ level |
Saving Throw: Mone

Spell Resistance Yes

A sprectral B T spivings ke exa-
benee. It pushes ik the target, Jercmg bt

track as W altempls fo proue

This spell crentes n hind of pure loree
that hinders the subject's ability to
IMEYE. You I:I:-.ﬂ!.;l'.!'lll‘ d '-.::llll)-_lt". '."ul'll.']'l
casting this spell You can chanpe the
spellstacger by raking o move action 1o
doso. This spell has noeffect on Huge
or larger crearires

If the tareet of the spell attemprs to
move, it must make 7 Strength check
t0C 12 = your key ability modiher)
If this check lails, the creature moves
il halFspeed. The 1argel most make 2
new check each ronnd 1o overcome the
hand's hindering force

[he hand is abour | foot long. It has
hit poihes L*L]||:|| (&} |1:.'||-}f'L.P full mormal
hil points and its AC 18 20 (+4 siee
~t matural) I mokes saving throws
||E|-'i|-|-g YOLT rr'-|:i| SAVE |'.l|:?l|'|'_|:1'|."'.l J['lLI
rakes damage [rom spells.and armcks
15 norrmal

Fop s A soft glove

Blavk Karma Curse

Enchantment (Compulsion; |Mind-
Affecting |

Level: Cleric 2, sorcerer/wizard 2

Components; ¥\ 5

Casting Timue: | standard action

Range: Close (25 {1+ 3 Fr/2 levels)

Target: One crejture

Duration: |nstaniansous

Saving Throw: Will negates

Spell Resistance: Yes

Wbt a o wrid gestieryon ol e
bewntdered treatiime b allack II-.r'||.I

1 the tirget eredrires suving chrow
fails, ir |mmedistely rakes damage

as Wit had hitselfwith fes eurrently
wiglded weapon lor narur] weapon), L
the creartire has move thah one elipible
attack form, o uges the one thar deals
the mst duymsge.

Blade of Blood

Necromancy

Level: Assassin |, blackgiard 1, cleric 1,
duskblade 1, sercerer/wizard 1

Components: V, 5

Casting Time: 1 switt action

Range: Touch

Target: Weapon ouched

Duratlon: 1 round/level or unnl
discharged

Saving Throw: Nong

Spell Resistance; No

e blood erupts along theweapon's blade,
tliiageon, o poont. The blood draps to spatler

i Whoeke, vescons divops wpon the grownd.

Thisspell infuses the weapon touched
with baleful energy. The next rime this
weapon sirikes a living creature, blads
of hlnod discharges: The spell deals an
extra ldé pornts of damage against the
targer ol the atrack. You can voluntarily
take & it points of demage to empower
{hl:' ‘-\'{‘:t]“."l'l [ {4] '\,.st'dl an exIta :llfl POLTTS
of damage tfor & toral of 3de poines of
extra damage)

The weapon loses this property 1l
its wielder dreops it orocherwise loses
comiact with ir

Blade Brothers

Abjurition

Level: Bard 2, cleric 2

Components: V, 5

Casting Time: 1 standard acron

Range: Touch

Targets: Two willing crearures

Duration: | minute/level or ant
discharped

Saving Throw: Will nepares (harmless)

Spell Resistance: Yes i harmless)

Yo mach ol mnd fowch foar cromtires,
il |rw|l.r|'f;|||r11_:_lrl|1rr if il tienlaved light
bty fivrms betusden thene,

One titme during the durarion of this
*-i|'":'|| when one subiect of Ihl- _-.p-r::,l
areetnpts 8 saving thoow, both reciplents
can roll and spply the more favorable
rissnle When rolling: sach stbject tses




his gwm save bonus and save modifiers.
L hoth saving throws [, both creq
rures suffer the comsequences of o failed
save, even if the effect thar prompred
rJH." SAVINE |..|i|(1'l.'|' li'l1"|l'!r' .lI-Jlf\'l.“‘_"Ll o |,||.
the subjects, [F the affected creatures
move more than 120 feer away from
each other after the spell 15 cast, the
effect emils,

Bleakness

Evocation [Dackness, Evil]

Level; Cleric 4, sorcerer/wizard 4

Components: V, 5, [1

Casrting Time: 1 standard action

Range: Close (2501 + 5 (1.2 levels)

Area: 20-{tadivg emanation cenrersd
on a point [ space

Druration: 1 round/level | D

Saving Throw: None

Spell Resistance: No

A pulseng dovkwess blaeds froor v Iy

You conjure upa cloud of inky darkness
laced with life-sucking energv from
the MNegarive Energy Plane. Living
CTENUres I |h‘f arei |.t|"u{" Idl‘I ['{'l]“rl"\-
of damage each round, starting in the
round when they enter the area and
a1 the beginning of their turns each
round rhey remain in the area, The
damage can be prevented by any elttees
rh:“ T"TI”i.'l'“; .|_E.|||_|‘|| I'll‘!-_":”l'-"',," |"|'|I.'|'|_;'|\'
strch as death ward

In addinion, undead gain rurn rests-
tance -+ and fast healing 4 for as long as
they remain i the aren of the spell.

Blenkniss counters or dispels any
lighr spell of equal or lower level

Blessing af the Righteous

Evocanan |Good]

Level: Uleric 4, paladin 4

Components: V) &, [

Casting Time: { standard action

Range: 40 to.

Area: All allies in o 40-Fe-radius buese
LEnTere L‘I T VO

Duration; | round, level

Saving Theow: Will 1

Spell Resisrance; Yes harmless)

! |I.:IFI1|||1'"i.-|-'

A suedden bueit af feaem, vaduant hati)
engailfsyoi and yorrallies, The light foeles
i felye bt litigers ani e i pots of Hiose

|I|r|l'|1||':|.

R

Yiui bless yourselt and vour allies.
Yiou wnd your allies' melee and ranged
grtacks deal an exera 1dé points of
tnd nre considered good-
aligned for the purpose of overcoming
damage reduction

holy da ITape

Blinding Coler Surge

Hlusion IClamer)

Level: Beguiler 2, sorcerer/wizard 2
Compeonents; V, 5, F

Casting Time: 1 standard action
Range: Medwmm {100 fr « 10 ft /level)
Fargets: You and one crearure
Duration: | voumd/ level
‘:;:ll.-'lng'['hruw: Will negates

Epu”i Resistance: Yes

You ponst at the laroet of this spell The
eolars of vour clothing, ko aod loap shine
faw i bl mamient befove they suyipe muay
fromel yonds formriee a inlMacolorea ray thal
sirifees your targel You disappear a5 the
eolires of yoner boddy ol 1erms leagp from you
it e b, The laveet clutches his eves

il sl ey

Youstrip the color from your body and
geay, rurn it lneo 3 lance of energy, and
el it ar o targer When you cast this
spell, you targer a crearure with the
colers srvipped {rom your form. The
racger must make a Will save or be
blinded for { voumd,

Yo alse gan the benefin ol sl
ity, tor the durarion of this spel|, even 1f
the mrger crearure succeeds.on its save
orif s spell resisrance prorects i

Foris: A gmall prism

Blowod & EEDET!

Comjuratbom |
Level: Drugd 5
Components; V.5, [OF

Casting Time: | spndard action
Range: Medivm (oo fe + 10 e level)
Larget; Cine crearure

Buration: | round;level

Saving Throw: Fortitude negares
Spell Resistance: Yos

rEanion

Thareny vares bk femm the proalore's body,
pundhumg thraugl bone; fleshs and skin to
ot (e s @il legs and tether i fo

Hie i

The subject takes | pomnt of plercing

lamage per caster level (maximum

L2 as the creepers rip apart its body
In addition, the creepers enrwine
securely around it teapping s legs
and arms. The subjecr is immaobilized
inmable o meve from irs corrent loca-
tien) and entangled.

Each round, the subject ralies an
extra 1 point of percing damage per
cazter level imaximum 150 unless ji is
able 1o escape. A rrapped creature can
artempr 1o breal tree with o DT 20
Strength check or wriggle free with
a OC 2% Escupe Artist check, either
of which ends the spell il successtul
Uirther creatures cnn use the md another
acrionas normal on these checks, They
can |1!.1kE |.'|||.||.'lf.h Jg]ln'}l |i|-'|.'_"n'.' VIS
a5 if they were wooden objecrs with a
thiclnessof 3inches tsee Smashing an
Ubject, PH 185},

Despite irs nome, Mood rrecpers is
equally effecrive on living and non-
living cresrures,

Bones of the Earth

Comuranon (Creation) |Earch|

Level: Druid &

Components: ¥, 5, OF

Casting Time: | standard action

Range: o0 1

Effect: One 5-ff-diameter pillar of
srone per round

Puration: 1 round/ 2 levels (1)

Saving Throw: Rellex nopates

Spell Reststanece: No

A opitlay ol vock explodes wpwsard [vom the

araind,

Each round asa srandard -serion, vou
conjure & pullarof rock thar burses from
a stone of earthen surface anywhere
within rhe spell's range, Each pillar
fills & s4oar square and grows moa
beighr of 20 feer or untl &t hits a bar
rier such gsa cetling or wall, A Large
(K11 ‘;lT‘..l”I‘.'l'l'l-?l.,':i.“l'l'l: ina 'ﬁfl{!.l'l'!' '..'-'I'H"rl' H
pillarerupes muse succeed on o Reflex
save or be carried upward by the foree
ar: If m pillar is created inop
rom with a ceiling hetghi of 201 feet
or less, the tock slams into the celling,
dealing 4de poinrs of damage to any
CTEablre H“:"!"' il

In u location wirh o cetling helght
of more than 20feet, a creature carned
utp by & pillar must succeed on g DC 20
Balance check or fall from the top of

of the pi



the pillar whenit reaches irs maximum Saving Throw: Will negaes This spell works like lesser colevity

hieight. Om a tatled check the crearure Spell Resistance; Yes except that you pull even more time
plummers m the ground, raking 2ds into the present, When you cast this
peints of damage [rom the fall Asyou ymbee an ally with this spell, o spell. you can immediarely take p
You can also cause a pillar 1o erupt minthus of shinmmering Blue flane s standard action, as if vou had readled
(rom 2 vertical surface, in which case rounds i He winees i pag as the m action, You cah even interrupt
any creatpres in the pillar's path must flanes seorcly hus flesh, It wher the eldrrtely another creatute’s turm when you cost
succeed on their Reflex saves.or take powver flovwes b Hom, bits moiseles saivae thisspell However alter voutake the
ide poinrs of damage and be knocked wyih mght standard acthion granted by this spell,
prone. vou are dazed until the and of vour
The pillar created is permanent  This spell imbues o creatuce with burmn next frn
and has AC 3, hardness & and 900 hir ing n'l:lt:h":l| emergy that enhaoces the
poiats, & pillar can be chimbed with o subject's strength and endurance. The  Cetlerity, Greate)
I 20 Climb check seaning energy also burns and infures Transmulition
the subject Level: Sorcerer/wizard B
Bright Worms The subject of (his s]:lt'” s o +1
Comjuration (Creation| [Eire| bonus on attack rolls a +3 bonus on This spell works ltke ielevity, excepr
Lewel; Sorcerer/wizard 4 damage rolls, and damage reducoon upen casning thisspell you can frmme-
Components: V, 5 2/magic, Thisspells burning energy  diarely ke a fullround action (or o
Casting Time: 1 siandard acrion deals 4 points of fire damage o the standard action plus o move dction, or
Range: Medwm (100 fo +10 fr./ beval| subject at the start of each of 1s turns twio move actions] Alter performing
Area: 20-fr-tadws spread until the spell's durarion expires or you thisaction, youare dazed wntil the end
Daration: | round level (D) dismiss the effect of Your next rurn
Saving Throw: Retlex halt
Spell Resistance: No Call of Stone Celernity. Lesses
[ramsmutation [tansmutation
Witha lnud pop, @ mesl of writhg warms Lewel: Diruid 4 sorcererwizard 4 Level: Bard 2, sorcerer/wizard 2
nf multiolored highl appears i the air Component: | & Components: V
Casting Lime: | standard acrion Casring Time: | tmmediate sction
You create a koot of bving lght with Range: Medium (100 fr. = 10 bz level) Range: Personal
wormlike endrils extendingout from  Targer: One crearune Target; You
the mass. The worms hang |h the Duration; | round 2 levels Duration: Instantaneous
alr as il suspendesd. The worms.drifi Saving Throw: Fortitude partial
away from the paths of your allies, Spe]l Resistance; Yes You bovrew a slhice of time from (e Nilure,
but they arrack enemies that enzer pulling 11 ite the presend so that you
the ares, lashing our with lighining A beam of sickly gray enesgy strikes the  can et
speed and combusting crearures thar  tavget of this spell Le neguires an ashen
they rouch tame to lusshin: Whith each passimg mament, Upon casting this spell, you can
When you cast the spell, and in the grayish tone beepmes deeper in color as immediarely rake a move acrion. After
egch larer round ar the beginning of the target lvansfornis nlo a stone shatne, pertorming this acrion, you are dazed
wour rurn, the famingworms deal 2déa until the end of vour next turn.
points of fire damage o any of your [his spell slowly rranstorms & creature
enemies in the area The hre damage into an inanimare stone statue, The Chain Dispel
inereases as your gain levels. ro3daper  targer musy make a Forritude save Abjurarion
round foran Lich-level caster and 4da gach round for rthe duration of spell ar Level: Cleric 8, sorverer/wizard B
pertound fora 15th-level easter, rhie starr of its ruen or rake 4 cumula Components: V, 5, M/DF
Ay area spell that deals cold dam tive 10-door penalry m speed and a Casting Time: | standard acrion
pge eliminates the brighl worms from -2 penaley to Dexreriry, I the trger's Range: Close (25 i1 = 5 f1./2 |evels)
[ ares) speed drops to 0 feer, ir cannot move Targets: Ore oF MONE Creary res, o 1w
If the target fails tour or more saves, o of which are more than 30 fr. aparr
Burning Rage permanently rranstorms inte p staeue Dhuration: [nstantaneous
Transmutation as if affecred by flesh to stomie. Any effect Saving Throw; None
Level: Sorcerar/wizard 1 or spéll that ceverses lesh b0 ifone also Spell Resistance: No
Components: ¥, & cures this condition
Casting Time: 1 standard acrion A coravee b bolt eips throegl tho ao
Ranpge: Close (25 (1 +5 :'L._.-'E levels Celeryt y ||||||rrrJr|.l_|.: IR perner ofw (1 ST ey each
Target: {ne creajure Iransmutation tavgeted crealbire

Duration: 1 round/leval (1) Level: Bard 4, sorrerer/wizand 4




Each ereature struck by this spell is
affecred as (Mhy o targered dispe! inagte,
excepi that you can add your casrer level
o the dispel chieck, wp 1o 0 masimom
of 25,

Muderial Comporent: A pair of bronze
nails, each no less than & inches In
length

Channeled Divine Healtl
Conguration [ Healing)

Level: Cleric 4

Components: ¥, 5

Casting Time; See 1251

Bange: See exl

Target: Une crejture

Duration: |nstantaneous

Saving Throw: Will negares tharmless|
Spell Resistance: Yes [ harmless)

You brmg forth a sphere of pure healimg
energy. You ponr devine power ka1l
slowdy bualdmg the energy it holds, il of
i veadly do mend an ally's wounds.

This spell allows vou to heal an ally, or
damape 20 undead creature, ara range
preater than touch: When you casi this
spell, vou channel energy inte . Yoy
can cheose how long w spend casting
thisspell

LEyou cast chis spell as aswiftaction,
it hasz rmnge ol rouch, and you heal o
single touched creature of 18 pornes of
damage. Anyndead cresture you touch
rakes thisamount of damage instead of
betng healed

I[ yiou cast |J'l|.."i 'IF‘I.‘.”. P "j|:E|'||.|:'||'L|
action, 1t has a fange of close, and you
heal 2 single creature within ranpge
of damage equal o 1d8 pelnts + voun
wasTeT |1"|'I'.':J Cadsi T 1 'I||| I ||r1|.1t'.;|l,|
creature you designute within mnge
takes this amount of damage instead
of being hiealed

1f yvou cast this spell asa tullround
casting this spell; it hus 8 range of
l'l‘ll'.'lllL‘l'll'l..'lr]J. yon Il.l:ill H 'ill.'lgli.‘ CTEFIUTE
within range of damage equal 1o 2d8
poings + yeur caster level (maximum
+15), Anundead creature you designate
within mnge takes this amount of
darmrage instead of betng healed

LE you spend 2 full rounds casting
this spell, i has o range of long. and
yous heal 2 gingle creamre within rnge
of damape equil to 4d8 points + your
caster level tmaginuomy «20) An undead

crenture you destgnate within range
tikes this smount of damage {nstead
of being healed

Youl do not need to declare ahead
of trme how long you wont 1o spend
costing the spell, When you begin cast
ing this spell. you decide thar you are
finished casting after the appropriae
time has passed

Channeled T ne Shileld

Alquration

Level: Uleric 2
Components: Y, 5
Casting Time: See 1ex)
Range: Personl
Target: You

Duration: 1 round/ level

A you pomplete s spell, o shield crafled
from divine enerpy iappears befape pou, As
v themmel prerey into Lhe strield, ibgraus

slramper amd sl Fmges

Lhis spell improves your detenses.
rhe magnuude of (his mmprovement
|!I_"_-!|_“'|-|x!l| Lin ||:|I;,' ATTERLI TR l:'l{ Lme WIILL
spend casting the spell

1f voueast thisspell nsa swift action
you paih damape redoction 2evil for
the duration of this spell

Uy cast this spell asa standard
WCEIOm; You Eilhn l|:|r]|:|j_'.|:' rl'l.ll]:'!lllil
Cfevil

W you cast this spell asu Hullround
AC 1 10m ) vl Eiin l.l.ll'l}:l_E'! .rl‘l.ll.l.{'rﬂll:'l.
Blevil

ifg yiou spend 2 rounds casting this
spell

Itfesl

U gdin Ll.']ll!lii_L'J:' [I':'Ijl.'ll.'HIl!!

[ e -.|u'||'~. duration does not |"1'_L'.I n
until you fnish casting the spell. You
ilo nor need ro declare ahead of ume
how long you wanr to-spend casting
the spell When vou begin casiing
this spell. you decide that you are
tinished casnng after the oppropriace
fime |'|:|"_'\- I'lu:'i":ii't]

L hanineled l'-'|_l|-_'1J-|rr=.'

Evncation | Fre

Level: Duskblade 4. sercerer/ wizard 4
Components: Y, 5

Casting Time: See text

Range Meditim coon b + 10 frd fevel
Ares: See lext

Duration: Lastanianecus

Saving Throw: Refles hall

Spell Resisrance: Yes

Aspheve of frery energy commes ipto berg
bigforeyon. You chapmtel eitesgy o i, ey
g it to bpehbidearid seethe awith ponwier. Whien
you have potired frough orergy o thye

ipheere, wou send i flydng nite your foes

Thisspell creates a bolr of fiery eneegy
thar blasts your enemies. The spells
strength depends on the amount of
time you spend channeling energy
o

L ypou cast thisspell as aswiftactlon,
it deals 14 poines of Are damage per
rwo caster levels imaximum fod4
agpinst 4 stngle tagper of your choice.

If you cast this spell as a standard
serion, it deals 1de points of Are damage
pet caster level imaximum 10d6] 1o all
creatures in a 10-dpot-radius spread,

If you cast this spell as a fullround
acrion, it deals 1d8 poins of Are damage
per caster level (maximum (0d8) to all
rrearures ina 15-fporradiug .-'~|.'rr-.-_'sz.

13 Yo -pr':'.nl 2 rounds castng this
spell; it deals 1d10 points of hre damage
percaster level {maxdmum 10d 10} toall
creatures in a 20-loormdius spread,

You do not need 1o declare ahend
of time how long you want to spend
casring the spell, When vou begin case
ing this spell, you decide thar you are
finished casting after the appropriate

e E'I.:I" [!.'I."ih{'f{'i.

Jliasing Perfection

| ramsmutanon

l,f\'el.' L I.L'] iC By ||.[|J|.\J. i SOICETET
wizatd &

Components: Vi 5 M

Casting Time: | standand aerion

Range: Touch

Target: Crearure touched

Durarion: | minute, level

Saving Throw: Will negates | harmless)

Spell Resistance: Yes tharmless)

Energy vonrses throtigh the croature totched
its mnseles g and become move defimad
it starls to pove with grepter alacrity arid

s, il (s bearing inireases

The subject itmproves in al! ways. [
gains o +4 enhancement bonus (o each
uf itz alillley scores,

Madetig] Compapeit: A starusete o
a celeatia| pr bend worth S0 g




P —

L_lomd of Knyye

Conjuration
Level: Cletie 2, sorcerer/wizad 2
Components: V. 5 M
Casting Time: | standard
AT
Range: Personal
Target: You
Duration: |
round,level

YL comuir
it cloud of shayp kmves
e k
srromind your, The kroves float m
”I:' T davound Yo HPDET I:l-:?':l'r'.

potiilimg tn Uhe doreehion vew loal

Bach round as o free action ar the
beginning of your turm, you can
release one of these knives ar any
turget within 30 feet that vou can see,
Thi= 15 4 ranged artack that uses an
bonus equal to your caster level
i wour key ability modiber. Each suc
cesstul hit deals L6 pomnts of damage
t1 per three caster levels (maxtmum
i3} and threarens 2 crivical hir on 2
roll of 1920,

Damage reduction applies 1o knife
attacks from this spell, The knives are

nttack

1'-'I,'.'|h'd a4% Tl [l}T ||1|,L UTHISE ;'||-
= PUuLE

cvercoming damige tedocrion
Material Component: A knife.
Crromal Miteril Componenl: Usinga

silvered dagper (22 pp) in the

this spellallows the knives ro evercome
amage reduction as if they were both
magic and silver, but the knives deal 1
less point of damage.

ondemnation

Abjuranion

Level: Cleric & sorcerer/wizand 4
Components: b

Casting Time: | standard actron
Range: Close (25 |6+ 5 ft./2 levels)
Targer: Ooe outsider

Durarion: 1 round

Saving Throw: Will negates
Spell Resistance: Yes

asting ol

Yo speal words of power, fiveg e ety
to shrmb watly horvor

The cutsidertargered by this spell musi

succeed on a Will save or be stunned
: .

for 1 round and have its spell resistance

redoced by 10,

Crown ot Clarity

Divinarion

Level: Druid 3, ranger 2/ sorcerer
wizard 3

Components: \, 5, ]

Casting Time: | s

Range: louch

Tilrgl.'.‘t:'- H':ull'l'l..,'|ll||('|'||!l{

wdard action

Duration: | hour/level [0} or unnl
discharged

Saving Throw: Will negares | barmiless)

Spell Resistance: Yes (harmless)

Actoni of magicad CHErgy appears ipan
vour hoad, Eora monent, vour viston
blurs and o slight bazz fille your emrs
Uhese distrnclions poss, leavmyg yoe werth

sharpened senses

Yiou create an arcane crown that grants
||II.' Weare g +2 coimn petence bonus on

Listen and Spor checks,

Lovapee

ATRCT IR

."I'L‘; i|.|.'l'.'II'I'IIII,‘I.|.|:]|\'.':|l'|I(,IF!..”"H‘L'I'I..,‘;]'ILITL'
wearing @ crowe ol clarily can -Ji\c'h:n'gf
165 TAgIc 1o gain g + 8 bonus on 4 single
Spot or Listen check The spell ends
alter the wearer uses the crown in
this mann

&
The crown ocoupies Space on the
body as o headband, hat, or helm. 11 the
crown |5 removed, the spell immed:
ieely ends
Focis: A pewrer hoop 6 Inches in
diamete

Crown of the Grave

SN ECTOTE LY

Level: Cleric 3, sorcerer/wizard 3

Components: V, 5, M, E

Casting Time: 1 standard action

Range: Touch

Target: Crearure touched

Duration: 1 hour/level (D) or unril
discharged

Saving Throw: Will negares (harmlzss)

Spell Resistance: Yes (harmless)

& rmg of phostly fog swvounds the
lavget's head. With o swirl, the log dis
stpakes, leavoeg betnd o cvonen made of

|IIJ||rI:Ii'I |'|.ZII:‘|'_'L
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This spell creates & magic crown thai
grants {15 wearer the power 10 com-
mand indead, Once per mimute, the
CTOWI'S Wearet can 1ssue a obeswaord
order 1o an undead creature, 25 per
the command spell. The undead crea-
ture must make 1 Will save o resist
this effect. Even though vonemanid
is normally a mind-affecting spell,
the crown channels holy or unholy
energy (depending on your align
ment; neurral casters choose one or
the other) to compel obedience. In
sddition, s cleric who wears the crown
cafexpend a use of his wirn or rebuke
undead ability to increase this abilicy's
save DC by 4

Asan immedinte action, the crearure
wearing a crown of the grave can dis-
charge irs magic 1o gain a-+4 bonus on
asingle turn or rebole undead anempr.
The spell ends after the wearer uses thie
crown in this manner

The crown occupies space on the
body ass headband, lat, or hebm. Tf the
crown is removed, the spell immedi-
ately ends

Mualeral Component: & pinch of
grave dir.

Foris: A wooden hoopon inches in
diamoter.

Crown ol Mighl

Transmutation

Level: Cleric 3, duskblade 3 sorcerer
wizard 3

Components: V. 5 F

Casting Time: | standard action

Range: Touch

Targer: Creature touched

Dharation: 1 hour/level (D) or unudl
discharged

Saving Throw: Will negares | harmlessi

Spell Resistance: Yes (harmless)

A vt gf plain popijer apprais dpoe (i
recipientd s fead. The erowen [agd [romf i
Fashinned to resemle a bull's hoad.

I'his spell creates a crown of mzgical
enerpy thar grunes the spell's rec tpient i
i-2 enhancement bonus ro Strengrh

Az an immediate achion, the creat e
wearing a crawm nf might can discharpe
IS ARIC (0 gain b =8 enhancement
bonus to Strengrh for 1 round. The spell
ends alter the wearer uses the omwn (o
this manner

The crown aeoupies space on the
biocli s 0 headband, har, orhelm O the
CTOWT] 1% ‘.‘I'1TI|I'.'-;'-\.i.. Ihl_" *;|'|:I1.'|| |I11I'|'.:‘|.[I
nrely ends

Focis: A copper hoop b Inches in
diameter

Crown of Protection

Transmutation

Level: Clenc 3, duskblade 3, sorcerer
wizard 3

Components: V. 5, 1

Casting Time: { standard action

Bange: Touch

Target: Creatore louched

Duration: | hour/level (D) or until
disclarged

Saving Throw: Will negates (harrmless)

Spell Resistance: Yes [harmless)

Acshimomering crowwn of lovee appears upon
the rectpent's head, A barly veable shield
of foree projects forward from i wardmg

off @tlacks wimed al it wearer

This spell creates a crown of magical
energy thar granes the spells recipient
g +1 detlection bonus to AC and 4 +1
resistance bonus on all saves

Azan immediare scrdon, the creagure
wearing o crown o) prodechion can
discharge its magic to gain a +4 detlec-
tion bonus 1o AC or a 44 t1esistance
bonus on saves for 1 round The spell
ends atter the wearer uses the crown
in thisminner

Ihe crown occupies space ow the
body as a headband, hag or helm. [fthe
crown is removed, the spell Immedi
ately ends:

Focus An iran hoop & inches in

diamietes

Crown ol Smi Ing

Eviacarion

Level: Clerie 3, paludin 2

Compoments: WV, 5 F

Casting Time: 1 seandard serion

Range: Totich

Targer: Creature ouched

Duration: | hour/level (D) or worll
discharped

Saving Throw: Will negates | harmless

Spell Resistance: Yes (harmless)

ol |l"|"”"|‘-f|' LEEE A e Py il!|'!'|'||| b “!:t:'.ll ||I|I
barget's tvoie The feely spmbel of thircasters
fitathy o5 el el P Jront of tre crnun

You create o magic crowninbused with
divine energy harmiul o enemies of
your faith, Choose o single alignment
ichaote, evil, good, or lawlul) when
vou cast this spell. Once per minure,
the crown's wearer gains a +2 divine
bonus on damage rolls on his nex
melee or ranged srtack if his targor
has the designured alignment. The
crowns wearer must decide to use
this exrea damage before making his
artack. 1The misses, the extra damage
15 liosr,

Asan immediare acron, the crearure
wearing & eroum of smitmgcan discharge
irs magic to gain a +8 divine bonus on
damage om a single artack: The spall
ends afrer the wearer nses the crown
in this manner

The ciown pcoupies space on th
body as 4 headband, hat, or helm. T the
crown 18 removed, the spell immed)
ntely ends

Focus: A silver hoop & inches In
diameter costing 25 gp

_rown of Veils

Nusian (Figment)

Level: Bard 2, begutler ¥ sorcerar/
wizard 3

Components: V. 5, F

Casting Time: | standard sction

Range: Touch

Target: Creature touched

Duration: 1 hour/level | D) or woril
discharged

Saving Throw: Will negares harmless;

Spell Resistance: Yes (harinless

A shitngring hale of energy surralbids
the tnrget's head like a cronn. 1 flasliey o

ipeetrn of colors before fading auay

This spell creates a mugic crown
ipfrsed with il lusion magic. The spell's
reciplent gainsa +2 competence bonuos
o Disguise and Hide checks,

Az an immediare acrion, the crea-
cure wearing the crown of veils can
discharge 1ts magic to gain a +8 com-
petence bonus on a single Disguise
or Hide check. The spell ends atter
the wearer uses the crown i this
mannes

The crown pecuptes space oo the
bodyasa headband, hat, or helm. If the
crown 15 removed, the spell immedt-
ately ends



Focus! A hrass hoop 6 Inches in
dinmere

Crushing Grip

Evocarion

Level: Sarcerer/wizard 4

Components: YV, S

Casting Time: | round

Range: Close (25 ft + 5 Tt./2 Jevels

Target: Cine crearure

Duration: 3 rounds

Saving Throw: Fortitude nepartes
SEE [EX]

Spell Resistance: Yes

You ronjurd a band of energy Hiat slowly
wjudezes youer appmienl As the banid tighten s
it vestricts His metemenl ol ewenhially

Wolids lim i place, vighd with paplyss

This spell has one effécr on an oppe
nent when yoo beply casting it Arthe
beginning of your next turn, when
vou finish casting the spell, it has 2
second effect. When you sturt casting
this spell, yout targer akesa -2 penalny
an atiacks, checks, saves, and AC. He
glsu rakes o 20-foot |‘nrl1.l|1',.l (i :.pr:t'd.
This effecr does not allow g saving

theow, but spell resistance up]‘r!in‘.!-. Lf

wout fai] o overcome the rarpet’s spell
resistunce, you immediately stop cast
[ng the spell, and the secondary effect
does not ke place

When you complere the casting of
this spell, your targe must make
Forritude saving throw ar be paralyzed
Even {f the target makes thic saving
throwy, this spell’s inital effect conrimes
to affec) him for the spells duration,

This spell's duration beging afteryou
have completed casting It

Carse gt Arrgw Attraction

[insmilation

Level: Gleric 3, ranger 3
wizand 3

Components: V| 5, M

Casting Time: | suendard action

Range: Medium (100t + 10 fr./level)

Target; One Creaturn

Duration: | round/level

Saving Throw: Will negates

Spell Resistance: Yes

SUrCeres

Yo swrrimind @ evedary g peethedy of
ettrerald Lighi that seems to drou wpissiles
favsard i

The subjecr |5 cursed so thar missile
weapons veer toward hum dand strike
with extreme force. The subject tikes
a —5 pemlry o Armor Class againss
iy ranged attack, including projectile
'\-‘-'l;"ﬂ'l_'lunh. |hr1'l'r1r'|'| ".L'!‘:ll,ll.‘”'l‘;. .]!'[Ll l';J!'lg{:{l
touch attacks. Tn addition, any eritical
threats on stich attacke are ayrooat:
cally confirmed

Dancing Blade

lransmuration

Level: Bard 5, sorcerer/wizard 5
Components: V. 5. F

Casting Time: | standand action
Range: Touch

Farget: Weapon touched
BDuration: | coumd/level
Saving Throw: Nune

Spt:]l Resistance: Mo

Wit e aid o gestore, Uhe swoord p you
breenid lenps b e weille u siooping saluts

[his spell animates 4 meles weapon
currently in your possession, causing
f to fight your foes as you divect i
Cnee each round as o frée action,
you can direct the Blude oo areack un
adjacent foe (4 wespon with reach can
artuck a foe 10 feer away), The weapon's
bonus on attack ralls ©s eqoal mw your
caster level +vour key ability mods-
fier, plus any enhancement bonos the
wedpon might have, Irdeals dumage
eual 1o the normal damage of the
wedpon, plus your key ability medi
fier and any enhancement honus or
I_|[|-|:'T |_'|I|J_'"|:I" (A4} .|.|r11.|}_',t‘ 1|'1|!l"5'l'"|'||. iil
r|‘||.' \\.'{_'.1}'“ M. | |'||I by I.'r|||||t| diac |'_'1 LIReE
per tound. Despite the spell’s name,
it works on uny melee weapon (noy
jtast blicles .

While vour weipen & danethg, i
connot make attucks of opportuniey
and you nre not considered armed with
the weapon. It remains in your space
and atcompatiies you everywhere
whetliet you move by physical o
magical means. The wisipon cannol be
disarmed.

Facie: The meles weapon thar seryes
as the rarpet of the gpell

Beflert

Abjurarion |Forcy|
Level: Duskblade 2, somerer/wizind 2

This spell functions like lesser defleel,
except thit yvou gain @ shicld bonus
to AC equal 1o 1/2 vour éaster level
tround down}agiinse the nexcarack
made dgainst you before the end of

VLT NeXt jurn

Deflect, Lesser

Abjurarion |Force]

Level: Duskblide 1, sorcerer 'wizaid 1
Components: Y

Casting Time: | immediate actinn
Range: Personal

Target: You

Duararion: | rotund or until disclurged

Wit i wird, yine eiaake a barrier of dnuis-
ilie forvee,

You project o held of mvisible force,
ereting i shorlived protective barrier.
You gain n deflection bonus to your
AC against o single artack; this bonus
is equal o 41 per three vaster levels
RAXETUn +5),

You can cast this spell even when it's
for ot turn; however, you must cast it
before your opponent makes hisarack
roll tu gain the benehit

Dretonate

Evocation [Death, Firej

Level: Sorcerer/wizard 4

Components: V, 5 M

Casting Time: | standard action

Range: Medivwm (100 [, + 10 £/ level)

Target: One creatute

Durarion: Instantaneous

Saving Throw: Fortitude partial
sSCEe lext

Spell Resistance: Yes

Thie creahn' you pamit al expldes oo

prissive spmry of fire

[T the targer fails its saving throw, this
spell slays the crearore, and rhe explo-
slom extends our to 4 20-lourradiusg
burst arownd it Creatures in this urea
take 1de points of fire damage per
cacter lpvel (maximum 20de), though
they can attempt Reflex saves for
half damage. The exploded creature’s
remains are scanered and vaporized,
legving nothing bur dey ash

LE the targer succeeds on (12 suving
throw, it is wracked by a series ofsmall
explissions and takes 7ds poims of fire
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demappe, 1 this demope Kills the crea
tre, it explodes as deseribed above.
Dedirrafe has no effect on crearyres
that hyve immumiry to fire
Malerial Coveponends A fincleriw g
and i piece of string,

Dimension Hop
Conjuration (Teleporration)
Level: Duskblade 2, sorcerer/\wizard 2
Components:
Casting Time: | standard sction
Range: Touch
Target: Credrure 1ooched
Duration: Instintaneous
Saving Throw: Will negates
Spell Resistance: Yes

Biale mites of light dance and swird abord
yirudy fongertips. When you torch the cren-
Hire, 7l disappears, ldovds a tlonid of molis
TIw 1l I'u-ll.l.'|. |r|.'|f FERPTPEars st Wiier

nearhy

You instantly teleport the subject
creattre o distance of 5 feet per two
caster levels, The destimaton s
be an unoccupied space within [ine
of sight

Dimension Shuffli
Conjuration {(Teleportacion)
[.:‘q.'l.'l' BTRIR! |‘I.‘t_‘.|'l,"'i|.'l:.r.:|1'|! 5
Components: Y
Casting Time: | standard action
Rﬂhj:;l::( lsse {25 H e o |.|..'L|‘l':|_.

Targets: Une creature level, ho rwo of

which are more than 30 [ apar
Duration: Instaniareots
Saving Throw: Wil negires; see text
Spell Resistance: Yes

With ashignt blue shovimer of eperzy and

an audible pop, a nwmber of croatures

around you disnppear aind ceappear 11

rew pasrlions

You instently transter any subject
cregruee From its current locasion o
amy othersporwithin 30 feet. You must
have line of sight o fts new location
An unwilling creature can make a Will
saving throw o negate this effect The
creature must be placed on solid ground
capahle of supporring s weight. L yo
atteript fo place vt withina solid
object or Lo 2 space where ircannn|
fit, the spell fails

imension Step

Conjurttion | Teleporeation)

LevelsSorcerer wivand 3

Component; V. 5

Casting Time: | standari] serion

Range: Close (2541, + 5 t./2 levels)

Tarpers: Cne willing creanire/3 levels,
notwio of which are more chan 30
f1. upart

Duration: [nstumt ieois

Saving Throw: Fortitude negues
harmless|

Spell Resistance: Yes | harmless

Al e coeatbures you davged weith this spell
grdtn o datle, shivrmdring pattern of rares
an Hherr shoes and feel. The ranis. [z
(ith areame light Jor o tiiment, Liss thana
secon il firkeery te Fargets s shifted posifion
IRLT |I|||'.'I'.'.|ir|||'

This spell 4llows your allies to make 2
shirrielepore All creatures tarpeted by
this spell can eleporta dissance equal

1o thelr base land speed A rarget can

f
tedipors to dny squate within frs lne of

_=|_|_‘||'-.| 1 }11- movetnent |.||.|._—_-.' ||-.lr]"'r|.l'n.'|.l|.u:
Attacks :-J-u.-p]'u.tr!unll'..-. A Creatute can
teleport up to g ledge, down o the base
ofa flighr ofstairs, and so forth as long
as it observes the restrictions and limis

given above.

! *-||-'|| g |.|.|.-'i.

Abjuration

Leviel: Duskblade 3. soveeperiwizand 3

Components: V, 5

Casting Time: | stundard attion

Range: Touch

l';!'l'p"_ﬂl: LY fovlid |1|'|.| crediure, ||'.‘-'||_-|, |
it spell effec

Pruration: Instantancuis

Saving Throw: Momne

Spell Resistance: Mo

Youur toely cavses ane spell to Fip free of its

sojirte i dissipade rito pothingroess

Yoou can use dispelling toeh 1o 2nd an
ongolng spell thar has heen cisron g
creature orabject, ur s spell thar hasa
noticeable ohgaing effect. You make
i lll'—~|'|'I ll:l."._'L. Ad2n 4 VOUT Las| &t

level, masimum 400} dgains) Lhe

epell elfect with the highese casrer

lesel. |1 thae eheck Fails, vou make
dispel checks spainst propressively

weaker spells unnl sou dispe] one

spell orunteil you fil all your checks,
Magic items carried by 4 crearure ave
e affecied

Hwine Eeraliation

Evocation [Forre|

Level: Cleric 3, paladin 4
Component: V, 5, DF
Casting Time: | swift scrion
Range: il fr

Effect: Magic welipon of force
Dhirarion: | rourd

Saving Throw: None

Spell Reststance: No

A spectral weapin comiposed uf pove force
energy aprings info existerce nexd fo you,
Earh time a fou strikes voir, thi Lgapan
st pigs tidn acti, chopping i youir fo
il dealing a grievous e

This spell creates o divine weapon that
mimics yvour deity's fvored weapon
Any rime you are struck for damage
by 0 melee attacl, this weapon strikes
it your foe, It has a base artack bonus
equit o vour caster level + vour St
madifier o Wismoedifer (your choice),
It deals datmage ve per your delry's
ravy ITI'Ii i.'ni_'.lpi i ||I'|I| I5 |.'|=. [ Y = r'Ll\.l.ll
i yorur eurrent stae, The wiapon pains
1 bonus on damage rolls equal w1412
Lirmes your Srrmodifier or Wis modifer
(your choice)

[here 15 no limit ro the oumber of
attacks that this weapon can make
If o hydra bites a1 nnd hits you six
fitres, this wekpon in wurn strikes
it the hvded 7y rimes, The Weapon
bak reach or range appropriste to {15
fype. It shares o space with you, T
you are Large or larger, it counts as
ocoupying exch square of the space
you fill

Poomi Starabs
Con|uration,/NecTomaney
Level: Duskblacle 3, sorcerer/wizard 4
Components: ¥\ 5
Casting Time: | «tandard action
Range: et f1
Area: Cone-shaped burst
Duration: Instanianeous
Suving Theow: Will half
Spell Resistance: See tex
A s of siavabs MUFERS [FDI Y

stitstretetal Tamd. These dnsecds vip dpd



Bt il all tsimg cveanbures o Al aerea, Hien Fort =20, Ref +14, Will +18 located in d snow drift mkes 3 plints

vl o wetth |'||'| easeEner alelen [raveei Weakness vulner .'i|."l|“.y' [U_L_Ul:_ ot cold III:JII!.EE,P each round
Hhtr vt Speed 40 ft., My 150 ft. (pear); Flyby f any part of a leaf drift comes in
Artack contact with Are {anvthing from a
This <pel] bas two elfeces. 1t deals 1de Melee bite - 3 (2d8+ II1I|I19__2|:_:IJ and forch toa frreball will do). the whole
poinie of dimage per two caster levels l?claws L e dritr instantly ignites. The heat from
; _ i 2 wings +32 (1d8+5/19-20) anrd iy By (s I :
(maximum 10de) 1o all crentures in tail slap +32 (2d6+16/19-20) [.he burning leaves deals 2da poins of
the arew. Spell redistance does nor Space 15 1 fire damage (o0 anyone (o the inferno.
Jpph 1o this L|um.|_g,r: Heswever hpr“ Reach 10 ft, {15 ft with bite) Ar ash dreifr smolders with ||*_r'||1g
reslzrance does _1|:|F|E',, tei rthe ﬁpr|]':~ Base Atk +25; Grp ~44 gmbers Anyund moving I|'|r-;1|||:|:!|1 or
secpndary effect L you svercome Atk Options Cleave, Power Attack Located inan ash deife takes 1 poines

creatire’s spell resfstunce, you gain SF'“"ﬂI '"":t'”[‘?‘b’{'ail" WEBReH, Trish
: : Spell-Like Abilities [CL 9th); 7/day—

L bempritrary bt points 45 the scarahs be '

- A lecate aljec =] v

feust pn the crearure's arcane epergy e e Electric Vengeance

ey ] C ; Abilities Str 3.3, Dex 10, Can 23, Int 78, e e
and Bleed it back bnto vou. You gam Wis 1. Cha 18 Evucation | Electricity |

of Bre damege each round

tliess [emporary hit JrnnLs o each Feats Cleave, Combat Reflexes, Flyby Level: Sotcerer/wizarnd 2

crearure whose spell wesislance you Attack, Improved Critical (bite, Components: V5

oviercome You never gain femporiry claw, taill slap, wing), Multizttack Casting Time: | immediate acrion
hit poines from creatures that do not Poer Altack . Range: 5 11

havie spell resistance Skills Appraise +32, BIUff +32. Target: Une creature

Concentration <34, Diplomacy
+34, Intimidate +34, jJump «39,
Knowledge (arcana) +3Z, Listen

Duration: [nstantansoils
Saving Throw: None

The remporacy hic poines grined
{Form ehis spell lose Gor up e | o

| +32, Search +32, Spot +32 Spell Resistance: Yes
e R Breath Weapon (Su) 50-ft cane. 14410 |
Transervtption (Polymorph ) Five. Refley: OE 30 half. A the crdalier shelees vou, e of ligh-
Level; Sorcerer/wiziard 9 Crush (Ex) Area 15 ft. by 15 fi.; Small g sprivigs o e body wd Blasts th
Components: V| 5 or smialler opponents take 2d8+ 16 creature in relien
Casting Time: 1 swilt action points of bludgeoning damage. and
Range: Personal miust succeed on a DC 28 Reflex You can cast this spell only when

save or he pinnec

Target: You another crearure his justdeal hit point
Duration: 1 round level (D) damage 1o you with @ melee artack.
Dritts of the Shalm W hen v csst flarti LTIt 2 blast
You fvel a fire burning deep wathin you Evocation of Hghiming ares from your bady tnro
Cromsim) seales quiekly grow over pnr Level: Druid 2 the subject's; the arc deals 2d8 pointsof
bouly, a pivir of great tetngs sprouls frons vour Componetits: YV, 5 electricity damage +1 paine per caster
shieliers, apd your body expands sz Casting Time: | standard action level imastmum +10)
sat! o stand as tall ava fogse! Range: Meadiom (100 b+ 10§ Aevel)
Avea: One 50 sguare/level (S Clectric Vengeance, Greater
You ke on the form and abilities of  Duration: | round,/Tevel Evocation | Eleciriciey |
g mature adull red desgon (see below Saving Throw: Mone Level! Soreerer/wizard &
for vour new soaristics). You pain 150 Spell Resistance: No Saving Throw: Fortimude partial
tempotary hit polnts, which disappear
atthe end of the spell's duration. You do Yourcall wpoit the oy of Obad-Hutwimd - This spell funcelons like clectrer vien-
net gain the normal spellcusting ability confiire farth a greal doif of swow, feaves,  geanee, except as noted here
of your pew form. See the descriprion ap smaldarig ash This spell degls 5dE polnts of damage
of the new polymorph subschool on b prercaster level (masimum +15), anl
page 95 for more details Direuids of Obad-Hal routinely svole the target of the spell must stcceed on
the drifes of their Tord e delasy 1hei a Fortitude save or be duzed until the
Mature AouLt Reo DrRAGON enetnies, io buy themselves time in the end of your next turn.
Init +0; Senses blindsense 60 ft., face of & sudden threat, and simply
darkvision 120 fL., quadruple- devorate thelr groves Energy Aegis
‘;':r_t'nglh IGI'?I ight vision; Listen You create drilis of snow, leaves, .’\i‘ai"-lrl ation
432, Spot +32 et £ e . . : -
Languages as normal form br ash 3 feer thicle I ensts 2 squures [.t_'i'l.:l:{ levie 3, duskblade 3, sorcerer/
'u:[ 3;: l;;ucl';m-_f.{:uu[;:d.ii — ol i1‘|1|'|'1"!'|".||:‘1j||..|.:| 1':|.|1jr_' a deif-oovered wiznrd 3 ,
hp a5 normal form (+150 temporary suate ""‘-]'j“'_""'i’!_"Hf" ts apply based Eam_pum.'.nt:i: bl .DF ;
hp): DR 10/magic i thie rype of drif Casting Time: | immediate aclion
Resist SR 23 A snow deife ripples with freezimg Range: Close (25 fr + 8 [1, 2 levels)

Immune fire energy. Anyone moving thraugh ar Target: One creatvre rL r




Duration: | round
Saving Throw: Will negates ( hn
Spell Resistance: Yes  harmless

A pigh-rvisible vipple of magical énergy
courses Horougle the ereatuve fauckhd,
graniting I resisfaanes pgainsl o Lype of

eriffesd by vou dertine (e casting

When vou cast energy aegis, specify
an energy type (acid, cold, electriciry,
five, or sonic), Against the nexr artack
psing this energy type tha targets cthe

Eubgect, i gains resistanee 20

Energy Surge
[ransmuration |see text for lesser dnergy
gt |
Level: Duskblude 3, sorcever fwizird 3
This spell funetions like desser enrgy

siirge, excapl that the atack deals an

i

extra 2dn points of energy damage

L reate)

-I:[!:.’:Cli_j *-Il--.|l'=

Fransmuraris = tavt for lesserenergy

sliree]

)
b 03
&
iy
B
[
5
D
]
a1

Level: Soreererwizand &

e i | s
Chis spell functions like leser doergy

ATEE, |.:\'.":'|‘.'! I:I L0 |I| Allac |-. {

extra Ade pointsof energy damage

Energy Sirge, Lesser

Trunsmiitar

Level: Sorcerer; wizar
Components: Y

Casting Time | swilraction
H.‘sngr'{ loge o8 fr. + 5 !.I._-"? MRy
Target: (Dne weapon

Duration: | ound

Saving Throw: Will nepates (harmless
Spell Resistance: Yes (harmless

| - £l
Wth o simale wtberance, you sheath fhi

it (A elémien
| [ f cl

whkimg electrieety

AT, PRPOTTHE I T
|.|| PFRpOrm i

1 ] iTaq [ :
srakinge lame, or UYpimilerons am

Youl temporarcily imbue g weapan with

elemental epergy, When you cast this

specily an ensrpy ry pefacid

spell
elecrricity

is o spell of thar pype. and rhe meper

Are, mr sonic), This spell

weapon is sheathed in that enetgy. 1

the attack is successtol, ir deals an exors

(& poinrs of damage of the specified

PRy
neLrgy typ

nergy Volnerability

Abjurarion

Level: Cleric 3. sorcerer/wizard 3

Components: Y, 5, M/

Casting Time: | standard action

Range: Medivm (100 fr, ¢ 101t Jevel

Targets: Ome or mors creatures within
1 L-F-radios burst

Duration:

Saving Throw: Will negates

Spell Resistance: Yes

ronind evel

Sitvery tendrils erupl from your i

steetched aers and dvike Hhe cevatieves yoi

Wy | YLK T | TRk Ll
S (MITECPTNE FHEEYY du -.l'_._'l|:|'-

Eirevgy imluernbility can affect a
fpumber of creatures with towal Hir
Dvice egoal to rwice your caster leyvel
or lower You select which creatures
are affecied

When you cust this spell, specily an
energy type (ucid, cold, electricivy, Bre,




or sonicl. The affecred creatures gaim
vilnerubility to that energy tvpe (they
take +50% damege from thar energy
even on 1 successtul save)

Arcipng Malerial Compondnt: A tiny
woonden shield, which the caster snaps
in lanki
Ertherealness, Swih
Transmutation
Level: Begtiiler 5, cleric 5 sorcerer,

wizard S
Components; V, &

Casting Time: 1 swill action
Range: Close (25 L - 5 /2 levels
Target: O willing creature
Duration: | tound

Saving Throw: Will negres

Spell Resistance: Yes

WA a ample wiorl o o queck e of

vour land, the eveature disappeets

The subject becomes ethereal il
thie end of its next rurn. [ at the end
of the spell's duration, the subject
cregture rematerializes within a solid
object o1 in an occupied space, it Is
shunted off to the nearest Gpen space
dnd takes 1dé poinrs of damape per s

feer o rraveled

Evard s Menacing Tenlacies
Transmutation

Level: Druid 3, sorcerer/wizard 3
Components: V.5 M

Casting Time: 1 standard action
Range: Fersonal

Target: You

Dnration: | round/ level

D Bl fentacles spronl frpem o shpul

il Wlades and arche over v shmildess

The tentacles have 10400t reach and are
atimate. Each round 5= a lree action,
starting on the torn when you cas
the spell, vou can direct each tentacle
toattuch one oppotent within réach
The tentacles dse vour base arrack
bonus gnd Serengrh score, and each
deals bludgeoning damage equal w
1d& points + your Str modifier. The
tenticles threaten the area within their

veach, and each can make one attack of

ppportunity per round.
The tentacles also grane you a +4
bonus on Climb checks

A by e T ETPERITEE® #RrA

Matorial Coprpomedls A piece ol
|'I|.'1l1_i'l-llli. ‘|L|III|J il |..II,'I'i|:r'I‘. ||'.|u-|rr

tentac e

Explosive Rune Field

Conjuration | Fire

Level: Sorceter/wizard 4
Components: V, 5 M
Efaminpl’inw: { standard action
Range: Medivm (100 [k = 10 filevel)
Area: 20-b radius burse

Duration: | round, level

Saving Throw:; Reflex negates
Spell Resistance: Mo

Yo dnfuse ael dren will arveane el levs
Wl shift anad sl along the grojind
They seethe wilh arcmie enevpy, and an
sccnsional boll of enemgy surges from them
witle o braght ash.

Chis spell creares o hurardons field ol
energy similar 1o that created by an
explosive rines spell Unlike thar spell
the runescreated by ehis spell detonate
when they come o contacr with 2
living creature other than the caster
Any crearure thar beging ies rurm Ln the
epell's area must attempr a Reflex save
O o failed save, the creature takes 4de
points of fire damage

I

Moving through the spell's area is
hazardous at best, Creatures (hat move
1t their normal speed must sueceed
on Reflex saves o avoid the spell’s
explosive ettects. Creatures that move
ar hall speed through the spells area
cariavoid thie damage juse as iF rhey had
stcceeded on their saves

Matiral Commasient: A prece of pm‘c]‘n-
mment seribied with runes The runes
must be drawn with silver-flecked ink
25pgpl

Field of Kesistance

Abjiaration

Level: Sofcorer/wizard 5

Component: V. 5

Casting Time: 1 standard action

Range: Mediun (100 fr, + 100t leveld

Area: 20-1 -ridius emanation centered
on a point in space

Durarion: | rovnd/level | [H

Saving Throw: None

F.pr[] Resistance; Mo

The a i this spell's effect shinmers with
arcane energy. A buzzing sound echoss in
voute mind as lhe flow of magic inky the

affected aved choles offand ends

|

i,

e i P
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This spell credres 3 Zone that impedes
the flow ol magic, The energy of this
zome clings o crestures and objects,
granting them a shield apainst spells.
Allcreatures in the spell's prea gain spell
resistince of 11+ caster level [oras |J.|r|g
as they rémain in the area, [Fa crentute
olready hasspel] resistance higher than
this ampunr, this spell doss noraffece it
Unlike personal spell resistance, this
spell resistance cannonbe voluntarily
lowered A cresture loses this spel]
resistance when itleaves thespell'sarea,
and gainsir ggain ik i returns

Friend ta Foe

Nusion (Phantasm) [Mird-Affecting)|

Level: Bard & hcg!li!ur &, AOreerer
wizat &

Components: V, 5, M

Casting Time- | standard action

Range: Medinm (100§, + 10 ft./Tevel

Targets: One living creature/level,
nane af which are more than 10
apar

Durarion: | roundlevel L1V see text

Saving Throw; Will negites

Spell Resistance: Yes

Yirur eriemmtes traps e oo ol ey
each diate Vi most, swldenly Wirning

3 P
agarist each other

You overlay phantasmal images over
your enemies, making them appeatin
each nthar ps lopthsome and despicable,
implanting an urge 1o kill and de<tray
the object ot rheir ire, Opcs might
see ench other as elves or dwarves,
demons might see angels, pnd 0 on
All subjects receive a Will save to sep
through the phantasm. Bach individual
faillng itssave turns on the closesrally
and artacks until the first lime it deals
damage, which causes the spell o el
for thar articker

Materinl Componentt A swareh of

white silk

Halt

Transmumition

Level: Bard 3, beguiler 3, duslhlade 3,
sotcerer/wizard 3

Componcents; V'

Casting Time: | immediate action

Range: Close 125 f1. 5462 levels)
Targer: Qe crearure

Duration: | round

Saving Throw: Will negares
Spell Resistance; Yes

Yo ubler M avord “Flall!” amd, m o

imsteeand, Thee ervaelure’s Jeel stiek to e fliar

The subject cresture’s feer {or whatever
pass Lop is feer) become momenrarily
stuck o rthe foor. Lhe crearure mus
stop moying, and cannot move farthery
in irs curtens furn. This spall les
no effect on crearures thar are nal
towching the ground (such a= flying
creatures), and the subject can sril| use
astandard action (if it has ane availsble
in this round) o move by means of
leleportation magic

¥ou con cast this -C|':-|| even when fi's
el YO DR, LII”."-I"-"I'!. YOLL MUST Casrn
it before your oppanent finishes s
mOVEMERT 81 (15 curren| tirn to gain
the henehs

P
I rEadling i

Conjuration {Healing

Level: Barl 4, cluric 4, druid #,
paladin 3

Components: V, 8

Casting Time: | standard action

Range; Close (25 fr.+ 5 [e./2 levels)

Effect: One conjured healing spint

Duration: | round 2 levels

Saving Throw: Will half (harmbess
sbe 1oyt

Spell Resistance: Yes (harmless),

2 NI

A Lfoot-diamut ey ball of Hahi dppers i
mvens D voud)' coprptand, Jusaling those 1)

Liviir fres

You conjure an inearporeal object of
mpfiral energy thar appesrs o dny
ol within range This hasalinng spivid
resembles o 1fooi-diameter ball of ligh
It sheds bright Hlummation im a 10-foet
midius and shadewy tHominatian for
atother 20 feer, A healing spivit cannor
be affected Byattacks oespells

A frending it fles ot 5 speed of 30
Feei with petfect muneuvershility, In
the pouin] vou cast the spell and
e seart of your turn onee perround
(herealter bou can ditect the healing
it Lo meve apd pockh d creatuee by
entering its'space. The spirir's touch
catries positive energy, healinga living
creature of 108 poines of damage.

Since undead are powered by negi
rive energy, a liealpg spird damaiges
them insread of healing them, The
spiedt can affect in unwilling target
isuch og an undead) by succeeding
on in incorporesl touch attack, using
your base artack bonus and 4 Strength
bomusof <0, An undead cregrure hir by
such an atrack ean use spell resistance
Apalnst the effécrand is allowed & Will
save for hall damage

[fa lieafing spirif travels farther fram
voul than the spells range, irwinks out
of existence pnd the spell ends

Hesitate

Erichantment (Cpmpulsion) [Mind-
Affecting|

Level: Bard 3, beguilar 3, cleric 3,
sorcerer wizpid 3

Components: V, 8

Casting Time: | immediate action

Range: Close (25 [, 3 5 [1./2 levels)

Target: One living crearure

Dugation: | round level (D) seé rexi

Saving Throw: Will negates; see ekt

Spell Resistance; Yes

It the gves o] vour epemy, you seemi lare
pove il el i i balile.

Yiiu fill o subject with doubes o nd mis
pivings, mihing it beliewe it js inlerlor
per yoma, O failedd sive, the spubject tan
tale noacticn other than a move action
on jts current turn. Hesilate confers no
L‘1'f|:i:|| |1I-':"!".!|.‘:I="| 11'r drtac .Ihl:'ﬁ""\- .H|'.'||'|;_".'
||'.E_I T J!” ||i|' ‘-'fl:':"rl'(. I 1|.'|I' ""l.ll"'|.l.'l.'1 ‘|t|||
defendsimell | youartack the alfecred
creatute, the spell ends immadiately
Each roumud; a5 o swift action ai rthe
start of fre rurn, the subjecr can attempt
O ||'1."T!|'|i rl'l!'i'r“l‘l“,. I |r

4 e '\-H\'!!lﬁ'.
thie save succepds, the subject can then
actnormally

Yiou can cast this spell even when 1s
Rest your HienT however, you minst cast
rat the stre of vour opponetif's men
rit gain the benefi

Flunter § bye

Dhivination

Level-Ranger 2
Components: Vi S

Casting Time: | swilt acrion
Range: Personal

Target: You

Duration: 1 round



|||-: ILE"

Yaur viston blrs lor womament, Whes o
I!l'ﬂ-]"\. VO CET e ”l“"“qjl YT -'||I'“|EI'-.
sherm to ¢pol Lherarteries, avgons, and oflics

Ll J'--'||.|| ||-"|Il!1.

Your slice intw @ fo¢ with uncinny
precision, allowing you w sirike o
foe's vulnerable points and deal extm
damiage, This spell grants vou the soesk
strack abilite You deal aty extra ide
points of damage per three caster levels,
Lf you already have the speak ateack
ahiliry, this damage sraclee with 1

o

AR

Enchantmenr [Mind-AHecting]

Level; Bard 5, béguiler 5, sorcerer
wizard &

Components; V

Casting Time: | standard gérion

Range: Close (22 iy 5 (1,2 levels)

Cargers: Lina creature/ level no rwo ol

which ure more thin 30 fr. apart
Duration: | round
Saving Throw: Will negares
Spell Resistance: Yes

Yiou soenr dfiscprel apming your eremies, spur

ring e Lo physical peelepge,

Each creature that Gils lis saving
[l-lrilun A1tay i’:l' |hl" nedrest creature
an trs nexe turd, wherher friend or
foe, An dfected creqrure artacks with
whitteyver weapon 15 in hand, or with
natoral weapons An dnarmed creature
artacks with an unarmed strike An
atbected vrearure n -L|I'L':|d‘;r' adjacen

to another creaturs will move or (il

possible) charpe the nearesteresiure;
if the nearest crearure 15 ot within
range of a charge. the subject moves
1._}'.‘.-':|r|| |]H' Pt resl Creatire Jll..“"ly’ ’l'l.._
sl efficient foune.

Incredse Virulence

Transmutarion

Level; Assassim 2, bard 2, blackgumrd
1 sorcerer;/wizard 2

Components: V, 5, M

Casting Time; | minute

Range: Touch

Target: Vial of poison br credture
touched

Duration: | minue/ leval

Saving Throw: None

Spell Resistance: Mo

Ribhans of green andl black erergy cnpulf
i e e pass tato e vid or prealig

ol e

You make the potcon inog vial or o
crearure more lethal, The DCe fom
L saving throws sgainst the poisen
increase by 2

Materipl Componpent: Licorice roor.

Inevitable Defeat

Enchartmenr (Compulsion) [Mind:
Affecting|

Level: Beguiler 4. sorcerer/wizind 3

Components: V, =

Casting Time: 1| stundard acrion

Range: Touch

Target; Une creature

Durarion: | round/|evel

Saving Throw: Mope and Will nepares;
et TeXl

Spell Resistance: Yes

Yool dfe cvesbued ol youy ad, gl
il teeters pn thee pidge of wncpnsmomoness

You drw 2 cloud over the subject's
mind, dealing 3de points of nonlethal
damage No saving throw is allowed
against (his effect Rach round on its
turn, the subject must succeed on g
Wil swve or take anorher 3de poings of
ponlerhal damage. 1F the saving theow
is successful, the damage for thar round
is negared and the spell ends

Insight of Good Fartune

Divinanon

Level: Bard 2, cleric 2, sprceter
wizard 2

Components: ¥V, 5 M

Casting Time: 1 standard action

Range: Close (25 ft, + 511./2 lev

Target: Dine creatiine

Duration: { minute/level or antll
discharged

Saving Theow: Will nepates [ harmless)

Sp!.'H Resistance: Yos (harmless)

Yo o o] golden die. 1 volls lmyerd
Hag prpitire ymd chiinse, Lhen disapperein
il tiny goldén fush of highi

The subject of the spell becomes
unysuglly lucky Once during the
spell’s duration, when he malkes an
artack voll, skill check, saving throw,
or ability check, he rolls twice and

rakes the better resulr. He must choose
to wse this ability before the check is
arempted, and the spell expires once
the second dié is mlled

Materfal Component A peld die
fieeh 20 gpl.

Invest Heavy Protection

Conjuration 1 Healing
Level: Cleric s

Thisspell functions like uwest bght pro

ey i excepr that itcures 544 points of
damage +1 pertwo caster levels (maxi-
miLim +1 2 und grants dimage reduction
Slevil Undead crearures ake in extra
5 pininies of darmige from any wespon ot
physical sttock capable of overcoming
good dimage reducrion.

Iwest | u__{l:'. z_-'n'!rn.-.'ri,jr..

Cpnjuration (Healing

Level: Cleric |

Components: V. 5

Casting Time: | standard action

Range;: Touch

Farget: Credture (ouched

Duration: [nstantineous; see text

Saving Throw: Will half (harmless ),
s Text

Spell Resistance: Yes [harmless),
SEe PEK

Yol amest the fargel with am fifnisian ol
divtite vy His wannds knil shilahile
the pmier you grant Lo hitg hetps nard of]
ut iy fmpuiies

¥ou heal a living creature you mouch af
L4 points of damage +1 per two caster
leveds fmaximum +3) In addition, che
creature rouched sains dimage teduc
lion 1evil for 1 minute

Like euere lfall wgniinds, this '-.]'u'” deals
dumage eo nndead erearares |nstead of
curing them. In addition, on 7 fmiled
save undeasd creatutes take an extre |
polnt of damage from any weapon or
physical aruck capable of overcoming
popdl damage reduction for 1| minoee

Invest Moderate Protection

Conjuration [ Healing)
Level: Cleric 3

Thizspell functions like mvest light pro-
Leetiom, BRCEDE that It cures 3d4 points
ol dgmage +1 per two caster levels

PL3
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maximum +6&) and grans damage
reduction 3/evil. Undead crediures talee
1 extra 3 poines of damage [rom any

Mutertal Compinen!- A handiv] of

ashes,

weapon or physical artack capable of Kelgore's Grave Mst

overcoming pood damage reduction,

Kelgore s Fire Boit

ConjurationEvocation [Fire|

Level: Duskblade 1, sorcerer/wizimd o
Components: V. 5, M

Casting Time: | standard action
Range: Meédium (100 .+ 100/ level)
Target: One creature

Duration: | nstantansous

Saving Throw: Reflex half

Spell Resistance: See texl

Yol eveinre o shard of ved<hal rogle
faerd 41 towrard an opponenl, As 1 slrephs

thyugh e air, @ nimbe of arne energ

crackles aronnd i

This spell conjuresa small orb of rock
and sheathes [t inarcane enerpy. This
spell deals 1de points of fre damape
per caster level lmaximum sde). I vou
fail to overcome thi tacget's spell resis-
tance, the spell siill deals 1de points
of [ire damage from the heat
and force of the conjured
orb's impact

Conjuration/ Necromancy [Cold]
Level: Sorcerer/wizard 2
Components: V. 5, M

Casting Time: | standard action
Range: Medium 000 I+ 10 [ evel
Aren; 20-ft radius spread, 20 f1, high
Duration: | roumnd /leve)

Saving Throw: Nond

Spell Resistance: See rext

Weth o gostuee, yon ceeate o elppd )
tlammy, thin amesh. The Bight in the wrea
seeine Jo din ge the mst appears, and o
slight weind washes over thy wrea, sending

o
bl donnt vour spine

Thisspellcreates o thin mistwithinthe
spell's area. The mistis too thin 1o havwe
any effecton vision, but the nectoman
tic energy infused within it hampers

the living. All living crearurés within

the mist become fargued and talke 1de

point ot cold demage perround. 1§ the
spell fzils o overcome a creature < spell
resictince, the subject takes the cald
!JH]'[]HEL' l]l]f jﬂ[ll?r{“" |.|.'|I:" E.J:lglll'.
Maberial Compont: A hand ful of dice
taken [rom o pravevaed oe tamb,

l-'—'l,]l;.l: ol Sentinels

[lusion (Shadow

Level: Beguiler 3, sorcerer/wizad 3

Components; ¥, 5, M

Casting Time: 1 standard acnion

Range; Close {25 [t + 5 F./2 levals

Area: 10-[i-radius emanation centered
o @ point in space

Dhuration: | round, level

Saving Throw: Mone

Spell Besistance: No

phialamy of spectl soeardfighte s appenrs.

v blades av dmen, and they shind

readi-to strilke

A ghostly, incorporeal swordfiphter
s in each square covered by this

s area. A swordfghier canshare 3

15y

spacewith another crearure or obiject,

Evch swordbghter




threatens the squares adjacent 1ot and
car make one atrack of apportunity pet
rowinel, The swordfighters do not hinde
movernent, block werrain, of block Hine
of effect. They can [ank an opponent
with sach other and with your allies,

Bilch ﬁu.'m'..lt'ig|‘|qf:r has hit poines
equal o twice your caster level and
an Armor Class of 25, [t makes saving
throws archecks witha bonus equal to
yolrcaster Jevel,

Materinl Commponent: A peyrtar sword-
fighter minjarure fgure

Linked Perception

Divination

Level: Druid 2, ranger |

Components: ¥V, Dk

Casting Time: 1 stundard scrion

Range; 20t

Area: 20-f ~radius emanition centered
O Yo

Duration: 1 minute/ lovel (D)

Baving Throw: Will negites (hurmless)

Spell Resistance: Yes (harmless)

Your serpses aremiddied foy g noomend, byt
when hey dear, your sight wod hearing
ure amproved

Thisspell imparts o gl allies in fesarea
ashared swareness of thelr surround
ings Each ally in the srea fincluding
yoursel [ galns g +2 bonus on Spot
peied Listen checks per each ally in the
ared. For example, if vou and three
slliesare in the araq, sach of you gains
A 46 bhonue,

Longstrider, Mass

Iransmpranon

Level: Diruid §, ranper 4

Components; ¥

Casting Time; | swifraction

Range: &0 b1

Area! all-r-radius emanation centersd
on You

Duration: 1 hour/level (12)

Saving Throw: Forticude negdles
harmless

Spell Resistance: You (harmless)

Reality bends at youpr bihest, speeding lip

your il lies

All allies in the area gain a +10-toot
enhancemenr bonus ' their speed

SCOTEL

Luminous ASSASSIN

LuMiNOUS ASSASSIN

LI_IIII,IIII'_'IE_!‘\ ALsaSsIN

Conjulration (Sommoning)
Level: Sorcever/wizan] &

[his spell functions lile lessey minous
assissin, except that the assassin has the
statistics provided below,

CR3

Male human rogue 3

N Mediurn humanod (human
extiraplanar)

Init +&; Sanses Listen +6, 5pot +6

Languages Comman, Dwarven, Elven

AC 18, touch 12, flat-footed 14, Dodge,
Mabilicy
(+2 Dex, +3 armor, <1 shield)

hp 16 (3 HD)

Resist evasian

Fort+3, Ref+6, Will -2

Speed 30 fi. (6 squares)

Melee mwk rapier +4 [1d&+1/18-20)

Ranged mwk shortbow =5 {1d6+1/x13)

Base Atk -2; Grp -1

Atk Options sneak attack +2d6

Combat Gear potion of cure moderale
wands, potfon af darkeision

Abilities 5tr 12, Dex 15, Con 13, Int 14,
Wis 10, Cha 8

Feats Dodge, Improved Initiative
Wiability

Skills Appraise +%, Balance +8_ Disable
[Device +8, Escape Artist 8, Hide
+8, Listen +6, Move Silently +8,
Open Lock +8, Search +8, Spot +6,
Tumble +8

Pogsessions combal gear plus
mastarworl sludded ledther zrmor,
masterwork rapier, masterwark
buckler, closk of resistance +1
masterwerk sharibow, 200 gp

Luminous Assassin, Qreater

Conjuration (Summaoning|
Level: Sorcerer/wizard 7

Thig spell functions lide lumineus
pesaaesiyy, except that the assassin hasthe
statistics provided bely

CR5S

Male human rogue 5

M Medium humanod (human
extraplanar)

Init 1 7; Senses Listen +8, Spot <8

Languages Commaon, Dwarven, Elven

AC 17, tauch 13, MNat-foated 14; Dadpe,
Mabllity, uncanny dodge
[+3 Des, +3 2rmar, =] shield)

hp 25 (2 HDY

Resist evasion

Fart +3, Ref+8, Will -2

Speed 30 ft (6 sguares)

Melee mwk rapier +5 [1d641 /7820
Ranged 41 shorthow <7 (1d6+1/<3)
Base Atk +3; Grp +4

Atk Options sneal attack +3d6
Combat Gear poton of cure serious
wharitds, pation of darkwision

Abilities Str 12, Dex 16, Can 13, Int 14,
Wis 10, Cha 8

50 trap sense «1

Feats Dodge, mproved Initiative
hability

Skills Appraise +10, Balanee <11,
Dizsable Device <10 Esvape Artist
411, Hide =11, Listen +&, Mave
Silently +11, Open Lock 11, Search
+10, Spot <&, Tumble +11

Possessions combat gear plus
masterwerk studded leather armor.
rmasterwerk rapier, masterwork
buckler, eloak qfws.is:pnr'f' +1, +1
shorthow, 200 gp

Hnous Assassing, Lesses
Conjuration (Summoning)

Level: Sorcerer/wizard 3
Components: V. 5, F

Casting Time: | standard action
Range: Medivwm (100 [, 4 10 {1, Jevel
Effect: One summoned assassin
Duration: | round/ level

Saving Throw: None

Spell Resistance: No

You conjure o vpguely fmanotd bepng
copyepised ol pellon Mght, 1Lwaelds @ vadiam
Wade gnd mavee with unearthly grce.

A lesser [uppinous assassil appears above
one creature within range and drops
onto It slashing and stabbing. The
asspssin artacks as it falls and the targer
cregrure s considered flar-fonted against
this initial attack. Place the 4ssassin in
any square adjdcent o the ereatiire thar
gan hold the sssnssin, The assassin's
statisrics are provided below,

After its dnitial attack, = howpous
assnssin artacks (o rarger every round,
I.l]-.irlg irs ruen after your turn s com-
pleted. It fights intelligently and does
not need o be divecred by you. 1f the
cratum i]{'i.'ﬁl l]'l!'." A55pS5In |'Il1r':'l:u*.';; 11
tor the best ol itsability. Ifche crearure
dies or escapes, the assassin waits for
vou to direct 1t to another creature (o
free action). You cannor command
the assassin to do anything excepr
attachk creatures orwait (do noching

bur defend iesel £, noe can vou divect

L7




it o attock another créarure il the
originally targeted crearure still lives
and iswithin thespell's range.

The pssassin and all jrs posses-
sions vanish when the spell’s dutarion
l.'\ll"il-l."'

Frcteer A serrared dagper

Luminous AssASSIN CR1
Male human rague 1
M Medium humanoid (human
extraplapar)
Init +6; Senses Listen +4, Spal +4
Languapes Commaon, Dwarven, Elver
AC 15, touch 12, fMlat-fo
{+2 Dex; +3 arrmar)
hp 7 (1 HDJ
Fort <1, Ref |4, Will +0

Speed 30 fi. (6 squares)

Melee rmwh rapier +2 (1d6+](18-20)
Ranged mwk shortbhow +4 [1d6 /%3]
Base Atk +0; Grp +1

Atk Options sneak attack +1d6
Cambat Gear potion of cure |ight

ed 13; Dodge

wournds

Abilities Str 12, Dex 15, Con 12, Int 14
Wis 10, Cha &

Faats Dodpe, Improved |nitiative

Skills Appraise +B, Balance +&, Disable
Device +6, Escape Artist +6, Hide
«6, Listen +4, Move Silently +6,
Open Lock 46, Search +b, Spot +4
Tumble +6

Possessions combat gear plus
masterwork studded leather armor
masterwark rapier, masterwork

thow, 50 gp
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Maagquoc Lanvarescelice
Coniurarion [ |4.'.'L||!'|~E;
Level: Bard 5, cleric 5, drud 5
Components: V, 5. M
Casting Time: | standard action
Range: 20 f1
Area: Mi-r-radius emenarion centered

1 ¥l

Doration: 1 round /level
Saving Throw: None
Spell Resistance: No

Your alber i flow of mogis abow) year body

&t [t spells el youl

W henever a creacure, includingvou,
casis a spell within the area of thi:
5

':|.'.Il.‘ -'.‘n_-” CAasT. !'|.Il.' '.‘|-].l:C'l (1:’ B .."a -i|'l¢'||

1

vou heal 1 hit paint per level of

cast is resolved prior tovour teceiving
the healing
Material Componeird; A& specially

prepared, scented ointment




Mana Flux

Abjuration

Level: Cleric 5 sorceter/wizind 5

Components! V, 5

Casting Time: | standard action

Range: Medium (10010 +10 f )/ kevel)

Area: 20-0-radius emamt ol cenrered
an A point in space

Duration: | reund/level

Saving Throw: done

Spell Resistance: No

Thiener ovickies and warps as you floed the
ured witle unstable, disrupting magical
energy, The bight shed by o contimual flame
forch (i ters weildly, wohile vour mugie ders
Pt aind ke

Lhi= spell creares a tield of unsweble
magical energy. Any cregrure trying
to casta spell, usea spell-like abilicy,
activare & supernprural abilicy, or
mantiest a psionic power in the spell’s
area has a 20% chance of failure: Spell
complecion wems, such as scrolls, also
have rhis fatlure chance. U a crearure
within the spell's area hasa spell failure
chanee due fo some other suurce, such
ps weartng armor, check each source ol
spell tailure chance separarely. Feats
and abilities thar reduce the chance al
spell baulure due to armoy have no effect
iwn this feld

A Bailed spell uses up a spell slot or
other resources asappropriate. Magic
items do not have pchance of failure,
since the power invested in them
is too tngratned o be disrupted by
this spell

Mark of Doom

Bed romanes

Level: t-leric 3, paladin 2
Component: ¥, 5, [

Casting Time: | standard acrion
Range: Medm { 100 fr ¢ 10 £ level)
Target: Omne crearure

Duration: | round/level

Saving Throw: MNone

Spell Resistance: No

Witl aomighty novocadion Lo your dedty,
yom ittt @ e dertupeasa barged of youer holy
(udgnient, The ground diales, e argrows
till, anl all wild anirials i e aor becove
stdebenly quiet amad ferrful as your deiy
frasyrs lrlijlj_';l'l‘?!'lli It e lirrget

This spell marks an opponem as an
enemy of your fath. one who must pay
for his transgressions. As long as the
subject insisis on Aghting, it suliers
divine punishment from your deiry
[he subject of this spell takes 1de
points of damape each tume i casts a
spell that cawses damuge or ilisables
i creature, makes o meles or ringed
attack, or uses spelb-like orsuperminim|
abilities to harm other creatures:

I'he subject of this spell must have
an alignment that opposes yours
on.ar least one sxis—evilif you are
good; laswful if you ure chaotic, and
&0 o, For t‘.\::ilﬂph', 1 chaniE _L',nu||
cleric can place o mark of doom upona
lawiul good, lewful evil, or nencral evil
opponeni. A neurral cpster can use this
spell against any pood, evil, Lawful, or
chaaric foe:

Mark of [Irﬂr]mf'llr

MNecromancy

Level: Cleric 2

Component: V, 5, DF

Casting Time: | stanidard acoon

Range; Medivm (100 11 + 10 b, level)

[argets: Cine creatire, 3 levels, no rwe
of which are more than 30 fr. apart

Duration: 1 round,/level

Saving Throw: Will negates

Spell Resistance: Yes

You call wpon your deity lo mark your foes
av engmiesof the leith, Divine energy surgrs
[|I1'II|-:_,;J1 e are, and foma briel moment
n holy symbol of your dedy shanes fram the
forehead of sach larected crenture

You and yvour allies see the mavk of judp
ment on a ereature and know o sirike
it in preterence over other unmarked
targets. Whenever a creature succeeds
on a melee prrpnged areack againstany
subjeer of amark of udgment spell, thar
arracker heals 2 poinrs of damage,
The tareers of this spell must have
ar alignment that oppoeses yours on
at least one axis—evil if you are pood,
lawtud if you are chaotic, and 50 on. For
example, 2 lowlul good clere can place
o harle of pudgment apon achaone good,
chaotic netremal, lowfil evil, neutral
evil, orchmotic evil opponent, A netireal
caster can bse this spell against dny
goodl, evil, lawlul, or chastie e

."‘"'ll.'l'-.{'.‘l 5 T n

Divinarion

Level: Bard 3, cleric 3, sorcerer
wizard 3

Components: V

Casting Time: | immediate sction

Range:Clase (25 ft,+ 5 [1/7 levels)

Target: One creature

Duration: Instantaneous

Saving Throve: Will negates (harmless)

Spell Resistance: Yes (harmless)

Witl w mere utierance, you grant the
ereature specud msight into hew best to
complele st losk al fipmd

You east thisspel| vmmedinely before
the rarger makesa skill check. The
subjecr envisions how 1 master might
accomplish the same msk, gaminga +4
insight bemus on s skil] check. Muoster's
foncli has no eftect on skill checks that
tepresent etbort over more than 1 round
of thme {Cralt checks, or examples,

Melf s Unicorn Arrow

Comuration

Level: Sorcerer/wizard 3

Components: ¥, 5, F

Casting Time: 1.standard action

Bange: Medium (00 [v + 10 b/ level)

Targer or Targets: One creature orup
m five crearures, no rweo of which are
more than 15 fr_apar

Duration: Instantanenus

Saving Throw Mone

Spell Reststance: No

Ulie shummermg, transparant form of a
wincarn flies forward, s corporeal liorn
bowered (o chrrge af 18 enenny

A rranslucent unicorn shape appearsin
mudair and speeds wward the targer of
ths spell. 1f vou succeed on a ranged
touch arrack, the horn slams e the
cargerand deals |ds<8 points ol damage
Lt addinen, the targer s subject toa bull
rush, and must make o Srrenpth check
iwith appropriste mod{fiers for a bl
rush)againsta DC of 24 1t the checke s
fatled, the subjeceis pushed back 5 feer
plus & [eer for every & points by which
it feiled the check

You can comjure an additonal -
cord| arvmil for every three caster levels
bevorid 3th, up to hve at 171h level, You
van have them strike o single creature




orseveral crearures, but €ach hern can
strilee onlv one crearure. You mist
designate tutgers betore you nuke vou
wreach rolls. A creature siruck by more
thian one horn s enly requited to make
one Strength check 1o avoid the bull
ruish, but the DC of the check Increases
by 2 for each'horn bevend the firse that
strilkes it

Focis: A tvory replica-of & unicorn
125 gppl.

Meteoric Strike

Transmutaticn | Fire|

Level: Clere 5, dowid 4, paladin 4

Components: V, 5

Casting Time: | swiltacrion

Range: 0 [t

Target: Your melee weapon

Durarion: 1 round or until discharged

Saving Throw: Nane or Retlex hall]
SEE LeRT

Spell Resistance: See ext

Your melew weapon bursts mta orange, red,
Fraal

and gold fares, nend shonng sp
mats wake,

Your text successtul melee attaek deals
extri fredimage L'{_.|1l.i| o Lde paints -
1ds poines per four caster levels. 1n
addition, the flames splash ino all
squares sdjacent to the mrget. Any
creatores standing m these squares
take half damage from the explosion
with a Retlex save allowed to halve chis
again. It o creatore has spell resistance
itapplies o thissplash effect

l"l_ll.‘l.l aAre nol ||.||'r'|'||'|| |:l'|.I YO N
mitearic siviki

You can cast nifeeric sivike before
you make an unarmed artack. tf you
do, yoor nnarmed artack 15 consid
ered armed

Mirror Image. Greate:

Hhasion (Figment)

Level: Bard 2 beguiler 4, sorcers
wizard 4

Components: V, 5

Casting Time: | (mmedise serion

Range: Personal; see rext for pmirrm
mage (HH 254

Targer: You

Duration: | mivute/ level (3

Several lsory diplicates of vour pop ol

bemng

This spell funcetons like mivvar (nage,
gxcept thar gn eddirional mage is
creéated in esch round afrer the fivst,
up o a maximum of eight concurrent
imagpes. LEall images are destroved, the
spell ends

This spell alse ditfers from miirros
age 1 that you can cast this spell
even when it's not your turn

Muysiic Aeqis

Abjurarion

Level: Cleric4

Components: V, DI

Costing Time: | immediare sciion
Range: Personal

Target: You

Duration: Instinranees

A ain e of spostellad g, mulnesloved lighd
appears iropad yowdd ok the spell, then

funeley aoaniy

You cast myshicaegts immediately when
vou are tatgeted by o hostile spell, ¥ou
ain spell resistance egual to 12 + yout
caster level sgamst that spell,

Mystic Surge

Liniversal

Level: Sorcerer/wizard 4
Components;
Casting Time: | standord action
Range: Close (2511 + & te./7 levels
Target: One creature

Durariomn: | round

Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

You sfter  plivase. wed magical pol

egnins o swell el veu

The subject ol myshe surge 15 able 1o
channel 4 greater smount of magical
ENETEY 1100 T0eE next spell ircasts belore
this spell's duration expires. Thatspells
save DT tnereases by 2. and is effective
custer level increuases by 1

LIvETWIELT

Enchantment {Compulsion) | Mind-
Affecring |

Level: Beguiler p, sorcerer/wizard 6

Componenis: V, 5

Casting Time: 1 stonidard senon

Range: Touch

Taceet: Ohie creanre

Iraration: Instandaneos

Saving Throw: Will negates
Spell Resistance: Yes

Yirin grip Hee creaduve's freail, il a s il

magical energy oierihiolmg i s

With @ touch. vou deal nonlethal
damage to the sobjecr egnal o the
creature’s current hit point total

Phantam Batrtle

Hlusion (Figment)

Level: Bard 3, beguler 4, sorcerer/
wizard 4

Components: V, 5

Casting Time: | standard action

Range: Medim (100 fr = 10t/ level)

Arvea: 20t -radius spread

Durarion: 1 roundlevel

Saving Throw: Will negates

Spell Resistance: Yes

Yol create an Hlusary horde of smindme
ogtes, Mever oves, and proud hnights m
armpy, all Incleed v babtle, Creatuves i R
e o cadhiosly os they ave pasght up

o dhe phearibom mele

['his spell creates the illusion of 4 heree
bartle Your cnemies move coutiously
and pass up the opportunity 1o strike
||'|J'|r1llt"_5::\'| noe rlii‘. r-c_ur:unl l'{1|'|.|.||_‘||lf}r'|
ol the bartle disrraces them

All creatures within rhe area of
the spell that fatl their saving throws
cannot make attacks of opportumiry
In addition, all crearures within the
aren are considered tlanked. A cresture
iprores these ef{ects when it |eaves the
spell's area. If g crearure reenters the
spells mreaatrer leaving it, the creature
can atrempt another save to resist the
spell ifisinital save failed. A ereature
thar enters the area for the Arst time
after the spell is cast must also make a
saving rheow 1o resist the effect

A phantone ballle spell produces
noisgappropriate to a mob of creamures
locked im bartle. Anvone in the bartle
can plainly see rhar the conjured
fighters are no threar, since they serike
solely ar ocher phantom warriors, bu
the dip. fumuli, and conbusion mike
it chitbcult to focus on the roue boes ag
hand. A ereature thar seceeeds on 115
STVE AR I"||||| L1 [!|L.‘H|1':n'_"[r:i] |||:|.|'|]]'.H.'\I llr.
che illusion, bur is sble te block our the
distraction and fght as normal




When vou castthis spell; vou can choose tor it not o attect
i number of allies you designate fess than or equal to your

caster level

Hlaoue

Mecroma Evil |

Level: Cleric 7, druid 7, sorcerer/wizard &

Components: V, o

Casting Time: | standard acron

Range: Close (25 ft, + 5 fr./2 levels

Targets: Omne living creature/Jevel, no two ot which are more
than 30 [t zpart

Duration: 1 round/ level
Saving Throw: Fortuude negates
spell Resistance: Yes

Yourskin crawls ns yom wltter e wovds and cornplile hegesture
of dhrs spell, Suddenly, one of maore ol Hhe lergel erealunes seem

meercote e dreadul moldy

The subjects contract a disease selected trom the table below
which strikes immediately {no meoubation period) The dis
ease progresses capid|y; the subjects must attempraddirional
saves each round, instead of each day. Use plagne’s DE forall
saves, See page 292 of the Dungeon Master's Giade bor moere

intormation on these diseases.

Disease Damage
Blinding sickness ldd 5t

Cackle fever |dE Wis

Filth fewer 1d3 Dex, 103 Con
M imdfire 1d4 Int

Red ache el St

Shakes 1c8 Dex

Slirmy deam 1d4 Con

#Each time a victirn takes 2 or more points of Strength
darmage from blinding sickaess, he o she must mak
another Fortitude save (usingthe plaguee spell's save DC)
or be permanently blinded.

rismate Mis

Evorition

Level: Sorcerer/wizird 3
Components: V

Casting Time: | standard action
Range: Medivm (00 [+ 10 fr./level
Area: 30-1 -radivs spread

Duarati
Saving Throw: See 1exi
Spell Resistance: No

1t 1 minute/level

vour call forth a thin, mullhued wist that fitls the area. Smal
sntctrnclescerdd lghis, o brghter than condles: drift lazily throughou|

T st

i h'..' THEST 1S 100 1 |.1 m-Io |:||."5L—|.|f|: Vismanor pT'.""-'ll-l-l-' (&1 '”l-‘l";i.l men
but walking through it is hazardous. Each round, 3 erearure tha
beging irs rurn in rhe area of the spell, or thae enters the miss

during ns tirn, ssubject o onsor more of the following effects

]
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based on the (randomlv determined)
color of the mist o the area oround
the creature

L onsulr the table below wo determine

the color of the mist and its etfecr

d& Color Effect

| Red 1d4 paints [Tre damage

2 Qrange 1d6 points acid
damage

3 Yellow 1d8pointselectricity
damape

4 Green Poison: 1d4 points 5t
damage (Fort negates)

5  Blue Slowed far 1 raund

(Wil negaees)

Lesser confision for

round. | Will negates

mind-affecting)

[razed for] round

(Will negates)

& Atthe Junctiop of two-colors; roll
twice more, ignonng any 8"

6 Indigo

St

Violet

results

Fulse gt Hate
MNecromancy [Evil]
Level: C
Components: V', S, M/DE
Casting Time: | standard seron
Range: 20 f1
Area: 20-fremd s emananon centered

erie 7, sorcerer wizard 7

o Yo
Duration: | round,/ level
Saving Throw: Will hall
Spell Resistance: Yes

A peid light pulses af yonr feet, sending

malign wives of energy thvough (he area

that damiage your cnemies

SLACTINE L0 e PO WYoul Cast 10 |""|'!|'5-.'|'|

hrte deals 3dé poinis of unholy damage

pet round, on yourrurn, toall enemies
i rhearen
Arenme Matevin! Component: A hearr-

shaped locker and a pin

A0ancs

Evocation [Cood, Light

Level: Cleric 5 drud 5

50TC
wizard

Components: V. 5, 1IF

Casting Time: | standard agrion

Range: Al i

Area: e0-freradivs emananon cemered
om you

Druration: 1 rownd/ level (TH; see rex

Saving Throw: Mone

Spell Resistance: Na

A hyight

VT l'-.'||'|'

scodillinlimg ligh!l <lones frim

For the dumanen of this spell, you
erngnate i brighrt lght that undead find
uncomiboriable The illuminaion wirthin
the area is bright, the equivilent of 4
dayhght spell Undead in the area are
dazeled toras long as they remain in the

radins and for 1 de rounds thereafrer

Ravdsney counters ot :]I-\.:_'-l:"'- Ay

darkness spell of equal or lower level

cay of the Python

Evocarion

Level: Bard 2, sorcerer wizard 3
Components: V. 5

Casting Iime: | standard acrion
Ranpe: Close (25 [+ % fr./2 levels

Target; Une creature

Duration: 1 minute

Saving Throw; Refles negites: see
below

Spell Resistance: Yes

A ray of pudimg yellow light springs from

yiuir fard. L bealies yood lnrged amd iign
arvnd b hilke w salee, hompering his

alolity b vmove pol otlack

Ihis spell creates a ropey steand of
ATCane eneTgy r|-I-'|: FESTTECTS e reaine §
movements. A creanure struck by chis
ray ean only make one attack perround
and cannot make artacks of opporto
nity, 1o addition; the creature's speed
is reduced by 10 feet

After the :-}.‘c” has been 1 effect for |
rontnd, ot the starrol st i each round
thereafeer. the subyect 15 allowed o Reflex
save to resst the spell's effects. 1F the save
suceeeds, the creature lgnores the spell's
effeces forthat round Lt mostmake anew
save each pound, regardless of the tesuls

ola pl'l" VOIS SEVE,

ReEqraity

Conjuration (Teleportation|
Level: Duskblade 3, sor
Components: |, 5
Casting Time: | sunderd actios
Range: Close (25 (e 4 5 11, /2 levels)
largets: Uine willing crearure/leve|
Duration: Lostanrangous

Saving Throw; Mone

Spell Resistance: No

erer;/wizard i

Yo ||.'||.'| OFL VRLIF COTpanioms 1o vou sl




Each subject of this spell teleports o a
sguiare adjacentrovou U those squaresare
occupied or cannol stppart the welep irted
CTEINTeS, | |'H.' CTeanres ii'_:?|"L‘iIT.1."- |-'|1 1810
o -J'.T!._l.i'.wll."]:.". on usurhace hai can sup

port them. i an wnoceipied square

Kenewed "'I.*l_'|l.ll

Transmutation

Level: Bard 5, cleric 4. druid 4

Components: V, =

Casting Time: 1 standard siction

Range: 30 f

Effect: 30-lt-radis burst centered
EYEY YENLL

Duration: | nstinianeous; see rext

Saving Throw: Fortiiude nepares
(harmless

Spell Resistance: Yes (harmless)

S wond apnd qoges e yvorsuffuse an i
welh o soft golddn

light, Bestoivmm

it second v fi

il i il
Ereadures ieitlpm

When vyou cast this
spell, you remaove the
fatgued condition from
any creature in the area
and cause exhausred

creatures o hl\‘{'{_'llTI.-L'

fatigued. Inaddinen, slfected creaties
gain 3 +2 bonus o Consttution for |

rould per casrer level

gnreous Durst

Evocation [Cood |

Level: Cleric 7

Components: V.5, M, DF

Casting Time: | stanclard action
Range: 30 f1

Aresi: 30-Frandins burst centered on vou
Duration: Instantaneous

Saving Throw: None or Will halt;

S00¢ ext
Spell Resistance: Ye

Haly hight Blasts from yorr upraised fist

This spell heals every ally in the ares
of 148 points of damage +1 per caster
level tmaximum +35). Every enemy In
the wrea tales 1d8 points of damaps

#1 per caster level (mavimum «35).

Premies are al lowed W9 saves w halve
the damage

Mutertal Component: A handful of
silver dust (worth 15 gn).

Rouse

Enchantment  Compulsion) |[Mind
Affecting |

Level: Beguiler 1, duskblade 1 sorcerer
wizard |

Components: V, 5

Casting Time: | standard action

Range: Close (25 [ =5 [1./2 levels

Area: 10-Tt-radiug burst

Daration: Instinraneolis

Saving Throw: Mone

Spell Resistance: No

Weith a fowd siap oy fipees pou capse
any sleeping craalives in the spell's g

[y demnmadeene,

Chisspel] has no ettect oncrearures thar
it unconscious due to betng reduced 1o
negarive hit points, or that have oken
nonlethal damage in excess oftheis
current hir points:

Scattering Trap

Confuration (Teleportition
Level: Savcerer/wivird 3
Components: Y, 5, M

=
=
"

@
=
i
=
B
=




T, Neleon

s, &

Casting Time: 1 standard action
Range: Close (25 (14 5 ft,/2 levels)
Area: One 5-fr square/2 levels
Duration: 1 cound /level

Saving Throw: Retlex negares
Spell Resistance: Yes

Arias you desigrate o the lopr lame dimly

This spell imbues o mimber ob 5-tooi
squares vou designare with a relepor-

tion trap. A creatures movi
one of these squares and failing lts
sayving throw is releported Lde squares
ina random ditection (use the Missing
with a Thrown Weapon diagram, I'H
158), [Treaching the destination involves
teleporting the subject Into g solid space
such as withina wall, the subject is fore
ibly shimnted into the nearest open space
and rikes 1da poinrs of damape,
When you cast this spell, the s-lom

nare do nort have to be

\L{LIJTL"- VoL |.|.l.“.-"._
adjacent but must oll be within 30 feel
of one another

Material Component: A
pinch of dande-

lion seeds.

Seeking Ray

Evocation

Level: Duskblade 2, sorcerer/wizdird 2
Components: ¥, S

Casting Time: | srandard action
Range! Medinm (000 ff, 4 10 ff, /level)
Ettect: R

Duration: |nsStinrEneous: see rext
H:wing'l'hruw KN

Spell Resistance: Yes

A v of electiicily sivings from vour
Trand, 11 siakes oromid obstacles, tover,
aind other tinpedimenis an ils way lowara

vinir lprped

Your create a ray thar deals 4de poinis
ol electricay damage il ir seeikes vou
tevger. While this ray requires a mnged
teuch attack o strike dn opponent. it
ignores concealment and cover (but not
total concealment or total cover), and it
does not take the standard penalty for

friing nromeleg

1 pddition o the damage it deals,
the ray creares 2 link of enecgy herween
you und the subject. If this my struck
the targes and dealt damage, vou gain
4 tionus on arracks you minke wiath oy
spelle{including another casting of thie
one, 1Fdesired) against the subiect far 1

ring
vy @ second time o o creature that isseill

ol per caster level. Thvom cast verl

linked o vou from o previous casting
the duration af the new link overlaps
(does not stack with) the remaihing

durarion of the previous one

share Ialents

Transmuration

Level: Bard 1 cleric 2. ranger 2, sorcerer
wizdara 2

Components: V. 5, M

Casting Time: 1 round

Range: Touch

Targets: Two willing creatures rouched

Duration: 10 minntes/ level

Saving Throw: Will negares (Jarmless)

Spell Resistance: Yes (harmless




You touely Lo allies, and fop o yroment Heir
Jeatures change so that they seens to blewd

iheir appeavanres inko one pew creatire,

When voo cast thisspell on two subjects,
you create o mystical link between
them. Forthe duration of the spell. the
qubjécts gain a +2 bonus on any skil]
checks they malke, aslongas at least one
of the characters has 1 rank or more in
the skill. Tnaddition, if either chameter
has ranls in g shkill that i9 not nocmally
usable by untrained characters isuch as
Timble), the ather character can make
untrained checks using that skill
Material Component: A knorted rope

Slashing Dispel

Abjuration /Evocation

Level: Duskblads 5, soveerer/wizard 4

Components: V, 5

Casting Time: | standard action

Range: Medium (100 . + 10 fr. level

Target or Area: One creature or 20-ft -
rading huret

Draration: Lnstentansous

Saving Throw: None

Spell Resistance: No

s i e ey

¥ou rip away the spell energy infused
vt o creatuore durming thnto @ harmful
Brirst of energy thiad by ns inko the creature

.
tefore dissipating

This spell funcrions lle dispel miagic

(PH 227%), except a5 noted here, Any
creature that has a spell effect removed
from it takes 2 points of damage per
level of the dispelled effect. Ifa creature
lozes the etfecrs of multiple spells; i

ra |n'.|."‘-\. l.'l.l I s !.-I.lr l:"..l'."ll CHEE

[P
SOMmc Aueid

Evocation

Level: Bard 3, duskblade 5, sorcerery
wizard §

Components; V| 5

Casting Time: | standard action

Range: Persomnal

Target: You

Duration: | round;/ level

Uhe air around vou shifts and shiminers
as o freld of pure sonic enevgy forms before
vour. This shielil vepels all atincks with a
flast of pnerey thal sendr the attacker

stumbling backward

This spell granes youd +4 deflection
bonus to AC. In addirion, anyone
who successfully hits vou with o
melee artack takes 1d8 points of sonic
damage and must make p Fortitude
saving throw ot be knocked 5 feet
away from vou into an unoccupied
space of your choice. 1Mo space of sul
ficient size is available for It o enter

it insread takesan exrra 148 points of

sonic damage

Stand

Conjuration (Teleportation|

Level: Duskblade 1, sorcever/wizard |
Components: VS

Casting Time: | immediate dcrion
Range: Close (25 [t 4+ 5 [1./2 levels)
Target: Due willing prone creature
DNuration: [nstantineous

Saving Throw: Will negates tharmless)
Spell Resistance: Yes { harmliess)

Wikl a swft upword geslime of o arms
aitd @ single clavion command ("Stand!™)
vou enable the prove creature 1o afely rise

[ ris feel

I

Ag -

=

HEL:




The subject creature immediately

stands, without provoking atracls of

opportuniry.

Stay the Hand

Enchantment (Charm]
Affecting]

Lewvel: Bard 1, beguiler 2, cletic 2,
sorcerer/wizard 2

Components; V

Casting Time: 1 immediate action

Range: Medinm (100 ft. + 10 fr./level)

Target: One humanaoid

Duration: Instanraneous

Saving Throw: Will negates

Spell Resistance: Yes

[Mind-

Your words muoke compassion and meroy
inn the mercilgss

Il the targer creature fils its spve agains
stay the hand, it refrains rom attacking
you or targeting you with spells for the
temainderof the current tound

¥ou can cast this spell dutring an
opponent’s tuen after the opponent
annonhees is intention to attack vou ot
targer you with a spell. If the apponent
becomes subject to this spell, it can
choose a new target to -attack, bur it
takes a —4 circumstance penaley on its
attack roll due to the sudden change of
intentions at the last second. Likewise,
the subject of this spell can redirect a
spell that had been rargeted on you,
burtir must succeed ona Concentrarion
check (DC 15+ the spell’s level) or the
spell is wasted,

Stifle Spell

Abjuration

Level: Cleric 4, sotcerer/wizand 4
Components: V

Casting Time; | immediate action
Range: Close (25 ft. + 5 ft. /2 levels)
Target; One creature casting a spell
Duration: Instantaneous

Saving Throw: See rext

Spell Resistance: Yes

As the creature casts a spell, you ubter a
simple magical phoase thal momentarily
confoimds i

You cast this spell to distrace another
creature as it aftemprs to cast a spell,
The target must succeed on & Concen-
tration check (DC equal to 14+ vour key

ahility madifier + the level of the spell
being casr) to lgnore the distraction, or
else it loses the spell

Stretch Weapaon

Transmutation

Level: Bard 2, clecie 2, duskblade 2,
sorcerer/wizard 2

Companents: V

Casting Time: t swift action

Range: 0 fi

Target: Melee weapon wielded

Duration: One arcack

Saving Throw: Will negates (harm-
less, object)

Spell Resistance: Yes (harmless,
ohject)

Weith o single utterance, the sweapan o po
fend elongntes withmd beeoming awliard
o weighty,

The affected weapon stretches, extend-
ing toward its target, though it can be
wielded normally. The spell sdd=s an
additional 5 feet of reach to 4 melee
weadpon for a single atrack.

Summan Galem

Conjuration {Summoning)

Level: Cleric 9, sorcerer/wizard 9
Components: V, 5, F

Casting Time: | tound

Range: Close (25 fr + 5 fr./2 levels)
Effect: One summaoned golem
Duration: | minute/leval

Saving Throw: MNane

Spell Resistance: No

You witiie vpur hand over a L of Nesh,
clay, stine, o trom while chanitmg a leigliy
incanlilion, Maments laler, o golem pf
similay substance appears m a flash of ight
to seriae yin

You sumnimon a flesh, clay, stone, or iran
golem. The golem begine acting at the
start of vour next turn and follows vour
simple commands

The golem disappears when it is
destroyed or when the spell's durs-
tion expires

Fopns: A small lump of preserved flesh,
dried clay, unworked stone, or iton ore,

Sure Strike

Divination
Level: Duskblade 2, sorcerer/wizard 2

Components: V

Casting Time: | swift action
Range: Personal

Target: You

Duration: 1 round or until discharged

You gnin a fleeting glimpse mito the futere,
enoigh to guide your impending ottad:

You cast this spell immediately before
you make an attack roll You can see
inta the future for that attack, pranting
vou i +1 insight bonus per three caster
levels on your next atrack roll.

Thunder Field

Evocarion

Level: Bard 4, druid &, sorcerer/
wizard &

Components: V', 5

Casting Time: 1 standard action

Range: Medium {100 fr + 10 fir./level)

Area: 20-ft-radius spread

Durarion: 1 round/level

Saving Throw: See texi

Spell Resistance: Yes

Che it arowrnd you crackles with the distand
boom of thunder, A domie of banslueen|
golden energy surrownds the spell's aren
The dome shokes and ratiles, while the
muffled sornds of explosive blacks echoog
fram it Any creature within the dome
is knocked infa the pir by the poweerful,
ear-splitting blasts,

[his spell creates an-area of turbulent,
sonic energy. For the duration of the
spell, any crearure that stares its rurn
in the spell's area must make a Forei-
tude save or tale 1d8 points of sonic
damage. In addition, attected crearures
mustmake a Reflex save or be knocked
prone. If a creature is already prone,
failing this save has no effect on i,

loxic Weapon

Conjuration (Creation)

Level: Duskhlade 4, sorcerer/wizard 5

Components: V, 5

Casting Time: 1 standard action

Range: Touch

Target: Piercing or slashing weapon
touched

Duration: 1 hour or until discharged

Saving Throw: Fortitude negates:
gee 1ext

Spell Resistance: No




Vo fosechy Hae weapon, ahd an od

ppears on s suface

tion damage immediate
1d10 paints ¢ stitarion damage |

, the poisan
vapordtes

Level: Sorcerer/
Components: Y,

Casting Time: | swiftaction
Range: Personal

Target: You

Duration; | round/]

Components: V. 8
Casting Time: | standard ac
Range: Close (25 fi. 4+ 5[
Target:

Duration: | round/le
Saving Throw: Will
Spell Resistance: Mo

You cripplea lavgel with sersations of falling

The subject of thisspell becomes

s to drop s
subiject must su

Iz ar the




Lf it Fails, it cannot move, 1§84t fails the
chieck by 5 ormore. it falls prone. While
affeeted, the subject also takes 1 -2 pen-
alty on attack colls and saving throws
Adrborne crearures receivea +4 bonusg
an saves against this spall and do not
neéd to make the Balance checks

Vertigo Field

lysion (Partern)

TLevel: Beguiler 3, sorcerer/wizard 3

Components: V, 5

Casting Time: 1 standard sction

Range: Mediom (100 fe. + 104t level)

Avea: 20-fr-radius spread

Duration: 1 round/Jevel

Saving Throw: Fortimde parrial;
SEE X1

Spell Resistance; Yes

Yo create a field of swirling patterns of
color, Light, and motion. Creatures o the
e stagger as fhe bavrage of sensafions
overlonds therr senses and leoves them
overrore with vertiga

This spell creates a feld of illusory
magic that hampers the movement
and senses af any creature thar enters
it, The area within the Aeld counts as
difficule terrain, Attacks made through
at Fromm inside the Geld have 2 20% miss
chance, A créature that begins {ts turm
inside the field miest mike @ Fortitude
save or become nauseated for 1 round
(Dnce g creature fails this save, it daoes
not need to make anorher save agains
this effect

When veu cast this spell, you can
choose for this nauseating effect not
to apply to & number ofallies vou des
ignare less than or equal to your castel
level Those allies still trear e ve ljgﬂ
frelil as dithcilr termin and have the
20% miss chance onoattacks,

Visions of the Future

[Hvination

Level: Cleric B

Components: V, 5

Casting Time: 10 minutes

Range: Personal

Target: You

Duration: 1 hour/level or aneil
discharped

You weere events shehtly before tliey ppen,
ganmng fivne i react o thém,

You paitia+2 sacred bonis on all saving
throws and +2 dodge boanus to Armor
Class, Once during the spell's dura-
tio, #% an immediate action, you can
choose to discharge the spell o gain g
greater bonus When vou discharge the
spell in this manner, you gain a sacred
bonus on all saving throws and a dodge
bongs o your Armor Class equal o 1,2
vour caster level (maximum <25} This
bonus lasteund] the beginning of vour
next furn

Whelm

Enchanrment (Compulsion) |Mind-
.-"‘;.[TL'-I.'1 i.|'|j'1]

Level: Beguiler 1, sorcerer/wizard 1

Componenrs: vV, &

Casting Time: | standard action

Range! Close (25 fr+ 5 {1./2 levels)

Target: One llvipg creatnre

Duration: Instantaneous

Saving Throw; Will negates

Spell Resistance: Yes

You Hartisl one arm forward toward youer
for, palm open und fingers splayed. The
erethige veels gs an mpisible surge of power

fides e

You lounch pmagical sssault that wears
at thetarget's mind, dealing 1de poinrs
of nonlethsl datrdge if it fails fes
siving rhrow

FI_IF CAETY D casier 1|_"J{_'|S I_'II_","-L'II'Iii

tst) you deal an exrra 1da points of

nonlethil damage to the subject, o
maximum of sde at 9eh level

Whelm, Mass

Enchentment |Compulsion) [Mind-
Alfecting |

Level: Beguiler 4. sorcerer/wizard 4

Components; V, 5

Casting Time: | standard action

Range: Close (25 fr+ 5 fr./2 levels)

Targets: One Living crearure,/Tevel

Duration: [nstantaneous

Saving Throw: Will negares

Spell Resistance: Yes

Wil sweepal your arm, crenbtves reil as
ant inbisthle surge of anagicol potver ides
thetr mmds.

Uhisspell funcuons like wheln, except
that it affects multple rargets and it
deals 1ds points of nonlethal damage

per castet level o edch subijeet, 1o a
maximum of 10déqar Wi level

Whelming Blast

Enchantment {Compulsion) [Mind-
Aftecring]

Level: Beguiler 2, sorcerer/wizard 2

Components: V, S

Casting Time: | srandand acrion

Range: 30 fr,

Aren: Cone-<haped bura

Duration: Instantaneous

Saving Throw: Will negares

Spell Resistance: Yes

You sivetel your grms before you,; spread
vt e wifite, gl wnleashy an (pvisshle
oave of mngical power Hil assails the minds
of the creatiyes within i,

Vou assail che mental faculiies of crea
tures in the ares, dealing 1d6 points of
nonlethal damage per two caseer levels
makximum 5dé at 10th level) to each
crearure thar falls its save,

Wiack Farth

Evocadon [Earth)

Level: Druid 7

Compohents: 'V, 5, DF

Casting Time: | stindard scrion
Range: 30 [C

Area: 30-t line

Duration: [nstantaneous

Saving Throw: Reflex half; see tex
Spell Resistance: No

Yo stonip yaur fool, catsing o shockune

fid shool ol From voli.

When you cast this spell, earth and
stomi blast upward alonga 30-foot ling,
smashing creatures and lmecking
them out of the way. Thisspell deals
1dé proines of l‘l||!L‘lgL*L‘Jl1in_Q damage
per caster level (maximum (5d6) to
EveTy cregture it contacts and creqtes a
s-foot-wide mound of stone and rubble
along the path of the line. Creatures
within the area thar fail their Reflex
saves are moved to & random side of
the rubble The rubble created isdif
Fleulr tereatn that cequires 2 squares
of movement 1o enter. Crearures thal
succeed on their saving throws rake
half damage and are not moved by the
mound of rubble
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our: character is move than just’ & race; cliss;
and level stipled togecher. At their best, D&D®
tharactersare.on par with characters in the best
moviesand novels: almosras complex as real people.

¥ou have many options at your disposal when eraft-

ig your character’s personaliy, You could invent
anintriguing history for your characterand allow hisor her
personality to follaw nanmally from thar You could tmizate
characrers (oraspects of characters) from books you have read,
movies you have séen, arreal people vou know. With some
attertion on your part to-his or her background, personal-
ity types and significant traits, youe chardcter can possess
realistic depth and motivation: This chapter offers tools o
create well-rounded characters with memorable personalities,
a5 well as advice on being a good player at the table.

CHARACTER
BACKGROUND

Your character has aplace in the Aetional world of the D&
mame, Wherher vou grew up ona farin, struggled for scraps
. of bread iy an alleyway, or were raised by a pack of magieal
wolves, vou had 3 life before you started walking the road 1o
adventure, The following backgrounds can serve as inspiration
forwhat your charscter's childbood snd vouth were like,
Eacly hackground includes several headers thar describe how
wow can apply it po ditferent pares of vour character's life

il T ey - —

ARTISAN

Al

{

INE|

Youth: This section deseribes the vypical experiences of
a churacter whe grew up in this backpronnd. Ir describes
how thar background shaped vour early life.

Transition: Your backpround represents your past This
section offers twoor three ideas on how vou leftyour old
Life behind and became an advenrurer.

At the Table: Your background shapes vour ourlook and
voue actions, Thissection discusses how yourbackpround
might manifest when vou roleplay vour characrec

Apprenticed tod promising artisan, you worked hard
throughout vour chldhood to develop theskills neces-
sary 1o msteryourcratt and make a good living in the
world. Hours spent working in the shopalongside your
TLSTer watu:hing, gssisting, practicing, and sinw':'!.? gaine
ing expertise inallaspects of vour chosen eraft allow
ot in truly appreciste the arlistey thas gobsinto evéry
facer of the jobi From conceptualization to pathering
supplies to working the matetials into the desired form
and fnally tothe cleanup atthe end of each project,
you are proud tohave the skills of 3 reneartisan,
Youth: Working in yourmaster's ship was no day
ar the carnival, Early o you spent most of your tome
sweepingatd scrubbing [loors, cleanitig wools, carryine
supplies, and preparing simple mesls 5o your master
could spend histime working on hiscurrent project. |
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Eich time he gave voi o task that seemed meaningless to the
wetiial job ar hand. more often than nar i proved necessany
to achieving his goal. As you completed these rsks, von
waould quietly warch vour master, learning all you could frotm
observation belore he gave vaur next sk

Transition: Whar drove vou from |hr‘-!'i_,‘l|:‘||w|'1il‘l,h" gripi_:-'
the wotkshop to the world of adventure? Your motivation
could come from withan, or events beyond yourconrrol might
have cast you inro the role of an sdventurer.

Perhapsthe toil of the workshop prew riresomie. You always
preferred tales of heroes, monsters, and ancient treasures to
yourmaster’s long lectures on responsibility, rechnigoe, and
craftsmanship, Assoon as you had enough money saved, you
lett your master and ook up training in your curvenr class,
Your master might still hold a grudge for your desertion; [f
he is powarful in his community or guild, vou can expect
rrouble from him in the furore,

1 vour master wasoruel, life onthe road could have begn
il hﬁ'lll‘r '\-"F‘[J‘:Ih t]‘,l] 13 drusl |J|.‘l' VoI l.\t. "lil"-"] ng HWaEY In 05 4“'.\)"".
Underfed, beaten for the smallest infraceion, und worked
to the point of exhaustion, you didn't so much leave your
craftas escape from it Alone (0 the world and pennilass
you learned enough to survive and eventually became an
adventurer Pechaps a kindly new master ook vou i, or vou
were dratted into military or religions service

Artisansneed peace and stability to male a lving, A war,
plague, or other calamivy could have forced you onto the
adventurer’s path. 1fores saclied vour home cicy and burned
it to the grovund, you could hive become an adventurer out of
necessity rather than any desirve for gloty, Perhaps you thirst
1"[.,”,— \.’L'ngﬂil e .|_E.'|!. st r]\l:" 'l ||_'| Iyranl 'l"f"l'll::l .\;li'\.‘.' ':."I"l Ur master
and smashed your dreamis of becoming o respected artisan
with 4 shop of your own

At the Table: Comment onthe |_r.||:S111:|r|::|1:i|1 ol weapons
and armor vou fod, A dwirl crattsman mighe take the fime
towtnderat the beautiful corvings onan ancient, abandoned
stronpgholds walls, An elf arrisan might be arrogant toward
human goods, While other members of the parcty e excited
it the magical propertiesof o sword, you hind the excellent
aquality afirs bladeand the fne decarlod work in s pormmel
worthy of comment, Tovou, o dungeon can alse be s miiseum

of an anient civilizarions actweaek ond cratistna n.-i|1ir|

ASCETIC
Sequestered [ra corwent, monastery, Lbrary, or school, you speng
VLHIT 'Flf:l[.”l'l Imn .~‘|||.Jl.|'\.'. l'Lll'lIL‘rI'lF!J;l.t i';'“.'l.I .'l.'l"ll.l fu‘ﬂt':‘tiﬁn. TrT'Ilu‘ll.IE'.h
meditation, scademic study, or praver, you honed wour passion
for knowledge dn the fire of yourwill Through discipline and
pesseverance, volstil constantly drive yoursell o unlock
lore, whether ivig hidder in ancient texis or veligious serip
tire or revealed through constant meditarive peactice.
Yourh: Asachild vou spent hours retrieving and caraloging
temes and scrol [z Tor older seholars who lett vou to vour own
devices once they hod the marerials they sought Spending
these hiowrs with lirtle supervision, vou learned the locatian of
nearly everywork stwored in the lbrary of the mountam abbey
vou called home. Shile ar that age vou couldn't fathom the
mysteries stored within, you leepr 3 mental rally of those thar

interested youmoest. From time 1o time vou would be seny o
the kitchen for lood, or towash dishes; or to run any aumber
of erronds. Each such excursion away from the library tha
yout had come o call bome felr like 3 rest—of your resplve
ter learn, af vour desive 10 $pend time only in the library, or
simply of vour vouthbul patience,

Transition: A scholar can only learn so much ina library
surroonded by boolis, Your masters ordered vou outinto the
world 1o experience its wonders Rrsthand, Having learmed
everything your masters can tesch, you can never reiurn
howme il your magic or ke strong encugly, or until you
have surpaseed your masiers, oryou have achieved enliphien
ment ot ulrimate arcane or divine power,

Alrernatively. a rivalryor powersirugple among vour masters
might have foreed you out inm the world. Your taror orsponsor
lell ineo disprace or disgppeared under mysterious clrcum
stances, Withour your masrer stoend, chere wos no longer o
flage [er v, Youl stil] seek him, or arleast to avenge him

Perhaps mather thin simply leaving your order, you were
ey pelled Scholarchip demands innovation and fofwsnd thoueht,
bt vorre thoughts were oo radical for vour elders, Your ideae
were deemed dangerous or subversive or heretical, forcing
your exile. Maybie vou delved into lore roo dangerows for merv
pprentices, such asspells to simmon forgotten gods arbim
demons. Perhaps a rival student Framed you,

At the Table: You lenow i Lo, und you aren't ateaid 1o show
it off, Whils others might refer to creatures by common
names such as "kobold," "troglodyte” and "bughear” vou
leriowa the proper classification of each in Old Draconic. 1TEyou
And un ancient libeary, a callection of serolls. or even ancien|
murtls and frescoes that depict myths and prehistorical
events, vou happily loge voursell in studving them even in
the midst of s dungeon

T von rrined as a monk or clevic. the habits, beliels, and
ethos instilled invou by vour upbringing plav s major role in
vour life. For example, you might be a vegerarian il your sect
torbids the eating of meat, and vou sren’s afraid to tell others
of the siperiority of your diet, You have an old saving or a
bit of wisdom for every occasion, When faced with o rough
decision, vou tirn to a religious hook or similar manual for
giidance. You guore scriplure or Your master’s savings i

support your arguments and decisions.

DRIFTER

Horme? What's that? You spemt your entire life on the road
muving from town (o town, You get by mking odd jobs, sgne
less saviey thay others, or performing for g night's bed and
food, People are your stocl in trade: vour keen understanding
of theiractitudes, behaviors, and desives keeps vou employed
and alive. When things po bad, it's time for you and vours 1o
move on 1 the next eown. Survival has shways been vour firse
priority, and vou hiove become quite good at it

Youtls: As o child, you spent the majority of your davs either
o the toad or performing odd jobs and ranming errands foryvour
elders. You prrany talents vou had toworl foryou just o ger by
andl pechapsearna little food or s few spare coins. You might have
rl.lT'I'IL"I.l 183 COTITI "-'l.'l'li.‘r'l |J1[f|!-_"1 |.'|l.'f'|.' LI df'H'I.'JI‘."]‘J{l‘". 0 Vi |'|'|.|E1!'|
e resisted all temptation no marter how bad things por




Yol cotild Bave ended up on the road due to 4 number ol
reasons. You might bive been separated from your amily at o
young age due to war ot seme other disaster A plague conld have
left v a sole soriivor and driven you from yoor hemetown,
Perhaps you grew up in an orphanage pnd mmn away a5 soom a3 vou
wereahle Your parents could have been wandeters thomselves
5o thur you never knew any other iy, ot fese being cortled on
vt morher's back and then lawer walking beside her,

Transition: Moving from che lite of a scrpunging dritier
r rhar of an advenrurer was easy for vou, The skills vou
learned on the teads or in the allevs and taprooms of the
wirld prove useful to any advertnrer Perhaps you managed
i helsr thar scored you enough money o buy you thieves
rools, 3 weapon, and spme armor. Tharsinple windfall was
priough o trensform you from justanether wanderer toa
ckilled, armed advenrurer.

You might have stumbled into the adventurer’s life by
wecident Seeldng shelter from & storm, you entered o cave
gl turned out to be 2 monster's lair. You managed to slay
te heast and afterward helped voursalf 1o its treasure Your
first ste of sdventure was frightening and exhilararing (and
profirable), and you developed 2 liking for the actwvity

Adventure Ands you o5 obten as you find it Perhaps mon-
stersthreaten the zres you ane rraveling through, leaving you
with a simple cheice: fight, lee, or die, Maybe vou've always
rried to help others as you wete passing thirough an area, Now
that vou're older, stronger, nnd more shilled, vou cin ke |
more tetive role inprotecting the common folk drd helping
put where yoo can

At the Table: You've done it all before, and vourexpesience
malkes vou calm in g erisis. When o sudden thunderstorm
polls in, you know how o Aind shelier, When it comes (o
surviving inthe wilds or making yourway through o ciry, you
ared treastree trove of folloules, rraveler's lore, and common
sepise, Worldly for vour age, vou sren't afraid o show off thar
lnowledge (n front of others. Shelrered people, those who
Erew up in far easier gircumstances than vou, earn vour
disdain if they can’t keep up with vou, You didn't grow up
with much, but you learned to take care of yvoursell

FAEM HAND

Bornand raised on the trm, you developed o kevn undestand:
ing ot agrarian life, sswellasq strong work ethic, Accustomeed
ter being up ar dawn and aslesp by dush, vou con tracl the
seasons by touch and smell. ¥ou know the satisfactlon of
cultivating the earth onwhich you live, and you relish the
tesponsihility of raleing care of the animals that you dependon
[ foed, clorhing, and companionship. Some might consider
thisa cimple life, bur those who lave tharardiide know very
lierle sbows how to worle with the lind or undersrand the
respect necessary to coas ir fo bear frule

Youth: As 2 child, you hung upon the apron strings of those
working in the home and hearth You learned w clean the
diwellingin which you lived, as wellas cool [or those who lived
there with you Asvou grew older, vour daily choves became
mote complicated and laborious. From splitting and hauling
firewood, feeding and cleaning up after the amimals, and working
the earth to produce the crops vou reed ro live on, vin lesrned

every aspect of farm life and grew to appreciate the bard work
thit weas required fust o put enoigh food on ehe table, T your
free sime you learned wfish and bung, supplementing vour daily
diet with gome [vom the nearby wood or stream.

Transition: Shifting from the humdrum [ e of s faemer to
the exciting, deadly path ofan adventurer was no easy change
[or you (o make. You left behind generations of trdition w
seek the adventuring [ife. Whether vou were pushed into this
decizion ot happily left your fmilv's helds behind you, you
lenow rhat vou can never go back to that life again,

Life on the farm is néver vasy, and a cruel, demanding vuler
only makes things worse, A diseant yar, 2 monarch obsessed
with building monuments or enjoving the pleasures of the
court, or 4 fow vears ofinsufficient min and harsh winters: All
these factors con drive g lormer to seek a berter life: Perhaps
the peasants and yeomen rose up in rebellion. You were ane
of the lucky ones who mandged to escape when the king's
men razed your village You learned 1o handle 2 weapon in
the uprising, and 0 slain mercenary rider’s weapons and
armor bécame vour first sot of advenruring gear Mavbe ons
day vou'll return to avenge your family and friends, but ynril
then vou hone your shills,

Altermmrvely, you mighe have left the farmofyour own free
will Mavhe vobweren't ta line toinheritany of vour father's
lpnd, Teaving vou with linle choice but toseek another option
Eoo ambitious to stay on the larm, at the first dpportunity
vou hepded Tor o lile of alventure, Your family still lives in
yourold hivmetown, and maybe you visit from time o fime
prsend thema few coins now and then o help nut when rhe
harvest is bad and trmes are dght

At the Table: You are accnstomed w hard work and have
lietle parience (or those whi are lizy, negligent, or irrespon-
sible. You have miled lor hours undet o horsun to feed your
family, and you have no time lor thoss who sren’t willing 1o
put out g similar effort,

When vou and your compunions enter a rural community,
you re the besr choice to serve a5 your group’s spokesperson
You tmight not be the most elegane Agure in the parey, bur you
know how o talle with erdinary peeple. Despite the armor
v wear, the weapons you carry, or the magic you command,
at heart vou're <6ill one of them. Any threat to the comman
folk s likely to daw a shiarp reaction from you

GLADIATOR

Barn i slave, you reained from an early age o fight with
weapons or magic. Experts were hroughe jn from all over
the world o teain you and your fellows In virious forms of
attack and defense, HOPRrting (o vou a respect for cultures
ourside your own, a8 well a5 their methods of combat, Even
as a young child, yon were forced to Aghrin thearena against
orher children as well as animals not considered 9 threar o
older, more experienced pladimors, Given vour innate sense
of dramaric flair, you have come to enjoy the adulation of the
crowd, as well as the respect of your peers,

Youth: Your daily rsurine began with 3 5trict regimen of
calisthenics followed by training in the pits. Every hour you
trained with a different master, each focusing on different
methads of Aghting and weaching vou wavs to presem yourself




with a distinct thearrical air. Afrera npan meal you wepe sot
to sparring in the arena, focosing on different tactics and
scenarios—some meant for the indvidual und some dune
it1 pairs, each gladiotor working in tandem with another.
Transition: A gladiator revaltallowed you to breal; free of
vour masters, Inasingle night of caretolly planned viclence,
you turned the tables on vour caprors and made o doring
escape. Youwere one of the lucky anes who made itour slive,
bur your former masters placed o price on vour head. You have
v Far away, burwho knows when s cunning bounty lunter
oravengeful tracker might find you? Thus, vou keep 1o the
road You prefer never to talk abour your pase, and you maki
an active effort to disguise your true Wentity, Anyone who
shows an unusual interest in you could be g theear,
Alterpatively, perhaps you earned your fieedom throdph yout

success in the arena. Even so, vour past haunes vou, Old rvals
|

[xom vous |Jf'hl:'np, dave, relatives of opponents vou killed, and
eimselvies

e

cocky young brpwlers seelsing o make g name for

all seek vou our with bloody tntent. Your fime is dn wnwelcr
burdesn. justas likely to cause rrouble as earn favors

Onee vou entered the wide world, you lud few skills aside
from thosevou learned (0 the areng und under thetatelage
of the pir masters. Mercenery work didn't appeal o you
since vou've already had your fll of demanding masrers. As
an adventurer, you can risk your Life as vou choose and for
vour own profit, Life is much better this way.

At the Table: You ste anexpert on weapons, armor and ligh
ingstvles, When yon size up others, you look at them in terms ol
their fighring abiliey. You collect rophies from fallen enemies,
boch torespect the malen they dis
plaved in sanding againse
you and o com-
MEMOTAtE your

victories, When you [ace o problem, violence is your preferred

arlurion (softwornds and subtde methode never served vouwellin

the arena), Polivicsare bevond you, There= no obsracle thar can’
e eveepeosmmie with g swilt Wlow o the head When it comee time
o take plans, yousrgoe lorg divect and vialene solunon
Your weapons, srmon, and other tools of combar are vour
wards against defear. You spend time each morning caring for
ipons and gear, A warriorwho dogsn't take care of his

YOI

gear tisks Josing his nest hght, and you always plan 1o win

GUTTERSNIPE

Barn Into poverty, vou grew up on the streets: When othey
childrer wem home to their parents, you slepe in back allevs

pnd dilapidated abandoned buildings. getting. food where

1

Iy our of those in

il could gnd making frends and fan
similas seraits. Those with roofs over their heads and doars 1o
close apainst the nighr looked dovwn upon you, calling you o
worthless, no-geod sireeturchin, They didnTundersand the
kind of skills vou possessed, skills thar allowed you to find
whar you needed to survive, wherher tharwas foed, drinkable
water, or 4 safe place to sleep

Youth: Living on the streers was ough—dodging bullies
atd gangs, seeounging lor food or standing in line fora daily
bew] of soup ar the remple, avoiding the heavy hand of the loeal
constables You were always hungrey, but vou Bad the freedom
t iy as yon pleased, and fram rime 10 time 1 generous passerty
might givee vou i [ew coppers to run g guick errand or deliver

1 migssage. You spent a great deal of vime dodging a pang of




tonighs who only seemed interested in making vou steal on
their behal D You made up vour mind thiat if you were going
1o e the one stealing, then vou wonld biethe one to pick the
lime and place, deretinine what was and wasn't an scceprable
lewvel of visk. and reap the benefin if vou pulled iroff

Transition: You coulidn't dodge the gang and the con
siables [orever. Perhaps vou ki of T more than vou could vhew
im 4 diting robbery. Alrer that vour choice was simple: leave
povers wntt] the lear died down or die et the hands of the
pang’s brutal enforcers, You ook 1o the toad and found that
your skilleworked just as well in other citles s o youtown
Adventuring offered vou the chance to make n fortune and
st something aside for the long term.

Perhaps your burgeoning talents came o the atrentiofs uf o
srrinl| band of adventuters whoe needied 4t item liberared from
n certain wizards bedchamber. While they distracted the old
nrage, youo climbed the wall of his towerand plucked an amuler
[romhis armoire, Youmisdes lor of money on thar job, and vou
decided this wasthe life forvou, The victimized wizard might
gpele you out (whether vou are sware of thar or not) Lo avenge
hisloss, LFvourpast carches up to vou, you had best hopie that
youy adventuring companions can helpbail yvou out

At the Table: Oid habirs die hard, You're accustomed to
serninging Forbasic necessities, sovou tend ta leep exira sup
plies on hand—vou never want to go to sleep hunyry again
When you have spending money, vou have trouble holding
o i A fewe mighies Tnoasu M PIUOLS (01, SEVET-COLLIES meals
and other luxuries leave you ready to strap on your equipment
and hend back into the world for anather advenrure. You live
tor the day and cast uside worries, longterm plans, and the
like That doesn't mean that vou are [oolish or reckless, fust
that vow sppreciste the fner thingsin e To vou, it's chvious
that vou showld pueoff hard work dl] iomorrow when these's
strong drink and good Tood 10 enjoy roday.

MARINER

With o saley breeze in vour huirand 2 hardwood deck under
feist, voun spent wout life ing constant search for wharever lay
over the endless horizon of the sea. You loved the sea and all
the dangers that lile aboard a sailing vessel offered . Above
all. vou enjoyed the freedom thatvou had on such a ship
freedom to rravel the world, and freedom from the laws that
povern the people living on land.

Yourh: Asa voung sailor sboard o ship, vour lifz was lled
with work: Cleaning and repairing the shiptook up the majoricy
ol vour rime. You alse spent o fair amount of thme onwarch,
keeaping o lookow for othiov ships thar could have hostile inen
Ti tare motnents when von were not working, you were lree i
etgoy the passing sei, to sing songs and learn an insrrumend
from anorher crew member. o to tale lessans by navigation
(ram the captatn oc fest mate whenever they had time o give
them. Yoo spent aome fishing, workingin the galley with the
ship’s cook to prepare meals, or even pracricing swordplay with
the master of arms in case another ship stacked yours:

Transition: Life asa maviner is almost che same as |ife as
un adventorer. You must face ervible monseees, venrure into
unlknown rerritories; and stand ready to Gght forvour |ife ar
i TOTEDL s notice,

Perhaps o terrible storm capsized vour ship. You were
lucky enough (o make it to shore 1 a strange land, but you
lave no idea whot hippened to the rest of the crew. To make
ends meer, vou put vourskill with weapons orspells to good
use, Formow, you advenrure o sarn enough coin o survive
tand, 1f vou strike it rich, someday buy vour own ship). You
want to discover what happened to vourshipnsates. Perhape
thee storm had s sinister orlgin. dnd even now an unknowr
snemy plots apgainstvou,

A run-n with pivares might bave sent vou on the pat how
dclweriture. You were capeured and &epn rated from votir coete-
mates You nunaged w eserpe, ahd now you have sworn to
fndund Hee yorrcomeades Pethaps vour famiby owned the
l_'l'l TI_" Wil .‘:l‘."rVL'|1 LlFH'lT!. :InLl RO WG aust tesoue Your bI‘_‘IihETS
and sisters, parents and eousing You hiove no ides where 1o
begin vour search, bue you hope that over the cotrse of vour
adventures vou can fnd some clue 16 theirlocation

At the Table: Youl use natitical torms {n everyday conversa-
tion Your weapon is d cutloss rather than ascimitan You drink
roum tather than ale, You know ¢ 1ot shout shlps and boarts,
refer to others as landlubbers or scalawags, and never turn
down the chance to rake g sea vovage Yon've been o deozens
it ports arodnd the world, end vou love 1o talk sbout vour
exploits i eqeh one. You have amassed g wealth of knowledge,
tall tales, and stories. 1Fyaur group bights o meduss, vou might
tecall légends about a similar crearure that haunis the waves
When vou entera port ciry., vou pn:‘i':rr rivstay neprthe docks
i visit raverns where you ean Aind othet sdilors and ask
them lor news From across the seas

NOBLE SCION

Both with o silver spoor thvour mouth, you knevw very lirgle
ghoye living g commaon Life No matter whist vour interests
vou had the best instructors. You had servanrs ond soldiers
wh jumped ro do your bidding and ensure vour safery
The-only higher authority vou hed 1o answer to was yout
familv—particularly your parents, who were so busy with the
administration of your birtheight that thev left your edocadon
and upbringing o rusted servants

Youth: You wured the countryside [rom the bock of a
pillow-laden carriage, sipping freshly squeezed fruit fuice
from anvice-chilled carafe. You spenr entive days taking les-
sonsin the warmth and comfortal vour persotal chambers
When vou were not pursuing vour own education; vou
diverted voursel[with gamies, music, theaeer, and irtations
You attended elepant partics dressed allinsilk, with properly
coifed hair and thanicured nails Above all, you spent count
less hours ar the coury, obhserving your parents preside over
rheose who served them, sertle disputes, pass edicts, und hand
diwrn jud gmenis. Some wiould say that vou were blessed from
birth, but vou believed that the simple fact of vour presence
bestowed o blessing on others.

Transition: Leaving behind an easy life of costume balls:
servants, and rolling estaes, you took up lite ts an adventurer
Afrerall, the luxudant life of a noble depends on one thing:
money, [ your brmily managed to lose its fortune (perhaps
through a rval's machinanons, perhaps through stmple mis-
management), you must now fend for yourself in the weorld




[ vou toek up the study ol magic, or spent long hours work
ing under the turelage of a sword masrer, vou already have the
shills needed to become an advenmurer Wt once served as
in amusing diversion became the promary skill you need to
return your Emily o prominence,

Youur family's fall from grace could be more sinister in m
ture, Your father might have betrayed his lege orsold out w
1 foreign power. When his scheme was uncovered, vour fanr
ily was stripped of its e, wealth, and land. Yoo muse travel in
secret or venture far from home. hecause the men mention ol
FOUT nipme: 15 Lthfatlgh Ty
incites hostile responsein
yourcountrymen. Perhaps
vour fathet was innocent
and an enemy engineered
his flL The real villaing
managed to disgrace and
destroy @ force for justees:
vt adventure to restote
vout Eatily's gool name
and avenge your losses.

Alrernatively, perhaps
ol wete the voungest in
vour family, and therefore
VoL WeTE not in line fo
inherdr vour Timily's for
T Yo weis r:t;p{'::jm]
to join the elerpy of fallow
some other respectable
vocarion. HorrifAed at the
prospect ol a life of bope
dom. vou rebelled and set
out on your own, Your
family might have agents
searching for you, so you
mitist travee] incogrine You
care nothing forpour fam-
Uv's money and now seé
vour old life as a suftocar-
ing burden. You only want
to wander the road, defy-
ing the politics and the
socizl responsibilicies of
the starion that demands
VOUr refurn

At the Table: You are
sed w fine food and com-

fortable ntcommedations. While # i o dsridnadl ¢

vou Bancy yourself rough enough o

live an adventurer's life, vou miss the comfores of home When
on the road, vou would rarlier spend a night inan ma with g
hot bath and 8 warm meal than reogh i under the stars, You
can't help bur complain about the poor food, the sour wine
aerel orher mitnor indignities t har vou must endure. Lr's benearh
vour digniry to whine, but sometimes you ler orhers lenow
thar their best falls short of vour expectations, You admire
those whose sccomplishments earn them the rightior vou o
constder them your peers, bur the sense of enritlemenr and

LN

gince that has been ingratned in vou since chililboad
sometimes bubkles 10 the surtace

SOLDIER

From the earliest age you ean remember, vou wers 3 servant L
the army of vour lord. You dalled wo march, vou dolled mhghe,
and youeven drilled to bathe and aat. Bvery wakang momentwas
arilized to its maximum potential, and you kepr moving with
o purpose or another as long as daylight lasted. Learning t
fight, cleaning wespons and armorn and tking care of tho cav-
al vy steod s vwere anlya Tew
ol the tasks thar grested vou
earch day. Norask assipned
wae meaningless o trivial
anid all of them could be ac
complished with a sense of
lomar and pride in knowing
that wou served an organi
zation whose purpese was
tnuch larger than vourself
Youth: As a child you
spent your dayvs cleaning
Everything needed to be
cleaned twice a day, trom
pors and pans to the horses
biridles tovour quarters and
sleeping mat. Everything
was checked and rachecked
to maks sure it was tend-
ed properly. As vou grem
older, your responsibilines
also grew. You were set 1o
repairing practice diurn-
mies, patching uniforms
and lwhen fortune favored
youl) exetrcising the horses
Adihtionally; #svou contm
tied to grow older and taller.
viou began to train with vir
ious weapons, becaming
skilled in their use through
4! | mosl Constani l'['F?l'!t:I 1N

and pracuce.

Transition: A soldier's
life is an ideal rming
ground for adventuring
Your knowledpe in weap-
ons, armior, and mactics serves vou
well, Parhaps the prospect of another
vearof taking orders, cleaming stables, marching in formanon
and pbeving your officers grew tiresome; as an adventure
you can do what you want, when you want, Perhaps you de
frisd an unguseorder and deserted rather than commir o war
crime. Now you must dodge press gangs, bounty hunters, and
old comrades tf you want o keep vour freedom

Yourold mibtaryumirmight have been deseroved in battle
leaving you aimless and alone Common labor orsome other

peaceful rrade proved oo boring and mundane for vou




Sinee vou only know how o ight an adventurer s like was
the hiest fir for vou, Although vou enjoy your new lite, your
past still haunts vou. Your unit's old enemies sizll seek you
Yoursurviving comrades might [wrongfully) blame you for
their defear, Pechaps your unir's destruction was no acciden
of war Instead, someone wanrs vouand vour old comrades
dead, and thar individual has the wavs and means to hunt
pou down one by one.

At the Table: You have a story about a battle vou took pan
in for almost every occasion; You can't help bur arpue from
an expert’s point of view, ond ar times you are too dismis-
stve ol those who lick experience 11y vour eyes. You cry ow
orders in bartle, shouting advice and encouragement to your
commdes. Part of vou thinks thar vou simply lenow betrer
than everyvone else when it comes 1o combar, but you also feel
: artachment and a sense of camaraderie with those
fight alongside vou. You want ra do everythang in your
power to keep vour fellow adventurers safe.

A SI0CE

wh

'RIBAL ORIGIN

Born among the people, you were raised by the members
of vour extended family, all of whom participared in vour
upbringing to one extent or another, Your morher taught you
to garher food and cooks vour father raught vou to hunt and
tish. Your grandfacher mught you 1o

rrent hide and make weapans, and

your grandmother taught you the hisory of your people.
Everyone had his or her place at home. and von experienced
ames of both joy and sorrow with all your kin,

Youth: Asachild yvour acrvinies changed each day based on
the needs of your people. Some days vou gathered food with
yorrmother, and others vou stalked through the underbrush
tn pursuit of prey with your father. Your tasks depended on
what was needed at the time, and yon were producrive for ar
least a tew hours each day. You also spent a good deal of trme
in play—swimming with and running races against your
siblingsand cousins practicing the use of weapons for hunt-
ing and defense from vour enemies, and playing elaborate
ganes meant o sharpen vour senses and strengthen vour
hody. From time 1o rime vouswere even asked 1o stand warch
and keep an eve out for the gobling that liked 10 arrack vour
encampment withour warning,

Transition: The road from your rribe's home territory
to the heart of civilization was a long and arduous one.
Perhaps vou took to it freely, when the lure of cities and
towns proved wo strong. Perhaps the transition was violent
and sudden, when a slave trader, raiding party, or other
force from the ontside world ssweooped 10 and plucked you
trom your home.

1t you-wallingls left home, you could have {elt a strong
sense of wanderlust from an early age. You alwavs wanred o
know wiar lay over the mountans, The outside world seemed
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w0 much more interéstig than vour humdrom existence
especitlly when the mribal elders told vou stories of the grear
cities that stoodl bevomd the horizon. Perhaps an old advenmures
of the tribe, o wirrior who had ventured mro the world and
returned vears [arer with grear treasure and renown, stoked
voaor imagination with the mles of her sdventures. As soon
15 you were old enough. vou lired on with a passing caravan
and ventured 1nro the weorld.

Eventscould have forced vou from home. While you were
put hunrimg one day; a gang of slavers caprured vou and sold
vour into the service of a rich merchane Aler vears of il
vou escaped and now ran free. While pare of vou wans ta
reclirn home, ctvilization has proven too lnrrigting 1o leave
behind. You remaln one stepahead of the slave lord's baun-
tv hunrers, and by improving vour skills in weapons and
magic you hope one day to foil thetr pursuir vnce and for
all. Perhaps the slave lords destroved your village and vou have
no home to teturn to. You remain in civillzation to grow in
power nntil vou can avenge your people one day, Once you
have slain the slave lords and burned their fortress ro the
ground. vou can [ound a new village peopled by those vou
free from their chuins.

At the Table: You always compare the chaeacter ol civiliz
tiomy 1o that of vour people and find it waniing Youare fond of
guoting your grandmorher's sayings to d rive home this poim
Civilized folk lie, chear and sreal from each other, actions thar
wiotld doom arribein the wild. You see civilized folk assolt
and complacent. Few of them have sallied o least in the wild
and Fewer il have fought off a dive wol o displacer beast
artack. Your orgin sers you apart. bul it males vou sironger,
tougher, and more cunning than the soft-bellied foll of the
cities. While you mighr be tgnorant of civilizarion and its
customs, vou are by no means 1 fool,

PERSONALITY
ARCHETYPES

Each of the lollowing personalicy atchetypesincludes a quore
tsomething o character corresponding o char archerype
might say), o description; and « list of classes and of tairs
thar are especially appropraiate 1o that archerype Youware noi
limared to these classes and trots; they ssmplv represent good
combinanons for D& D characiers

AGENT
F1t shall be as vou eammind,

An agent adventures not for hersell but [or an args
nization or sociery, whether o thieves puild sends her o
gather informarion, she explores new rerricory for an em
perat, or she carries the name of her deity nto new lands
Anagent might be loyal to her organization, pr she migh
resent her role and look for a wav 1o escape, An agent can
create inrevesting dynamics inan advenruring party, espe
cially when she must chioose berween lier fellow PCs and
herorganizarion

Classes: Bard, beguiler, cleric, druid, knight, monk,
e ||:|1.!!1'1 FANEET; R L, SCOLE, WITTMagD: Wi |'I.|
Traits: Ambitious, serious.

CHALLENGER

[ enieast frglad b Ooaly by stravong agrnsd those superar bo miysel|
it 1 alptewe groatngss”

A challenger adventures for personal growth He cares
abour rreasure and magic only i thev can further this goal,
anul hie cares abour Fame noe at all. A challenger tries 1o reacl
the pinnacte of achievement in his chosen path, whether thai
path is defined by combar, magic, stealth, orsome arher ulbil
ity. He does this by throwing himsell against progressively
greater chullenpes, revaling 1o those [ust on the edge of his
ability i overcome A challenger is 2 good character to have
i1 an adventuring party.since he does not quail under duress
and ohen allows other party members to talee the best trea
sure. Indeed, some challengers see magic irems as crure hies
and they seek 1o arrain perfection without them.

Classes: Barbarian, dragon shaman, duskblade. hghter
knight, marshal, monle, eopue, swashbuckler, warlock, war
mage, Wizard.

Traits: Bold, disciplined.

COMPANION

Stivrt e, Readhar: [am ol youn side.

Fi.S |.'|.'|'m1:|.'|1'|[lﬁn 15 |h!." |"|;,".‘ij il | |'-_" Anyone {'n_'l'lll\.'l. ever hl;?PL‘ tl:lf
He is loval and dedicated, and be olten shares a special kin
ship with a particalar individual, A companion supposts his
wllies in all they doand never abandons or berravs them. He
doesnt lead, but be does offer cogenr advice and suppor

Classes: Cleric, duskblade, favored soul I:|gh1r_1' lenight
monk, pa ladin. sorcerer

Traits: Connecred, funny. loval.

CRUSADER
Crushr lhe onotanrs and spreqd he word of Cbed-Ha!

A crusader serves 3 cause The cause mighe be noble ar
hemous, universal or personal. She could belong to on organi
ention that shares her cause, or she could act as her individusl
beliefs demand. Either way, 2 crusader adventures o further
her cause, The normal morivarons for advenruring—awealth
power, fame, personal betterment excitemen—hold scant
appeal foea crusader; she is happiest when she is directly
serving her conse She keeps her party adventuring, since
whenever her fellow PCs dont know whar to do nexr, she 1
guick to suggest a. course of action

Classes: Cleric, droid, favored soul, knight, marshal monk
palidin, wizard,

Iraits: Bold. patriotic, religtous

DAREDEVIL

“Your guys stay heve. I'm gowg fo

soale e wall, smeak pasi Hae grnmds

viiefiry fhe e b bave-a Took mroonrd, and come baek,

A duredevil gers 2 rush from dangerous stunes. He isa rigk
raker and a gambler, willing to put his money, his repusation
gl hislife ar szake porely for exhilerarion. He's the one who
opens the door even though ir's probably rapped, whe enrers
the cave even though there's probably.a dragon inside; and
who pans on the necklace even though 's probably cursed
Hi's o valaahle addition 1o n party, sinee he's always wailling
10 fuke on the tasks no one else wanis o do find he often




INNOCENT

—_—

kg the skills o suecesd and even excel at themy, bue his
recitlessness can be his downfal | —and that of his parey
Classes: Bard, beguiler, duskblade, hexblade. rogue, scow
swrcerer, swashbuckler, warock
Traits: Bold, energenc, lambovan

XPLORER
"I e cortbanue alopg -ty road, well comme to tlig Ralten cowtn
of Abipes

Anesploreris driven o iind new places, interesting culitives
andl fascinating objects, Wen she reads 2 map; she looks 1o
the edges and wanders what's bevond, Her eves fall frrston the
rmknownareas Whar's in the middle of that for-
est? O toprol those mountains? Beneath that

peean? She s happiest when she discovers
sorething new. She is driven tobe the
first parson to look 4t 0 new land
bartle @ new creature, ot discover
itew ttem. An explorer keeps het
party moving, and she pooran-
tees constant adventure as
alie poines her companions
towward uncharred territory,

Classes: Barbarian, bard
druid, duskblade, ranper,
(I ER TS scout

Traits: Driven, exolic

"T've mever done arything i)
Pl

An innocent might haie
seen vialenceand brucally
but she did not participare
An lnnocent 15 blameless

sa far. Other charec

ters, prrticularly elder ones,
lind dn inmecent endedring
because of this quality, An in-
nocent might adventire to
dispel her innocence, because
she ¢rives excitement, because
she hiis no other choice. ac lorany
il the other reasonschamcters ad
ventire Ao inmocenr is g blink slare
and spet g how she matniodns or
loses her innocence cregees dy- Fyamt sem vty e evi
namic tension in the adveniuring
putty. Seeing her trinmph despite
at perhaps because of, her innocence is exhilararing

Classes: Bard, cleric, druid. lavored soul. monle sorcersr
wizard

Traits: Carefree, kind, nawve

LADER

"Ovward, men ! Wehave trose ores on the vond
A leader leads, Others look o him for guidance, and he
provides it. He might provide assurance and protection, or he

mmight insoll feardn hisallies as well is hisenemies. He speaks
on his parev's behaltand organizes his fellow PCs in combat
shouting steaseies | preterably in langusges hisopponentscan’
understand . He drives the party forward outside of comba
as well keeping it moving roward 3 common goal, searching
lor adventure, and deciding which adventures tosccepr and
which 1o decline. He might share leadership gracefully, or he
mighr demand that power and posivion for himsell Leaders
often, but notalways, have high Charisem scores

Classes: Cleric, dragon shaman, fighter knight, marshal
rl.d |UIJ'| I Wi r11'|:]gl'.

Traits; Ambitious, charming

MARTYR
My life for vou!
A martytwillinglv apd even ea-
getly puts her life om the line
for o greater purpose. This
piitpose might be 4 canse,
an otganization, ¢ specific
person, 4 group of people;
or fust about anything else; A
martyr & willing to die to fur-
ther this purpese, and in fact
exXpects (0 do 0. However. she
refuses 1o die in vain—her death
must have o graater meaning, and
it st inspire others (o greatness
A mmartyes selflessness makes her a
vitluahle addition to an adventur
ing parcy, $ince she s often willing
tor sacrifice herself fior her compan-
ions. Her greater purpose provides
motivation lor adventures; but she
cati become sell-tighteous and reckless
i her tisk-taking
Classes: Cleric, druid, Fivored
soual, fighter, knight, monl, paladin,
Traits: Kind merciful, niformed,

MERCENARY

If theres H“I-'l mgtverl, Pm i, Othiers
WS, (i e il

A mércendry cares aboar ma-
terinl things—achietly gold, but also
the goods und services that gold
buys, siich a5 equipment, magic
items, good food, and good times.

iR = gl
Concepts such as morality amid
lowaley macrer lintle 1o & mercenary, or sp <he says, Cie
cumstances and good triends might make her change her
beliefs. bur money srill holds o special place in her soul
A mercenary is 4 good addition o an adventuring party
because she 15 vasy 1o monvare,
Classes: Barbariun, bard, beguiler, lighrer. hexblide,
n'l:]l"“\‘l'litl. TR, BN E et '||'|.r'|}'_.ﬂ|_-l:|
Traits: Doostlul, gready
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ORPHAN
Tue been on ney ot sy wehole ife. Alwses alone

A orphan has no parents, at least not that he con remember,
or parental Agures in his lite, He maght huve prown up inan
orphanage oron the steeet, bt inany ease he spent his forma-
tive veirs lending for himsell This upbrmging taught him
selfreliance and confidenve bur alse distrust of others: An
orphan could be curtousabour his parentage and his lost past
and seeking answers 1o such questions can spark adventure
Afrer ke learns o trust hisadventuring partners, he cleavee
to them like the family be never lad

Classes: Barbarian bard, bepuiler, clerie,
druid. fighter, hexblade. monk, tanger
rogue, scout, sercerer, warlock

Trairs: Calm

PROPHET

"I speak the word of Prlor.

A prophet sees herselfas the voice
of a deitv in the world —which
might or might not be true. She
doesn't necessarily crusade or
convert, but she does uphold her
deity's values and balieves that she
embodies 4 piece of that defev in
physical form. Orcher faich ful wor
shipers gather about her, and priests
of the faith welcome her. She prompts
adventures thar furcher her deity's ends
and leads her party inro advenrures that she
claims her deiry inseructed her to undertake

Classes: Cleric, dragon shaman, druid,
tavored soul, monk, paladin

Traits: Enerpetic, latalistic. religious

REBEL

“What has the kingdom dane for us?
They'd rubbed ouer faces in 1he mad
ot exepeeted ws o be geateful?”

A rebel has a grudge against
established aurhority. He might dis. o
like all suthoriry, or his feelings might be
more focused on a single povernment (such as
5 kingdom, a small group (such as his family), o

tormier emplover, or parent), Highly individualistic
a rebel engages inactivities in defunce of authority, and he might
actively hght against thar anthortty and all its monifestanons
Whether birteror idealistic, all rebels value thislr freedom highly
& rebel helps an adventuring party find sdventure when he flees
fram his latest escapade or pues his mext plan into motion
Classes: Bard, fiphrer, hexblade, ranger, ropue, scour,
swashlbuckler
Traits: Driven

RENEGADE

I ean never vebepn boey ploce of bivtle My corrpareions are i
harme po'

rss

TR et e

i individual (such as a baron, mercham prince, @5 MTETY R

For some reason, 4 renegade cannot go home He mijghi
be o wanted criminal on the run. He might have disgeaced
himself or be a memberofa dishonored family. He mighe be s
political exile or might hald beliefs counter o those currently
in power. Perhaps his banishment will be lifted and he can
return home after hesccomplishes a specific task (aroning fo
4 sin, recovering a lost artitacr, capruring the veal criminal)
offering a motivation for him and his companions wadveniure
hlrernatively, hie could be maling hiswav in the world as best
he can, now that his roors 1o home are severed,

Classes: Barhatian, hard, druid, duskblade,
I'IJ_|.|'|H'|'| |'|I,:!h:|.'||£l.] & TANECT, rl'_1:¢_‘. L&, SCOMIL, SOTCETeT
watlock, wizard.

Trairs: Exotic skilled, vengetul

ROYALTY

Mo, Lot ot thie princess: T nst look [ike hir”
Thischaractermight be a prineess, a ruler sspouse
ara cousin of the roval bmily, Forsome reason, she is
toughing it 55 an advennirer. Perhaps tales of adven
ture excite her, and she ran away from home
experience such events for herself. Parhaps
her parents (or the court) were cruel or de-
manded unreasonable things of her, and
- | shie eseaped. Perhaps she simply wished
. to experience lite asan advenourer for per-
I, sonal orspiritial reasons (seeing Arsthand
what herpeople’s lives are like, emulating her
adventuring prea-grandfacher, o escaping
a persistent snitor), Whatever the case,
despite herexalted status sheis large-
b unable to deaw irpon herwealth,
fame. and power in the course ol
ber adventures and she and her
companions could be torced 1o dodge agents from
homeseeking to bring her back Sdll, hercourtly
experience providesvaluable knowledge and
insight, especiallvwhen her paree dealswich
high-ranling povernment officials
Classes: Bard, cleric, ighter, marshal,
paladin, sorcerer, warmage. wizard
Traits: Calm, charming. connected

SAGE

*That s the vare ond valiable Munthatch poslivoom
Yod ceet g i with other gdditives to make o dedly
pagsa smmpap (s fpice en vour sin e redice wivinkles, ar et
Jor i lesty braecl.”

A sage knowsa lorabout a lot, and he enjovsspresding his
lenowledge around. He might be sellorphreous and conde-
scending, or be could be humble and kind. Some sages possess
speritual knowledpe and excel ar explaiming linships, natuesl
connections, ong's purpese 1o life, and otherwise serving as
spiritnal guides. Others maintain a vast store of concrere,
nseful minrmanon. Many specialize, and some sdvenrure 1o
mmprove their knowledge in a given tield through persanal
observanion. When the PUs come across something unusual
they tarm o a sage for advice:




SAVAGE
*| donot understand yourways, b

for v,

and the rrappings of civilization that
other PCs take for granted—metabworking,
architecture (stone buildings), distilled al-
coholicdrinks, and the lile—are foreipn 1o
s with wonderand

She possesses a Taw
and wisdom that helps herand

wart friend to those whio treat her we
ough rime in thisnew culture, sh :
= parts of it, creating a unique fusion
power and sophisticated knowledge.
Classes; Barbarian, dragon shaman,
druid, ranger

“Let s
Hynt
4 sppk
ing for something, «
individual The n]:l]srn—l nI J'nh -.11u. L
be specific {the W
or general (g way 1o i :
home village). He grudeingly particip:
: 0 ain directlyvto b
biet the object or individual he seeks
s him focus and provides motivation fot
eradventores, When his alliesjoin him
rdes contin-
or addirional advenmires,
sarian, cleric, dragon shaman,

ed soul, hghter, ghrt,

, FATZET, SCOUL, sorcerer, wizard
Traits: Angry, driven

SIMPLE SOUL

“Ha it 1 like you, my friend!”

. Aftera hard day in the dung
pleasure in sitting by the fre
mitten, and exc :

'Iln'lf_lu‘ll"
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with her companions. A simple soul doesn't drive the party

toward adventure, bur she 1s 2 reliable and sreadfast ally
Classes: Barbarian, cleric, I-lghlfr COZUE, SOCCeTeE
Traits: Funnw, skilled

STRATEGIST
“If youail heve and vo waiFthers, anid vou dishract th lirpiss s
heve whiili Teastanyspells, e dvould lake them with Jews diffealties”

Astraregist likes tthink things out, He is at his bestwhen
he's ara desl with a quill, planning. He plans for combat
situations—iyven those be probably won't encounter—as wel |
as other circumstences; such ag the proper way 1o address
the court ar a victory feasi, the cight path o take to get 1o the
dungeon, and the right spells 1o prepare before an encounter
He concerns himsel Forith his parey's well-being: if he knpws
whar he's doing, he is i valuable asser

Classes: Beguiler, duskblade, ighter, marshal, paladin
vogue, warlock, warmage, wizard.

Trairs: Conservitive, erudite, seHous

HEGRIST

Fascinating And T wader what Toppes if 1gast st dispe i
these eivcimmstiances?™

Atheoristisequivalent 1o a scigntist in the D& D world She
adventures to test her ideas and hypotheses and o see whar
happens under certain circumstances. Her inteérésts could
lie in magic, either in specific schools ar in general ("W hat
happens if 1 create (llusions of demans in (rontof angels?”)
strategy LTy using your hammer against the vampire, and
vell me what happens"), medicine ("Well, 1 guess this kerb
might help™), oranything else Imaginable. A theorist adds
energy and motivation (o the advenituring patry 45 she con-
stantly seeles new ideas o understand and new circumsrances
underwhich o perforr experiments: Flerexperiences alten
produce uselul knowledse, which sheand her party can apply

|

to-other adventires in the fitire
Classes: Cleric, fighter, murshal, warlock, wizard
Trait: Disciplined

TRICKSTER
“Nou g dr forsd, il eover your eyes: L hiawe o ssrprese for v

A trickster hosa mind for pranks, bluffs, lies, and surprises
He likes to catse rrouble and excels at misleading and fooling
others. Sumetimes he tricks others purely for enjoyment, other
times his skills serve a useful purpose. He prefere subirlery
and persuasion over combat. With his quicl wits, a tricksto
blten speaks for his party, especially when rhe conversation
Is difficult or daugerous

Classes: Bard, beguiler, rogue. swashbucklern warlocle,
wizard [ilusionist)

Traits: Flembovant, funny

WANDERER
T hove ni Do T e no kel 1 liave i name.

A wanderer isa mysterious soul. She keeps herpast 1o hemell
and doesntialk much, Perhaps something hormble happened
to herwhen she was vounger, Pechaps she commited an unfor
givable crime; or was accused of o crime she didn't commie

r'4Q

Perhaps she ssmply got bored, Wharever the case, 4 wanderer
lefiher home and has been drilting from place ro place aver
since. Her vague and Inirlguing past can be the imperus fo
Interesting adventures and mileplaving experiences

Classes: Barbarian, bard, beguiler, druid, duskblade,
tovored soul, hexblade, monk, ranger, rogue. scout, sorcerer,
sivashbuckler, warlock

Traits: Peaceful

PERSONALITY TRAITS

Deseribed balow ase thirly personality rraits, adjecrives thas
othersmight use 1o deseribe vour chardeter. Select two o fow
of these and combine them 1w create a deep snd believable
character, Each trait descriprion begins with a quore tha
epitomizes that trait

Some traits lend themselves to cermain archetypes, clagses,
o allgnments. 1 you are loaking [or a challenge w strech
your roleplaying skills; try selecting traits that do not seem

obyious matches for youe characrers alignment or archetype
Dioing so makes for more lieresting charscters. An angry,
fatalistic peurral good bard is more unusual, and thus more
mematable, than a frtendly, flamboyane neurral good bard,

AMBITIOUS

Il b the greatest wisapd weho ever Hvgd.”

Youl have big plans. You want to attain the highest
heights and ootde all the rest. One day youll take your
place in the history books, become @ legend, and perhaps
even artain godhood

At the Table: You speak of vour plans and dreams. You
make friends with powertul NPCs who might help vou,
even if voi persooally dislike them, The monetary reward
lor 4 suceessful adventure is nice, but the political favorsand
populacity the deed wins yon are more important, You care
little for mones and gems nstead, vou alwave wanr the pick
of magie ftems and artifacts the group finds, The Leadership
feat i5 a great way to starl your quest for empire 0 undving
glory. You consider your esger followers to be among your

miesr valued assers

ANGRY
"Yoo't Dk me,

You're ticked oft all the rime You enjoy raking out vou

Epim

.|1'Jp|i'|' 0 |'|I.:II.||. Ll!'l"lJ"'Pl.'l.'t“]E monsiers,

At the Table; You speak in curt sentences when angered,
Whern it comes rime 1o bartle 3 menster, you use offensive
spiells or atidcks that deal massive damoge. Maximize you
Power Attack feat| or prepare svocarion spells that deal large
atnoutts of dimage, When vou pre angry. vod seek 1o dish
out trermendous punichment as quickly sz possible 1o vem
YOLT Tempen

BOASTFUL
Hin o v filee thiat, i Wl gene mare?
¥ou're @ showolf, You gloar about vour accomplishments
anid dhisparnge vour enemies—aoalling them names, making
rude gestures, and ortherwise tannting them




At the Table: You take mementos from defeated foss and
show them nff in public When 2 foe or rval challenges your
skill, you never back down. Each strike you deliver comes
wirh 4 personal insult to march, When a foe pulls off an
impressive manemver, you make o big show of your disdain
You might make Intimidate checks to show aff your skill
while demioralizing others.

BOLD
“Care, el ps crmsh tee epeny wiliere he shpids!”
You are brave, eagerly risking your skin jo ceme o grips
with the enemy, Others might call this trair foolhard ihess,
At the Table; You lead from the fromt, Unless a rogue o
ranger scouts ahead, you want o be ar the frefronr of any
artack. Youcharge the foe in bartle o bring the Aghrm him. In
yourmind, the key 1o vicrory lies in seizing momentum, Feats
such as Improved Initiagive reflect vour aggressive artitude,

BRUTAL

“He surrerdered? Sorey, Tdidn't hearit; L was too busy chapping
T s bead.”

You show lirtle mercy to your enemies, preferring to hit
them unil they stop moving,

At the Table: Power Attack ic your calling card if you are 4
Rigliar, A fear such as Spell Forus (evocation) caprires the feel
of this trait for spellcasters, Too much damage is never enough
The more destriction vou can reap, the better. Unlikean angey
character, vou fight with acold, caleulating demeanor, An
angry cheracter with Power Attack might leap inro the fray
and convert her full hase artack bonus into damage, while you
plity the adds and slowly but steadily increase your damage
to deliver the maximum amounr of punishment

CALM
“Yes, Taee the dragon. What's the big deal?"

You remain unfared even in dire circumstances, You could
be supremely confident, you could be otherworldly, uryou
could just be hard 1o impress

At the Table: You are the eve at the center of the storm
You tely on reason and rationaliry despite the chaos thar rages
around you, While athers shovrand argue, vou always speak
in cilm, measured wones, When vou do |ose your remper, your
triends temember the event for vears 10 come. The Iran Wil
feat reflecrs your indomitahle spirit Even an svil wizard's
spells ean't break your will,

CAREFREE
"Al, it doesn't matter i we wake the wzord. What's the worst lie
can de, kil wst"

Vou have trouble mlking things seriously. To you, adventur-
ing ica big game

At the Table: Nothing gets you down, regard]ess ol how
daunting v situation might be, You ler the fates take you
where they may. Your grtitnde can prove annoving to stufh
lawful types, but in the face of prave danger your carefree
weays lighten the mood and bring hope tothe party. The bard
class isa preat match for this trait. stnce its musical abilities
reflecoyour ability to bring hope ro yvour allies,

CHARMING

"Lt e hold that fov you, my ladv”

You go out of your way o observe social niceries. You might
o might fot lpve ulrerior motives.

At the Table; Every word viou speak is 2 ool calculated o
help ger vou what you want. You are calm when the greap
teeds a rarfional voice and smoothly effactive when it's fime
tn take down a monster. Lilke & master politician, you always
work 3 room, seeldng wwin people over ind make them like
your Pur as many ranks as possible into Diplomacy 1o reflect
youlr winning perspnaliry,

CONNECTED

“Yourd better piol be insulting my’ sister

You have a historical connecrion with one of the ather
parry members. You might be siblings, childhood friends,
pr fellow students ol the same master, You mighe like sach
pther, ot vou might not; it's also possible that one or both
of you is unawire of your connection, Pechaps ane of vou
was sent o protect the other or otherwise keep an eye
pn her

At the Table: When the group facesa problem, you inwvari-
ably find someone who can help vou, When you enter s tavern,
youstrike up a conversationwith the bartender, gossipwith
thi locals, and otherwise fir right in. You swap stories, share
tiews, and make friends even in a foreipn land. The Garhey
I formation slkill is an excellenr tool co showease this trail
When the group needs 1o legrn the latest news, you draw on
vour social network o hear what's our there.

CONSERVATIVE

“The ofd ways pre the hest ways"

You like order and stabilicy. You believe that if the current
svstemn supports these qualities, you should work 1o ensure
its longeviey.

At the Table; You prefer tried-and true methods over new
ideas. I an old trick or tactie worked before, you'd zather try
it again than work on g new plan that might or might nothe
as effective You are slow and deliberate, believing that rash
thoughrand quick actions are 4 good way to get yourselfin
trouble During a battle, you hang backand wait for your foes
io fip their hands Rarher than charge, vou prefer to move
forward slowly and ready an artack

DISCIPLINED

“ait howr of wedttation and prayry before steen

¥ou are rigorous and srrucoured in vour persoral endeavors.
This rratit can manifest as constant combat training, time
spend in medittion or prayer, monitoring the food you ear
and the lquids you drink, and sintilar acrivicies.

At the Table; You go throngh an exercise or meditarion
reglmen each morning. 18 you miss ir, you feel uneasy about
the lapse in rourine for the restof the doy, Inyourmind, your
body is as much 2 tool as vour sword, armor, or spellbook. It
needs restand proper care, Youinsist on getting a tull night's
sleep whenever possible, and you expect others 1o meer your
stancards. The Iron Will fear does 2 good job of reflecring
vour dedication.




DRIVEN

b ||I.|HI|l carg || M TRy !':[|||'||||'| ! |||| |.'|'\.|_'F'||'|l|'"|| 5|.|_:." Te ||1_".'|'l|I-__£
Hhs doce T gorng fo ged (L open.”

Yo gre relentless in your pursuit of tasks. ¥You might be
driven-anly when you are involved in specific nisks (slarimg
demons, saving a {riend ) or you might be driven th svery-
thing you do

At the Table: You never give up, Even in o hopeless stua-
tion, yout impulse is to keep bghting, During the game, ke
20 as often as possible—you're determined w keep rving
untl vou succeed. You steadily overwhelm obstacles with
vour Hreless devotion. The foroe of vour will bacters down
yaur foes. The Grear Fortitude Feat alliows you to disploy vour
indomitable nare,

FNERGETIC

‘Ofeary, we've dnllod Wie tallynd grabbed ihe frvasiog and bypuassed
th frap—uhals pegt?™

You brisn with ERergy Mavbe vou eat 100 much TSR
ITZEST [ much cuffeine, vr-mavbe it's just in vour natuce,
|'||.|.| :-Ilr '.‘.'h:ln."y'i'r TEAsLn, '|'f“|].r¢" .!l-"-'n'.!'.'H |'|'i|iE'r' TE ||ELI' n Il-li\.'
next fask, challenge, or hiission

At the Table: You pever ke 20, Thar acrivity requires
pattence and focns that vou simply lnck In banle, vou e
always in motion. The Improved Lnitidtive fear doesa greg
job of reflecting your nacure: as does th Tamble sl

ERUDITE
“Crar coarment plight derives diveelly Jrme o deaeth of aumeate
retritierafuim”

You ure well schoaled, dnd vou Hke toshess 1 ol Yoo wse
big words just becatse you can

Arthe Table: Purchase ranks (n0s many Knowledge skillsas
possibile. Spread them sround iFyour peimary skills ave maxed
ot A broad conge of knowledpe allows vou o gnswer glmoss
iy question. Make referencies o the campilgn setting's pasi
An are invasion might temind vou ol o previous humansid
inettrsion, and vou speak ol chat artack o lengrh 1o advise your
allies. Worlowith the DA o gain access to more background and
history of the campaign world that you can worle fnm phay

XOTIC

“Wheve 1 leoen, Hhis enormial

I

You'te different frem most people of the tegion, You mighi
be from an atypical culture or ulf 2 different race; you could
belong to on unusosl religion or arganization. Others see
youas strange god interesting, and they mighe be prejudiced
against you oracricted o you.

Ar the Table; You fad the local pracrices and rraditions
fascinating. You use a distnerive greeting, and you dress in
your native land's garh. The Exoric Weapon Prohciency fear
is-a good choice to demonstrate vour culiere’s unigue uspecis,
Alrernatively, you can Gphe with o erident or seythe or ather
weapon that PCs ravely use. 1 vou are an arcane spelleaser
choose spells that a rvpical member of your clazs ravely
emplovs (new spells our of this boole would be 4 good start]
H you aze a divine spelleaster work with vour DM o find o
suitable linlle-known deiry,

FATALISTIC
Mo of pis o5 [ foe Hhis inorld
This enid s eoming, Mavbe voo'll help it get here Fister
At the Table: You fighy with a fanuatic’s energy and canvic
rion, Youare a relentless foe and & grear ally, Since the warld s
abourto end, vou do whar pou can w help vour allies and stite
vour foes, Place rnks in Knowledge (eligion) o reflect vour
mastery of dogma and prophecy. You srudy both vour chosen
faith and the religions of hererics, the berter to fight them,

FLAMBOYANT
With a twist of iy swiord, & couple of steps forthe right, and
i apple 15 diced seatly i !

r“_..l

You doeverything with flash and panache. You're never at
a luss far words, and you don’t mind standing out in a crovd
Your dress and fighting sryle are |'|.+rliLL||'.1r.l1.' distinetive

At the Table: Weapon Finesse and Combar Expertlise are
4 great combination fer @ Aghrerwhe prefecs speed, agility,
and grace over brute lorce A ambovinr caster uses spells
witls deimarie visual effects. such as hightrig ball

FUNNY
Uetal did the fralder sy weien asteed o e Whed mutlop? Suiond
L Hat"
¥ou have d sense of humor. Ochers might of might noy
appreciafe it. Many kinds of humor exist; yours mighr be
quickwirted, slapstick, pur-heavy anachronistc, valgar inap
propriate, clever, dev sareastic, or some combination of thess,
At the Table: The Perlform (comedy) skill is perfect for
ol When your group goee o averny, youmake jokes and
dir vou best o eatertain evervone. Even 1 vou have nmassed
A eredl Rt you still love purong on o perlormance at the

Ii"!’. .I| L‘.'.irq‘rril;_' |1|l||.' [.-.Il' i |-I:"'t||' coqns,

GREEDY
Lit's pedl ‘em!

Youl love toamass money and other lorms of materizlisiic
rewards, Recognition means little to you in comparison to
the rhrill you feel when you stand over a defeated monster's
treasure hoard

Atthe Table: The Appraise skill is your favorite tool. When
exploring o rmin, you take the fme 1o check over anything
that Jooks vitluakle While everyone else gathers an ogre lord's
Lovins aned gemes, you poll off his boors and armor 1o sell bacl
L T,

KIND
Tleere, does thert feel better?™
Yoy e pue of vour way 1o help people, with no desire for
ik l‘L‘“l'r'L'Ifd 0 Terrn |.“:'||.'I|:'|W see Yol az 4 Rice PECS0N
At the Table: You carry eéxtra potions 1o hei| your allips,
alung with ammunition, food, water, and other goods to keey

the group poing, When you hove w choose between amtacking
o [oe and using aid another w help an ally, vou wsually opi
for the second cheoice

LOYAL

Yoml camgpunl 01 nrg




You never let vour allies down, abandon them, or betray
them, and you stay by their sides even when it irtitates them.

At the Table: Iran Willund other teats that fmprove yout
saving throws are right up your alley. Even a foe's spells
cannot necessarily prevent vou from helping vour allies,

MERCIFUL

"He survendered, Lets lef him g

You show leniency o defeated enemies. You might have
ulterior motives for your generosity

At the Table: When facing a badly injured foe, use 4 free
action to offer it the option to surrender, Ready an arrack 1o
strike if it keeps fighting vou,

NATVE
"MWy is that person angrvy af me?”

You are inexperienced and perhaps led a shelrered exis-
tence before becoming an adventurer, You sometimes make
mistakes because you don’t know any better; but you mean
well, and your naiveté lends you a certain charm

At the Table: You make social paffes due to your msular
cutloole While others navigate situarions with morand aplomby,
you stumble ahead like a bull in a china shop. Avoid placing
ranks in Clistisma-based skills, particular Gather Informa
tion and [hrimidate A poor Wisdom score, and the attendam
lowy Will eave, illustrares your naive natute,

PATRIOTIC
“For the glory of the queen!”

You are devoted ta your country, right or wrong,

Ar the Table: You prefer to fight in your homeland's
tradiriond| sevle Yourweapons, avmor, and spells are more
than simple rools—they are svmbols of your homeland. Feats
such as Weapen Focus and Spell Focus illustrate your nght
bond with such symbols.

PEACEFUL

“ail, this does not have fo enad 10 Dlogdstued!”

You dislike combarand killing, preferritig ro use diplomacy,
subrlery, trickery, and other nomvialent means (o solve your
priblems. However, when there s no other choice, you draw
stee] slongside your allivs,

At the Table: The Diplomacy slall is votirbest asset, finceyou
can use it ro smooth out confrantations. that might ptherwise
turn violent, Wheneveryou have & chabee, step bnto g situarion
and use 4 few carefully congidered words o defuse tensions

REFORMED
1 wsed fo el people for imoney, bud that was moanoather vt of
miy life”

Yisu lipve gone through 4 significant life change. Perhaps
your're dn ex-criminal coming overa new leaf or & new devotee
ofa religion. Perhaps vou're aformer nice guy who has decided
thar kindness doesn't pay,

At the Table: & fow ranks in Hide and Move Silently berray
your past. You might also invest skill points in Open Lock
and Search, depending on the sores of eritnes you onice ok
partin

RELIGIOUS

“Kownl grant me shrength.”

You revere g higher power. You might worship 4 single
deity, or you might include all the gods in your prayers.

At the Table: Knowledge (eeligion) is more than o source
ol trivia and informarion for you. 1 provides you counsel and
advice In almnat any sitiation, When you argue with others,
you it seripture and religinus reachings s imporeant points
of debre

SERIGUS

“How can yer think of dancinral o ime ihe Haus?®

You rake everything seriously and have little or no sense
ol hurmar,

Atthe Table: Yougnmble when others make jokes orvenrure
off ropic. During i planning session, you are the one who calls
for crder and léeps things organized. Investa few ranks in
Enowledge skills w give you the experience and insight needed
to back up your demand for focus and careful planning,

SKILLED

“Sprced crad egs toight!”

Before gou wete an adventurer, you were a skilled at some
other rrade. You might have been ablacksmith, a chef, ashep-
herd, a dancer, a sneek thiefl or just about gnything else

At the Table; [nvest ranks in Profession and Crat skills
Whenever vou hive the chance touse them, leap at the oppor
runity, Depending on the nature of your skifls, you might carey
a fullset ef tools even intoa dangevous dinigeon. For example,
# skilled cook ingists on carrying the group's fond and prepar
ing anice med| each evening, while a skilled dancer looks for
likely partners at the local rvern and sceepts invitations w
the local lord's hallas o matter of course,

VENGEFUL

“Ciiunls? Wipe them out. All of themn”

You have a gl-ud,-;e. Against d particular creature type
organization, country, or individual. Perhaps the offenders
killed your family, burned vour village, or Kicked you when
ol were lictle.

At the Table: Take a level of ranger to gain the favored
enemy class feature against vour chosen foe. Make notes
on esch opponent you face and track the reasons you have
tn seek yengeance against them. The Power Attack fear, or
spells thar deal lots of explosive damage, ate good choices 1o
mete our punishment against your chosen foes,

BEING A GOOD PLAYER
AT THE TABLE

Thissection offers some specific ideas on how to make each
game session (| more enjovable experience for vou and for
evervone else 3t the table

MANAGING THE PAPERWORK

Everv Dé:D player uses a lot of paper. You have o character
sheets thar might be many pages in length. You might also have
sheets that list the spells available o vou. vour equipment,




piges of notes from adventures present and past, and your
plans for the future In addinen, vou probably have boaks
like this one lyving araund the playing space,

The following birs of advice can help you mamge this
papewerk.

Write Everything in Pencil: This cavear ls most mmpor
tant when it comes o yourcharacrer sheer, Since che numbers
and names tha summarize yourcharacter's abilities will
change over the course of yvour character's caveer, and even
during specihic adventures or tounds, you want to be able o
mark the changes on vourcharacter sheet. Eventually, vour
chiracter sheet will be smudged and torn from writing, eras:
Ing, and rewriting: feel [ree w trearyourself 1o o nev sheet
it this poinr,

Do Things the Same Way Your Friends Do; [ vou and
the other players keep track of your characters staristics in
r]'|.e SaIme Wiy, VoL save | |-|'|'“'. H]'lIJ I_‘!l_:.)'l'| wl'H_':rl One |J|ﬂ'r'|:".r cant
shovr up and snother hias to rake conriol ol his characrer. How
do vou record hit points? Attack bonuses? Used spells? 1t
helps to talk about these details and settie ona standard wav
of doing things, This way, you can spend less time trving o
decipher 8 friend’s code and more rime plaving the game

Keep Track of Your Character Sheet; Losing vourchar
acter cheet is bad. You then have ro vecreate the charagier as
bestvou can or, in extreme circumstances, scrap i and start
a riew character. I vou discover vour sheet is missing at the
beginning of a session, you deley the game and wasie vour
tellow plavers' rime. Muke sure vou store vour charoter
shieet properly and. if vou cannot malke it 10 & game session,
send it along with one of your friends. Better ver, your DM
could keep luckup copies of all your group’s character sheets,
updated or a regular basis, so he can assign someone to plava
characterasan NPC in the event of that players unexpectad
absence. Some DMs play custodian for all their players
character sheets, collecting them at the ¢nd of & session and
passing them out again at the beginning of the next—therehv
absolving vou of all responsibility in the matter

Use Page Notations: Inevitably, vou'll have to flip through
8 rulebook at some point, perhaps to look up exactly how o
feat, spell, or special ability fonctions, You can save time in
this process by writing down page and book references on
vour charserer sheet for uny complex ot nnusugl fearure. For
exanple. if vou select a spell from this boolk, next ta i you
mightwrite "PH2 105" indicating the book and page number
where the description is printed

Know What Your Stuff Does: Even berrer than page
hotations, 1t best ibyou stnply know how vour spells, feats,
items; and special abilities Fanction. When in doubr, qulelkly
review them before a session.

Plan Your Combat Actions: When it's nul your tuen in
combar, you should be thinking about what vou're going o do
when 1t is your turn. Flip through a rulebook and make sure
vou know the pertinent details about the spell vou are going
to east. Then, when your turn comes up, the other plavers
don't have rowar for you to Bgure cur wlhiat vou weane to do. 11
posstble, alse have a backup plan in case things chanee sud-
denly before vour rorm inew foes enter the bartle, the charseier
you had planned 1o attack goes down, or the like),

Keep Track of Timed Effects: Many spells and other
effects have durtions messuted in rounds. I vou emplovsuch
a spell or ahilitv, It's your responsibility 1o keep track of the
duration (the DM has plenty of other things o worry abour).
One good wav of keeping rrack of time is to make tally marks
on 1 piece of scrap papér. Another rec]quue is to tise a die to
keep rrack of the ime—either count up for the total duration
orcotit down fof time remaining at the startof your turn each
roundd, tiarm the die 1o the nest number. Be careful though,
that vou dor't aceidentally rall this "duration die”

Rely on DM Arhiteation: Playing che game is more impor
tant than looking trp rules, Goed Dunpeot Masters don't like
raking tme away from the gome topags through eulebooks,
111 su they often provide instunt tulings on debated 1opics
instead of suspendlng gameplav fora time-intensive rule
seatch. Go along with the DMNs arbitration, and then afrer
the game or during @ break vou can look up the official rule
and let vour DM know; this information will be useful the
next time that rule comes up.

Have All Pertinent Statistics on Hand: Wvour character
has a familiar animal companion, mount, cohort, or sumilar
ally, make sure von have che proper statistics handy,

Use Electronic Aids: While they are by nio means necessary
liprop computers and PDAs are valuable pssets, They cut down
onvseatch time and on wble clutter You can keep an eléctronic
character sheer and update it when yoti ittt o new level or ke
poison damage, (Elecrionic characeer sheets also reduce the risk
ol losing & character sheet—and iF you lose your laptop, vou
have biggerproblems o worryabour, ) Numerous sofewans pro-
grams that help youcreate D&D characters and use electronic
characrer sheers arepvuilable The System Reference Document
is availuble for free on the Wizards of the Coastwebsite, and iy
inchudes most of the spells and feats in the Player’s Hondbaok.
Typing "Ctel-F, firgball” is much faster than paging through
2 book searching for the appropriare reference

ROLLING CONVENTIONS

You roll & los of dice 1 4 rypical Dé&D game, The following
are common rolling conventions that you can ase if you like;
they accelerate gameplay und seduce ambiguiry

Decide What 1o Do if the Dice Land Cocked: You, your
tellow plavers, and the DM should ppree-on what to doif o die
tamds on the floor orends up cocked agdinst a book (or @ DM
streen, oo canof soda, ora pizzs box). Do you teroll the die?
Take the resule from the flooe® Mave the hook and a1 the die
tall nanirally? Any af these oprions is fine, but vou shoold decide
betore the starref s new camipadign ind be specific. The same
rules should apply to all the players ag well as the DM,

Supply Your Own Dice; Though sveryone can share the
same set of dice. play proceeds fastet and smoother if every
plavier has his or her own dice, You should have all the dice
vou think you need o play your character, so that vou don't
have to boreew dice from the ot he;'r]j]ﬁw s (D 'pia!,rer-s are
also infamous for having superstitions about other people
touching their dice, anid vou den't waht to come berwesn s
D&zl plaver and her siperstitions.)

Roll Attack and Damage Dice at One Time: Lf vou'te
ir 3 farge groupand combit is taking an (nordinate amount



al timie at the table; consider streamlining vour dice rolling
When muking an attack, roll the d20 for vour attack roll and
the die or dice for vouir damage roll ar the same time. (For ex-
ample, if vou are attacling with a2 flaming losipswrd, roll o
d20,a d8, and = dé all ar the same time ) 1your attack roll is
successful, you know how much damape you deal and thus
save yotirself asecond roll (Rolls don't talee o long time, buy
you make so many of them that

anything you can do o ac-
celerate them is good for

the game,) If your artack

i# unsuccessful, tgnore

the damage

This technique encoun-
ters problems when it meets
with abilities that sllow you to
alteryourchance to hitaferyvou
make your arrack roll, For
example, acrion points (de
scribed in Unearthed Arcana
and the Eberron Campaign
Settong) allow-vou 1o add 1dé 1o vour artack
rolls resultaftervou roll the die, ifvou so choose. It
vou make your artack rolls and damage rolls simul-
taneously, vou are more likely tospend that acrion
point if your damage rollis high. To avoid these circumstances,
roll the attack and damage dice separately if you have action
points or a similar ability that can morm a miss toro a-hit,

Roll Multiple Attacks at One Time: [Fvou have more than
one attack; and you know vonare going to use them all against
thie same target, regardless of how the fivst one turms oo roll all
your attacl dice at the same time, 1 viou also roll damage simul
mmecusly, assuggested above, you need some way to determine
which damage dice belong to which attack. You mighr use
color-coded dice (see below) ar roll them with syparate hands
on opposite sides of a barrier (such a5 1 book),

Use Color-Coded Dice; You can use dice of certain colors
to designate spectfic atracks and damage Lypes, For example,
{vou make two arracks and roll the attack and damage dice
ir the same time, using 1205 of different colors and damage
dice that match those colors avoids confusion, For example,
when you are making two attacks in the same roond that
gach deal 1d# points of damage il successhil, roll 4 yelluw
da20, a yellow ds, u red d20, and o red d& all at the same time
You can &lso use color-coded dice to specify dilferent damage
types, When you shoot the deman with vour +2 holy flaming
dltoek longhow, roll two white dés for the holy damage, a red
dé for the fre damage, and o vellow dé for the elecericity
damage: This techinigque is helpful because some monsrers
are resistant or villnerable o specific domage types.

RESPECT THE SPOTLIGHT

Plavers take turns in a D& D game, and nort just in comba
Characters always want to perform various activines, and the
DM can focus on only one at s ttme. The spotlight consists
of the DM's artention, and the game's current focus. Which
character is active? Which player 1s relling the DM what he
wants his character to do? Thar player has the spotlight

Cafor-coded dice meks
raliimg. faster

The spoclighr is 3 fun plice o be, Thars when vou are
active, when you are pliying the game to its urmost potential
Because it's 2 good time, sumetimes players are tfempted to
claim more than their lair share and remain in the spotlight
for a disproportionate amount of rime

Players who hog the spotlighr are bad for the game, becanse
they decrease everyone slse's fnvolvement and therefore their
Four. Ifyon And voursel fofren demanding the DMs anention—
i your character likes w do things such as head into town

ta pick pockets, rob houses, char with the priestesses
ar the local temple, play music in lans o
make a few gold pieces, and the [{le—
be consgions of it. Some activities of
this nature are fine, and they add
depth ynd realism to your char
acterand o the game waorld,
Lt vou don't want to takea
great deal of time away from
vour fellow plivers, When
another pl:n,'::r gﬂ:l'jhur timein
the spotlight, let her have it—as
lusrig as she doesn't abuse it

A enuple of spotlights deserve

special menrion.

The NPC-Interaction Spotlight: Roleplaying
interactions with NPCs is one of the most enjoyable acriviries
i1z D&D game, ond every player who wants to participare
should have a chance to doso. Even if the parry has a member
whoserves 15 its spokesperson—a charismatic bard or paladin,
for Examp]u—:l pood DM -‘iLlp‘pllES opportunities for other
plavers to interact with NTCs. Perhaps the paladin is otherwise
secupied. or mavbe the partv runs intoa nefarious individual
forwhorn the rogue would be a bever choice to carry on discus-
siong. Mavbe an old sequaintance or velative of one of the other
characters shows up. Whatever the case, be respeciful of the
NTC-interaction spotlight and of your fellow players. If they
look bored, relinguish the spotlight in good grace.

The Dungeon Spotlight: Dungeons are big places with
|oies of doors and hallways. It is easy for o character, especially a
stealthy one, to head out on his own and do a bit of exploring—
and perhaps some combar and treasure-looting—away from
the rest of the party This Stratepy siraing the Earme, because
the M must then split herateention and fime between the
sulo character and the rest of the paroy. 1 vou find yourself
tempred 1o break away from the party, vou might want o ask
the other plavers frse. ("W hat do you think abous me scouting
down this passageway?”) LI yourcharacter simplywa nders off,
furcing the DM 1o take time away ffom the other players, they
might (rightly) resent vou for it—so don't do e You might
make the claim, “Bor this iswhat my character would da!™ IE
that's the case; rethink vour character concept. The game 15
at its most enjovahle lor everyone when rhe characrers help
each other and every plaver has o satisfying amount of time
in the spotlight

OTHER CONCERNS

The following pieces of advice are also helpful but do mot
tavolve rolling dice or managing paperwark.

aud gRseT
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Avoid Distractions: Dé& D pames often tale place in areas
surrpunded by potential distractions: TVe, video games,
books, dand the like Since you're spending time with your
friends, nnother temptation is o char and joke at the expense
of the game, While some of this sort of sceivity is [un, 2nd
you play D& to have fun, don't let the entice session pass
in idle banter ot witty repariee—especially if some plavers
ate not partaking in it

In peneral, keep your attention focised on the game. Your
fellow players might think you rude if yvou leave the table o
surf the Internet or play video games, or if you distract other
players with side conversarions

Help Your DM; The DM does a lof of worl. 1 you clear

sé prepare the

of ! the table, gel the '|:1-Z'I'I1'i|'-i e, and otherwi

playing space, he or she will eppreciate it

TALK ABOUT YOUR CHARACTER

D& D characters are at their best when they are more than
just collections of numbers and words wrinen on charace
shieets. This chaprer discusses ways to add deprh, mativarion,
anil realism 1o vour character, b these rechnigues are of
limited use if you keep them to yourselll You should wllk
about your character.

Tell the orher players about her. When the other characters
firstmeer her, what impression do they get? How does she look?
How does she move? Many players hind fun and satistaction
in roleplaying their character's initial interactions with the
other characrers. The way she talks and the things she savs

haracter is the silent, mystedious type, deseribe some of her

actions. Do her eves dart constantly abowt, examining the drea
tor trouble? Does she stave morosely into her drink? Does she
ruban old scar on her neck every so often? All these types of
behavior make your chatacter seem more like a real person

Many Dé&D campatpns begin with strong plaver
characters—rthey have interesting histories, developed
personalities, and distinctive appearances. However, often
these valughle details fade over the course of advenruring.
Players are pretry pood ar remembering their own characters
bt they sometimes forget the histories, appearances, names,
oreven gender of the othercharacters, Therefore, continued
discussion abour your character is important. Interact with
ane of the other PCs or an NP to keep your characrers
personality fresh m everyone’s mind. Mention how he walks
or looks when he meers a new character or encouniers a-new
challenge; describe how a new plece of equipment firsin with
the rest of his appearance

The best characters in movies and novels change as the
story progresses. nnd the best chardcters ina D& D gime are
o different. How does vour character evolve over the course
of het adventures? What life-chanping events have occurred
to hrer? How are her beliefs; values, and views about the other

[ = |':.'|'|'.'|I.'[I'._'5 dibterent rom what r|:1".-' Wore lfl‘f(:l'l'l;":-'
Talking about vour character and inserting characteristic
details into the game make for 2 more fun and memorable

riane tor evervone af the table
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very garneé lias moments whén particular characters
shine, Players might tell and tetell the story of the
Aghter taking outthe ogre, o the rogue disabling the
trap, or the wizard dispelling an enemy's magical
defenses; ar the cleric destroying the vampire. But
stich moments of glory are only part of what makes the D& D
experience so exciting. The'deéds of individual chamcters
might be the stoffof game-table legends, butit's their teamwork
that gets the job done in one adventure after another
Tt play is perhaps the most imporiant aspect of the DéD
game, Certainly salo pliy éan be rewarding, bur answering the
call i adventire asa group is far more entertsining. o groop,
the interplay berween differing poins of view brings both
plaryers and charecters into conflict brom time o time. When
they lem to resobve their differences ind pulltogether toward
peommon goal, they citnachieve G gteater resules than any
pEthem—no matter how powerful—could achieve alone
This chaprerexumines what itmeans to be an adventuring
parry and how parties i ogether within a campaign serping
It alep offers advice for becoming a berrer team plaver and for
malt ng the mostaf vour groug, whatevér its compasition.

PARTY BACKGROUNDS

1 many campaipns, the reasons why a patticular group of
adventurers came together tn the Arst place are sither glossed
\over or passed off g5 tere circumstance. At most, docouple

CHARTER

AAFEABET A g oy

[

of inrepid wleplayers might establish a relationship by
making their characters siblings, childhood friends, or
piist [overs—ar they could even concocta shared evenr in
thelr past, such o5 adebr that bound them together, But
lewy proups extend this concept to the entire party,

Establishing g party's teason{or existence can enhance
the tolepliving expenence, promite teamwork, and play
a key role in keeping the group together in'the face of
theinavitable conflices and disagreements, 1 the players
lenow why the charaeters began working ropetherin the
first place, the ries berween them immediately become
stronper, and individoal players areencouruged twwork
togetheras a feam.

Ome way o build a'strong group is to select 4 party
backgrolnd. Each ef the backgrounds demiled below
deseribes ashared event, commitment, orstate of being
thatcan help to holida party wgerther, These backprounds
can be tsed aswritten, orthey cinserve as guidelines
fot creating others

D

C

The congeprola charter washirst introduced inthe
Forcorrey Ruaivs campaigh serting. Essentially,
your characters form their own otganizarion by Becom-
ing @ group of adventurers for hive.

Establishing a charter rakes g bit ofwork up front
To avoid conflices later, everyone at the table should be I 4 7
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involved in working out the ground rules for the group The
DM needs o be involved in the process as well, since the tone
and narure of the chatter will probably affect the overall flow
of the campaign

The first order of business is to define the purpose of your
groupand decide on its short-terns and long-term goals. Nea,
determinge what linds of characters your group will accepr
as members. Choose an alignment and exclude claracters
who have alignments more than g step or two away from thar
one F{'IT 'i_l'lhEﬂl,'lL'.i_'. '.j WisIT ::11:r['r|,'r Ijl"ll'l:!l'll.:ll"\: | ]l..ir | hl." g2 ||]F" i‘.'l'
committed to order and pood ness, you probebly wouldn'
want to accept a chaotic evil character. You can also extend
the restrictions to cover certain classes, races, and even house
rules if desired, as long as these [Hmitations can be framed
in the conrext of the game world. You should also consider
what functions are needed—dees the group have a diving
spellcaster, a person who can disable rraps, 1 melee combar
ant and a ranged fighter, and so forth? Finally, consider the
tvpes of employers your characters are willing o work o
and whar kind of missions they will accepr

Once your charter is complers, write it oul on paper.
Doing so adds a measure :)E'dr;:-t b to the words, and ]ml.'jj',g
it prominently displaved during game sessions serves to
remind everyone that the characters hive bound themselves
together fora purpose

Mot only does having a chareer enhance roleplaying and
deepen players' and characters' commitment to the party, bur
it also rarries other benefrs: Yous ErOUpP pains a repufation as

Heper p
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a unit within the campaign world, which can make it easier
to access services and even gain credit with merchants. Later
in the campaign, when characters fall in combat or retire,
it's easv to explain where rq_'[_1|.|:_‘1_'|m~|]rﬁ come [tom, since
word of vour group’s heroics will haye spread throughou
[].”.. |.\.|T|I.]l| E\."{'n'“:!ll}'. Vour i ey l.':[ll.lll.J Even p:-lil'l ||'|I." same
kind of prominence and nororiery tharthe Harpers enjoy in
the Forcotres REaLss setting.

HILDHOOD FRIENDSHIP

Your group has been together since childhood, F‘:rrh.[p.l.
the chardcters' parenits, once adventurers themselyes, were
in the habit of entertalning their effspring with rales of
fierce dragons, terrible sorcery, and vicious monsters. In
such @ situation, it would be only natural for the youngsters
to follow in their parents’ footsteps upon coming of age,
and perhaps even try to surpass the achisvements of their
hietaic forebears

This backpround works especially well for a party whose
members all belang to the same race, such as a group consist-
ing solely of dwarves, elves, or halllings. Such ashared racial
heritage can add yer another interesting dimension to your
pames. Forinstance, suppose you and the other players jointly
decide that your dwarf characters all came from the same
stranghold. Life changed for all of you when a horde of mind
flayers and their minions boiled up out of the underground
and pverwhelmed vour settlement. The dwarves whio were not
slain ourright were enslaved and raken back o the cyclopean



depths of the mind flaver city, never 1o be seen again. Now
vour group, which was away on another missionat the 1ims
of the (llithid artack, isall that's lefr of the elan. All the
characters have taken a joint vow of vengeance against the
denizens of the subterranean realm, and their goal is to free
their enslaved people and restore the clan.

A group nead not be racially hemogeneous to have 2 shared
childhood. Halfores, halFelves, humins. and halflings all
reach marurity dr around the same time. and dwarves and
ernomes do so abour 20 vears later. Thus, the characters could
enstly bhave metas adolescents—perhaps when they all accended
the same academy or neghboring institutions, Once all the
characters praduared, they decided o stick ropether and sirike
ot bor o life of adventure. Chatacters in this model miglic be
siblimgs, old Hames; tivals, or just elose friends.

CHOSEN

A popular metif Tor long-tunningcampaigns is the concept of

ashared desting Fare has decreed that one or more characters
shall be ina certain place aracertain trme, either 1o perform
some preat deed or to overcome a particularly nasty opponent.
Perhaps the group’s paladin has been chosen ro wrest the rod
of Crveus From the demon prince’s grasp, or i save the Bastion
af Setls. Or maybe the group as 1 whole will one day save the
cotntry, continent, or world from some rertible nemesis.

While the characters who are scruslly saddled wirh such
a destiny are undoubredly the center of the group, the other
I'"Cs play an equally important role—namely, ensuring thar
the prophesied event happens as it should. Withour their
assistgnce, the fated characters cannot hope to accomplish
the sk set before them: Alternarively, the characters mighy
know ehiat one of their number has been chosen to pecforma
piven task, bur notwho it is This artangement ensures tha
the characters are motivated o work together while each one
dreams that he will be the linchpin of some great futume event
A even if the DM las already decided who should be the
Chosen One, he can siill change his mind if thar characres
dies, or the plaver leaves the group.

Perhaps the tdeal sttuation, though, & for fare to choose tlie
entire purty for the task. In this model, the avatarof a deiry (or
a powertul mage; noble, or prophet) hand-picks the characters
anid sers them on the path to greatniess, The great and noble
cause they champion (or the unbearable burden they bear)
unites the gty members and encourages them to believe that
all musesurvive o fulhl]he prophecy. This commitment toone
nother's survival in turn promotes party unicy and eamwork,
since each characeer must place a highervalue on the lives and
acoions of his fellows than he otherwise would,

CIRCUMSTANCE

In same DED eampaigns, the advenruning parcty is tormed
when four heroes who have just met {1 g barare hiced lor s
dangerous mission by o shadowy mmdividual in the corner
While this background is certainly the castest to concocr, i
s Wnke w eneournge teamwork and party unity; o fact,
stich @ model relies an the relationships beeween players w
keep the group rogether mrher than those that evolve narurally
itmong the characters

Nevertheless, yowcan sill use circomstanee o advantage
when butlding an adventuring partv. The characters might
be eseaped slaves or Fugitives who And ¢ common purpose
in escaping a shared enemy. Or a terrible calamiry could
betall the environment, and the chareeters could emerge
a5 champions of the affected people: Or perhaps a band of
reavers 15 plundering and destroving every settlement they
come cross, and the characters must band ragecher to combat
Il'“f COmman enemy

Acircumstance background relies heavily on the DM'sinter-
vention, since he must provide the catalyst thar brings the group
together. For example, the DM might open the campaign ona
gruesome battlefield and reveal that the PCs are all survivors
fror the same syuad, They knew little about one another before
the bartle: they wete sirmply thrown into the same unit because
ol the way the orders fell. Alternatively, the DM ouight rule that
the charseters areall from the same region, bt they hail fram
widely separared villages: After a plague swept throngh the
land and empried several communities. the survivors groaped
together 1o seelca way to rebuild

ORGANIZATION

One of the simplest methods for bullding an adventurimg
party s 1o base it on membership in the same OFganizarion.
Characters wha are loval toa guild, order, or some orher group
should exrend thar loyalry 10 other members as a matter of
course. For example. the Order of 1Hluminarion (see Complete
Adventuren page 179) exists rr root out evil wherever i lurks
andconfront it directly. Since membership is open only 1o
rhose who ave pure of heary, the plavers are sutomarically
encouraged o create characters of similar alignments.

While working on behalf of such an erganizarion, the
party is unlikely to tun out of missions to perform. The
characters teceive their orders from the oprganization's
leaders, and they gain experience points and treasure with
every fob they perform. In rime, the characters can move
up through the ranks of the organization, and pechaps one
day even lead it

The primary derwback to this model is the porential
difficulty of getting evervone to agree on the organizarion
Some organizations are class-based or have strict membership
requirements that mipht prevent certaln characters from

Joining But il evervone in vour growup likes this approach,

have each player state his character interests first, then select
in erganization together, with the DM's assistance.

BUILDING THE PARTY

Choosing a background is just the first step in building a
parry. Ideally, an advenruring party should include a good
mixture of classesand races, since each brings a particolarset
of usetul abilities o the sable. Abilities thatno one else has noy
only make a character wnmue, bt they also allow her a chance
in the spatlight ona regular basis. When characters' abilines
overlap, the chance for individuals 1o shine diminishes, and
the parry's ability ro handle new threars lessens

This secoion presents advice for working with your fellow
players wy build an effective adventuring party
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ADVENTURING PARTY BASICS

A rypical adventuring party consists of four characters, sach
representing one of the tconic elements of tantasy roleplay-
ing. The highrer, the wizard, the cleric, and the rogue form
the classic group. The fighter relies on weapons ro mets ow
damage and wears armor to avoid tnjury. The wizard uses
spalls to destroy enemies and to circumvent hazards, The
cleric supports the orher characrers through healing spells
and “huff" spells chat enhance abilines, though he canalso
aid the fighter in combar. The rogue bypasses 1rups, assisis
the fighter and cleric on the bardlefield, and brings o bearan
trpressive skill set thar makes her the party's “go-ro” person
in just nbour any situation

The D& D game obfers many other classes, but the restare
variations on these core themes. The druid shares many of
the cleric's spells but also has specinlized abilimes that allow
her to thrive in wilderness environments. The rnger, #n
gmalpam of both the druid and the hglrer classes, has some
of the druid's abilities plus banus fears based ona chosen
combat style. 1o like matner, the paladin blends the abiliries
of the eleric with those of the hghres The monk is a fighting
character who eschews armor to gain more mobulity on the
bartlefield, and the bard blends the skills of the rogue with
asmarttering of magic from multiple classes. In short, almost
every other class bevond the basic four is & combination,
variation, or exrension of the four basic themes

Consider carefully how your character choree will inreract
with those of your kellow plavers in an advenruting parry, L
two people want to play rogues, and vour group has only four
plavers, the party might have to do without one of the toar
key elements unless someone else chooses a character whose
abilities cover the missing theme. Even choosing characters
similar to those in the ideal parcy can creare problems. For
example. choosinga druid or a paladin in place ofa cleric, or
a bard nstead of a rogue can produce severe consequences
fora party that cannot fill the gaps in expertise The same
problem exists with the new standard classes presented in
recent publicarions. What must the other characrers do to
compensate when a party includes a warlock instead ol a
wizard, for instance?

Proper characier class selecton is wital o the longterm
suceess of un advenruring party. The choices vou make when
building your team determine the groupsabilicy o face off
against the denizens of the dungeon as well as the horrors
of the wilds. The following secrions examine the four basic
character roles—vearrion expert, arcane spellcaster, and
divine spellcaster—as well as the implicarions of alternative
class choices. Each section also provides some advice om how
to compensate for deviations fram the four iconic classes

Warriors

The popularity of bghting characrers is Largely avtribuable (o
ease of play and overall satistaction. The Bghrers broad selec
tion of fears, the ranger's areay of abiliries, the borbarion's raw
destructive power, and the leadership porential of the paladin
all offer exciting options for advenmiring, Perhaps the biggest
appenl of these classes, howeves, s that their primary abiliies
are never tipped out—they can always kill monsters

Asa warrior, your 1ob 1s to stall the opponents with melee
or ranged attacks long encugh for the other party members
o bring their special abilivies (o bear. You buy time for the
arcane spellcaster o destrov the monster with a spell, or the
cleric to turn the undead, or the rogue o eliminate wugh
opponents with sneak artacks. And if you happen o kill
bunch of goblins along the way, so much the better. When
playing a warrior, it pays to think both offensively and defen-
sively, You are consistently the heaviest hirter in the group,
and you never run out of swings, However, you should also
try to preserve yourselt since you are the last line of detense
betore the monsters reach the wizard and the cleric

Fighter: The backbone of any adventuring group, the
tighter 15 versatile, potent; and highly customizable becanse
he can branch out inro several fear rrees thar hone his skills
in both melee and ranged combat. However, the best fighrers
are those whose shilities are broad enough to give them an
eile over any kind of foe. Thus;, when playing a Aghrer, you
shoulid resist the tempration rospectalize in one feat pach oo
exclusively. 1f possible, keep your ranged combar prowess as
strong its your melee ability so that vou can take on Hiers and
ground forces with equal proficiency.

Barbarian; A barbarian is primarily a melee combatanc
His rage ability asugments his Strength and Constitution—
the two characteristies that are most valuable in free-to-face
fighting. Bur the Get thar Survival and Listen are among his
class skills also makes him a grear {albeir reckless) scour

Linlike rhe figher, the barbarian husonly enough fearchoces
to develop one or maybe two feat paths. So ifvour barbarian is
the party's primary melee warrnor, the burden of ranged antack
support falls on the party's spellcasters and experts. Thus, the
arcane spelleasters shoold emphasive ranged spells that deal
hit point damage The parry's experts also need to focns on
developing their ranged atrack prowess—partcularly the
rogue’s ability 1o launch sneal artacks agarnst targers up o
A0 feet awary.

Monk: Another grest warrior choice, the monk 15 excellent
at shipping past the ranls of lesser foes to focus herattackson
the leaders. Her greatr saving throws, evasion, and resistance
te uind-affecting spells and abilities make her far and away
ihe bestwarrior o theow ar enemy spellcasters. Butalthough
she 15 never unarmed, the monk lacks the damage potential
of fighters and barbarans, who can bring heavy weapons 1o
bear against a toe. Furthermore, the monk must locus her
[rat selections on tmproving her Armor Class because she
loses her best abilities i she wears armor

LF you're playing a monk as your party's lead wartior, (he
¢lene must asseme the role of heayy hicer in melee, Develop-
ing the Power Attack fear path can belp a clenic in such a parry
iish cut more damage than he otherwise could. The party's
arcane spelleasters fend tokall bk intw o supporting role,
using thelr spelld 1o augment the team members' individual
abitlivies, though they can Are off their deadly area spells
without much worry of damaging you. Experes, who are aften
past as mobile as you are, can wark with you ro Runk etemiss
anl eliminate them guickly and efficiently

Ranget: The ra nger (s 4 greal character choice for nesarly
iy adventiring party, Armed with spells, o few hanus fears,
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and greatclass features, the ranger can also work o improve
his combar Prowess against spec fic types of [oes. However
hie lacks the versatilicy of the standurd hghter because he
must tocus on a single combat stvle. If you follow the archery
combat path, the party's expert should support the cleric's

necessarily broader role as a melee combarant. Conversely, if

you lollow the two-weapon path, both the arcane spellcastes
and the expert need 1o build up their ranged arsenals:

It either case, the diving spellcaster must also support
the ranger with bull spells (such as cal’s grace and magic vest-

menl) and Lcuup F[rhl'.' <1|-:-:|_'u'||. slots available for cure

to keep him on his leet, I possible, the arcane spellcaster in
your party should summon additional monsters to distract
enemies and spread damape around

Don't neglect your ranger’s Armor Class in vour fear selec
tiorn When ir's rime to choose favored enemies, select the
{oes that vour party is most likely to encounter and avoid the
esoteric and unusual monsters ehat other team members can
handle more efficiently.

Paladin: This virtuous knight not only makes a grear
spokesperson for the party, but she also serves as a support
system [or the cleric. The healing thar the paladin can provide
through her lay on hands ability leaves the cleric with more
prepared spells that need nor be converted o cure spells
Though a paladin isn't quite the equivalent of a fiighter in terms
of comlsat prowess, she more than makes up for this lack with
rurning abiliries, a special mounr, and the ahilivy ro smire evil
Like the barbarian, though, the paladin s smrved tor fears
soshe can focus on only one or rwo fear parhs, Most paladins

et develop the Mounted Combar path, which tends ro
reduce thelr effectivenessin cerrain common environments
such as dungeons

When vou in
the rest of the characters have o respect hercode of conduct

oduce 2 p:l|;1d|.n inte an adveniuring party,

and alignment restrictions. The cleric and the rogue muost
play larger roles in combar—the former supplementing the
paladin in melee and the later olfering ranped support. Also
the wizard should emphasize combar spells to male up for
the lack of a reliable ranged attaclker.

Other Classes: Complete Warrior offers three new warrior
standard classes: the hexblade, the samurai, and the swash
buckler. all three of these are pood choices, but each brings
it ewn advantages and disadvantages o the group.

[he hexblade gains a spell progression starring at 4th level,
and he hasa number of interesting abilities wirh which he
can distupt his opponents. However, he lacks the iighrer's
bonus fears, o he prerty much has ro specialize in one
combat rechnique

The samurai is similar to the anger in thar his class features
einphasize a particular siyle of hghting—a rvo-weapon style,
in this case, Bur che samurai makes a poor ranged artacker,
and his class fearures focus on fear effects, which are useful
only against susceptible opponents.

The swashbuckler makes a great ighting companion tor
the rogue, bur her Armor Class 18 low compared 1o most
Fighting characters, so she must use feats or other assers
to compensate for it Thus, she's unlikely to be rhe party's
principd] damage-dealer
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Experts

An expert is @ character who brings a broad skill selection
and useful combat ahilities to the table. The rogue 15 perhaps
the hest example of this category. Experts ate invaluable
members ofany group becanse they can fll avarery of roles
lroni backup spelleaster o extra warriorn,

When playing an expert, you depend heavily on your skalls
and elass bearures. You have more skill points than any other
character in the group, and you can generally get into and
out of scrapes with a good skill check result

Rogue: The rogue class offers three key advantupes: sneak
atracks, wn excellent selection of classskills, and traphnding
The sneak attzck ability allows the rogue 1o suppore the
party's key warrior by taking advantige of Danking oppor
tunities and surprise artacks. The rogue's skill in breaking
and entering allow the party to overcome obstacles such as
locked doors and deadly traps. Inadditien, the rogue often
seonts ahead to gan Informacion about enermes. Whila rhe
ranger. who sometimes serves as o rogue subsiiiure, has g
broad selection of skills and plenty of skill poines w back
them up, his talents make him more useful in wilderness
environments than in dungeons, and hecan't help his parry
by pass iraps. On the other hand, he ts more of n warrior than
the rogue is, sa he ean hold his own nest e fighrers, palading,
nnd barbarians,

As 4 ropue, vouare expected to fll inwhere needed. Don't
ignare the Use Magie Device skill; i allows vou 1o wse a winil
of cure light waunds to get the clerie back on his feet should
he become disabled. Likewise, vour ahiliry to use a wand of
g missile, or even read g scroll, cun make all the difference
in combat, And perhaps most impottant your sneak artack
ability can help the party's main warnor bring down the
tough opponents

Bard: Heralded as the best hfth characrer in any adventur-
ing pariv, the bard s the most aften overloaked expert The
bard's best teature is his adaptabilitv—he is a warrior, an
expert, anarcane spelleaster, and a divine spellcaster rolled
unto ane. Like the rogue, he has plenry of skill potnts and
a wide selection of class skills. Bur while the ropue'sclass
skills focus on scouting, snealing, and subterfupge, the bard's
allow him ro play a strong role in supporting the other
party members.

When vou play a bard, vou don't have the togue's trapfini
i ability, so che cleric mustcover this aspect of the expent
with his find traps spell—though vou can help il you have
the inspire competence ability, Likewise, vou can use inspire
greatness and inspire heroics to improve a warrior's combar
abilities ot higher levels. Furthermore, since vou have access
o spells; you can supplement both arcane and divime spell-
casters, expanding the parry’sability to circumvent minor
threars and letring the more porent spellcasters reserve their
spell slots for handling the really deadly enemies,

Other Classes: Complets Adventurer presents three new
expertstandard classes: the ninga, the scout, and the spell-
thief All three have the treplinding ability, plas special
abilities such as sudden strike (which is stmalar to sneak
artack] and great skill selecdons, Thus, playing one of these
classes s just as good as having o rogue in the parry

Arcane Spellcasters

Wizards, sorcerers, and their ilh develop powetful spells in
liew of combacabilivies, In facr, stnce they hove the smalles
Hit Die typeof all the classes (d4 in most cases), they are more
oba liabilivy in melee than an asset, However. they make up
tor their poorcombar skills with access to some of the most
potent spells in the game,

Asan arcane spelleaster, you must circumvent the gravest
threits to the parry, You can lob freballs and lightning bolts at
the party's opponents, conure up terrible servants, and even
transport yourallies past obstructions and obstacles. Plaving
the party's arcane spellcaster i= a big responsibilivy, but it can
he both memorable and highly rewarding as wetl

Wizard: The wizard's srrength leg in the depth of her
knowledge and her ability o cast a variery of different spells.
Ln addition, she can modify those spells with metamagic
feats and use them o ereme magleitems that benefit not only
heeself but also the rest of the parry

Deciding which spells to prepare ona given day, however,
cequires u bit ol serategy, A poorly prepared wizard all too
uften becomes mear for monsters. For instance, a Sth-level
wizard who prepares lightmng hall before facing o creature
that is immune to electricity now mipght lack secess to 2 spell
that could have overcume the oppanent.

When you play an arcane spelleaster, resist the urge to pre
pare all oftensive spells. A dharm persan spell can accomplish
1 lot mere thana magid missile at times, and yon shoulda't
underestimute (15 value By preéparing 2 good mix of spells,
vou can be useful in sitnations ranging from diplomacy
divinarion 1o war.

Sorcerer: The sorcerer makes an excellent substitute for
the wizard in anadventuring parcy. Although the number of
ditferent speells he can aceess is relatively small, he outstrips
2 wizard of equivalent level in the number of spells he can
cast per day. 1The chiocses (o specialiae in offensive spells, he
can be 3 formidable combar caster. Hovwever, most sorcerers
can do lictle o supply their companions with magic items,
anel they vypically don't have the same range of skills o5 their
tnore learned counterparts. Worse still, using meta magic teats
slews thee sorcerer’s casting time, rurniing this kev spellcasting
tool trito 3 potential liabilicy.

IFyour sorcereris the party's key arcane spelleaster, ivs best o
focns on toral offense. Let the clevic erect the magical defenses
and the warrior bloclk the hits, Your task is 1o bombard vour
enemies with a barrage of damaging spells: Make sure you learn
spells of every energy type and rake the Spell Penerration
fearearly 1o help you overcorme spell resistanice.

Other Classes: Comyplete Arcane presents three new arcane
spelleasting classes: the warlock, the witjen, and the war-
mage Each of these classes is-a variation on the core arcane
theme—one restricts the spell selection. another changes
thi fundamental methods of casting, and the third exchanges
certaln spelleasting elements for others, The warloclis a
great alrernarive w rhe combaroriented sorcerer, and he can
otfer ranged combar porenrial in a party with warriors who
specialize in melee, On the other hand, if the group's warrior
= on effective ranged combatant, the warmage can help the
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Divine Spellcasters

The divine spellcaster is the heartand soul of every adventue
ing parry, Armed with good combar prowess, @ broad range
of buft spells, power over undead, and the alwavs-n-demand
rure spells, the clerie fills a viral role, In fact 2 party withow
a cleric has a much harder rime surviving than one that has
clerical support from the start

When you choose a divine spelleaseer, vou play an smportan
support role in your party. You're the one evervone else reliss on
to surpply healing spells, remove atflicoions such as diseases and
curses, and restore lostability points, You can alsa bring extra
support 1o the teamwith yvour simmen monster siimon ks
ally,or planarally spells, The more combaranis you haye on your
side; the less damape your fellow charscrers have o ke

Cleric; The clerie isundoubred ly among the most effecrive
characters in the game. With the riglt spells, he can rival even
warriors incombat, and no character 1s more effecrive sgains
undead. When you add unigoe domain abifities and rthe abil
ity to heal athers spontaneously, the cleric sasily becomes
one of rhe most important characrers in the parry

Even so, playing a clerle can sometimes seem like a chore
Because your compatiions look royou o fixall thetr roubles,
vou might feel more like the party frst-aid kit than a full-
fledged member of the group. While 1t's true thar no parry
would lase long without your cures, you're far more than o
simple healing factory, Your ability to fight and cast potent
spells coupled with your access toabilities thar no other char-
acter has ensure that you remain among the more powerful
characters in the game,

Droid: The druid s a vishle substituee for che clerc
While the druid lacks spontaneons healing ahility, she can
spontanecusly summon creatures instead. Add the ability (o
change shape and o porent spell list thar retains most of the
cure spells, and the druid becomes an bnpormnt addinon w
any adveniuring party,

If you're playing a druid, you're more than likely the only
character in the party with any ability to cast cive spells
unless your groupalso includes a bard ora higher-level palsdin
So it pays to invest in disposable magic items such as wands
af cure light wounds or wands of cuve moderate wonnds w free up
vaur spell slots for more interesting spells. Don't be afraid w
experiment with your spell selection; ina worse-case scenarn,
youcan losea prepared spell to casta summon natres allyspell
of the same level.

Other Classes: Complele Dnane offers three additional
divine spelleasing classes: the favored soul, the shugenya,aml
the spirit shaman. Bach brings a speeilhized ser ol abilivies
to the 1able, as well as o few disadvanrages, The [avored soul
offers berter combar potential, the shugenja a broader access
to different lrinds of spells, and the spirit shaman a ser of
unique abilities eftective against specific kinds of creatures
All three however, cast spells like a sorcerer, so none lis the
same spell versacility as the cleric

Missing Elements

Sometimes noone {n the group wimts o play a particular
role, or the plavers don't want to be consteained by the e
rS 4 classic chiracter rolis And some groups have only (wo ar

three players—none of whom might be interssted in playing
multiple characrers.

While the absence of any one ol the four classic characrer
roles makes adventurng more difficuly, it does nor malke it
impossible. Individual characters con make extensive use
of the multclassing rules, invest in the Leadership leat 1o
piclk up cohorts, or even play two or more charscters if the
O allows i Butwhen a party is just plain missing @ crucial
element, vou can rake a lew specific actions to minimize the
impact ol that shorrfall

Missing Warrior: For most groups, the very wdea of not
having a froneline fighter is appalling. Yet this role is in some
ways the most disposable. Clerics and druids are competent
warriors in their own right, and with the right ser of buff
spells isuch as bull’s strength, magic weapon, and the like), they
citnn be the equals af nearly any warriostype characrer.

[ vour group lacks a warnor consider adding a drnd, whose
wild shapeabilivy and animal compamon can make up for the
missing component, A bard ean also be an excellent chowce,
since the addinonal heallng be can supply lets the clerie devore
his spells o augmenting his own Bghting abilities. The scout
ilass trom Complele Adventireras another great choice. With
ranger Hit Dhce and the sudden strike ability, the scout not
only has combat abilities that rival those of warriors, bur she
can also support the rogue as a secondary trap finder

tifval Favr-Characler Grongr: Cleric, druid, rogue, and sorcerer

ldeal Three-Character Group: Gleric, rogue, and sorcerer.

Missing Expert; Not having anexpert can make certain
envirorments tricky—if not downright deadly, The lack ot a
charscter who can tdentify and disable traps means the party
i ar risk of springing nesrly every trap in the dungeon.

Whet a party inds iself in this sitwarion, it's up to the cleric
wcompensate. The Trickery domain offers some stealth skills
and spells, and the find raps spell—though irs use depletes
the cleric'’s available spell slots—can make up for the missing
rogueability, A group that's missing a rogue canalso consider
filling the warrior's role with the paladin, since that classcan
help the clerc compensate for his expanded role. A ranger 15
also a good choice because he offers the party sconting abilities
tharwonld otherwise be laclang

Ideal Four-Character Growp: Cleric, paladin, ranger, and
wizard,

Ideal Three=Charncier Group: Clenic, ranger, and wizard

Missing Arcane Spelleaster: The hick ol an arcane
spelleaster can spell disasrer for a parcy. Wizards and sorcer
ers provide the means o #liminare large numbers of foes,
clearing the way for the principal warrior 1o hammer away
arthe key opponent, The arcane spellcaster alsosignihcantly
improves a party's chances of overcoming particalarly nasry
opponents, such as drgons and magical beasis.

While having an greane spellegster s certatnly prelerable; a
party can compensate forthe lack of one. The bestway s for the
expert to lieep pumping slil] points tngo the Use Magic Device
skl o that she can use ftems to produce the necessary magi
ral effects, A bard, who cin provide a small imounr of arcane
i, is also extremely uselful as (s an extea eleric, who cimar
leasy provide some damage-dealing divine magie The hexhlade,
Fronm Cmmplede Warron, tkes @ good backup s well



Lbeal Four-Charaefer Group: Bard, cleric, fighter, and rogue:
ldeal Three-Character Group: Bard, cleric, and fighter.
Missing Divine Spellcaster: The divine spellcaster is the
element most commonly missing from a pacty, Many players
prrefer to go for the sporlight with  fighter or wizard (or the
equivalent rather than playing what they see s a supporting
characrer. But the lack of a divine spellcaster vesults in a consid-
erable drain on party resources, Parties thar lack this elemenr
soom discover thar they must invest in mulviple wands of cure
light woustds just ta compensate for the healing a cleric could
have provided—fifty charges don't last as long as one mighi
thinle This healing deficit plus the loss of rurning capabil-
ity and the lack of strong divination spells (such as augnry
anil divination) makes operating without a divine spellcaster
fuite expensive and more than a little dangerous. Seill, a parry
thar's missing this element can compensate with the bard and
paladin classes, both of which have some healing abilivies
The parry rogue should maximize her ranks in Use Magic
Uevice so thar she can acrivare divine serolls and wands,
Tdeal Four-Chavacter Groug: Bard, paladin, rogue, and wizard.
Ideal Thyee-Character Growp: Paladin, rogue, and wizard.

The Fifth Character

Groups with more than four players offer grearer fHexibiliry
in class choices, The party doesn't suffer from having two
wizards or two fighters, bur the roles of the duplicate charac
ters overlap, reducing the enjoyment for the two plavers who
must share the spotlight. The bestway to prevent role overlap
is fur players to branch out inro different aspects of the same
roles. Instead of two Rghters, for example, consider a ranger
ot barbarian for the second warrior. The ranger can provide
the ranged attacks (assuming he has selected the archery
combat style), while the barbarian serves as the melee menace.
Likewise, instead of two wizards, try o wizsrd coupled with
i bard or sorcerer. The wizard retains o diverse selection of
spells, while the other arcane spellcaster helps ro fill gaps in
the party caused by casnalties. The following sections ofter
recommendations for charecier choices n lorger parties.

Two Warriors: Partof what makes the hghter a grear class
choice is his ability to develop several different combat tech-
niques: When the party has the luxury of an et warrior, both
players have mare flexibility, since they can take advantage of
alternative technigues without diminishing the overall ¢ Tective
ness of the party. For instance, a monk and a barbarian, though
opposite in outlook, make a grear team, They both move [aster
than normal for their races, so they can close with 1he ensmy and
reduce the need for warriors who speciafize in ranged attacks
Lilcewise, a barbarian can handle melee combat with ease, while
the second warrior, prferably a fighter ora ranger, can supply
covering fire with o bow or crosshow, eliminating additional
targets that are closing m on the barbarian, Substituting #
paladin for a barbarian can give the same results, especially
in a campatgn that features undead, demons, or some equally
evil nemesis as the dominant monster rype

Two Experts: At st glance, two rogues ina party |looks
like 3 winning combination, and tn many ways i is. Muoldple
rogues can work together 1o Hank enemics and dish our buckers
of sneak attack damage Tf they have ranles i1 Tumble, they can

weaye through their enemies and select the best targets for their
artacks, while also supporting the party's primary warrior,

On the ather hand, twa rogues also overdap a great deal. The
party really doesn't need more than one characterta find traps,
pick locks, and translate musty inscriptions on the wall. If the
group does have a second translator, it's rypically the wizard.

To prevent this kind of overlap, one of the players should
consider playing a bard, Easily the most varsarile kind of
character, the bard offers a mix of abilities from all classes,
including combat prowess, solid saving throws, and spelliast-
ing ability. Berter still, bardic music helps everyone, providing
bonuses on certain tasks or in the heat of combar,

Other experts, such as the ninja and the scout, can helpthe
rogue concentrate on developing the right skills and abilies
to eliminate traps. Because these uther characters are more
combat-oriented, they excel ar mane uvering through the
bartlefield 1o help the rogue flank enemies for sneak sttacks,
us well s to support the other warriors,

Two Arcane Spellcasters: Two wizands in the same party
can effectively double the number of spells they ordinarily
would have by sharing their spellbooks. And [n heped combar,
ewo firchalls from allied wizards are always berter that one

However, a betrer tactic for individualizing party roles is
torone player to select a sorcerer. 1 thar character focuses
on combat spells, the wizird can rake charge of the mare
utilitarian spells.

Multiple arcane spellcasters can help the party in other
ways as well. If the party's primary warrior is not a fighter, a
warmage can provide some preat offensive spells, as well as
some combat ability to shore up any shortcomings. A bard
is also 2 great choice, since an extra characrer witl accass to
healing spells is never bad.

Two Divine Spellcasters: Clerics ave probably the best of
all the classes to duplicate in a party. Sharing the burden of
keeping the warrior on his feet gives each cleric more freedom
1o cast other spells. Multiple clerics ean provide buff spells,
such as boll’s strength and bear's endurance. to boost the front line,
as well as eagle’s splendor to help the sorcerer cast more powerful
combat spells. Magie vesimenl, mage weapon, md, bless, and others
used in combination can give the whole party 2 boost. I the
primary cleric can do more than fust function as the party's
medic, his player s likely to enjoy the session more,

Adruid is also a good addition to an adventuring party asa
second divine caster. The dnuid’s special abilivies (wild shape
and spontanecus casting of summon wabures ally) can add
considerable power to the group. Furthermore, the deuid hasa
useful selection of wilderness survival spells, and heranimal
cotmpanion can help other characters flank enemies,

Psionics: Il vour campaign includes psionies, the classes
presented in Expanded Psionies Handbook offer the chance o play
a unigue and exotic character. A psychic warnor or soulknife
works well as a secondary wartior, and psions and wildersare
good replacements tor arcane spellcasters.

BEING A TEAM PLAYER

Pevelopinga shared background and carefully planning the
group'scharacter choices has little effect iF the group doesn't
actas z team. The story of one brave, bold hero overcoming
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idversity is ine for a fantasy novel, bupwhat makes the D&D
game grear |5 the reamwork displayved by o group af such
adventurers. Selfish thoughts and setions are the best wiy

for your party to meet o terrible end 10 vour togue sneaks
off to claim the choicest bits of treasure belore the rest of
the group can arrive, the fighrer might not have the right
toal to defeat the next monster; and another ally might no
have the right item to save your hide And you aren’t doing
your companions any [avors by pushing ahead (o hghr the
next monster in the next room, because if vou die, their
chances for survival diminish considerably. Furthermore,
a cleric who hoards his cure spells until someone is m
death’s door encourages his companions not ro take risks
and not to perform heroic acts, thereby reduocing the fun
lor everyone {nvolved

Though roleplaying games technically do not have winners
or losers, adventuring partiesda
wings by achieving its objectives, [f vour party saves the wwn
or clears the dungeon, all s members win. Tharetore, in the
msl important sense, youwin by working topether

al leastin asense. Youream

hinkmg as a Group

All encounter levels(ELs) are approximations based ona group
of tour reasonably healthy characters of the appropriate level
Thus, an EL 4 encounter 15 appropriate {or 4 group of four
#th-level chamacrers. I one or two of those characters dies,

the encounter becomes more ditheult. Thus, dcting withour
regind foryour companions isa surehre way to force everyone
o mialke a new charmerer and start over. Sowhen working in a
proup, keep the following three poins in mind,

Firat, your character is an integral partof the group, whethes
i ot that fact is apparent to you, Every class and race provides
1 set of options and abilities that can help g parry overcoms
an encounter. And even if you don't know what o do ina
_|_'||'\\."l.'|:l |L’i.|.|'||.|. You can .JE"r'l.":ilr"' Lse |]'IJ.' LIle anot |'|l."| actwan o
help someone else

Second, the party isalways moge important than the individual
character. Always be aware of vour comrades’ positions and cheir
ability to handle a particular threat. If the wizard is desperately
bartling five goblins, and you're plaving the hghter, youd better
pet over there and save the spellcaster's shin. Likewise, if vou're
playing the clerie, your primary jobs is 1o help the warriors suay
o their feet, though vou can also lend combat or spell support
a5 necessary. Soif the heavy hirter is disabled, cure him as fast as
possible so he can continue o do his job, By staving cognizant
of the battlefeld and your tellow party members, vou should be
able to hanidle fust abour anything the DM throws at you

Third, keep in mind that characters who hate exch other
don't generally work together for long, 1fyour group includes
a paladin, it's probably not 2 good idea to play a chaoric evil
half-orc necromancer. Such contrases, while they provide
excellent opportunities for roleplaying, are never conducive



to 4 good gaming experience, Playinga treacherous character
diminishes or destroys the trust that is vital 1 party cohesive-
ness, and when you brave the depths of the underground, vou
want your [riends eo warch your back

edam Roles
Well-defined parry roles can help keep your group focused
on teamwork. Each role represents a responsibility lora char
acter, and the different roles ensure thar each plaver has an
opportunity toshine and getsa voice in the decision-making
processes. Furthermore, team roles keep disagreements toa
minlmum amd focus attention on the fun pares of gaming
e following sections provide some example roles ather
than the iconic ones discussed above,
Cartographer/Hisrorian: The party cartographer is
responsible for mapping talking notes ahour certain rocins,
and recording puzzles, riddles, and campaign notes, Though
ideally this fimection should be a shared responsibility, some
players are betterat it than others. 1fanother player shoulders
the burden of keeping nores, pitch in whenever you can by
helping to recall certain details
Face: Your group should sertle on one person in the group
ti» be the default “front man.” When vour party needs a good
negotiator to slip past some guards or to tallca dragon into
letting everyone live, it falls to this character to do the con
vincing. So don't feel overshadowed when the “face” characier
speils up; he's fust doing his part. Afrec all, o chameter who's
good ar talking is not always good ot iighting
General; A born strategise can look al the bartle map, pick
out the best paths for movement o avoiid attacls of opportunicy,
plice spells where they are most ebfective, and decide where
everyone shinld be locared o dowell in combar situarions. Such
i player is an asset 10 the group because she can offer advice
about where to attack, point our advantigeous environmental
rondirions, and develop great strategies for the party. A general
an alsn help other players make good combar decisions and
show them how omavimize their resources in g fight
Few people enjoy being bossed sround, and 4 demanding
plaver—even o well-intentoned one—<can riin rhe fun
for everyone Thus, the general must be receptive 10 orhers
opinions and sensitive to their feelings
Judge: Inevitably, characters {and their players) come into
conllict during the game The dispute might be abour whao
gels 2 ceriain piece of treasure, ot it might be a disagreement
awver & proposed course of acton. Whien such a conllict peeurs,
ity wise to put a time limit on the ensiing debute so thar it
cannot derail the game session. Furthermore, a disinterssted
character (orplayer) should listen wall sides G the argumes
and malke a binding decision This “judge” eale can fall to dif
[erent chiaracters depending onwho is involved in the debate,
hursomeone who can make 2 quick decision and resolve the
argument is invahable for keeping the game on rrack,
Scout: Forewarned is forearmed, so just about every party
recognizes the need for a scout. Ideally, the scout should be
ahle 1o move forward quietly, inspect the scone ahead, and
repatt back quickly 1o his comrades. A character with high
Hide and Move Silently modifiers fits this role perfectly, so
it alten falls o the rogue,

Mhe parry scout can quickly overshadow the test of the
group il too much of the sction flls on his shoulders, Thus,
scouts should reserve their siealthy reconnaissance for when
s necessary. 1f the scout insists on Inspeciing every room,
the game can quickly become all about him, with the rest of
the characters as supporting cast

Security: The character filling this party role is in charge
af securing rhe area befire the PCs enter 4 room or ca 1
tor the night She might do a guick search for traps, make
Listen checks, orexamine the floor for recent rracks. She also
determines the arder of watchesand is ultimarely responsihle
for keeping the party safe from ambushes, If the security
person feels that 4 particular location or action is ton risky,
the rest of the patty should hind on alternarive solution,

Task Leader: Cerrain charsctersare just berter ar specific tasks
than others Thug, the characterwith the best Listen modifer
should be listening a1 doors, not the fighter in full plate with
the Wisdom scote ol 6. By the same token, the character with
the traphinding ability should be the party's authariry an traps.
Identity cermain checks the group has o make frequently, and
put the charscters with the best modibiers in charge of them,

TEAMWORK BENEFITS

After u few advenrures, the characters in an advenruring
patty tend to identify particular routines and tacrics thar
work well for them. The wizard might select certain spells
to complement the fighter’s tactics, while the cleric and the
rogue figure out where to stand In a fight so that they can
lend support while still allowing the Aghter o shield them
from the worst of the enemy artacks, [n this manner, the
patty can develop concrere teamwork benefirs thar evalve
From the experience of working wgether,

WHAT IS ATEAMWORK BENEFIT?

Experienced players understand the vilue of specific tactics
thal depend on teamwork. However, teamwork also provides
4 more general bensfit, Once characters have trained with
specific comrades for a fime, they became artuned to the
nuances of how thetr companions fight, move, and commu-
nicate. Thus, characters who have spent time wocking as a
1eam can derive a benefir simply from having theircomrades
nearhy, This eamwork benefir can grant an expanded use
of 4 skill, 2 bonus on certain checls, or 3 battlehald acrion
otherwise unavailable ro the eam members.

[o qualify fora reanywork benefit, PCs st meet fwo broad
categories ofvequirements; (raining time and prevequisites,

First, the characters must jointly pracrice techniques relevane
tor the desired benehr forat least roo weels before acquiring it
Thistraining period must be repeated whenever a new character
joines the grougp, so that the newcomer can become accustomed
to the operating procedures ol the veteran team members,

second, some teamwork benefits have prerequisites such
45 skill ranks, base atrack bonus, or feats. A prerequisite can
take one of two different forms

Task Leader Prerequisites: These rogquirements must be met
by at least one chatacter on the tearm. Il the only character who
quialifies leaves the teatn, the group loses the reamwork benefit




utiril thatcharacter returns ovisreplaced by another who meers
the same prerequisites. Since prevequisites for teamwork benefies
vary widely, the chamcter who assumes the task leader position
mighr differ depending on the specific benefit

In addition to the indicared prerequisites, a task leader must
[ an Intelligence score of at least & (While he need not be g
genius or have a strong personality, he musrbe at least reason-
ihly capable of communicating his thouphes to orhers. )

Team Member Prerequisites; Every chavacter on the team
must meet these requirements. Any new character who joins
the geqrm must also meet them, or the team can no longer enjoy
the benefit

For example, the cunning ambush regmwork benefithas a
task leader prevequisite of & ranks in both Hide and Listen,
and a team member prevequisite of 1 rank in Hide, So, ar
least one character in the group must have 8 or more ranks
in both Hide and Listen, and every other charvacter on the
team must lave at least L renloin Hide, Thus, when the ream
is snepking around, the rask leadey diréces her less adepr
comrades in stealth rechniques, covers any extra noise with
environmental sounds, and so on

A team (see The Team Roster, below) pers one reamwork
benefit for every 4 Hit Dice the lowest-level metber of
the ream has, 1 that character’s level later drops below the
vequrired point (due to energy drain, for example), the team
ritaing all its current leamwork benefits but can't gain @ new
e until that charerer regaing his lost level(s), plus enough
addirional levels to qualify for an additional benefit

Whenever a team gaing a new teamwork benefit, it also
hias the aprion wswap out o benefit it previously had for
new one, 35 long as it meets the new prerequisites. [n elfect
the team can elect o lose one teamwork benefit 1o gain
rwo others. Such swaps usually oceur when the feam moster
has changed in such a way as 1o render 3 previously known
reamwiork beneht less useful than before,

Unless otherwise specified, each reamwork benefit can be
taken only once A reamwork benehe applies whenever rhe
characters on the team can eomnmunicate with each other—he
it verbally, through gestures, or by magical means.

THE TEAM ROSTER

Tearnwork benelis are based on the notion thar onee charic
rers have spent time (taintng with their comrades, they can
respond instinctively ro subtle changes in body language and
anticipate their teammares’ likely moves, A group of PCs oo

HANDLE ANIMAL
(NEW TRICK: TEAMWORK)

Use this skill to train an animal as part of a team.

Check: Teaching an animal the teamworle trick requires a
DC 20 Handle Animal check made a5 parl of teamwork traim
ing. This trick allows the animal to be part of a teant and this
benefit from any teamwork benefits enjoyed by that team.
The anirral must still meet any team member prerequisites
required to gain the benefit.

M PCs miust reain together for ar least two weeks before the
group can gain any teamwork benefits. The PCs willundoubr-
adly occupy most of the positions on the team, bur cohorts,
animal companions, paladin mounts, familiars, and recurring
NPC allies can also be members of a team.

A team must have at least two members and no more than
eight. To join a team, o character must have an Intelligence
seote of 3 orhigher. A creature with an Intellipence score of 1
or 2 can be included on a team onlyif it learns the teamwork
trick through some character’s use of the Handle Animal skill
(see the sidebar). A cregture without an Intellipence scorecan
never be part of a team,

Tor tmaineain their eamwork benefits, the characters onateam
must train together for at least four one-week periods per year.

These rraining periods need not be consecutive and can happen
ar the same rime when the characters are training to earn the new
class features tor a gpiven level, so in most cases PCs don't have
1o spend additional time to keep their teamwyork skills sharp,

Any new character added to 2 team after it has gained
teamwork benefirs musr train wirh the other characters on
the team for arleast two weeks. During this fime, she learns
the team'’s standard operating procedutes and the nuancesof
her comrades’ behavior. This tmining can occur during the
training time required to gatn the benefits of 8 new leve]

A characrer can join sn adventuring party without joining
the ream that includes the other members of the group, In this
rase, the new characrer doesn't gain uny teamwork benehts,
bot neither does her lack ef prerequisites count against the
team's qualification for those benefits,

A character can leave a team at her own option, pr by
consensus of the other team members. For more reamworl;
benefits, see Dungeon Masters Guide 11, pages 190194

TEAMWORK BENEFIT
DESCRIPTIONS

Below is the format for teamwork benehit descriptions.

BENEFIT NAME

Diescriprion of what the benehit does or represents.

Training: A brief discussion of the training procedure
required o acquive the benehit, The task leader coordinates
the training.

Task Leader Prerequisite: A base atteck bonus, a fear
of teats, a minimum number of fanks in one or more skalls,
| class tearure, or some othet requirement thar ot least one
character on the ream must have for the team to acquire this
benefir; Thisentry is absent if a tenmwork benefir has no task
leader prerequisite. 1fa benefit has more than one rask leader
prerequisite, the spme charderer must meet all of them for
the ream 1o gain that beneht

Team Member Prerequisite: Every member of the ream
must meet this requirement for the team (0 acquite the
benefic This entry is absent iF 2 teamwork benefit has no
team member prerequisite, 1f a benefit has more than one
team member prerequisite, every character on the team must
meet all of them for the leam to gain that benefic

Benefit: Whar the weamwork benefit enables the ream o do,



Tips: Advice for players and DMs abour using this team-
work benefir.

AWARENESS

Your ream knows where to look and what to listen for to
anticipare ambushes,

Training To train for this benefir, vou and vour reammates
st run through scenanos in which halfof you set upambushes
10 snire the others. Through constanr deilling, your team
learns o listen for specific sounds and look for random visual

Task Leader Prerequisite: Weapon Specialization and
base artack bonus +&

Team Member Prerequisite: Sneak arrack «1d6.

Benefit: Any team member who readies an action to attack
when the tagk leader does gains a +2 bonus on damage rolls
against the same targee.

Tip: The circle of blades teamwork benefit warks best
against undead, oozes, and other monsters thar have immu-
nity 1o extra damage from sneak attacks,

clues, By regularly exploring dangerous locales, developing CROWDED CHARGE

listening skills, and staying alert for the slightest movements,
your ream gradually developsa rontime for examining an area
to prevent enemies from getting the drop on the group.

Task Leader Prerequisite: Listen 12 ranks and Spor
12 ranks,

Team Member Prerequisite: Listen 2 ranks or Spot
2 ranks,

Benefit: Every member of the team gains a 42 circum-
stance bonus on Listen and Spot checks if any other team
member 15 wirhin 30 feet.

Tips: When moving into 4n area with poor lighting, or
one that offers plenty of places for opponents to hide, ir's
best to spread out to the outer extent of this benefit's range
By doing so, your group presents a less atfractive target to a
hidden spellcaster For example, if each character is exactly
30 feet (6 squares) away [rom the rask leader, nor everyone
could be eaught in 4 firehall or similar effect

CAMPF ROUTINE

The regular routine your group has established allows you 1o
set up, watch, and break down camp guiclly and efficiently:

Training: To developa camp rourine, the team mmst establish
s regularschedule of tasks and responsibilities for each member.
Eorexample, one character mipht ser up the renis while another
starts the fire and a third prepares the evening meil. Your team
must also set up a routine watch schedule so thar everyone
lenows who goes on watch when, and Tor how long,

Task Leader Prerequisite: Survival 8 ranks or Self-
Sulficient.

Team Member Prerequisite: Survival 1 rank.

Benefit: Your team canget up and break camp with an eye
toward defensibility and efficiency, The team member on
watch gains 2 +2 bonus pn Spot and Listen checks, and each
sleeping team member gaing 3 +4 bonus on Listen checks o
hear any sounds within 30 feet.

Tips: Be sure o put spelleasters on the first watch or last
watch sa thar they can ger enpugh uninrerrupied restto regain
their spells. Your Arst priority when the party is artacked while
o are on watch is to wake up your allies, so youshould carry
a signal whistle bell, or similar item.

CIRCLE OF BLADES

The membets of your team can combine their attacks toslice

throuph the defenses of 4 foe they have surrounded.
Training: Youand your reammates learn 1o anticipate each

other’s attacks and fighting maneuvers. By correctly timing

yourr blows, you can srrike ar a foe's vulnerable points.

Because you and your allies know when 1o step.out of each
other's way, you can charge even when allies are blocking
youe path.

Training: The members of your team learn 1o step aside
whenever one of them begins 4 charge.

Task Leader Prerequisite: Jump 8 ranks.

Team Member Prerequisite: Jump t ranl

Benefit: Other team members do not block movement
for the purpose of determining whether 3 team member can
charge, However, a charging resm member must siill end her
movement in an unoccupied space,

Tips: This versatile benefit allows the party's mogue or ranger
tor scout ahead in o dungeon or other constrained terraln
without worrying abour blocking a fighter's or harbarian’s
charge. Furthermore, because the benefir also extends 10
monnted team members, a paladin can charge on horseback
without worrying about trampling her comrades.

CUNNING AMBUSH

Your team can quickly rake advantage of rerrain to ambush
opponents,

Training: The training for this benefit involves studying
common environments, running throngh ambush scenatios,
and devising stvategies thar take advanrage of the termain, Your
team must spend a few days in the hills, then inthe forest,
and then—if possible—in the shifting sands of the desert

Task Leader Prerequisite: Hide & ranks and Listen
8 ranks

Team Member Prerequisite: Hide | rank.

Benefit; If the team members allow the task leader to
prepare their hiding positions, he can malke a special Hide
check to camouflage them. This check is modifed by each
team member's armor check penalty and Dexterity rather
than the task leader’s, and the camouflage effect lasts until
the team member moves. Hiding o team member in this
manner requires 10 minutes of work

Tips: The ambush teamwerk benefit is a great way to play
smart, Instead of dlways going after the monsters on their
own furf, let them come 1o you. Try luring monsters into your
trap with spells such as danaing lights or major image Failing
that, buff up the parry scout with defensive spells to protect
her while she acts as bair,

CUNNING AMBUSH, IMPROVED

When you are adequarely prepared, your team can seta
devastaring ambush,
Training: Same as for cunning ambush.
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Team Member Prereg-

1 bonus on melee

attacks), Alternanively,

making ranged artacks from
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tures uncertain footing might discourape
enemies from charging vou,

EXPERT MOUNTAINEERS

Your team can work together to ascend difficule slopes
aid sheer surfaces with relarive ease

Training: Constanr rraining with expert climbers has
your team comfortable with ascents and descents.

Task Leader Prerequisite: Climb 8 ranke and Use Rope
8 ranks

Team Member Prerequisite: Climb | rank or Use Rope
| rank.

Benefit: 1o team member succeeds ona Climb check. every
orher ream member adjacent to him gainsa +2 citcumstance
bonus on Climb checks mads 1o ascend the same surfice
Furthermore, egch team member can make an accelerared
climb with only a <2 penalty on the Climb check. Finally, a
team member can catch a falling comrade by succesding on
a Climb check against the wall's DC (not against the walls
[y 10

Lips: Using the appropriate climbing equipment makes
Climb checks sasier. So, to ensure success, invest in pitons
o malke your pwn handholds and footholds.

FOE HUNTING

Your team 15 especially good at trackang down and destroying
Pl hie ypes ol creatures,

Training: The raining for thas benefit beging with
intensive research on the specihic Creature ype o be hunred
You and your teammates must drill on the various fearures

made



ol tratts of the chosen coeature undl vou learn s every
iliosyncrasy. Finally, the team muse stage mock combars
so thareach of you can learn o rakee advanrage of the target
rreattire’s wealinegsps.

Task Leader Prerequisite: Favored enemy (any one) +4

Team Member Prevequisite: Survival 1 rank and base
attack bonus 44,

Benefit: Each ream memberwho assumes a fanking posi
tivn with the task leader against his favored enemy gains o
+2 bonus on domage ralls against that creature

Tips: To make oprimum use of this henefi, the task leader
should wear light axmor or use spells that improve his speed

GROUP TRANCE

You and vour teammates redice yout susceptibility 1o sleep
by learning the ways of the elves,

Training: Your team members ledrn the secrets of elf
trance and can slipintoa trance stare by establishing a phys:-
cal link with the task leeder. This rrance stare allows each
member to giin the benefit of sleep by cleansing her mind
and entering a deep meditative stare

Task Leader Prerequisite: Elf blood (elf or halFelf),

Team Member Prerequisite: Concentration | rank

Benefit: When team members join hands, the task leader
can creare o trance link that allows each of them, regardless
of race, to meditare in the same manner as elves do, Every
ream member gains the benefir of 8 hours of sleep atrer just
4 howrs of meditagion.

Tips: Leiall the spellcasters in the group rest while the
wartiors stayan guard. 1 the group's elf trances wich halfthe
Teatn at a time, your party can get by with two well-manned
guard warches per nighs rather rhan several shorter shifts:

INDIRECT FIRE
Your team has a torward observer ealled a sporter, who locares
enemies and reveals their pesitions.

Training; Youand your téamnimanes praclice aiming at unseen
rargers using directions trom allies. Evenually, you learn o
bre aceurately at targers thay have cover based on the body
linguage and gestures of rthe spomer.

Task Leader Prerequisite: Precise Shor and base artack
bonus 16,

Team Member Prevequisite: Spor 3 ranks

Benelit: 1 liis benefit denies opponents some of the protec-
rion normilly granred by cover or concealment. 1Ethe spotier
has an unobstructed line of sight 1o the covered or concealed
rieges, she can;as a move action, use hand gestures, spoken
directions. and body language to alerrallies wielding ranged
weapons (o the rarget's position. Wthe rarger has cover, it gains
only halFthe normal cover bonus to Armor Class agnins
the team's tanped artacks. If the target has concealment, the
artacker rolls the miss chance twice o determine whether
his grrack hits. A spotrer who can see tnvisible targets con
use this ability wallow # reroll on the miss chance o strike
am invisible creatare.

Tips: Team members wirh darkovision make the best spoe
ters, since they can use thelt special sight to locate creatires
that are taking advantige of shadowy or dark conditions.

LIKE A ROCK
Like dwarves, the members of vour team are stable on their
feer

Training: Your (eym develops resilience againse unbalanc
g attacks by waorking closely with a dwerl or some other
seurdy memberof the parry, When the team stands together,
its embersare difficult to dislodge a

Tusk Leader Prerequisite: Stabiliry (as dwart racial trair).

Leam Member Prerequisite: Balance | rank.

Benehit; The task leader's stabibioy bonus agaimst bull rush
or trip attempts extends 1o all team members adjacent to her,
This bonus stacks with that provided by scabiliry.

Tips: This beneft requires the team to bunch up,so if the
enemmy has 4 mumber ofaren s tacks, be sure to beef everyone
up with spells and abilines thar grant enevgy resistance. 1f
you must spread out, don't move so bar apart that vou can'
help an ally whao Is knocked prone

MASSED CHARGE
When yeur team charges, i smashes tnro the foe as a single
greaf, implacalile mass

Training; You snd your teammates learn 1o charge as one.
Yo line up g vight formetion and time your strides 1o move
irs right synchroniciry

Task Leader Prerequisite: Balance § ranks,

Team Member Prerequisite: Balance 1 rank.

Benefir: The team can make a special charge arack. All
teany members move on the same fnitiative count, and each
must charge and artack the same rarger. Each ream member
gains a bonus on his arack roll afrer the charge equal 1o the
number of reammates participating.

Tips: This beneht works best against a single, large oppo-
nent. & smaller opponent presents too narrow a poine of
contact for vou to maximize thisability,

MISSILE VOLLEY
Your team excels ar firing as a group, unleashing a sarurared
wave of arrows and bolts. Each member places her shots so
thar the rarger cannot dodge them all.

Training: Your team peictices by raking aim at s number
of small rargets clustered together (represenning dilferent
spots on the body of o single enemy), Each of vou can learn
ra place vour shots so s to coverevery part of 1 targel with
a single joint volley

Task Leader Prerequisite: Far Shorand Precise Shot

leam Member Prerequisite; Point Blank Shor

Benefit; Every member of the team who teadies an action
to fire a missile weapon when the task leader does gains a
bonus on the attack roll equal ro the number o ream mem-
becs Being The rask leader alen qualifies for the bonos, even
though she did not ready an action. All these attacks must
be made agalnst the same target

Tips: Since everyone exceprt the rask leader must ready an
action to fire, the other team membess lose their additional
artacks. Thus, the team is tradimga high numberof attack
rolls for a smaller mmber of attacks thatare ore Hkely to hir
This beneht worlty best when @ single, skilled archer | the rasgl
ligiler| wses lar teammartes' help to improve heracouracy.
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STEADFAST RESOLVE
Yout team members can use their camaraderie and shared
experience to shrug off the effect of lear;

Training: Throngh long experience in dealing with
advetsity, you and your reammates develop the trust and
support needed 10 bolster each other's minds when subjecred
1o magical tear.

Task Leader Prerequisite; Concentrancn & rinks sl
Trom Will

Team Member Prevequisite: Base Will save borus +2

Benefit: Anyteam member who must make a saving throw
ngaimst & fear spell or effect giins o +2 circumstance bonus
on the save if he can see or hear ar least one repm member

Tips: Some tear-based spells alfecr areas, 1f you castsuch
a spell on an area that Includes both allies and enemies
your reammates are lilely to make the save while the foes
FELL AWEY

SUPERIOR TEAM EFFORT

When your tenm works together ona task—whether w's
buttertng down 4 door talking o nervous innkeeper ine
allewing everyone w spend the might, or sneaking pasta
puard—everyone on the team does a better than average job
of assisting each other's effores.

Training: Your ream focuses on improving a parncular
skill. Each team memberwatches the sk leader and lzarns
1 few specific actions that can help her succeed

Task Leader Prerequisite: 8 vanks in askill and skill
Facus for the same slall,

Team Member Prerequisite: | rank in the skill towhich
the rask leader’s Skall Focus feat applies

Special: This teamwork benefic applies only © checks
miade with the skill to which the sk leader's Skill Focus
beat applies.

Benefit: Any team member whao agtemn s o aid another
members check with the relevanc skill must moke 0 DC 3
check o succeed rather than a DC 10 check

'EAM MELEE TACTICS
Because vour group fights es an eflective ream o melee, its
members can use the md another petion with greater than
normal efficiency,

Training: Your tearn stidies each member's tactics, Aght
ingstvle, and tendencies. These hours of focused chservation
allow each member 1o understand how best to help the rest
of the ream

lask Leader Prereguisite: Combat Expernise and
Lindge

Team Member Prevequisite; Base artacl bonus 44

Benehit: Whenever 2 team member uses the atd annther
acton ro grant anot her member a bonus on artack rolls, thar
lemius fnereases by 1

Tips: The aul snotheraction allows an ally tosrike with
superior secuncy ut the expense of the aiding chavacter's mwvn
attacles, Thos, theally who seeetves the sssistance should be the
hest qualified team member to take down the fne—wherhe
by virrie of damage reduction, hleh AC, ot the abilivy 1o use
Power Attick for extra damage

TEAM RUSH
Your tesmm travels faster than normal is o group The efores
and assistance of the faster chacactets allow the slower oney
to keep op.

Training: Your ream must march for a weel as 4 group,
rraveling across roads, dells, forests, and moontain passes, By
so doing, each ream member learms how best to helpeveryone
move rogether

Task Leader Prereguisite; Survival § ranks and Endurance

Team Member Prerequisite; Survival © rank

Benefit: When the entireteem is traveling overlimd on
foor, each ream member moves at the task leader's speed. This
benefir does not extend to combar and similar shoreaeem
movement situations, or to mounted characters

Tips: A barbarian is the best rask leader for this teamwork
benefit. At the cost of a prerequisire fear, he allows hisalliesto
iravel much more quickly across the countryside. Incampaigns
thiit tearisre trequent wilderness or underground reavel, the
time saved might prove 1o be a major benefi

TEAM SHIELD MANEUVER
When your team hghrs as u group, 1ts members can close
ranks m prorect 2 badly 1njured ally:

Training; Your group lesns w rescr quickly when an ally
[alls, ¥ondrill in pushing aside a wounded team member betors
he rumbles to the ground and meving him out of harm's way.

Task Leader Prerequisite: Shield Specialization (see
pape §2)

Team Member Prerequisite: Shield Prohcency.

Benefit: When o team member's lirponts deop to -1 or
lower, any reammate adjacent ro him who carmesa shield can
use an immediate setion to ptish him our of harm's waw. The
infured ream member moves 10 feet before falling prone

Tip: This tactic works best if one of the group’s second:
line characters hasa potion or wand ready to heal che fallen
clhiaracter. In this case, even a characrer who isn't 4 membes
of the ream can play o valuable tole in making the most af

this benefi
WALL OF STEEL

By closing ranks and locking shields ogether, you snd your
teamnmates [pem an impenerrable barier o shield a more
vulnerahle ream member from enemies.

Training: Yourgroup staneds ina tight tormation and locks
shields while a hired mercenary or assistane pelts everyone
with Blustarrews, Each brusing shot reminds you ro fmprewe
your form wnd tearmwork

Task Leader Prerequisite: lower Shield Prohciency and
base arteclk bomuys +8

Team Member Prevequisite; Shield Proficieney and base
armack bonus <2

Beneht: As g swifT acrion; any member of the weam can
lose his shield bonus to AC and grane it 1o a single adiacent
tearm member instead. This bonus stacks wirh the recipient's
existing shteld bonus, if any

Tip: Any arcane spelleasters who are frequently exposad
to missile Are might want to rake the Shield Proficiency fear
to gain this weamwork benehi



rom the Knights of the Round Table 1o the Circle
of Eighr from the Vestal Virgins to the Enights
Templar, fantasy, myth, and medieval romance
have always been filled with afhliations: Where would
Robin Hood be without his band of Merry Men? Fom
tharmarter. whar challenge would the Sheriffol Norting
ham present wirhout his tax men and the supporr of the
usurper King John? Could Frodo have survived withour
the Fellowship?

An affiliacion can be large orsmall les oomies could
thunder like the wrath of @ just god across continenrs and
planes to change the face of the multverse. brcould quietly
(oil inan ouclyving village keeping the children asleep at
night while a vampire 15 bound safely in the secree cellar
under Old Man Hart's feed barn. An affiliation might be
centuries vld, oricmight have begun only last tall wirh the
discovery ula dryad's severed avmin the alley behind the
raverss. An afflistion might be pood orevil, It could salicn
[emds tobuild mithral-domed enrples i Hefroneous whees
crusading clerpy heal the siclk and rest after parrolling the
night trade roads: 4t conld subtly undecmine rhe faith of
the paladin king, inspiring him w kill his wife dna jealous
rage and rise again as a blackguard to bring a dack age o
the kingdom.

Arathliation can be almostany group of people, limited
only by their imaginarion and their ability o form commen
oals, An ancient cabal af Hehes, the siziet ecclesiastical Wee

N

s,

Jasian hierarchy, the king s bodyguards, the thieves guild,
thelilapothecary and the three daughters thar help o sun
hisshop—allthese nnd more are affiliatons.

BROADENING
YOUR GAME

Affilianions add another level to the DE&D experience.
They pull the tocus back o step, broadening it from the
adventure—looi—sell cvele that makes up some plaver
characters activities. With atfiliations, the commumity
comes to the fore: Conspiracies, Mingmoking, war,
piracy; temine, revolution, business; plague, or the
founding of an empire rale center stage fora nime,
When the tarcasque appears; tn entire kingdom
maobilizes (while the néighboring kingdom prom-
ises aid buot sends assassins, hoping to advance on o
weakened foe afrer planting season), Whena new
prephet preachies v the West and gachers lollowers,
repercussions rippla through churches far and wide,
tithes decrease, and the old rites are thregtened.
When kingdoms clash and food is scarce, when
churches excommunicate the best among them anil
beatify the worsy, when comets blaze forch the deaths
of princes and revolution grips the land ina paroxysm
of metnmorphosts—thatis when affilintions come o
the fore-to play out thete grand d rama,
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This is nor to disparage an individual's focus. Lndeed,
alfiliarions highlight individuals in the same way thae a
backpround serves to define the higuve of 5 porreail You
need not be interested in world-spanning polities 1o fnd
value in affillations. Has your character ever recovered the
poison sack from a monstrous scorpion, or @ kue-oa’s ol
ot Blibdoalpoalp, or ver another masterveork sword from g
bandir chief? Affliarions give vou a ready place o Hguidare
srich treasures, Has your characrer ever been dramned by o
shadow, ridden by a nighr hag, or vicrimized by an ethereal
flcher? Hire an athliarion member mo restore vour strength
exorcise your demons, or track down the planar piekpocker
while you concentrate on your muin quest. Advancing in
your affillation can be almoest es imporeenn e your chamerer's
development as arratning new levels.

Atfliarions alsoallow your character to do things thae she
otherwise would not be able ro do. Ever wanred 1o open your
o tavern? Start your own siodthy or weapon shop? Preach
ro g congregation of thousands? Clear stirge Ridpe, ratse o
cortain wall and a donjon, and assume the responsibilicy of
nobiliry? Affilianons allow you to do this and more

THE TWO CATEGORIES

OF AFFILIATIONS
Like-minded individuals might gather in ancaffiliatdon tor
iy number of reasons, burat the fundamenral level there are
pwo basic carepories of affiliations: social g racial

Sacial Affiliations
Asocial affiliation is formed when indwviduslswirh g common
interest come together to promote or protect that cause. It's
rhat common interest, rather than any physical or professional
stmilerity (such as race or elass), that binds the members.
The most energetic or accomplished people among the
membership have the best chance af rising roa high rank
within the group, Conversely, members who fall wo advince
the catise can see thetr status drop drastcally- —sometimes
so drastically thar they are forced o lemve the affi larien

Racial Affiliations

As the mame implies, o eactal affiliation s only Open 10
individuals of the race i question. It's concenvable thar, in
the context ofa given campaign, a buman might perform an
amazing deed that cagses o group of dwarves o offer him g
place in their affiliation, but such occurrences should be
exceedingly rure

Raclal affilistions dither from social affiliactons in a number
of ways. It's usually easter for & member of g racigl p[filianion
ro mmadintadn his statis even ithe fals inan endeavor, because
racial affiliarions don's vypically penalize their members
In such cases. Also, members of ractal afAliarions usually
gain some tungible (that (s, game-related ) henefir from their
membiership at o lower level of starus than is the case 1n
social efRliarions

WHY JOIN AN AFFILIATION?
Al lations can be viewed 15 another type of treastite The
coffer of rubies might have fllen tnio the scid swamip and

melted, bur the Brotherhood of Baharaut holds you in hugh
esteem for slaying the young black dragon. Your stamding
i the Brotherhood goes up, and next time, instedd af
tithing a church to grow back vour shield arm or empty
ing your gem pouch to book passage ona shady captains
barkentineg, the Brothers will cast regenesate or whind wall
for you, free of charge. In this way, anathliation serves you,
the same way that your sword, your spellbook, and your
pold benefir you.

You can also constder affiliations as an sddittonal class
teanre. The Skill Focus (Gather Information) feat provides
i bomus en Gather Informanon checks, but so oo does suf-
ficient starus it an affiliadon of thieves, Join an affiliaron of
sages o galn bomuses on Knowledge checks, As youincrease
in status, you gaim more affiliarion benefits and greater
personal power (as well is face greater risks and enemmes ),

Your athliarion brings rich potentiu| to role-playing. The
group can creats many opportunities, including adding loils
for your P, rivals vying for your rank, and steadfust allies
that can provide aid or request it of you Affliations also
help drive voue character's motivistions; when considering
your character's backgronnd, vou should understand how
his athliations fir tn.

From the Dungeon Master's poior of wiew, affiliations can
be used to spur adventures, ro lend the world verisimilicnde,
1o incroduce N PCs, toace as treasure and reward, and even
o explon the occasional dews ex machina (even the best cam-
paigns can bensfir from such a device from rime to nme!)
You should work with vour M to derermine whar afhilianons
areavallable ro your character Perhaps your Dungeon Master
will allow you 1o creare vour own affiliation and joim i (or
found it} You should also diseuss possible NPC and enemy
alfiliarions in the campatgn. Affiliations wich goals inami
cil to your own can serve as challenges that highlight your
character and his allies—the Sun Fane of Pelor is opposed
to the Reviled of Laogzed, while the King's Mavy scours the
seas through storm end swell to harry the Thnder Swil Argosy
parate [leer

Also, while the altairs of some athiliations mighr be Axed
in the campaign world hrmament, unchanging cutside of
M far, others can be more dynamic. Evolving afhliatons
add arorher ditnension to your game. Using the materials
presented later in thas chapter; vou and vour DM can male
your alfilianions change as the world does, even in response
I Yol chATacter's actions.

Mo matter how you interace with affiliations, keep in mind
that rhe goal 15 to have fun. Whether vour thieves guild is
astaric Axrure whose furure s unguestionably secure, or
whetheritis a ragrag band of merry corpanions consranly
on the tun from the city watch and in danger of exterming:
itom prgaol, you should enyoy athliations as you wish.

MEMBERSHIP HAS ITS PRIVILEGES

You have a separate afhliation score for each affilianion, bu
need only trck those important so you, Your affiliation score
defines your starus in chat group: Rising in sratus can earn
benefits such a5 an offer of metn |‘J:'1'5h]'_p, a mun1h|}' How of
gold and emetalds, or reseasch dme ar e wizand college
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You can't ger nhead (o an affilacion withour devoting
some of vour charseret's time and ettort to the couse: Yoo
might have w bring treasure (o drapons, behead rival
chiefrains, break your halfling comrades our of jail, ox
perfiorm any nomber of other tvpes of aorwviiies. Yoor atfil
iation will be willmg
to meet your haliway,
bt vou ve got oo help l
the group our if you
wani the rewards,

Multiple Affiliations;
Yoo can be associared with
multiple affiliations ar one
nme However, each sub-
sequent atfilistion 1s harder
to matatain, The firse affiliscion
that you have (vour primary athli-
ition | imposes 2 —10 penalty on all
nther athiliarion scores .‘:iuhl.l_'l.]u:u:l‘nl

atfiliations oppose an addirional -5
penalty o each afflianen thar vou
gain atterward, In other words, vou
can have cne affiliarion score with no
penaloyasecond ar—10, 8 chied
=158 fourth at —.’.11..|JL-.| A0
o, High-level characrers are
usially able to matnmam ong
or two athliations of note by
only miner associations with
other organizarions

sNme .'|’rr'1|1a11n|'|\' |n1g|‘|l non |'|;'
compatible, and the DM has final
sav on such issues. For ex-
ample, in 4 campaignwhere
the hurman kingdomaf Al
thar wars with the elven
realmy of Gaelian, the DM
might rule that no chas
acterwith an affillation
to the Knighrs of Altha
covealso have anafhlisoon
with the Gresniold Ranpers
of Caelian Tt

Mulriple Affiliation Hen-
efits: If vou have muliple
athliarions, vou can enlv gain the benehus of one alhliaton

atatime. 1 vou have 1 ligh enough alliliation seore to gain
henefits from more than one atfiliaton, choose whicl set of
affiliarion benefits affect you ar the beginning of each day
You gain all the benefits for which vou qualify from 1he
chosen atfiliarion

EATURES OF AFFILIATIONS

Your affiliatton bhas many learures, some primarily of use
in roleplaving and background. These aspects include such
basic inlortnation asthe affilisvon's nameand s background,
poals, and dreams. Most affilistions have a symbol thar
enables members to identity one another, Anatbhanion's

deseriprion might include informanenaboun high-ranking
membersand how the group leelsabiout membiers joningor
leaving s ranks, as wellas tacrsabour the groups significant
enemies or allies. [Fan affibanon haswsecrer thae relaves o
the growp & basicnanre or how roperaces, thay information
15 prowided

Some of anathlanons leatures come 1nto play when von
fonn it or advance moar Snll others can be wsed o affect vour
campaign world The lollowing features are
comman toall alfihadons.

Type: An affiliation can be ot
one of the following ren types:
business, cabal, college, druid
circle, hghting company, govern-

ment, spy ring, temple, thisves
guild, oreeibe, An afhliations

rype Jimits the kinds of ex
ecutive powers wielded by
its leaders: and whether
it 1s better ar fighring,
spying, or négetiaton. [n
the example athlistion de-
seriptions that tollow. a
actal atfiliariod 1s idenei-
fed bythe wotd “racial” in
parentheses atrer its cype Al
other example affiliations
are social.
Scale: An affiliarion’s
scale isa measure of its scope
ol influence, Asaffilianons grow
im size and power, they increase
the scale of their activities,

[he Bulere Rampant Mer

cenary Company eould

be as inconsequential as

#cadre of men-at-arms

with a rotring ballista

oras nughty as an army

for hire with half a doz

en battalions and flying

dragon support. An affil-

ge L tions scole can be trom 1 to

20 and 1s also defmed by a de-

seriptive term thar indicares

the extent of its influence. Scale directly affects an affl

wrion's capital and itz ability w project power Table 7-1,
an puge 154

Affiliation Score Criteria: ligse requirements for mem
bership, If any, are given here. An affiliation mighr have
race, nationaliry; alignment, eluss, or same other baseline
membership crireris. The mble in this portion ofan affiliagion
descriprion lists a number of factors and how they 1mpact
your affiliation score in rhar group,

Titles, Benefits, and Duwties; A ritle 15 2 designation of
ranlwirhin the athliarion's hierarchy, Characters with an
affiliation scare of 3 or lower are usually not considerad
members. In social uthhanons, members wirh atihanon
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scores from 4 o 10 are generally lnoled upon ss probarion
ary members. A characrer with an afhliation score of 30 or
higher arrains the most prestigious rirle

Lowerrank benefits carry over 1o higher ranks, but normal
stacking rules apply

Even if you have founded your own affilistion (s
opposed 10 positing the existence of one thar yoo can
foin as a vecouit), vou srill must increase your affiltarion
score normally betore vou can gain the benahits jand rake
on rhe duries) of a 1itled member of your affilimtion. Chis
cepresents the fact thar yowcan rsimplysay, 'L am founding
an affiliation,” and by viroue of char declararion become
entirled o send an assassin atter the dule or bring a plague
to the eastern river rribes. Rarher, you must establish your
affiliation as g foree 1o the world by sarisfying affiliarion
scare criterta, proving by virrue of vour deeds thar vour
affiliarion s o force to be reckoned with and o player on
the political stage

Executive Powers: Exccutive powers are wielded by
the atfilistion's leadership, generally thoss members with
an atfliation scote of ar least 300 15 a PC achieves a higher
affiliation seore than o leader NPC the NPC mighrauietly
step aside in favor ol the newcomer. Many attilianens.
however, force the two contenders o duel or to match wits
In some tashion

Unless otherwise noted, an athiliation's leadership can use
DRE execunve power per month

Details abour execurive powers are given sternng on
page | B

MAKING AFFILIATIONS DYNAMIC

The voan an cooled, and wshadow dvithed acrass e bright sidier

vorns stacked i Takarhy seales, The |Ir-;'lli'|_"|,-'42I‘|u'|ill__."|:-'}' Ik i
froen hes bl im Uhe bazar nnd saw the clowdsdarkenmg: Large
Blmels ratrdrops began fo foll, Wen e fivst Bloe liznrd thadded
ot hag tolde, et bipe the senles and sending the silver roms
benkding it Hie o Taborke peolizad D s v summer sguall
"The Revilea!” he sereamed. " Loogzed's prresle pliugng sl He
for the Sun Fane ne the lizond detuge began o carnest, reptiles
plummeting throwel avwenrmgs ond crpchig ando friff stants
cen bizard's body weapped weth eracledimg bghtning and frig
from by recend athilude

When vouplaywith atfliations, o new avenue for conflicy
vesclurion and staryrelling opens, Plagues, the births ol
kingdoms, wars, naval blockades, arcane research break-
throughs, rrade embargoes, and ot her facrors become part of
'!.-'GI.LI' I:ﬂmp;.l'l}__'lh I e WIS, I‘l.lllJ‘_ {_l‘l:l,r:il'[q'r |_'I1,"|:'I:] o ]I:IHEI:"[
do everything From winning the Barrle of Stirge Ridge o
[tFring the curse on the southern farmlands w negotianng
peace with the Frost Cavern quaggoths, You and your TIM
cantelyon youraffiliation o accomplish some of these rasks
'“-h.jjt ‘;L-ln B-Fll?ni.{ [l‘-l.:' |.||J ||'|. ol your nume '.l W LI"'ll".._j: LT YOT P{: ]
main quest.

Have you ever wondered who will warch your character's
tamntly, castle, ar subjects when he s off adventuring? if your
PC s part of the Bulette Ramipant mercenary company: youl
can simply have o detachment from veur barralion watch
over your loved anes. |Fyour DM derermines that the Vilx

Mime:Eves criminal syndesre sirikes at vour lamily while vou
are adventuring underground, vou can resalve the antempt
by playing out the details (in the absence of your character
or more stmply, by using opposed violence checks for yout
mercenary company and the brute squad sent by the behnlder
Wiolence checks are deseribed below:)

Have you ever picked up a powerful magle wem; say o
=2 thoerrdereng dive Hlail, thar no one in the party could use?
Campangn creduliny 16 streched by simply selling it o an
anonymous buver who just bappens o have 36,500 gpeready
resperd Lnstead, vou donate it rovour alfiliation and increas:
its capiral— it is reasonable to assume thara sizable affiliarion
includes a member whe nows (or now wanrs desperately o
learn} how ro use a dive tadl

Have wou ever heard vourself urrer the lines thar
lamausly Bll o DM's hearr with annogance, frustration,
and prcertainty? Namely, “Cin 1 buy magic rems?” When
vou use sttiliations, businessesand colleges have the rrade
executive power, which allows some wondrous ttems 1o
come up forsale in the campaigo—ita characrer has the
right connections

The tollowing rules help ginde o dynamic spproach
athliations

Capital; An atfiliztion starrs play wich capital equal to s
scale: Capital represents ditferent tvpes of assets for different
atfiliation rypes: A highring company hasits capiral invesred
in soldiers, armor, weapons, and transport, while a cabal bias
itz capital invested in wondrons 1tems, spellbooks, bound
demon servanes. and politicsl secrers.

In warrimie and (0 months of hardship, your offilianon's
capital mighr go down) in peacedime when rrade prospers,
your iffiliation's capital migl go up Ao atfliaten's min-
mum capital 15 D) irs maximum capital 3 owice s scale; 1f
vour itfiliation does nothing for two consecorive months,
normal daily processes {ncrease s capiral by 1 A good way
to increase your affilition s capital is to donate treasure.
For every 1,000 gp » your attilanon's scale thar vou donate
each monrh, its capiral increases by | Thus, you must donate
5.000 g L|'|Lr|r|,'-: the course ol 3 month 1o increase a scale §
affiliavion's capiral by 1. Foran affiliadon thar has o scale
greater than 10, you musy donse rressure in the amount aof
1000 g = the scale mo increase -.'J[:Irr'.'ll i this way. Such
organizitians have mcreased their scope to such an extent
that they need not only gold, bur vast traces of real estate,
1rcane secrets, favors of the emperor, the name of the duke's
bastard son, and other nonmonetary irems o increase thes
Srafure and power,

An alfillation whese capiral falls w =1 18-lsbanded and
cannor be refounded for a period of 1d4 months

An alhliaton whose capital remains st its maxtmum for
n oumber af consecurive months equal o rwice its scale
improves one category in scale. Tor example, 1t a scale 4 bust-
ness maintaing a capital of 8 tor enght comsecutive monthy
it becomes a scale 5 business

Violence Check: When un atfillation attemprs o do
something using bullyboys, bludgeons, or barcles, s violence
check ( Ld 20 - vinlence bonns | is made. Fighting companies
govermmments, and tribes have violence bonuses equal o



|2 their scale. All other rypes of affillations have viclence
banuses equal 1o |4 therrscale

Espionage Check: An affiliarion’s attempts m snegh
tround, gather information, and infilirate opponents are 4l
siumimed up using esponage checks | 1d20 + espionage bomus |,
Gabals, spy rings, and thigves guilds have espionage bonuses
equal 1o 1,2 their scale, All other types of afhliations have
esplondge bomises equal to L/4 their scale

Negotiation Check: Convincing arguments, delicate
eogagements, snd subtle (perhaps even magical) manipula-
Hon are the provinee ol an athliation s negotation checks
(e 201+ negatiation bonus), Businesses, colleges, druid circles,
and temples have negotianon bonuses equal to 12 their seale:
Allather rypes ofatfilianons have negotianon bomuses equal
to |/ rheirscale.

EXAMPLE AFFILIATIONS

The tollowing affiliacions are representative of the standurd
40 world and adaptabie tor most campaigns. Don't be shy
about renaming or revising any of the example athlanons
described belew: The more specific to your world thar you
make them, the more likely theyare to come 1o lite ar your
HAITRE T [ L‘Il':lf"

BLOODFIST TRIBE

Symbol: The members of the Bloodfst Tribe emblazon
their shields and tents wath 4 red upraised fst, and many dye
their sword-arm gauntlets ved as well

Background, Geals, and Dreams: Tor centuries, the
Blood fist Tribe has wandeced the wilderness of the north,
fullowing greatr herds of ell and bison. Hall-ore youths
whao are attcasts from human or ore communities often
find their wav north and join the mibe leaving then
ald lives behind.

W hile it’s comforting to be among athies
haltores, life among the Bloodbsts 1sn'
easv. The ttibe often makes warapgains
rival tribes af [ull-blooded ores and
[ends off teprisals from the hu-
man communicies it sometimes
pitids for food and supplies. Like
hinter-gatherers everywhere. thie
Blood ists visk scarvarion when-
pvet hunting goes poorly or game
issearce. |nhard times, the Bloodhis
Tribe shrinks from the arrition
ool war, starvatiom, diad v HAREET
members head south toseek an
easier life.

The Bloodlist Tribe leaders
primary concern is where next o
march: Sometines they make
war on the ores and grants of
the northern mountains. some-
times they taid the human
londs o the south, and some

ames they are content o follow b Mlouipa

the elk herds as they migrate Leaders also spend 4 lot of trme
methating dispures within the tribe: It's ne easy risk o be
the arhiter in 2 dispure when either aggrieved purty can flv
into a bloodrhirsty rage ar ¢ moment's notice

Type: Tribe (racial

Hl.:;sla::-:.-.nrj.-.'

Affiliation Score Criteria: Unly hall-orcs are eligible
tir juin the mibe. The Bloodfists have made war againse
oresand humans oo much 1o ever fully rruse thiose no ot
mixed blood

Criterion Affiliation Score Modifier
Character level +1}2 PC's |evel
Barbarian or shaman e}
Druld or ranger +1
Track feat +
Assist tribe in major hattle +1
Bring ward af bountiful land (wilderriess with plentiful

game, frontier with poorly guarded villages) +1
Bring head of enemy chiefto Bloodfist chigftain -2

Titles, Benefits, and Dhaties: The grearest reward of affili-
anon with the Bloodfst Tribe is simply becoming part of a
welcoming community with a shared herieage—something
all toorare for hall-ores. But there's sn additional benefie: the
Blood Lodge, where worthy hali-ores test their resistance to
painand the strength of therr blood

When the chieftain deems o Blood iist member worthy, he
directs the shamans to build an earthen lodge. The shamans
rhenuse fline knives to cause punful wounds ro the half
otc the tribe ts honoring, Then the bleeding half-orc 1s
enclosed in the Blood Lodge and suffers parn and waking
nightmares tor o day and 1 nighe



When the lodge door apens, Weawever, the tirsal has served
itg purpose: The tribe member vmerges tougher ind more
eunning than hefore,

Affiliation

Score Title: Banefits and Duties

3 or lowsr Mot affiliagted or (unior member with no
benefils

410 Bloodfist Tribe Member: « 4 racial bonus on
Survival checks

1115 Lodge of the Bear: -2 circumstance bonus

on attempts to Influence the attitude of
BloodFist half-orcs, [fyou are & barbarian
yoLr fage lasts for an extra round
1622 Lodge of the Dire Wolf: +2 inherent honus
ta your Charisma of Intelligence scare,
=2 1acal banus on Fartitude saves, and
—4 tircumstance bonus on attermpts to
influence the attitude of Bloodhst halForcs.
23-79 Lodge of the Thunder Eagle: +8 racial bonus
on Surylval checks, +2 inherant bonus to
whichever ability scorg you didn't ralse
while at the Lodge of the Dire Weoll rank,
and ¥ circumstance bonus an attempls to
influence the attiude of Bloodfist half-arcs
i0or bugher  Lodge of the White Wyrm: Cold resistance
10, When you emerge from the lodge, the
iribe nffers you & <2 weaporn as s gift

Executive Powers: I'under, raid, terrorize.

BRIGHTMANTLE WEAPON FORGE
AND TRADING CONSORTIUM
Symbol: The symbol of the Griglomantle Consortivm is
a J:.I.11'§.{F CET SWHEleT
Background. Goals, and Dreams: When the trees wers
new, and the earch chafed while the mountaing Erew in
like babv s teeth, lepend goes thar Durean Brighrmantle

spothed the stone withy pifes of ore and the sweer raste of

gems, Countless eons later, i dwarl elan devioted to Durgan
Brighrmantle end the exrraction of the earth's riches
tounded rheir business based on mining and smithing.
Since then, the small weapons shop in Isher has prown
into one of the most powerful trading encerprises in the
known world, shipping gnods across kingdoms and even
overseas, hiring caravan goords and teaveling casters and
buying land tor forges ina large number of new towns.
Brightmantle has even created entire new towns at parcicu-
larly promising sites

Enemies and Allies: Of necessiry, the Brighrmantle
Consorrium mainmins good relations with all the monarchs
inits scope obintluence. Irs relarions with fighong companies
are ohien strained, for while the larier are paid 1o go o war
business s ditficult 1n those nimes.

Members: Most members of the Consortinm are dwarves,
although all the comman races are represemed

The Brightmantle Consortium woeks diligentdly to recam
s members, nor wishing ro expend resources on maming
new ones, 1 one chooses 1o leave, however, the Consortlum

does mar contest the decision, with one exceprion. I the
giild member joins another business, and the Consertium
feels thar rrade secrets have been compromised. then the
Consortivm lobbies wharever local law exises inan effort to
hive the rurneoat's new business outlawed

Type: Business

Scale: 14 (connmentsl seatanng kingdom)

Criterion Affiliation Score Modifier
Chatacter lzyel +1j2 PC s level
5 or more ranks i Diplomacy or Appraise +1 per S ranks
in each skill
Can cast charm person +H
Can cast seirding or travel by any means more than
100 miles in a day A
Makes peaceful contact with a new town or potential
customer bass +1 per contact (nvax 3/year)
Successiully guards a caravan +1 per caravan guarded
Sells 1,000 gp of weapons
or other goods -1 per sala {max. 1 /manth)
Discoyers new (run, gem; or
precious metal deposit +2 pet discovery
Less than 5 ranks in Biplomacy or Appraise. -7 per skill
Falls to dellver @ caravan of message on time -1/ day
Loses & shipment of goods ~3/5,000 gp lost

Does not accourt for at least 10,000 gp of business
jper year (whettier (n diect sales, guard duty. or
praspecting for ore of custamers) —&

Titles, Benefits, and Duties: As you rise through the
raniksof the Consortium, you learn to ihcrease your negotiat-
”'I!!' ":L.I”"-\- H't'll.1 Yy _j_"i,l'il'l JLTEES O gIE“ﬂ["l..VEHl.Tj}_

Affiliation

Scare Title: Benefits and Duties

3 or lower Mo affiliation

4-10 Fraglancer: The Consortiurm occasionally
calls on you to help-on specific jobs.

1N=20 Associate! +1 competency bomus ar

Diplomacy checks when speaking about
business matters

1-19 Subguild Head: Placed In charge of one of
the mmany subgullds and eommanding the
services of five dth-level experts (allor skill
points as you ke, for yau can choose fram
the many clerks in the Consortium]. Once
per month, your experts must each make 7
BC 20 Appraise theck and a DC 15 Gather
Informatian check. If three or mare fail the
Appraise check, business is bad, and you
lase | point from your affiliation score. If
ull five Tail the Gather Infarmztion check,
you fail to anticipate and deter a kidnap and
rarsom altermpt targeting yoo or your famlly,
and ar EL 10 hana of rogues arrlves la carry
out the deed

30 ar higher Secretary of the Overguild: Can barrow up ta
30,000 gp incash from guild coffers, but this
debt must be repaid within one year

Executive Powers: Cralr, gile. tradd




CARAVAN OF SHADOWS

Symbol: Once affillated, vou receive 4 titton of a gime
token on the back of vour lett hand in o solemn ceremony
When orher members see the tantoo, they re more likely o
ralk royou and believe what you say,

Background, Goals, and Dreams: On the surface, the
tZaravan of Shadows 1sa prosperous hallling clan. But s wich
many haltling affairs, there's more going on beneath the
surtace. Halfling chaeacrers wirh o conneerion to the Caravan
of Shadows are part of o nevworl ol theves, spres, and con
artises that stretches across a wide swatl of ctvilizacon.

The Caravan of Shadows travels fom citv to ciev o lonp
wagon train, staving at each major sertlement lora lew davs.
[he caravan's bavds, acrobats. and other entertiiners hoid o
series of performances, and the ¢lan's merchants buy and
sell spices and other valuable but easily porrable goods. Less
savory members of the caravan pick the pockets ol the larger
[olk, commit burglaries ona nightly basis, or flecee the naive
In games of chance or shady bustness deals

Type: Business {raciall.

Scale: 7 (eivy and outliers).

Affiliation Score Criteria: Only halflings areeligible
to (oin the caravan, Nanhalflings are sometimes allowed
tiv travel with them—especially on dangerous roads—Tlu
fellow travelers don't et u glimpse af the inner workings of
the caravan.

Criterion
Character level

Affiliation Score Modifier
+1/2 PC's level

Rogue 43
Bard +1
10 gr mare ranks n Sleight af Hapd +2
i0 or more ranks [ Perform +]

Help another caravan member elude law enforcement  +1
Steal or cheat athers-out of at least 10,000 gp,
then donate proceeds to the caravan vl

Titles, Henefits, and Duries: The reward for greater
affliarion with the Caravan of Shadows iz 2 keener talem
lor the skills thar have the made the caravan so prasperous
And if the caravan is in town, you can sel| the loot from your
adventures o them at an advantageons rate

Affiliation
Score
3 or lower

Title: Benefits and Duties

Mot alfiliated or [unior member with no
benefits

Caravan Member: -2 racial bonus on Bluff
Gather \nformiation, and Sleight of Hand
checks

Shadow Pawn: Can zell jewelry, art, and
magiciterns o the caravan masters far G025
of their purchase price, +2 circumstance
bonus an sttempts Lo ifluence the attiude
of catavar members

Shadow Knight: Additional =2 racial bonus
on all saving throws. +4 racal borus on
Bluff, Gather Infarmation, and Sleight of
Hand checks. +4 circumstance bonus on
sitempts to Influence the attitude of carvan
meambers

490

15

1622

Affiliation

Score Title: Benefits and Dutles

329 Shadow Rool: You can sell jewelry, art, and
magicilams tothe carayan masters for 70%
of their purchase pnce,

A0 or Higher  Shadow Castle: + & racial banus an BlUfT,

Cather | wformatian, and Sleight ef Hand
checks, +8 ciicumstance banuson attempts
ta influence the attitude of caravan members.

Executive Powers: Partal. shadow war, trade

CASTLE MAIRO

Symbel: The symbol of Casile Mairo 15 the batrered
breastplate of Herridel L In more intricare heraldic designs,
the broken flinr hammers of troglodytes cun be seen lving
below the shield.

Background. Goals, and Dreams: Thiee centuries and
one day afrer the Third Troglodytic Ruinvazed the original
Fort Matro o the ground, Castle Mairo was raised i its place.
Regdar had defested Tathra, Pharach of the Reviled, and the
cases on the edges of the deserr were once again safe. Before
leaving. Regdar helped his brother, Herridek 11 to found a
small keep on the border of the dunes

Life in the oasis can be harsh when the sundstorms roll
thraugh. bur the presence of copper, platinum, and mithral
i the surcounding hills and even the bubbling oasis mselt
provides ample reason for the castle’s contimued existence.

Members: Herridel 11 rules the castle wisely, and he
recruits all manner of enizens to his nascent barony: men-at-
aemms, cerrainly, huralso wizards, bards, rangers, and skilled
ragues The cast le s especitl by desperace for d ivine casters
and healers.

Herridek 11 isa beneficent monarch and allows tndividu-
als to enter and leave his domaim ar chetr leisure. |n (imes
of crisis—it 0 new pharach were to rise1n the lands of the
Reviled. tor instance—all those nearby are deawn inside the
castle walls and expecred tomd in its defense,

Type: Government

Scale: 4 (regional harony)

Criterion Affiliation Score Modifier
Character level +1/2PL's |evel
Base attack bonus +5 &r higher +]
Base attack bonus +10 or higher: i
5 o maore ranke in Suryival +1
Can cast cure spells 2nd level or higher +4

Explored the shafts of
the Raptar-Pharachs
Slew Raptor-Pharaoh tummy

+1 for each
temb shatt fully explored
+1/4 Hit Dice of mumrmy

Knew Regdar ar Herridel | +4
Takies partin defense.af the fortagadingt raiders -
fe an ouliaw -
Retreats in balte -2
Commits a crime within the barany 10

I= member of a thieves guild =10
+ Dverlaps {does not stack with) the modifier for a base
attack bonus of +5 or higher

Titles, Benefirs, and Durles: As vou advance in the
hierarchy of the barony, you gain access 1o its riches and




begin to enjay the benefits of nobilicy, while aceepting rhe
duries thersaf,

Once you attain the rank of Loght Baroner, you are
invesied with authority 1n the casile. Herridek the Secomd
often makes forays intothe desert forweeks or months ar 2
time, harassing the Reviled and maling sure thar they 2re
not i threar to'the Castle and its mines

Affiliation

Score Title: Benefits and Duties

iorlower Mo affiliation

—10 Free Citizen: Are a otizen of the barony bur
galn ne special status

n-20 Hero: +2 circumstance boniss on Diplomacy

checks invalving other cirizens of the barony.
21-29 Knight: Gain the patronage of Hernidek |,
which granis 8 +4 bonus nn Diplomacy and
Gather Information checks rmade within the
barony
Knight Baronet: Command the services of
an honot guard consisting of twelve stlevel
fighters, twa Sth-leve| fighters, ane Sth-leve|
wizard, and two Tth-level halfling rangers
mounted on giant eagles,

30 or higher

Execurive Powers: Law, tand, war

THE CHALICE

Svmbeol: The symbel ol the Chalice 150 ruby chalice with
crossed ivory lighening boles on the sup.

Background, Goals, and Dreams: The Chalice 15 an armed
cornpany dedicared o stamping cor the inluence of devils
demons, yugoloths and arher slavering fiends on the Marecial
Plane, The paladin Avbinger lvenay lounded the Chalice e mil
leninia ago with one goal: ro recover the Chalice of Heironeeus
trom Dispater’s Iron Ciry of [hs: Aside from the members of
the groups Lightming Counell, no ane knows if the chalice
was recovered or not, bur regardless of the chalice's fare, in
the intervening ages the uffiliation's purpose has broadened
to ending the influence of the Lower Planes in the world.

Members: Many members of the Chalice are paladins
priests, and fghters; many ol these eventoally rake levels in
the kmghr of the Chalice prestige class (see Complere Warnor),
Mortality is high smong the membership of this combative
alfhiliation, and as such the Chalice 1sabways lenling o mducr
new members of sufficienr piery

The Chalice is nor a vengeful organizanion, and freely
lows members to leave s sanks. s member departs due to
falling fram paladinhood, fendish possession, oralignmeny
change—aor tries to coverrly corrupt the Chalice from widhin
after suffering one ol these faes—ihe Lightning Council
dispatches an BL 14 exorclsm squad (rypically a 13ch-level
paladin ond o 13th-level cleric of Olidommara) thar s more
inclined o smite first and ask for repentance by means of
speak with dead much later

Secrets: When youattain the runl of Lightming Coun
ctlor, the other counciloes lead you sumberdy o the Eyrie
ot Heiropeows There, among the lightning rods of the
arder, under o clouding sky, they infarm you of the e
narure of the Chalice of Heironeous, Whar was stolen from

Hemroneous millenma ago—mnor by Dis, b by Hexor. who
arrernpred o shirk tesponsibilicy for his deed (and o betrer
secure s prizerby loaning the chalice to the lron Lord a
rhe Second—was not o powerful magic item, nor even an
ariitacy, As revealed mw Arbinger Ivenay by the solar Tomal
om the eve of St Viorgan's Day 1,223 vears ago, the Chalice of
Heironeous is ip Lact the davghrer of Hetroneous, a young
goddess-angel now held 1o durance vile deep 1n Disparer's
Lron Tower. Every day, the Lightning Councilors dream of
rescuing her; every day, they come no closer.

Type: Fighung company

Scale: 12 imuloiregional kingdom;

Criterion Affiliation Score Modifier
Character level +1/2 PC's leyel
Base attack bonyus =101 ||i|:_1h|:'r -]

Can castdivine spells #1
Knight of the Chalice prestige clas= =| per twe levels
Wiglds a haly avenger +8
His slain a fiend with maore than 9 HD =1 pet fiend
Has writien a treatise on slaying fiends #d

Successful mission an behalf

of the Chalice

Successful mission on behalf ef the
Lightrning Councl|

+2 per mmisslon

4 per rmission

Meutral alignmerit -15
Evil alignment -25
[efeated by a fend A
Friends with a half-fiend, befling, or other talnted 10

Titles, Benefirs, and Duties: As vouadvance wirhin the
ranks of the Chalice, you learn demon-Aghting techniques
and how o restst the temprations of Aends:

Affiliatian

Score Title: Benefits and Duties

3 or less Mo affiliation

4-10 Initiate: The Chalice recognizes you as 3
patential ally or enemy in the strugple ta
eliminate fends from the Mateyial Plane.

1115 Defender: You are inducted into
membership, and can reguisition a pation of
protection fram evil 1/ week.

16-20 Thunderer: Chzlice priests cast up to 3rd-level
cire spells for free (excluding companent
casts) when you visit their temple.

20-24 Scion of Helroneous: Chalice priests cast
up to 4th-level spells for free {excluding
component costs) when you visit their temple.

25-29 Paragon of Helroneous: By taking 2 —5 penalty

to your affilistisn score, you can gain & raise
dead spell from a Chalice priest. Fiends can
inake a Knowledge (the planes) cheek [DC 30
rifus your character level) to recognize you,
and ifthey succeed, their frenzy grants them
-2 on damage ralls when attzcking you
Lightning Councilor: Once per year, you can
borrow for 1 week any magic weapon ar
arrmor with a value of 18,000 gp or less from
the Chalice's armory. While you do so, the
affiliation takes a -1 penalty to its capltal

0 or higher

Executive Powers; Crusade, inguusition, war




DARKSPIRE COLLEGE
OF THAUN

Symbuol: The college's symbol is three black
stalactites; one larger than rhe other rwo, on g
gold feld

Background, Goals, and Dreamas: The
Darkspire College’s campus 15 butlr into the
sides of three enormous hanging stalacrites
tapering down from the vaulted ceiling of
i codossal underground cavern. Plercer, the
largest stalacnite: extends more than 300 feet
down trom the ceiling and has 2 base with a
radius of 150 feer. Tt houses laboratories and
librartes [or each school of arcane magic, o
concert hall, thirteen summoning chambers,
twao gymnasiums, rhe Desmodu Dormitory,
and lecrure balls, Each of the Fangs, the other
rwo stalactites, 18 roughly two-thirds the size
of the Piercer. They conrtain classrooms, stud-
igs, artists’ cupolae, and practice rooms. The
northernmost Fang also features the Sunless
Rose tavern and a warehouse. The warehouse
stores goods in transit to and From the surface
and other underground communicies, and it
sells surplus and goods gone unclaimed when
1 caravan doesn’t return. The watehouse laca
25% chance to have any given Plrpet's Handlook
item in stock and available at 150% of the price.
The Piercer and the Fangs are connected by o
nerwark of rope bridges.

Faculty and students attend Datkspire to
increase their arcane knowledge, and char is
the stated goal of the organizarion

Enemies and Allies: The students, lac
ulry, and sdministration maintain Criendly
relarianships with mest of the other peacetul
residents of Thaun (the undetground cavern
that hosts the college's spires on & small part
of its roof ), These peaceful residents inglude
svirfneblin, deep dwarves, two nomadic
tribes of myconids, and a small communiny
of wxiled deow.

The college is harassed by most diow, by an
abalarh thar lives in Thaun Lake, and by Cher
ruk, a derry warlord who claims ownership of
the caverns immediately above Thaun,

Members: The Callege holds no grudge
against those who leave its faculry, Indeed,
given rhe college’s locarion, it counts on los-
ing ar least one faculty member per year to
beasts, slavers, or an accidental fall From o
rope bridge,

Type: College

Scale: 5 (city)

Affiliation Score Criteria: loining the
Darkspire College ts as simple as envolling: r T nimerfed towers of Thann
however, to become a facilty member requires HAp gy Weren
long studyand arcane pulssance.
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DRAGON ISLAND

Criterion Affiliation Score Madifier
Character level +1/2 PCs level
Has earkyvisian 7
10 &r mare ranks in Knowledge (arcani) +2
Has the Arcane Thesis [eat i4 per feat
Can cast arcane spells 3rd level or higher =4
Can cast arcane spells Sth level or higher f4
Has a magic staff 4
Isan archmage or has asiaff of power +B
Donates 1,000 gp (or more) magicitem ~Z per iterm,

to the Department of Crafting rmax 3iitemsyear

Is drow, derro, duergar, ar drider 7
Mo ranks in Knowledge farcana) -10
Can cast divine spells 2

Does not spend at least | manth per year on campus —20

Titles, Benefirs, and Duties: As gt dcdvanee 1n the col

lege. your lmprove vour Knowledge skills and gain access o
tmagic irems, You also earn a modest scipend for sharing vour
expertise with the college.

Affiliation

Score Title: Benefits and Dutles

Jorlower  Moaffiliation.

4=10 Correspondent Student: You can regularly
carrespond with the college while adventuring

11-20 Adjunct Researcher: +2 competence bonas on
Knowledge skills while in the collége’s lIbraries

21-29 Professar: 'When crafting a magic item, you
can scavenge matenals from the collepe—
spend only 90% of the nofmal gp cost to craft
an Item. Drow slavers and darra kidnappeis
recognize your value—5% chance pes
month that an EL 12 feam of subterranean
mercenaries comes to claim your baunty

30ar higher  Regent: Canrequisition any arcane scroll of

750 gp or less from the college stores; up to
three tirmes per month. Must replace these
sctolis with scrolls afequal value within
ane month of taking Lherm,

Executive Powers: Cralt, research, trade

Symbol: The svmbol of Dragon Island s a
purple rampant dengon, The elder dragons chose
purple as 8 compromise; it doesn’t i irrespond
o any rrie dragon's real eolor pnd thus
représents dragonkind ag a whole

Background, Goals and Dreams;
A few miles off 0 remoce steerch
of coastland is Drapon Tsland,
where humans soar over skies on
draconic steeds. In this tnsular
sociery, dragons and humans live
in concert, with dragons supplying
ancrent wisdom and humans providing
imdusery and vitalicy,

Dragon Island can appear anvwhere
you [tke in voureammpuign world, and vou
can give it o more evocative nameif vou wish.

The narure of the dragons It houses imetallic orchromanc)
is deliberately undefined. Depending on the dicrates of your
campaign. Dragon Island could be a bastion of hope or the
nexus of o gathering evil

Members: Affilinion members are human characterswhe
grew upon Deagon Islind, learning magic under the wing
(literally) of draconic masters and even riding loval dragons
as steeds.

Iype: Government {racia [},

Scale: 12 lmuhiregionalkingdom).

Athliation Score Criteria: Only huimans quality tor this
athiliarion becanse Dragon sland s an insular place with no
elves, dwarves or ether humanoids, Most grew up here, but
vt conld alsa establish an afflistion with Dragon Island if
you spend years bere asan adult

Criterion Affiliation Score Modifier
Character level =Tj2 PC's level
Speab Draconic +2
Sorcerer 2
1( or more ranks in Ride +1
Donate 20,000 gp in treasure to the-hoard

of & Dragon |sland dragon +1

Titles, Benefits, and Duties: You'll
léarn from your deaconic teachers, ki
the most thrilling reward of affiliarion
with Dragon Teland is the clince o

take wing with a Friendly dragon as
your flving steed. Doing so lsn't gasy;
rafsing vaur affiliation score on Dragon
Lsland is difficyly
There are many more humans than
dragons on Deagon
Island, and the
draguns aften
hive ety

things o

-



do than [ly around with bumans on their backs. Those whao
become dragonspeakersimbibe a rirusl draught conrain-
ing dragon blood: thas higuid lengthens the human life span
and makes the dragons more likelv to regard you asa suir-
able tider. Bur only the best draponspeakers are offered the
ritual thar terns them into dragonriders, who are able to
command a dragon for as long as it takes 3 moon to wax and
then wane 1nto nothingness: The greatest heroes of Dragon
Lsland myysticafly bond with their mounts, creating an on-
poing relarionship berween willing steed and nider

Affiliation
Score
3 ar lower

Title: Benefits and Duties

Mat affiliated or junior member with no
benefits,

4-10 Dragon Island Native: +2 circumstance
bonus on attempts toinfiuence the attitude
of Dragon |sland residents. Your age
categories [see page 109 of the Player’s
Handbaak) became twice as lang, slthough
you don’t revert to a yaunger age categary
Dragonspeaker: +4 bonus on saving throws
against a dragon's frightful presence. +2
racigl bonus on Knowledge (arcana) and
Knowledge (history) checks.

Dragonrider: +4 racial bonws on Rige checks
when nding a dragon,

Dragonknight: T you take the Leadership
feat, you can have a dragon cohort
Dragonmaster: +8& racial bonus on

Ride checks when riding a dragon, -8
circumstance bonus on attempts ta influence
the attitude of Dragon |sland residents,
Immune ta the frightful presence

of dragons. Your age categories

(see page 109 of the Plover's
Handbook) becorme faur Himes as

long, although you don't revert to

A youngar age categaory,

11-15

15-22
21-29

30 or higher

Execurive Powers: Holiday, law, mint, wa

ELVES OF THE HIGH FOREST

Symbol: A cluster of acorns 1s the symbol of the Elves
of the High Forest Thetr jewelry often uses this monf, and

thev use the real thing—actual clusters of acorns—as subile

rrail markers within the High Fores.

Rackpround, Goals, and Dreams: The Elves of the
High Forest live in a rvpical elf communing: a seriesof
treetop villages and small rowns that together form
1 merwork to leep their torest sate and thriving

Type; Tribe (racial)

Scale: o lcitvh

Affliation Score Criteria: To gain affiliarion i
with the Blves of the High Forest, you need only be
an elf or halkelf The elves have many non-elf friends
in the forest, bur omly these with eltf blood can parrake
in the powvileged Hunt of the Full Moon. You don't
need to grow up among the Elves of the High Foresr;
you can be from a feoff elf community, and vou'll
siill gain affilimmon wath these ehves normally,

The Elves of the High Forest have a semucommunal [ife-
style, so they tavor characters with skills or claseabilies thar
make awoodland lifestvle easier, The fastest wiy 1o cain srarts
within the Elves of the High Forest is o perform missions
on their behalf. The elves particulardy favor missions tha
protect the forest as 2 whole from interlopers—Ffrom human
woodcurters to drow raders,

Criterion Affiliation Score Modifier
Character leval #1/2PC's leve|
Do i ranger ]
1@ or mare ranks 0 knowledge (nature) or

Profession (herbalist) 2
Each successful mission +2
Each successfil forest defense mission® +4

= Dverlaps [does not stack with) the "each successiul
mission” bonus.

Titles, Benefits, and Duries: The Elves of the High
Forest ofter specialized rraining in woodcrafr for those
they favor,

Those who reach a new level of status within the Elves
of the High Forest attain the new benetits alter attending
cthe Hunt of the Full Moon-—a combination night-hunt and
ritual The greatest hunters among the elves rale you on an
itl-night hunt for elusive gome The target 15 traditionally
i halFey whire stag, bur sometimes the ebves hunt more
dangerous quarey by necessity or for variety. Duning the
nighs, they reach vou specialized rechniques in percepuion,
stealth, and meving through the wilderness. Some say the
humters leave the Material Plane encirely and wind up hunt
i mystical game among the fey of Arborea. You'll return
n the morming exhausted, bur with the sharper perceptions
and peerless comalillage of the grearest elf hunrers,
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Tilas by B ¥ idermann

Affiliation

Score Title: Benefits and Duties

iorlower Mot affillated or junior memberwith no
benefits,

4-10 Friend of the High Forest: +2 circumstance
bonus on attempts to InAuence the attituds
of High Forest elves

11-15 Guardian of the Branch: +4 racial benus on
Listen, Search, and Spat checks.

16-22 Guardian of the Trunl: «4 racial boanus on
Hide and Move Sllently checks performed
outdoors, +4 circumstance bonus on
attempts to influence the attitude of High
Forest glyes,

23-29 Guardian of the Root: +8 racial bonus

an Listen, Search, and Spot checks, and

the woodland stride ability {PH 48]

+8 circumstance bonus an atiempts to
influence the attitude of High Forest elves
Guardian of the Forest's Heart: +2 effective
caster-leyel to all druld and rangerspells
when casting spells within the boundaries af
the High Forest

10 ar higher

Executive Powers: Craft, harvest, plapue.

THE GOLDEN HELM GUITLD

Symbol: A polden helm s the symbol of the guild. nans
tallv Working in their smathies and forges, the pnotnes otten
wear vellow skullcaps to indicate their atfiliation

Backpround, Goals, and Dreams: The Colden Helm
Guild is s network of expert master cralters that spans dogens
of ghome communities, making fne armor, weapons, and
other gear for the greatest heroes ol the ghomes. But the
Golden Helm is no mere blacksmiuthing guild, Tt tocuses on

Hed il mpake et dedapns wird orngor

frlely of milig M

creating rare jlems tnvested with potent magic, each one i
restament to s maker's skill and power.

Missions on behall of the Golden Helm Guild often involye
securing rare ores or finding other special ingredients that
the gutld can use in its most porent creations.

The pulld ofren commissions its most talented members
to make magic weapons, srmor, or other gear o sell or give
to a gnome-allied war effore. Each item vou make on the
guild's behalFwarth ar least 10,000 gy earns you +1 to your
affiliation score. You zan earn this bonus multiple times,
but anly if the Gulden Helm Guild commissions the irems
ihead of Hne

Type: Business (racjall,

Scale: 10 (regional fmarch)

Affiliation Score Criteria: Guild membership is open
ouly o gnonies, but atvone who can swing a haminer is
welcome o sign up for an apprenticeship. Unless vou have
sorme talent for cralting either mundane or magic items, vou
worn't derive any benefit Fram vour gthlistion

Criterian Affiliation Score Modifier
Character level +12 PC's level
10 or more ranks in at least one Craft skill 2
10 or more ranks in a second Craft skill +2
200r mere ranks in at least ane Craft skill +d
Per itk credtion fear 4+
Each suceessful rission =1
Per magic iterm worth at |east

10,000 gp made far guild +1

= Does not include the itern creatinn feat gained by
someone who becomes a Colden Helm Master (see
below)

Titles, Benefits, and Duties: When vou've earned enough
iftliaeion wartnn new benehts. vou need only apply for g
promotion at the nearest Golden Helm chapterhouse, which
exists fnany ghotne commutity of large town size or lavger
After a series of exeminations, the guild will award vou the
new rank and hold a lavish fease 1n your honor.

Affiliation
Score
3 or levwer

Title: Benefits and Duties

Mot affiliated dr junicr mémber with no
benefits:

Golden Helm Apprentice: +2 racial bonws on
Appraiss checks relating to stone or metal
objects, +4 racial bonus on any ane Crafl shil
Golden Helm Journeyman: <6 racial bonus
on Appralse checks relating to stone or
metal abjects, +6 racial boarus on the Cralfi
skill you chose when you were @ journeyman,
and a +4 racial banus en anather Craft skill.
Colden Helm Master: Cain Craft Magic
Arms znd Armer 2= a bariks feat. You can
craft magic arms and armoras if you had a
caster level egual to 172 your Hit Dice. This
abllity does mat allew you lo meet any ather
prerequisites of crafting a magic itern
Golden Helm Grandmaster: Craft magic
arms.and armor as if you had a caster leyel
egual to your Hit Dice

23-29



Affiliation
Score
il or higher

Title: Benefits and Duties

Golden Helm Exalted: Spend 10% fewer
experience points than normal when crafting
a magic item.

Executive Powers: Crafy, gift, rrade,

THE LAND OF HONOR

Symbol: The Land of Honor doesn't have a nationwide
symbol, Each feudal lordship has irs own colorfurd heraldry,
most using abstract decorations rather than realsworld sym-
bols like animals or words

Backgronnd, Goals, and Dreams: Humans from this
land livé in o sociery guided by feudal lords who often war
against one another Bur the wars are largely foupht by g
caste of noble soldiers who regard battle as an opportunity
to demonstrate their bravery and adherence to a ngid code
of honor, Rather than drew tnspiration from medieval and
Renaissance Europe, this land hearkens back to feudal Japan
and the Age of Samorai

Ln vour own game, the Land of Honor might be 1ts own
nation-state, or perhaps it remains a vague and exoric place
beyond the periphery of the campaign map, Give it whatever
mme voe |ilee

Your human character can be g rraveler or an exile from
the Land of Honoe, I vouwant 1o retaln your nnigue culraral
identley, consider an affiliation wirh others from your land,
Ferhaps colonies or communiries of exiles exist beyond the
borders of the Land of Honor, or perhaps rravel back and
forth is sufficiently easv thas you can periodically rerurn 1o
the land ol your birth

If you're wielding execurive powers, vou're either one of
the feudal lords or the power behind the lord's throne Your
concerns vary aswidehras those of anv real-world ruler; you
might care shout the welfare of your subjeces, or youmught
care only about games of power or living a lifte of wealth
and laisure

Type: Government (raceal).

Scale: 15 lj:nmlnenral;"-:nmlre:.

Affligtion Score Criteria: Unless one is human and
born m the Land of Honor, a character is accepred in this
affiliarion only under exeraordinary circumstances

Criterion Affiliation Score Modifier
Character level +1/2 PC's level
Fighter or monk +2
5 or more ranks in Diplomacy +1
10 or mare ranks in Diplamacy 2
Defeat warthy foe in honorable dus| 1

Perform mission st lord's request  +2 (and — if you fail)

Titles, Benefits, and Duties: As you gainathlanon wich
the Land of Honor, your feudal lord will revward you with o
ceremonial—pur very functional—katana. A katana (s ste
tstically tdentical to g bastard sword, Yourwillingless o love
and die by your honer code becomes lncreasingly apparent
from your bearing, and many foes will shamefacedly avoid
n diel with you

Affiliation
Score
¥ orfower

Title: Benefits and Duties

Mot affiliated or |umior member with no
benefits.

Cltizen of Land of Honor: +2 circumsiance
bunus an attermpts to influence the attitude
of other citizens of the Land of Hanor, Your
lord gives vou a masterwork katana.
Fearless Cne: +2 racial bonus on Intimidate
checks. Gain Knowledge (nobility and royalty)
as 4 class skill, regardiess of your class.
Honarable One: -4 racial bonus on
Intimidate checks. +4 circumstance bonus
on attempts to Influence the atitude of
citizens of the Land of Hopor, Gain Quick
Ciraw feat when drawing your katana.
Selfless One: +6 racial bonus on Inbmidate
chechs. +8 clireumstance bonus on attempts
o influence the attitude af citizens of the Land
of Honor. +4 bonus an attack rolls made to
confirm a critical hit with your katana.
Perfected One: Galn damage reductian

1/~ when you wleld your katana,

4-10

11-15

16-22

23-19

30 ar higher

Execurive Powers: Gitt, law, war

MERATA KON

Symbol: There 15 no symbaol for the Merata Konasawhole
Most reavelers recogmize a Merata clan by s krensharhide
rents and the smoke puffs that rise on the horizon when a
Merata scout or companion band signals,

Background, Goals, and Dreams: The Merata Kon is 3
netwark of barbacian clans, sweeping nomadically from the
coastal plains to the bigh serub forest, living off wandering
herds, seasonal vegeration, and ransomed travelers: Some
rribes of the Merara Kon allow themselves to be hired as
mercenaries, maling raids on bordetland bailevs, but many
would-be parrons shy away from these tribes because both
its savagery and geographical uncertainty make it somewhar
unreliable. Wonetheless, the people of the Kon are a powerful
force due to their numbers and ferocity,

1n the spring of each year; all the Merata clans gatherin
one place for an Alrhing, where horses are traded, daughters
are wed, and alliznces are fixed. Occasionally, in times of
need, a Chiefof Chiels is selected, bur most years there 1s no
higher authoriry than the chiels of the individual clans.

Enemies and Allies: The clans are constantly in o stame
of tension with the civilized city-states and kingdoms whaose
frontier lands and territories they drif over seasonally,
ignoring political borders like rain or wind or any other
foree of natire,

Members: The tribe consists mostly of halforcs, humans,
and disalleceed-hall-elves who fiod much tn commen with the
natural and alienared [festyle of the tribe. There are known
to be Merata cleries, but there are yirmally no arcane casters
outside ot a tew skald bard /barbarians

The varied Merata clans hive no political argument against
lotmer members, but most clan chiets take desertion person-
ally. In most cases, s Merata who leaves his clan is disowned
and shunned lorevermore

Type; Lribe.




Scale: 13 imultiregional/lkimgdom and vassal states;

Criterian Affiliation Seore Modifier
Character leve] {12 PC's eyel
Base attack bonus =5 or higher =1
Base attack bonus +10 or higher= +i
5 ot more Enks (pSuryival &1
10 ar rhore ranks if Suryival +2
Trophy Hunter feat +1
Can cash control weather 13

Defear animal or magical beast

of yaur level or higher ope-on-one  +1/4 creature's HD

Cefeat a clan champion ene-an-ons +2 per win
Mo ranks in Survival b,
Has lived incity -2

[oes not accept a —6, ana cannot improve affiliation
challenge to combat  score untl] challenge is acceptad
Member af a clvillzed affiliation —4 per affiliation
* Dyerlaps (does nol stack with) the modifier far a base
artack bonus of +5 or highar

Titles, Benehs, and Duties: As vou learn the ways of the
Merata, vou learn to make these smole stpnals vourself as you
increase your survival skills and become closer to nature

Affiliatian
Score Title: Benefits and Duties
3 or lower Mo affiliation.

4-10 Lowbarn: The Merata Kon held less
contempl for you than for masl.

11=20 Setaf Kon: +2 competence bonus on
Diplomacy checks invalving your clanmates
and a +2 competency borus on Survival
checks made when fraveling with clanmates.

725 Trebor Kon: Become a sibchief and have a

rd-level adept to-assist you, By & system
of banfires arid srmoke, you car transmit
signals 200 miles across the Stalking Plains
in Vel days:

30'or higher Clan Chief: You are accompanied by four
chief's men (6th-level barbarians), and your
counsel is a dih-level clericfdth-level bard.

Executive Powers: Harvest, rod, terrorize

THE ONE AND THE FIVE

Symbol: The symbol of the Uine and the Five 1= slx black,
hooded Rgures on  violer starborst field.

Background, Goals, and Dreams: & seeret ring of six
wizards and sorcerers is ar the heart of this cabal, Arcane
casters vexed by a lacle of resources And this group's support
exceptionally useful ot purchosing spellbooks, researching
newspells, and perfecting metumagic technigues.

Enemiesand Allies: The cabal has srrained velations with
most other organizations, Its secretive core, the six wizards
ind sorcerers known as the Hiular Oneand the Five, fristrate
theartemprs ol spy rings and thieves guilds (o penertate qml
gitther information, while their subsidizarion of spell books.
riseatel, and materiil components irks arcane colleges and
many business guilds,

Members: Most of the members are lumdn, bae the One
und the Five welcome 4l o their cabal, snd in additon o

half-ores, dwarves; and gnomes. rwo centaursand one gyno-
sphinx are known o be associated with the affiliation.

Ne one knows whar happens i you rey ro leave the One
and the Five, For some teason. no one ever has—or at least,
noene s talkng abour i

Secrets; Unce you reach an afhliation scove of 30, vou
must defeat one of the current One and Five ing moral spell
duel Afrer lalling vour opponent, yvou are inducted inro che
heart of the cabal, where vou lears thar the order is devored
1y Vecna, and thar the One represents his Eye, and the Five
represent the ingers ol bis severed hand

You need not worry abour converting ro worship of Veena
at this point—when you frst arrained an affiliation score of
26 or higher and the subrle weoings of the inner eabal did not
persuade you o convert to the service of the Maimed Lord,
EL 14 asssulr squads of summoned monsters and golems are
sent o kil you before you learn the cabal's seeret

Type: Cabal

Scale: 10 (regional /'march |

Criterion Affiliation Score Modifier
Character level P12 PC!s leyel
5 or more ranks in Knowledge (arcana) +1
Can prepare arcane spells +1
Can cast arcane spells of 3rd level or higher 1
Can cast divinationh spells of 5th level or higher o
Has over 2,500 gpin magic items #1

Dionates magic iter valued at 1,000 gp

or mare to the cabal +1.pef ftem, max six/year
Shares Sth-level or higherlevel spell with other

wizards at cabal Grand Convocation, held twice/year  +2
Completes misston for the leaders of the

czbal the One apnd the Five ~2 per missign

Can cast divine spells -6
Divulges identities of members or
other secrets of the cabal —4

=10, sind an EL 12 ceterle of
the identities or the nature sorcerer wralths is sent
of the Oine and the Five te dissuade or dispose of you
Is & memberof a spy ting -6

Is kmown to IE\IEEtig'.,itE

Titles; Benefits, and Dhuies: As youadvance in thecabal, yaur
limowrdedge of che arcane increases. Yowalso gain access o spells
and discounted components, paraphernalia, and research.

Affiltation

Score Title: Benefits and Duties

Iorlower Mo affiliation.

4-10 Of the Many: The cabal (5 aware af your
presence and (udging you.

=20 Of the Mind; When you 'gain a wizard leval,
automatically learn three spells rather than
e,

21-29 Of the Bady: When you craft a magic |kem
pay anly 90% the gp cost

10 ar hugher OFfthe One and the Five: Three times per

year, yoll can borrew any wondraus Ttermin
the Dungeai Master's Quide of 10,000 gp
value or less for up to 1 week. You may nat
barrow a charged item in this manner.

Executive Powers: Crift, research, shadow whr
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* el SHERCTEION

RESTENFORD GUILD OF INSURERS,
SOLICITORS, AND BEGGARS

Symbol; The symbol of the guild is o hand placing a gold
prece intoa beggar's uplifted cup.

Background, Goals, and Dreams: The Guild of Tnsur
ers, Solicltors, and Beggars exists for rhe aggrandizement
of its members. This legitimate businessman's guild is
rtin by Byeless Errol, asightless dwarfwho spends much
of his time on a chair in the guildhouse listening to his
znbordinates report. Eveless Errol dresses neatly, always
matching the color of keechiaf thar winds around his eye-
less sockers 1o the calor of his pants, and he smiles with
|'!'|h|;;]|'||. AWATEDESS,

Enemies and Allies: This affilinnion enjovs comioriable
relarions with the Restenford Assassing Guild and the worker
puilds of the ciry lincluding the Sewerworkers and rhe Chine
ney Sweeps), walldng a fne line between respectability and
ruthless underworld efficlency.

Members: Most members are rogues. fighters, or arcane
casters, with a tew priests of Dlidommara rounding out
the roster

The goild s highly vengetul. An EL 12 hirsquad (typically
two dth-level Aghters end vwo Sthelevel rogues) is dispatched
to squelch any member who srtempts to leave the guild
without Errol's express permission,

Secrets: Behind the fagude of an hunest businessman and
a dandified hands-off owner, Eyeless Errol runs his guild
according to best practices, using doubleentey accouniing
and double-team extortion, and he is very hands-on despire
beitg eyes-off. Some whisper that he s, in fact, nor klind

all; but is simply a polymorphed deagon with blindsense;
others elaim he s s mindspy doppelginger who seesthrough
the eyes of his victims, warching himself as he attacks. No
one ever really expects to unsear Eveless Errol, but many
aspire 1o become the Insurance Boss, che Chief Solicitor, or
rhe Beggarmasrer

Afrer becoming Insurance Boss, Chiet Solicitor, or Beggar-
master, you must deal wirh regular assassination arrempis
Either an ambiticus underling or Eveless Errol himselt
wary of your own ambition, attemprs to rub vou out. 1 vou
succeed on 2 DC 30 Gather Informarion check, you learn
of the plor and do nor have to face an assassinarion arempt
thar month. {Fyvou fail to uncover the plot, you must eirher
succeed on a DC 15 Fortitude save, with failure indicaring
vour have been assassinared, or play cur rhe arrack wirh yvour
1idd's help ithe assassin ypically has o CIL of your level
minus 3)

Type: Thisves guild

Scale; & (city),

Affiliation Score Criteria: To join, vou must be a
probationary foorpad for some months, while the guild
surveys your work. [f you are sufficiently skilled, the guild
invites you to tun 115 gauncler, a maze of mechanical and
magic reaps (snd, according to some; an otyugh assassin
retained by the guilid to challenge overconfident would-
e initiates).

Affiliation Score Modifier
$1/2 PC's level

Criterion
Character layel
10 or more ranks in Hide, Sleight of Hand.

Forgery, Disguise, or Open Lock +2 per skill
Sneak attack +3de or higher +2
Runs the gauntlet in inltiation -
Spends one day per week appraising for

the gulld {requires 10 ranks in Appralse) ]
Performs 2 heis| or swindle for the guild

that nets 1,000 gp or mare +]
Spends time in the City Watch gaal =1
Tips off the guild about incarming City Watch raid +3

Has na ranks in Hide, Sleight of Hand,
Forgery, Disguise. or Qpen Lock
Participates in a nongulild |ob, first time

—2Z per skill

—8, and an EL &
tearm of thugs (s
dispatched to rough you up

Participates in a nongulld job, second time <15, and an
EL 12 team ef rogues |s

dispatched to maim or kill you

Steals fram sarmeone under the guild's pratection -6

Titles, Benefits, and Duties: As you advance through
the puild's ranks, you improve vour skills asa rogue and gain
access o equipment thar will help you perform cons, heisrs,
rackers, snd shakedowns for the guild, You also become the
beneficiary of the guild's skill at procuting lucre

Affiliatian
Score Title: Benefts and Duties
3 or lower Me affiliation,

4-10 Probationary Footpad: Yaur jobs are
sanctioned so you da not incur the affiliation
score penalty for an out-of-guild job

bl
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Affiliation

Score Title: Benefits and Duties

N1-15 Hood: You miust run the sauntlet and be
initiated, IFyou survive, you gain an income of
200 gp/month. you must purchase equipment
only from the guild, which maintains supply
houses selling everything in the Player’s
Handbook and items of 1,000 gp value ar
less fram the Dumgean Master's Cuide,

16-232 Bravo: Iy thecity, +4 insight bonws on

Hide and Move Sllently checks and 42

clreurmstance bonus on Sleight of Hand

checks. The Clty Watch recognizes you if it

Spat check beats your opposed Disguise

chéck and attacks on sight.

hade Man: You can fence up to 3,000 gp

of items for 90% market value each manth,

Incame of 400 pp/month to spend at guild

supply houses as above. Travel with Impunity

through the Sewerwarkers Union's sewers
and the Chimney Sweeps’ rooftops.

30 ar higher  Insurance Boss, Chief Solicitor, or Beggar-
master: +G bonus on Gather Information
and Intimidate checks in the city, You can
borrow any nne of the follewing frorm guild
coffers for 1 week at a time: a cloak ¢f
elvenkind, boots of eleenting. or any wand
described in the Oungeon Mastar's Guide,
The City Wateh cansiders you untouchable
and ne langer attacks on sight, Must male
a OE 20 Diplomacy check each week or be
forced to pay 100 gp In bribes and kickbacks,
Must fight off repular assassination atlempts

23=4

Executive Powers: Parizh, plunder, shadow war

RESTENFORD

SEWERWORKERS GUILD

Symbeol: The symbal of the Sewerworkers Guild Is a stvl:
ized image of the guildmaster; a square with a circle in i1,
reptesenting Smiling Gordin and the head it contorts inte g
grinning rictus when comimunicating.

Background, Goals, and Direams: Ru| runners, noze
masters, subterninean rinkers, exterminators, conjurors and
abjurers of Alth—the membets of the Sewerworkers Guild
are unnorced by most and unthanked by all, The guild s
responsible for the operation of the city's vast subterrinean
tunnel network. Repairwotk and extermination ocoopy much
of the guild members time, bur these menial tasks only serve
to mask the guild's true niture,

The guild's leader is Smiling Gordin, s miraculously awakenad

gelatinous cube, onginally broughr into the sewers because of

{ts ahiliry to scour & passageway clean simiply by cozing thraugh
tt, The ongin of Cordins intelligence is unlonown, but the
guality of that intelligence 15 unquestioned, Communicaring
by geletinous convulsions thar manipulate the vocal cords of
various heads absorbed into his body and hor ver dissolved
(the city is 4 vielent place, and rhere is no shortage of heads
for Gording, Gordin has built the Sewerworkers Guild into
one of the most powerful spy rings in the region,
Enemies and Allies: Urilizing their near-invisible sty
gnel nlbl-city access w the Raillest, Gondin and the sewerwnikers

miatnrain good telations with the aboveground Guild of Tnsus
ers, Solicttors, and Beggars (thieves puildjand often collaborare
with that gunild on missions.

Members: Mot surprisingly, most members of the Sewer-
wotkers are togues, buta fair number ave arcanie casters, and
some who appear to be ooze masters are whispered o be
priests of Juiblex

Fhe Sewerwotkers cannot allow anyone to leave their
ranlks. The knowledge gained by the spies is valuable, and the
tinne| erawlers are loath to risk letting it ger away [or free,
but the real threat is one of exposure. Smiling Gordin simply
cannot allow snvone o lesrn of the §py Fing's existence.
Anyone leaving the ranks soon comes face o face with an
EL 14 strike ream lead by an otyugh assassin

Secrets: By the nme vou become Guild Boss, yvou learn thar
smiling Gordin has become fixared on learning why it was chosen
for intellipence. While it pursues that poal {and toward thatend
it mighr sk vou 1o complete adventures that iccannot), Gordin
is comtent to become the Guld Grandfather, retainimg ultimare
vero power but relinquishing day-to-day control toyow

Type: 5py ting.

Scale: & (cityl.

Criterion Affillation Score Modifier
Character |zvel =1f2 PC's level
Is deformed ar mairmed +1
5 or more ranks in Hide or Disguise +1 per skill
Can cast divination spells of 3rd level or highe <+
Sneak attack +2db or highet +2

Brings back sample of coze, mald. o
slime to study

Completes a mission for the guild +4 per mission
Lives i sewers +4
Is double agent with another spy ring +6
Mas no ranks i Hide, Disguise, Bluff,

=1 persample

Spol, Listen, ar Sense Motive -2 per skill
Is followed by City Watch or a member

of a rval affiliation inte the tunnels -Z
Is wisibly shocked by Smiling Cordin's appearance

(one fime only, DC 15 Bluff check on first meeting) L
Fails a mission for the Sewerwarkers -6

Titles, Benefits, and Duties: As vou advance in rhe
Sewerworkers' Guild, you improve vour spying and
information-gathering skills and learn to use the city tun
nels g your acva niage

Affiliation

Scare Title: Benefits and Duties

3 or lower Mo affiliation,

4-10 Squatter; The Sewerwaorkers allow you to
squatat night in the tunnels

=20 Rat Runner; +2 competence bonus on
Cather Information cheeks in the city,

21-29 Ooze Master; +2 circumstance borus on

Hide ar Maove Silently checks in the sewers

30 or gher Guild Father: Reroll a falled Spot or Listen
check 3/day, +1 resistance bonus on saves
against disease.

Execurive Powers: Assassinare, pavinl, research



SHARULHENSA,
THE ALABASTER TOWERS

Symbal: Sharulhensa has no parncolar symmbel, burmam
ol the buildings within the neighborhood have fonrs and
fountains incorporated into their desigoe—a architectural
nod to the magic pools

Background, Goals, and Dreams: Sharulhensa isa hall
elf enclave buile within thewalls of 2 human merropolis
Raised on the ruins of an ancient ell empire, the enclave
holds onto its magical heritage even as other culmirves have
supplonted elves as the dominanr humanoids aceoss the
land. The halfelves of Sharulhensa remember the mighry
magic of their forebears. and they pass along ancient tradi
tions to the newgeneration in an effory to connect theat
dual heritage.

Secrets: Throughour the ciry ol Sharulhensa are sacred
pools believed 1o hold the spiris of deparred halFelvesin a
guiescent stare W hen e halfelf drinks of these waters, he
or she gains 3 measure of magical power and a sense of the
eldriech tapestry thar weaves together residents of Sharul-
hensa, no marrer how far they roam. The enclave's elders
keep the locanons of the sacred pools a secrereven from the
ordinary residents of Sharulhensa, so the only way to ger
arcess 1o the pools is by garnening favor with Sharolhensa's
elders—-earming affiliarion, 1n other words.

The moversand shakers within Sharulhensa bave intense
|L.3{!{'|'|'5||.C ’."I'.I!ll':f‘; '|.'|'[|h. i‘..;ll.:h ullh'r s ||'|{‘_'!" yig o rrl'n:‘uplur*:
mare |.||-r11ti I EE".'t‘l'l El:ri[i[gr

Type: College (racial).

Scale; 2 (ngighborhoods},

Affiliation Score Criteria; Only hallelves are eligible to
join this affliastion. Sharulhenss residents regaed Full-blooded
elves as lucking sufficient vitality and energy 1o guard the
heritage of their anclent forebears.

Criterion Affiliation Score Modifier
Character level +1J2 PC's level
Wizard 2
Other spellcaster =1
10 ar more ranks in Knowledge (arcana) +d
Each successful mission =1
Recavers a magic item warth 10,000 gp or more &
Recovers a spellbook with at least Tth-level spells =1

Titles, Benelits, and Duries: Sharulbensa sometimes
needs adventurers to undertake missions on its behalf 1Eyoy
complete such an adventure stuccessfully, you con increase
vour affiliation score with the halFell enclave, But moreso
than the standard “Stop the ore horde marching roward the
ity mission, recovering the elves ancient heritage earns
tavor with Sherulhenss's elders—even if you're recovering
that herirage from the elves themselves. In particular, you can
|mprove your status with Sharulhensa if you retmeve majer
magic items crafred by the elves longago and grimoires with
high-level arcane spells. Mot any magic sword of spellbook
will do, bewever—Sharulhensa is nreresied only 1 items
steeped in elven histwory

The reward of Sharulhenss afhlation—decess o the miagic
pools—is great, but exrning afflianon with Sharulhensa s

HET batfviaes & S are dedivated

HER ' "|ll_: ARECNERT (TP

more ditbeult than mest ether ractil affibacions, Those who

persevere find thelr ability ro wield magic, especially the
subtle enchantments ol the elves, vastly improved

Affiliation

Score Title: Banefits and Duties

3 or lower Wot affiliated or [unior member with no
bensfits,

A-14 Citizen of Sharulhansa: +2 circumstance
bonus on attempts to influence the attitude
of Sharulhensa half-clyes

| 522 Pool of the Inscrutable: +1 tothe OC of
saving throws agalnst your enichantment
spells and spell-like abilities,

23-29 Paool of Influence: +8 circumstance bonus

an attermpts ta influence the attitude of
Skarulhensa half-elves

Pool of the Endless: Cain detect magic as a
spell-like ability usable at will (caster level
gqual to your Hit Dice).

30 or higher

Execurive Powers: Gift, resenrch, trade
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SUN FANE

Symbol: The svmbaol af the Sun Fane is the some as thar of
Pelor:a shining stn

Background. Goals, and Dreams: The Sun Fane 153 pon
erful Pelorite remiple. A cyelopean golden dome, representing
the sun, rests arop colossal blue marble walls, representing
the skey, and both are supporred by golden ying burrresses,
completing the tableau by represenring the suns rayvs shining
down on the earth

The goal of the remple is to witness for Pelorand spread the
glory afirs mereiful diety, All members ot the remple turn 2
stern eye on those who disparage Pelor as 2 “pareoime god"
who only warks half the day

The prelates, canons, and bishops al the Sun Fane are-all
ardent in their worship of Pelor, but this does not SIOp them
from engaging in heared internal politics, The One Sun is
the archcanon of the temple, and when a leader steps down
or passes away inro the sun's brilliane radisnce, the infighting
is fierce

Members: Most of the Sun Fane's members are clerics,
and only a cleric can rise 1o become the One Sun. Paladins,
rogue scholars; and a lew druids alsoelimb the ecclesiastical
ladder of the Sun Fane's hierarchy.

In keeping with 1rs merciful reachings, the Sun Fane bolds
no grudge against those who leave its ranks. The remple 15
notoriously persistent, however, in teylog o win back souls,
atd those who leave the Sun Fane hierarchy can expect many
old friends 1o come calling with news of brillianr grace and
blessed light

Type: Temple.

Scale: 12 (kingdom

Affiliation Score Criteria: The Sun Fane s openonly 1o
these of nem-evil alignmen|

Crilerion Affiliation Score Modifier
Character fevel {112 PCs |eyel
5 or more ranks in Heal +1
Can cast divine spells af 3id level or Higher '

] ]

Can cast divine spells af 5th level ar higher -2
Undertakes missionary voyage +1 per voyage
Converts creature ta Pelor's faith (convert

rrust rernain a believer) i1 pef canvert
Raises or resurrects an innocent soul with own funds  «2

Danates 13% or more of treasure to Sun Fane +2
Cannot cast divine spells —d
Sells spells to neutral creature -2
Sells spells to avll creature for nonevil purposa -6

Acts against alignment =10 and cannot Improve
affiliation score until
undergaing atonement

* Overlaps {does nat stack with) the banus fol casting

divine spells of 3rd level or higher.

Titles, Benefits, and Doties: As you sdvance inthe
mnks of the Pelorite privsthood, you learn to win converts
ter your talth, to spread the healing light of your faith, and o
seotirge the undead (along with, some would say, rivals for
the archbishopric)

Affiliation
Score Title: Benefits and Duties
i orlower Mo affiliation,

4-10 Lay Worshiper: The Sun Fane walcames yau
as a faithful member of the congregation,

1-20 Ordained: +2 competence bonus on
Knowledpe {religion) checks when
consulting the Sun Fane's library,

21-49 Canon: +1 competence bonus on Diplamacy

checks

i0or higher  Archbishop: The Sun Fane broach, vestment
of your office {does not take up space an
the body) grants you a +2 bonus on turaing
checks,

Executive Powers: Crusade; excommunicace, holidaw

THE THUNDER SAIL ARGOSY

Symbol; The symbol of the Argosy is emblazoned on the
sails ol all three brigantines: a pold lightning bolron sable

Background, Goals, and Dreams: The gentle heaving of
rhe deck underfoor slows, then swps. The gulls overbead quuey,
and the only sound 15 the thythmic lapping of the suddenly
becalmed sulesea ar the hull A peal of thunder cracks overthe
horizon, and clouds come scudding ecross the sk anly g few
knors slower than the bolt-on-sable Thunder Sals

Caprain Jonas Jukes commands an outlaw fleet of three
besgantines: the Ram Hawk, the Red Dghtining, and the Hagship
Maclshom Axia, Few of the current pitaces 1o his fleer were
with him when hestarted. and those few who have been in his
gquarters wonder abour the srrange crystal sphere kepr there
Shightly larger than the glass buovs used by fishecfolk, the
sphere contains a switling rurquotse mist.and i resrs clurched
nearthe raptain’s bedstand ina preserved and wpended harpy's
tukon, Dhuring baet e, Caprain Jakes haols the crystal sphere and
burepy leg monopod onro the aft decls, where he sirs on o clased
locker, hunches over the sphere, and strokes it possessively
W |1'| |1' |":| ri‘.nlgl'l-.]t':l- [ {K] |.'|-‘; males Hi'llJ ETEW. Hl:' ;l]:"'l':llf;!l'_' I.‘Il.l“.;.‘
miadh, buy the Thunder Sail Argosy has survived, and the crew
doesn't care whether that s due to cunning or luck as long
as the gald 15 pood and the grog 15 thick

Members; Most members of the Argosy are fightery rogues
prswiashbucklers, and many take levels in duelist, A few
important officers are sorcerers or druids; and they funenon
as artillery aod environmentul control. Finally, like every
salling ship, each Thunder Sail vessel hosat least one bard, to
sing shantiesin time with the hauling of ropes and alleviare
the thirsty languorous days berween plunderings.

[he Argosy s not concerned abour those who leave irs
ranks—and in tact it Frequently asks men 1o leave the
crew (often ar the end of 2 plank siter they have crossed
the capraln)

Secrets: When you rise o @ capraincy, Captain Jakes
informs you of the Thunder Sail Argosy's hidden powerand
purpose, Dnce a promianent plantation owner in a seuthern
kingdom, Jonas Jakes saw his Jaughrer, o powerful drid
who helped him rend his crops, pelymerphed into o green
st by 4 chaote, mad arclmage who rode his horse through
tivwen e day and casunlly sowed destroction in his wake. By




s drcane aecident, lonag's daughrer Ellyrese rerained hey
inrelligence and spelleasring abllity. Jonas keeps herin the
crystal sphere an the harpy-leg monoped inhis quarters, and
nw she uses her druid magic o cast spells for him w wwm
the ride of a bartle or to speed the Argosy on its waiy, Jonss
is despermely seatching lor an istand wich 8 white alabasrer

Lift dwelllng containing "no more than one eve, no kess than
five mowths,” which 2 seer once wld him would be the key
to reatoring his deughte:

Type: Fighti g COUpRINY.

Scale: s (ciry)

Criterion Affliation Score Modifier
Character level +1/2 PC's level
Base attack bonus +5 ar higher -2
5 or mare ranks in Profession {sailor) +2
§ or more ranks in Perform (sing) or another Perfarm
skill suitable for shipboard life 2
Can cast control weather or similar effect =10
Can summon water elementals, water natural alliss

to careen ship without need to run it aground 4

|5 am outlaw +2 [per cutlawing kingdom)
Sails an a successful raid with the Argosy +4 par raic
Has own ship to add to the Argosy +6
Has no ranks in Profession (sailar), Climb.
or Balance

Has tattoo of Imperial Naval seryice

or kills 4n albatross =3
Disobeys captain

Causes ship to be scuttled

-2 par skall

10, and you are lagged
—50, antl you are marooned

Titles, Benefirs, and Duries: As you
sdvance in the Argosy, vou de
velop your seamandhip,
win plunder. and
e 1':’,‘;_|:“-’- eyen ose

to the edptamey.

WINTERVEIN DWARVES

Affiliation

Seore Title: Benefits and Duties

3 ar lower Mo affiliation.

4110 Able-Bodied Seaman: The affiliation dae:
not recruityou, but does recognize your
seamanship

1120 Corsair: +2 compelence bonus on Profession
(saijlar), Balance, and Climb checks while an
board ane of the Argosy's ships

21-29 Ship's Officer: Gain an average of 200 gp per

mianth |1y plunder

Captain of the Rain Hawk or the Red
Lightning: You assume the captaincy of a
pirate ship; you can command a group af ten
pirates (eight Tst-ievel fighter/1stlevel rogues,
oie 3rd-level fighter/4th-leve! rogue, and ane
Tth-level druid) en ane mission per month.

30 or higher

Executive Powers: Plunder, ruld, terroriz

Symbol: The Winterveinsymbaol i= a rriangular mountain
rent with i

Background, Goals, and Dreams: A collection of clans, the
Wintervein Dwarves are 2 cross berween o nomadic tribe and
s crusgding army, continually on the move against the goblin
uids, aberrations, and other horrors of the deepest caverns
The Winterveins delve deeper into the girth than most other
dwarves

(s Or VELNS

ut mew caverneand reansforming rham into




lilas. & 8 E

hakirzble communities Wintervelns rypically secuve a cavern
complex deep undérgrotnd, bulld a fortress-ciry there, then
push deeper underground until they find a hospitable spar
for their next ciry, They're the dwarves on their race's mosi
Important frontier the one that extends below the fes oball
other dwarves

Type: Fighting company (racial

Scale: 11 (multiregional ‘duchy/,

Affiliarion Score Criteria) The Winterveins luncion
like a “super-clan,” so every blogd memberisa dwarf, The
group hasa aumber of nondwart allies, bur only dwarves
canéarn athlintion,

The Winterveins obten send ¢lun mgmbers un scoulihg
or taiding missions, either in the compiny of their clan
comrades orwith allies of other races (such as an adventuring
partyl But the deeds chat earn the most respect among the
Winterveing aren't the assaulis on goblin lorts er mind Qayar
strongholds—rhey're che suceessful defense of dwarven com-
munities on the underaiolind frantier wlen they are haces
by invading drow, vengeful duerpur, or other opponsnts

Criterion Afhliation Score Modifier
Character level i1 f2 PC's [evel
Cleric, iighter, or paladin ¢
Dwarven defender prestipe class 2
Per successiul mission #2
Per defense of besieged dwarf citadel +4

Titles, Benefits, and Duties: The Wintervein dwarves
are masters of both alchemy and genedlogy, and they can
create "incesteal infusions” that give the imbilerq measure

pf the fortitude snd strenpth of thelr famous forebears Those

infusions are the mechanism thai

delivers your alfiliation benelfim

When vou redch a leadership position among the Winter
veins, youare the leader ofa large exrended family twith all
the politics thot eneails), and you're the paneral of o dwart
army on the mareh, Over the course of o single council
tneeting. vou might declere a crusade pgeinst a mind Hoyes
city, hire adventurers tofind the lost Hammer of Resounding
Rings, and placare o dwarf elder who is having 2 haed time

finding wives for his sons

Affiliation
Score
3 or lower

Title: Benefits and Duties
Mol affiliated or Junior member with no
benefits

4 =14 Defender of Wintervein: +2 racial bonus an
attack rolls sgalnst orcs and gnbllnnldi
15-22 Hero of Wintervein: As bonus feats, gair

Weapon Focus (dwarven waraxe) and
\Weapon Focus (dwarven urgrosh). +6 racial
bonus on attack rolls against orcs and
goblinoids, Dodge bonus against giants
improves o +6.
2319 Foehammer of Wintervein: +4 racial bonus
o attack rolls against orcs and g{:-hr'-rtu-df.
Dodge bonus against giants improves (o +8
Lord of Wintervein: As bonus feats, gain
Imprm-'ed Critical {dwarven waraxe) and
Improved Critical {dwarven urgrosh)

10 or higher

Executive Powers: Craft, crus

CREATING YOUR
OWN AFFILIATIONS

Iy create vour own afhifmdon, ollow rthese steps
(1} Devise a concept, name, symbeol GF desired ), and
baclpround
(1g) Create information (if desived] pertdining
o members, enemies and allies; and secrets of
theathliation
{2} Choose vour affiliation’s type and
categary.
1) ‘-._-l'li."t“l.' = seale,
41 5elect the affliation score eriteria
(5) Create the titles held by members and
select the benefirs and duries that secom-
pany éach title
L C]II'I"_:I.' tllt‘ EXECULIVE POWELS
available to the leader or leaders of 1he
affiliation

Keep in mind thar erearing your own athliation
iga bit lile crearing a new magic item and
pricing it; tweaking is sometimes neces-
sary. While these rules can be used like
acooltbook ro combine ingredients and
triakee o decent product, there is always

room for exten Havor. Asture readers will
notice thar the sample affiliations do non
ihways follow this process in lockstep, You
are encouraged to modity your affiliations as




desired, and your DM is encouraped toallow for it so that they
fir your game and campaign world s well as possible

Az dispussed, athliations bring iny new aspects o your
prme As you'te working through vour ereation ideas. don't
[orgerthar many of them cin be enciched even Turther if other
people ot the table are doing the same with affillations of their
awn. Friendly rivalries berween afhiliations can provide great
mativation and backpround for sdventure,

CONCEPT AND BACKGROUND

[t is5 most helpful to devise a geaernl coneept for your affili
arion at the aursat, Will it openly rule i an areéa, or will it
act behingd the scenes? Are irs members, assers, or shiljties
clandestine or hidden? Does it have a specific creed or objec
tive? The answers 1o these questions help direct your creative
efforts and make the affiliation maore coherent and real,

Beyond o general concepr, the extent of your afhliztion’s
background is entirely up 1o you. Indeed, the exrent of whar's
known about vour alfiliation is as broad as vour imagination
The following topics can be considered when devising your
affillation, They might be seeat the ourser, Aliernatively, you
can move on to the other creation steps alter only jorting
down o few notes about your concepr. Further detuils cin
be lett for the end of the ¢teation process, or for descelprion
ind evolution during game sessions,

The example effliagions deseribed earlier in this ehapter
mathe up  vacied collection, vet they barely seratch the su
tace of what sorts of afflintions vou can ereare [or voursell,
Each piece of informarion that can be part ofan affiliation's
description is discussed helow,

Name: The name of vour afhlintion could be descriprive ol
its interests or concetns, orit could be g "false front" hiding its
irue agenda. It could be complex, lepalistic, or long-winded,
gvincing an effort o impress or awe the general populace
O it might be short or ohscure, requiring a certain level of
inside information to understand its true meaning,

Symbol: Design your affiliadon’s symbeol {ifyouwane it 1o
have one), bring it to the table, and place it near vour character
sheet whenever athllations are involved in play,

Motto: Perhaps everyone in vour stfiliation sharesa battle
crv. ar perhaps they intone the same blessing before every
sunset (The example affiliations in this chapeer hive no
mottoes. so you can come up wirl one vou llke if vou want
to uise an affiliacion “our of the box.”)

Background, Goals, and Direams: [ust a5 your characrer
is morivated by his past and driven to his futures soshould
yolr affiliztion be. Did it srarvin che slghre thouse of Bravil,
on |'-" 6] hl::'l:,'i_'lm{' a pl.:l\.’r'l:.,"rl ||] mercenary com FI.'l |'|':|-' l::_'nll:rg| |"|!_:'. r]\l.'
hinterlands? Did it onee rise o dominare the clty's arcane soci-
by, only ro be shartered by the demons it once commanded?
Does vour gffiliation want o merge with anothier af A listion?
Destroy one? Diraft the lang's niece into its ranks?

Enemies and Allies: You might choose one or two affili-
at1ons, races, Teglons, or creature types that your affiliation
cannot abide. Perhaps vour affiliacion wants o expunge them
trom the earth, feels snubbed by them at court, or was almost
extermmnated by them after a mass immigranon from another
continent. Lo combar, members of the afhliation stack these

enemies preferentially, and in parley, they bait and {nsule
them. The opposite spplies to those creatures of individuals
yowchoose as allies, They should be given gid and suceor
where possible, and you should expect similar treatment in
retyrn. Some information on how this relationship came
about, whm the degree of coopetution Is, and how sread fast
the relationship is would be useful s well

Members; Name some of the other people in vour affili-
arion. Identify the lzader, his or her subordinates, and the
rivals yving for posicion within the affillation. You might
consider, with the DM's permission, co-opring several pre
viously existing NPCs from the campaign 10 be members
of your athliation Think shout haw your pfhliation reats
ex-members (1F it tolarates them at all)

Secrets; The byzanrine polivics of same atfiliarions afford
them ample apportunity to gestate a tangled mase of secrets
W you like, choose one or two secrets forvour affillation. Share
them with vour DM, But onlby give lits about hem wathin vour
party. Then arat opportune time, uivell the secret, Pechiaps your
ul‘l.ll‘.'t is more :I.j'.l'.‘i‘f."hl. 151...“'[ anvone E".Il.'\'_':l."'. ,Ind L1 nii!.:']' ﬂﬂflthf'r
narme it [ounded the ruined castle vou are now exploring—aonly
your order's morto will sctivare the magic moull on the nether
cyst below the throne room. Pechaps vou've been hinting at
aurprise alliee; and when vou feach the vampire's mange, you
tap on the porteullis wo summon the besst's spothecary, whe
is artually a spy for your guill,

TYPE

Cheose your aliliation's rvpe; business, cabal, college, druid
aircle, hghring company, government, spy ring, temple, thisves'
guild, or tribe This selection affects the executive powers
available o the atfiliarion's leaders,

Some conceprs might be diflicult to define neatly. A group
ot relared tndividuals (rribe) might be engaged Lo g profitable
enterprize [business) selling {llegal poods (thieves guild).
However, {or the purpose of executive powers, you'll need o
ser one tvpe as the affiliation's primary focus,

CATEGORY

Dtecide whether vour affiliation is a racial one or a social
one, and include “tracial}" in the Tvpe enrry of the athliation
descriprion if appropriare, (The concept vou create could
dicrate which catepory the affilistion belongs in

SCALE

Cheose vour affillurion's seale it conjunction with your
Dutipeoan Master Tahle 7-1, below, provides gutdelines,

As i gemeril rule, the scale of an affiliation is an indica-
tion of how high up the ladder of influence it can tise. For
instince, ascale 12 afhliarion could obrain an sudience with
the king: 5 scale 5 atfliation probably has the counts ear;
a scale 3 athliation might ger 2 hasiy bearing by the local
burgomaster on a slow day.

The exact meaning of scale could vary from affilistion
to-atfiliation, however, For example, an alfilistion does nor
necessarily need to be scale 19 1o have influence on the Ourer
Planes Take a cabal of scale 6—t has influence throughoora
roughly ciry-sized area or populanion. This ciry might be the




g

4

City pf Brass un rhe Elemental Plane of Fire, ond the ealal's
seale might be explained by the Taon that it s exrremely
secretive and almost unheard by the genecal popularion on
irs home plane

You must have the Leadershup teat to toind an athlianon.
[f you do =0, it normally beginsat scale | Campatgn circum-
stances might dictote ptherwise, however, so you should
consule with your Dupgean Master,

TABLE 7—1: AEFILIATION SCALE

Scale Scope of Influence
i Meighborhood
2 Neighborhoods
&  Cityguarter

Examples

Bakery, druld hermit
Crossroads tavern
Small abbey, small
namadic inbe

Bank, slaughterhouse,
barbarian trading post

i City gquarten

5 ity Arena, pirate ship,
githzera| rrakmma
6 City City watch, wild elf tree tribe

Large college, tyrant wizand
in towet, death slagdd
eammanding a populous
gnoll tribe
Fronter fort, druid sect
Small castle, established
church
Minar riobility, powerful gulld
Nability, established knightly
arder, dread pirate {leet
12 Multiregional/kingdom  Standing army, orc hordes
led by legendary chieftain
13 Muliregional (kingdom Vast army raised to fight off
and vassal states the tarrasgue
4 Continental Centuries-old large kingdom
seafaring kingdom ithid underground natlan
15 Continental/empire  Emgperorand his legions,
circle of archimages
Imperial leglans with arcane
and diving suppart
Ancient order of epic-level
knights
Githyankl incuesion force
Armies in the Blood War
betwesr demons and devils
Eple-level affiliations
hero-deities

7 City and outliers

8 Cityfcounty
9  Regionalfbarony

10 Regianalfmarch
T Muluregionalfduchy

& Multicontinental |
I"Irlr.llrl."
17 Clobal

18 Astral Plape
19 ‘Multiplanar

20 Cozmos

AFFILIATION S5CORE CRITERIA

ﬂtfﬁ]]ﬂ[lﬁ_\]"l'- medsure 4 '|'|_'|I_'J'|'|b["1'."| ".'.'I':lll.' |'|-'|.|' i rlll.‘l'||1|‘i'u| LAl
tory, Some are baseliner If a characteris not of the proper
religion; hationakity, race, glignment, class, or ot het nature
hisaffiliation score isirrelevant (absent special dispensation
Fromn the leadesship), Ficsr, decideif vouralfiliacion enforces
anv such prerequisites.

Cirher than baseline criteria. numerous otheraspects of a
character are considerad when awarding benehts and starus
ina proup. For your affiliation, choose up to thirteen of the
criteria listed on Table 7-2

A social affiliation can {and usually does) have some nepg-
tive criteriz—characierstics or accamplishmenes thar reduee
a characters affliation score instead of increasing 1t Asg
rule of thumb, select one negarive criterion tor every positive

crirerion beyond the hith vne you choose (six positive and
one negitive, seven positive and twe negative, eight positive
.|]'.lJ. ||]|'L"L" 1lt‘£:l{i.'¥'t‘. or nine F"I:H'H e Jnl] Loer |'||;'_|5;|HVL'Z.

For the most part, racial affiliations do not have negdtive
criteria; once vou're in g racial affhlianon, vou have ro do
somethiing pretty outrageous to lower your status n the
group—and such lowering is usually accomplished by simply
kleking vou out of the group.

Becuuse it 15 essier to move up in the ranls of asmalleraffill
atlon than o larger one, the base modihers given on Table 72
st be adjusted aceordl g to the alfiliatiotrs seale. The hase
trioeifers given are for affiliations with a scale of 1 1o 7. Fon
atfiliations of scale 8 wo 14, divide the modlbers given by 2 Foy
atfiliations of scale 15 w20, divide the modifiers given by 4. The
minimum impactof 2 criterion atrer modification s 1/2

TaBLE 7-2: AFFILIATION SCcORE CRITERIA

Affiliation Score Modifier
+1/2 character levels

Positive Criteria
Expertise and power

Is = memiber of 3 favored race +1
Chariema 13 or higher 1
Base attack bonus of +5 ar higher +
Base attack bonus of +10 or higher +2
5 or more ranks inan appropraate skill 1
10 ar more ranks in an appropriate skill ~2
Has a feat that is significant to the affiliation +1
Can cast arcane or divine spells +1
Can casl 3rd- [o 4th-level spells -
Can cast 5th- or higher-level spells <1
Has/does nat have a familiar -2
Member of a prestige class important to

the affiliation #2

Possesses a magic item significant

to the affiliation +1/70,000 gp value

Wealth +1/20,000 gp value
Landowne 2
MNaoble title ¥2
Lives |na favored region H+
Parents‘orsiblings in the atfiliation +2
Marries o a farmily whose head 15 an

affliation member b2
Recrults 3 new member inte the affiliation e
Spends ten or more years i the-affllation +4
In the thrall of 3 member af the affiliation 42
Recommendation of a member who has an

afhliation score of 21 of higher e
Saves the life of a member who hasan

affiliation score af 21 ar higher 3
Adventures with a membaer of the affiliation i)
Camplates a mission assigned by the affiliavon =2
Makes a discovery impaortant to the affiliation +1
Humlliates an enemy of the affliation +3

Defeats a violent enamy of the affiliation in combal

(the foe's CR must be equal to of or greater

than the character's |evel) +1/4 the creature’s CR
Destroys an artifact anathema to the affiliation +4
Razesa stronghold of one of the affiliation’s enemies +8
Makes a pilgrimage or journey important

to the affiliation 43
Donales money of magic items to the affiliation (a
maximum per year might be set; after which donations
accrie noadditionsl bomus) +1/7,000°gp danated




MNegative Criteria Affilistion Score Modiher
|s of unfavored race -2
fssomates with unfavored rice -2
His been dead -4
Has been undead B
Charizma & or lower -1
Lacks base sttack bonus of a certsin level -3
Lacks ranks.Ina certain skill -2
Lacks a feat that is significant to the affiliztion -3
Lacks ability to cast a spell -2
His/does not have s familja -2
Is of apposed alignment ~4 o —20
Acts in a manner befitting opposed alignment —4
Known to be friendly with opposing affiliation -2 to—20
Enown to be & member of opposing affiliation -0
Face, hair, time and place of birth; birthmark, or other
quality rarks the character.as undesirable -20
Lives in unfavorable area -4
Loses or destroys affiliation property  —1/1,000 gp value
Fails in combat -2
Falls in combat with affillation's hated fee ar rival 4
Steals from the affillation 10
Composes asong ridiculing the affiliaticn

or a prominent member 12
Has been/has never been to an Outer Plane =

TTLES, BENEFITS, AND DUTIES

Fill in titles as you wish for affiliation scores of 4 through
i In general, each ranking covers a range of six paints of
athliation scove, but variances are common, Often it {s easiet
to move through the lower ranks thay the upper,

Choose three to five benefits from Table 73 tor your
affiliation If you choose more than three benefits, It's o
pood jdeato choose one duty (so that members don't get
loa many benetirs without having to do something (o carn
them). 1 vou choose four benelits, vou should select ani
dury, and if you choose five benefits, you shaould select
two dities

Mot all the benefits and duries detailed in the example
wEhliations appear In Table 7-3. You and your DM should
teel free e devise your own benefits and duties using the
ones given here as puidance.

TABLE 7=3: AFFILIATION BENEFITS AND DUTIES

Benefits [affiliation score 171 or higher, or 4 or higher for
racial affiliations)

2 circumstance bonus on particular skill checks within a
geographical region

+2 circurnstance bonws an particular skill checks when
working with other affifiation members or affillation
resouTces

100 gpymenth income (ar 200 gp for a business affiliation)

Abllity to share spellbooks with one spellcaster of yaur
leel anee per manth

Personal valet ar servant (CR 1 or lawer)

Purchase spellcasting from your affiliation or an allled ane
al 3/4 standard price

Rent-free use of small flat in undesirable neighborhood

Requisition ene 1st-level potion ar scroll per manth

Travel with impunity through an allled affiliation’s territary

Benefits (affiliation score 21 or Kigher, ot 15 or higher for
racial affiliations)

+1oh attack rolls against members of an enemy affiliation

10% discount on experience or gp cost when crafting

Bard song—+1 bonus on Diplomacy checks ina tvernwhose
primary language matches that of the song

Call in fevor—lower your affiliation score by § permanently
Lo pain access to arcane or divine spell of 5tk level or
Iigher for 1/4 standard price

Clalm audience with the king/emperor/theocrat within 146
days once per month

Communications retwork |ets you usethe Gather
Information skill across the duchy, sea, or planes,
depending on the scope of your athliation, without
rur.|ulr|r|g_}'nu O move !mrn your }'II:II"I"IE:I!JW['\-

Dreamwalker—ifsleeping in affiliation headquarters and can
prepatearcane spelis; prepareone unknown spell per 8 hours
sleepifit 1& kmown toanother sleeper in the headquarters

Paper charm—swhen burned, word af recall (caster level
equal to affillation scale, minimum 17th) takes yay
and possibly allies back to your headquarters

Personal honor guard of 4-6 appropriate creatures (EL 8]

Purchase spellcasting fram your affiliation or an allied ene
at 2/3 standaed price

Benefits (affiliation score 30 or higher)

Personal hagiographer (ath-level gnome bard) shadows your
every mbvewith quill in hand, recording your deeds for the
affiliation's records and the benefit of general posterity,
strumirming his lute and rhyming about your life when not
erigaged in his primary task

Borrow ond item af up ta 15,000 gp value from the
affiliation's stores ance per month for 2d4 days
{30,000 gp value if the puild's scale |s above 10§; while
the item |5 bofrowed, the guild’s capital is decreased
by 1 IFthe item is valued at more than 10,000 gp

Maonument—youraffilistion, a grateful popolace, or a coterie
of rich, adering sycophants erect an obelisk, a dolmen
garden, or a statue in your hanor, granting you a +2 bonus
to your Leadership store and a +2 circumstance bonus
an Riplomacy and Intimidate checks when dealing with
people who have seen your monumen!

Personal honor puard of 4-12 appropnate creatures (EL T2)

Farm friendship with head of allied affiliation {often a freature
of CR 10+ 1/2 scale)

Ancient aduisors—the spirits of the former affiliation heads
are trapped within will-o-wisplike glowing balls on the
Wisp Crown, & symbol af your office] three times per
day you can use the Wisp Crown's ancnent advisars
lo granl you 3 +6 insight bamus ap ahy Appraise,
Decipher Scrnipl, Knowledge, Sense Motive, or Use
Magic Device check

Elaim audience with a rival {But not enemy) affiliation head
within 1d4 weeks once every three months

Duties (affiliation score 11 or higher, or 4 or higher for
racial affiliations)

Enenty affillation’s members gain +1 on damage rolls against
o

Enemy afhlistian's members have hostile réaction and
Impose -10 penalty on Diplomacy checks

Must destroy flve items or crestures anathema to your affiliation
in ene manth ar reduce affiliation score by |

Must dunate 5% of treasure to affliation

Must make pilgrimage erendure |nitiation ritual or dangerous
jotrney
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Duties {affiliation score 21 or highér, or 15 or higher for
racial affiliations)

Good |udgment—make DC 20 Appraise check ance per
manth; failure indicates |oss of 200 gp and affiliation
score reduced by |

Must recruit ane new member per month ar reduce
affiliation score byl

Must defeat a CR 3 creature in single combat

Must donate 10% ol treasure ta affilistion

Duties [affiliation score 30 or higher)

Assassination attempts—if you fail to uncover a plot each
manth with a DC 30 Gather Infarmation check; then you
must face a CR12 assassin (can be simplified:make DC
15 Fort save or die)

Great judgment—imake DC 20 Appraise check onee pe
manth; failure indicates affiliation loses 1 capital

Must defeat a CR 13 creature in single combat

Muting—succeed on DC 1S Diplamacy check anee per manth
or face mobfchallenger (EL 12)

EXECUTIVE POWERS

Afhliation leaders wield execurive powers to eecomplish
mamny tasks on a grind scale. Generally, 2 leader must have an
affiliation score of 30 or higher in order to gain the authority
necessary o exercise these powers,

Choose three executive powers for your athliation from
among those described below. The exveutive power descrip-
tions limit certain powers o certain alliliation types, This
ws done to balance out the value ol the yarious oy pes. Youare
free to ignore those restrictions ilyour campaign or storylme
dictates otherwise,

Some of the ahilities encompassed by execurive powersare
anly used i youare plaving with dynamicalbilinstions (using
the rules for capital, vinlence checks. espionage checks, imd
negotiation ¢ hecks)

Assassinate; Yourathligtion can reeain the services ofan
assassin (or send one obies own), The level of the aseaszin is
equal to 1/2 the athliation's scale (minimum 15 maxiowm 10
+1/2 {tsscale). Becanse Ut talees (e to prepare 1 strike, an
assassin can be pssigned one mission each three monthe You
could resalve the results of at assassin serikoe using normal
DD ruliss, or you might decide to resolve things "olstage
L the larter case, make an opposed espionage check agdins:
the vicrim's affiliation (or against the vietim'’s Spat check. i
he has no affiliarion) 11 Yol succeed, the assassin penetrates
vour tacger’s counterinfilivition measures and strikes, The
victim must succeed on a Fortitude save against the normal
D for the assassin's death aceack or perish

Cabals, druid circles, gwvernments, spy vings, remples, and
thieves' guilds can retain assassins

Beatify: The decds of a saint are (o those of an ordinary
man as the clouds are to the earth. Servene. high, and slaok,
the saints move through our world, and ver seem norwholly
a partof it Your affilation has che power o declare someone
a porental saint; someone who is beanihed gaing the ttle
Blessed or Hallowed: A living crearure wlhio is bearified gains
a+2 sacred bonus on Blufl. Diplomacy, and Intimidare checks
when dealing wirh ether members of her Bath. When she
castsa core spell on g member of her own faith, sheadds her

Wisdism bonus to the amonmt cured imakimum bonus equal
to the spell's level).

Druid citeles snd temples cun bedribra coeature

Craft: Hammers ring on anvils, saws hum through wood,
and keaken-ink quills scrarch on hall-petrified calfvallum
arvour afhliation’s headguariers. Your affillation is adepr
at producing valuable items. Ir can craft any masterwork
Item or inagic item from the Dupgeon Masler's Guidewith a
marker price of up 10 2,000 » the affiliation's scale This jtem
Belungs tw the alfiliarion, bur you can borrow i according
to the benelits of your ttle in the affiliation description
Muohilizing the affilistion in this way isa big job; o do so
requires either an expenditure of 1 capital or 2 successful
negetiation check (BC |5 < | per 2,000 gp value of the item
to-Bargain with supply end lubor vendors. The process of
cri fT:hg {5 mot queick; you must wait 1-2 months to receive
the irem, During this ime your affiliation is free 1o pngage
in other actlons

Businesses, cabals, druid circles, colleges, temples, and
tribes can crafritems

Cruosade: Your affiliarion can declare a crusade, You des
ignate ax enamy and artempta Diplomacy check (DC 20 +
i le of tarper athlistion, or DC 20~ level of rarget crearurs]
IFyou succeed, your followers martal their resources and
travel iny distance woattack the offending basphemer. [Frhe
rarget is anuffilistion, male opposing violence checks [ Fpout
atfiliation = successtul, ah apposing affiliation loses 1 capital
If the targer is an individual, he must make a Fortitude suve

DC equal o your violence cheel resule). 1 the arger fails,
he perishes under your sfhiliation's righteous onskaught,

[ youwronged an enemy slfiliation by pryingout the rubsy
eves ol its sacred idol, selling the head ofits demon guardlan
it auction, of rescuing 3 screaming sacrifice from its altar,
your rival might retaliste by raegeting your character with
an unholy crusade. Your DM might set aside the normal
Fortitude save and chooss o play dutan encounter, Tn tha

case, vou will be ser upon by ereanures sppropriate 1o the

rival alfiliation, with an EL equal o 10+ your oppenent's
violence bonus

Each month that it crusades. an athiliaiion loses 2 capiral
due to the cost of the ongoing operitions

Fighting companies. temples, and tribes can crusade A
erisade can torgel an individual business. college, hghting
compay, government, temple, or tribe, Spy rings, druid
circles, cabals, and thieves guilds are too elusive for such
punishment.

Excommunicate: You might instruct your affiliation
ter shun an individual or an entive group. No cleric of your
affiliation will help an excommunicared crearure ora mermber
of an excommunicated affiliation. If the excommunicared
creature fails o Will save (DE 10+ the seale of pouralfilia-
tionl, your edice 1s so strong that fora period of 1 vear, the
subfject cannot benefit from 4 divine spell cast by anvone
withan alignmenr deseriptor in common with those ol your
church, For example, if a fawiul pood church of Hetroneous
excommunicares # creature and it fails its save, the creature
cannot benefit from divine spells from a caster who is either
lawtul or good




Druid circles, remples, and tribes can excommunicare
individumls.

Gift: Your affiliation might bestow a viluable gilt when
it marrers most. After receiving J gift, the mercenary
compairy sends extra troops, the temple sends its staffof life
alomg with the bishop, and the thieves guild dossn't pick-
pocker 1;0111'1'nem]:|£r5 o the way back [rom the tavern
When your affiliation sends a gift ro somenne, vou or an
agent of vour affiliation receives o +4 competence bonus
on your next Diplomacy check involveing the recipient
of the gifr.

Alternatively, when your atfiliation sends o gilt 10 0
appropriste organization, it secures 4 <2 competence bonus
um its nexr vialeiice, espionage, or negotiation checls, provide
the artempt is undertaken withtn 2 months of the gilt, For
example, a gift to 4 fighting company could secure o bonusg
on your next violence check.

Businesses, colleges, povernments, and femplas can
send gifts.

Harvest: The wisdom or savvy of vour atfilianon's leader
ullows your members to work the land oo your advanrage,
poaxing crops from grudging soil or teasing our precious
metals from jealons rock, When your affiliation uses the
Harvest power, male 4 DC 20 Appraise checle [f your resul
IsbBetween 21 and 30, each member of the affliation receives
gold (your share is 50 gp « the affiliation’s scale), and the affli
atiom itself enjoys o +1 cdreumstancs bonus on all violence,

espicmage, and negotiation checks for the next 2 months, 11

vour result was over 30, you can choose the above benefits
or your affiliation can gain 1 capiral,

Businesses and tribes can harvest,

Holiday: Your affiliarion has the power to declare holidays
These halidays can be perennial (Angals Day, Wyrm Waking
[hay, Feast of the Chapeauy of St Cuthbert) or one-day events
marking grand occasions (the dauphin wedding day, the
trinmph over Snurre and the hill giants, the arrival ot the
Dulieof Brass'sambassador). Any citizen in g land celebrating
the hollday, and any member of an affiliation chzerving the
holiday, gains a +1 morale bonus on all attacks, saves, and
sleill checles during the day. No more than one holiday per
menth can be declared.

Cheuid circles, governments, and tetnples can designate
halidiys

EXCEPTIONS TO THE RULES

i your concept for a new affilistion doesn't mesh neatly with the
puidelines for creating your own affiliation, don't let the guidelines
keep vau from dolng what yeu want {within reason, of course)

In particular, several of the affiliations presented earlier in this
chapter dan't ngidly follow the guidelines concerning executive
powers, so they can serve as examples of exceptions to the gen
eral rules

The Caravan of Shadows is a business that has the executive
powers pariah and shadaw war, both af which are not narmally
availabie Lo businesses—bet they wark well in the context afthis
affiltation’s concept,

Inguisition: With the ringing of the steeple bells, your
holy organization declares a hunr forblasphemers. Designate
one targer affiliation, Throvghout vour area of influence, thar
ffiliation falls under the shadew of suspicion

On gn individual level, members of the mrpered affili
ation are harassed by dedicared inguisitors. Foreach day
they spend in the lands of the inquisition, they must suc-
ceed on # Fortitude save (OC 10 4 your affiliarion's scale)
or be fatigued.

On an athliation level, suspected groups sre forced o
curcall some activiries and conceal others, The target of 4n
inguisirian must succeed on an opposed espionage check or
b unable o Use any exécutive power requiring a violence or
negatiation check during the nest month,

Mainlaining an inquisition is expensive and interferes
with day-re-day acrivities. Each monel whet vou conduce
an Inquizition, you must succeed on an Lrppnsed tegoriarion
checl with the lncal government or lose 2 capital.

Drwid eiteles and temples can press an inguisition. Individ-
Hitls, businesses, colleges, Rghring companies, governments,
remples, and tribes can be targeted. Cabals, druid circles, spy
rings, and thieves' puilds are wo elusive for persecution.

Taw: Your afhlistion can write and enforce law through-
oiirirs domain, You might outlaw arcane or divine casting,
concealed weapons, magic items, gnomes, or anything else
vou desite, 1F an object or practice is outlawed, anyone
caught using i1, engaging It, or being it is Aned or failed, as
you decide. Petalties bevond a fine of 100 gp = your scale
Are rure

An individual con attempt o Disguise check (DC equal
to your espionage check result) to engage in an outlawed
practice with tmpunity. If you outlasw an affiliation, it goes
underground und takes a -2 penalty on #ll checks unril
it relocares or the ban ic lifred. A banned affiliation has
maximum capital of 1.5 « jrs scale, dnd ir i= exterminated if
its capital reaches 0.

Particularly cutrageous laws could require vouraffilia
tion to present the plan persuasively o your countrymen,
a Diplomacy check !DC 204 seale) is required 1o accam-
plish this.

Your affiliation can also malie alaw requiring certain tasks
of citizens it your area, [fall citizens are required to undergo
martial rmaining, each adnlt militia memberin your lands gains

The Chalice Is & ighting company that has the inguisition
executive power—a |ustifiable exception for a group of holy
grusaders.

Pragen slznd is a government affiliation that has four
executive powers rather than the usual three, reflecting the
overall power not only of the affiliation but af its highest-
ranking members,

The leaders of the Winteryern Dwarves have access to the
craft executive power, which is not normally available to a fight-
ing company—hut for a fighting company of dwarves, it makes
porfect serse
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i+1 comperence bonus on attack rolls, and your goversimen
asa whole gainsa 4 1 competence bonus on vialence checks
[f you require all cirizens ta be literate, local civil servanty
are recruited from a more knowladgeahle populace qand your
povernment gains 3 +1 competence bonus un negoriation
checks, 1f you require all citizens to participate Lo a srare
veligion ora state industey, every citizen pains ar least | rank
in Knowledge (religion) or Profession (relevant industry),
and 1 +1 competence bonus on checks made using thar skill
LF wou raise taxes 1o an pxrraordinney level vou have 4 25%
chance of gaining | capital each menth, Ciber requirements
and benefus ave possible; consult witl yout Dungean Masier
Requirements denvind a citizen's fime gnd-eneegy, hpwoves
and only one such requirement can he in place ot 4 time
{establishing & new requirement counts-as the affiliarion's
use of executive power for that manth), Reguirements are
alsa oppressive—vyour affiliarion’s leader must make 4 DC
30 Diplamacy check or reduce his affilistion score by Leach
month that the requitements are in place

Mormilly, only governments can set laws, Lf there i5 no
povernment ina region, doidd circles or temples might enlorce
scripture ag law.

Mint: Your affiliation stamps its leader’s face on coansand
issties therm 4s currency. You gain 4 42 ciccumetance bonns
aty Lnrimidate and Diplomacy checks with moneyv-using
creatures in lands where the coins cicenlare, Thee awe inspired
by such i powerful ucr mightshalie your foes resolves snyone
whe confronrs you in battle and has used vour enins spends
the first round of cotnba) shaken (no sive). You also tecsive
[ree meals and Free stvs in Tnns or roadside bouses with g
DC & Diplomacy check

Governments can mint coing, and ifthe povernment allows
ir, businesses can do so as wel

Pariah: Through rumor, propaganda, forgeries, and lies
you portray an individual as anathema tohis affiliation. You
spread trles of priesis slaughrering innocenrs, af busingssmen
squandering riches on games of knucklebones, of soldiers
plotting sedition. This causes the individual to be ourcase
from his aftiliation, The targer's affiliation score diops 1o
U remporarily, during which time he has no accessoany
uniRliation henefies, Rinds, ftems, orabilities,

Your affiliation muse succeed on an espionage check or
negotiation check oppoged by the individuals Diplomacy
check 1o make the rumors stick. 1F the individual exercises
executive power within his affiliarion, he can add his guild's
negotiation bonus on his Diplomacy check a5 4 compe
rerce bonus

Each month, the pariah can anempt to clear his name by
maling the same opposed check. When lie succeeds, the
vecord i finally set seraight; and the sheep-faced members
of his affiliation welcomse him back with his full afflizion
scove restoved. A pariah who has cléared his name cannol
lie again outcast from his guild with the pariah power for 1
year plus 1d12 months,

Cabals, spy vings, and chisves guilds can declare o member
to bea pariah

Plagne: Filth fever, centipede swarms, corn blight, & rain
of shocker hzards—all these are examples of plague. When

vour affiliation plagues o land or another affiliation, #ach
afferted persom must make o Will save (DC equal 1o your
viclence check result) sach day of the monrh. Failure imposes
a1t penalty on all saving throws for thar day. Any leades
ot plagued affiliation must make a Diplomacy check (BC
equal o vour violenee check result) with the members of
L= athiliarion any lime ke wants to se an executive power,
failure means thar he is powerless in the face of the plagus
and his alBliation score decteases by L

Druid circles, temples, and tribes can bring a plague
Rusinesses, colleges, druid circles, Aghting companies, povern
ments, temples, and tribes can be targeted by a plagoe. Calwuls,
spy rings, wnd thieves' guild are oo small and too diffuse 1
b affected by @ plagte,

Plunder: Treasure is the goal. and speed is the means,
When vouraffiliation plunders im area, vou are not atrempe-
ing tir damage it permanéntly only to add o your own wealth
When your affilianon lauaches a plundering artack, make
an opposed violence check. 1f successtul, you gain gold and
gems; your shave ufthe looris 100 gp = your afiliation score
The enemy has i 1 in 6 chance of losing | capical as o result of
sout plundering: vour afhliation hasa separsie 1 in 6 chance
of gainimg enough freasure o mcrease its capital by |

Fighting companies, sovernments, spy rings, thisves' puilds,
and tribes can plunder, Only businesses, colleges, govern-
metits, and temples can be plindered,

Raid: A maiding party seeks o deal as much damage us
possible and escape unscathed Make an opposed violence
checl with the rargeraffilisdan. I yourcheck is successful,
the opposttion suffers the loss of L capieal, f unsuccessful,
pour raiding party las been trapped 10 the enemy's rerrirory
Make opposed espionage or nepotiation checks 1o gither
cneal or ratk vour way home, Failure {ndicares thar the raid
{ng party perishes and your affiliation [oses L capital

Cabale, druid circles, Aghting companies, governments,
spv rings. thieves gullds, and rribes can srage raidg)

Research: Gathering informarion ic the rison d'erre for
cpy rings and colleges, burir ic useful for ather affiliztions
g=wiell When vour affiliation cond ncts researcly, you can
make an arcane dizcovery or unearth informarion abous
yoiir ENEmies,

Youratfiliation can research any srcane spell. The ledder
must pay the market price of 4 seeoll of thar spell in seed
money for the resparch, In 1d4 months, your affiliation
produces g scroll of the researched spell

Your group can 2lso research opponents. Against any
NEC whe has been vegearched, you and orher members of
youraffiliston gain a+1 insight bonus an artack molls (o the
firsr round of combar (afrer thar, the NPC realizes you arve
anticipacing his moves and switches tactics)

Finally, research can be conducted on an ehemy affilistion
Youp group gainsa +2 i:*..-:[ghr bonus on its next vielence,
vspicmage, or negotiation checkagainst chat alfiliation

Cihals, colleges, and spy rings can conduct research

Shadow War: Your affiliarion stalls the alleys. the under
passes, the tooltops, and the dark copses on the edges of countey
lanes. From concealment vou srrike, and 1o concealmen:
vou return. When engaged ina shadow war, vouraffiliation




makes an opposed espionage cheek against your target 1f
your check tails vour targer exposes your affiliarion befors
it can srrike, and your atfiliacion takes a—2 penalry on nego
tuntion checks for the next moath. If vour checl succeeds
your shadow strike i5 true. If your successtul check resuli
was 10 or lewer, your enemy affiliation's tnrernal strucrure
is distupted. and it takes a—2 penalty on violence. espionage,
and negotiation checks for the next month. 1Fyour success-
ful cheek resulr was berween 11 gnd 20, the appositions
command and contrel structure is paralyzed. prevennng
anv athliarion member from using any henefirs for the nex
month. 1 your successtul check result was higher than 20,
your opponent loses 1 capital

Cabals, drud circles, spy rmgs, and thieves’ guilds can
s1art a snadow war

Terrvorize: Skull Hlags on the horizon, ominous drums
along the mountains, illusions cast on pillows thar cackle
snddenly to life and screceh out bloody warnings when rhe
target lies down ro bed—all these pretechniques wsed by
vour athiliarion to strike terror in the hearts of indwiduals
and other groups.

Your affiliation can speak eloquently to the victm, threat
ening violence, orit can swing for the kneecaps and acrually
provide the violence. A terrorized imdividnal must make rwo
Will saves (DC equal 10 vour viclence or negonation check
result). [T she succeeds nn both, thers is noeffect. [fshe falls
one, for the next month she i shaken in the first round of
combat when fighting a member of vour affiliation. [fshe fals
both, forthe nexr menrh, she is frightened of any member of
your affiliarion and flees ar the fiest opportuniry,

Your group can alsoatempt torerrorize an enemy affilia-
tioi To do so, make an opposed negorigtion orvialence check
(depending on how you would like to deliver the threar), [f
your affiliation wins, the opposing atfiliarion cannot use any
executive powers during the next month

Even theworstatrocities become commoenplace iF repeated
too ol ten, An individual or effiliarion cannor be targered for
terronism more than one month our of every four

1t your affiliation succeeds on an opposed espionage check
betore rerrorizing anocher atfiltation; the vicim does nor
know whe terrorized it,

Cabals, druid circles, fighring companies, governments, spy
rings, thieves guilds, and tribes can rertorize. Cabals, druid
cireles, spy rings, and thisves guilds cannot be terrorized.

Trade: Commerce is the life blood of business, and it can
provide a muckoneeded infusion of capital for ether affilia-
tions g5 well, When your group trades, choose one friendly
athliation. Each organization gains | capital Make opposed
negotiation checks; whoever wins hesa 1 in 6 chance of
gaiming 1-additional capital

Alternatively, your affillarion's rrade connections can
kelp an individual entrepreneur. If your affiliation’s trad
ing facilities are put at the disposal of an [ndividual, he
guins 4 +4 competence honus on Appraise checks and a+2
competence bonus on any Diplomacy checks that involyve
trade for 1 month

Lastly, @ trading network can provide rumors of exoric
itetns Make a DC 20 negutiation check. 1Eit succeads, a sellet

hasbeen locared who possesses a wondrous irem derermined
randomly from those described in the Dungeon Master's Guide
i 5it% chance fora muinor ieemy 30% chance for s medium {rem,
20% chance for 2 major iremi roll on Table 7-27, 728, or 729
as appropriate). Because of vour rrading connections, vou
have a percentage discounr equal o vour affiliarion's scale
should you purchase the item. For example, if vou belong
o an affiliadon wirh a scale of 12, you would receive 3 12%
discount on the purchase,

Unly businesses and colleges can |nstigate rrades, bu
any other type of affiliation can be the other partner 1o
a4 Transacrpom,

Wars Fires sweep the roofrops, and the plains shake under
the boots of marching rroops, War means many different
things depending on your campargn: but two results are
constant. First throughour your affiliation's sphere of influ-
ence, prices double, This price ineresse affects everything
from adventuring equipmenr suchas 10400t poles and scrolls
of lesser restopation v mundane items such as livestock and
forad, I applies both to purchases and to cratting expenses,
ineluding item ereation costs.

Second, whenever a PC attempts to contactan NPC who
resides in the aren ravaged by war, the NPC must make a DC
[2 Fortitude save. Failure means the NPC has perished in
the wat: Your DM might make this check once per month
for other imperant NPCs she deems ar risk, regardless of
whether anvone attemprs o contact rhem.

Every manrh that your affiliation is at war, the war effors
depreases irs capleal and its enemy s capital by 1. Additionally,
make opposed vinlence checks. The losersuffers an additional
lirss of 02 capiral (roll 1ds; 1-2=0,3-4 =1, 5-6=2}.

¥our DM might have an NPC-conrrolled affiliation declare
war. 1f two governmenrs exist in the same rerrimory, they
must go to war until one perishes (even if war is not an
executive power possessed chosen by either government), 4
wise affiliation keeps its warchest well stocked wirh ingos;
poor ath liations are ripe rrgets for conquest.

Eghting compantes, governments, and trilies can start g
war. War can be waged against a college, fighting COmpsny,
government, temple, or tribe. Cabals, drusd ciccles, spy nings,
and thieves guilds are foe elusive: Businesses are mobile
enough 1o avoid war, bur can be outlawed by governments. Tt
1 husiness is outlawed, however, it simply rurns 1o the black
mitthel (see the Ll execurive power):

EXAMPLE OF PLAY

Ihe players g1 the rable include Leigh (Mialee the wizard)
Wendy (Lidda the rogue), William (Regdar the Aghrer), and
Mart  Jozan the clerie). jody is the Dungeon Maseer

Willias (Regdars A 111 leap back out of the way

Wendy { Lidda): L was reying to open the—

Jody (DM ) Lidda rrips the wire and seone rumbles overhead
The crepuscular light fades, When you look up, you can
see by Nepdar's torch rthar o stone disk has rotated inio
place over the exu, teapping vou at the botrom of this
raproeplarach shaft




Matt | Jozan): How are we going to get bacl our? Mialee, whar
about Hanali'’s Circle?

Leigh (Mialee): Mo, don'tyeu remember the shadow war wirh
the Vecna cabalf They artacked in Avriller last month and
paralyzed a lot of our activities. 5o, no new word of recall
charms for awhile. We really do need ro go after the One
andl the Five once we get out of here,

Wendy (Lidday: Righr, Tall and Slender, your friends mighr
be flinging acid arrows in the allevs up norch, bur my
puild mates are righr here puarding rhe codex. 1 ber they
can ler us our,

Lidda climbs to the rop ol the shattand hangs brem twn prrons
and g krenshar-hide saddle sceap

Wendy (Lidda}l 1 shour for my goild mates 1o help while 1
am trying o pick rhe lock

|y { DM : Ir'sunpickable from this side. [n facr there (s no
loel. However (makes a Listen check for Lidday, veu do
hear the sounds of shours, then ringing steel on steel and
the whoosh of fireballs

Williem { Regdary; Blood of the emperar! [t must be the
Reviled vanguard On open ground, Can your rogues
take them?

Wendy (Liddal: T dotr know

Jody (DM ): Youspecifically broughs them for this mission, so
I'mygoing to rule that they're not surprised by the Reviled
even though the hghradapred mogs belly-crawled through
the sand from rhe direction of the sunser Do vou have
individual srats for your gulld force? [Lidda shakes her
liead ] Then give me a viclence check,

Wendy (Lidda): I rolled a 14 and add my guild's -2 viclence
bomus. L&

Jody rolls d20 adds the Reviled affiliation's violence bonus

Jody (DM 15 The Violer Ghosts win by one: A single surviv-
ing guild mare arm-drags himsell through the reeling,
bloodied sand o the top of the shaft. He scrarches a1 the
stone, and atter 2 great deal of encouragement from you,
he finally hirs the mechanism to il the plug-disc, The
erars ave out by now, and the stench of the Reviled comes
through the opened gap,

Later, after the party has set up watches:

Leigh (Mialee): 1f there's nothing going on during my
watch, I'm going to read the codex for any clue oo which
shaft is Tathra's tomb, since our first guess obwiously
wasn't right

Jody (DM: The stiff pages are filled with religions ico-
nography and vetled allusions. Give me a Knowledge
{religion) check

Leigh rolls d20 and adds her Knowledge (religion) skill
modifier plus another 1 becase religious knowledge bas
permegted her homelund, the rertitories around Castle
Mairo, ever since the bavon made i thie law forall cidzens
to participare in the Pelorite religion

Leipgh {Mialee}: Let’s see, with modifiers, | rolled a 15,

Jody (DM j: Just made it!

Lelgh (Mialee): Heb Jozan, | might grumble, but apparently
the mandarory worship of Pelor has ies uses!

Jody (DM Your learn that the shatts of the taptor-phamohs
are laid our according ro dynasey, und lathea's shaby

should be the one closest to where the sun sets on Wyrm
Waking Day

e mexl doy, lie parly descends into the correct [omb.

ledy (DM Jozan's boots bang down on the sandstone romb
and puff up a eloud of dust. All nghe. everybody that has
been living In Castle Mairo, this is the starr of the day's
activictes, so ler's see the Will saves. These are to avoid
the effecrs of the rain of shocker lizards that the Reviled
plagued you with last new moon. They rolled a 14 on their
violence checl, so that's the DC

Matt(Jozany: 17 Pelor has no respect for the Reviled.

William (Regdary: 13. Gabkl—1 o all my saves today,

Letgh ( Mialeel 21, 1 scoff ar the dartkness,

Joudy 1 DM 7 Okay, as vou're cursing the ape-frogs, Kegdar, you
become awire of a scurrymg in the dust, A small spider
18 running out of the passage to the north, zipping past
|nzan's teet

hdact (Jozan): 1 squash the nasty thing with my mace!

Jody chuclles

Jody | DM): It otfers no resistance: Both you and Regdar
hear something im the passsgeway behind the spider. Sud-
denly you see what che spider was running from—ithree
itoglodyvie degenerates galloping on all fours straighe
reward you

Willtar {Regdar): Croglodyres! | charge and vell, “For
Herridels!"

lody (DM A bloody batrle brews, it would seem. Jozan,
I need an espionage check for the Sun Fane. There are
Reviled agents withins if vou fail, they have infiltrated
vour hierarchy and knew that you were coming, 1n thae
case, they will have sent ar least a few more omb denizens
to your lictle welcome party

Marr (Jozan): Whoa Esplonage is not the Sun Fane's strong
suit

Wendy (Lidda): Can the Violet Ghosts assist?

lody DM )z Sure, make an espionage check, DC 10 TEyou
succeed, you add 2 =2 bonus on the Sun Fane's check:

Wendy rolls d20 and adds her affilistion's espionage bonus

Wendy (Lidda): 23, no problem.

warrrolls d20and adds his affiliation's espionage bonus plos
2 for Wendy's help:

Matt {Jozgan): Only an 11, Ouchl

Jody rolls d20 and adds the Reviled's espionage bonus.

fody (TIM): 16, The Reviled spies in the Sun Fanie have
compromised youragents and learned their plans, There
are two addivional earrion crawlers here o welcome you
| could have done rhis a while ago, of course, but | wanie
you to see the rolls and have an opportunity o roll for your
owen E |Iﬁh:ﬂ|u:1.

Jody plekes tip bwo carpion crmaler montatires,

Matt | Jozan) Remind me to ask youabout an inguisition
when we get back| There are spies in the fort!

Jody ( M- The degenerites leap upon you, theit familiar
stench closing aroumd your hings like o dragon’s claw. You
ran hear the wet sucking sounds of the crawlers' foorpads
as they blindly feel their way down the walls and ceiling
of the passagewny behind the troglodytes, 1t's that rime,
evervone—rtoll for lnirfarive!



be Do & Diradions game offers a grea
deal ot flexibality in €harscter creation anid
advancement, When yott tnake s chiaracter you
can choose gty rice orcliss combination, selecy
from 4 wide variety of feats; and boy ranksin
any skills you wish. Once you've made these
decisions, however, they canribt be changed. Most of the
time those early decisions work our fine, but sometimes
you might regrer your previeus choices, Maybe you didn't
fulle ynderstand rhe ramificarions of the choice yoo made
O maybe vou constructed a characrer around a grear
concept, but In play, the particularser of clrcumstances
thar would let your character shine never cropped up.
And even 1f you butlt your character 1o perfection, éach
new supplement presents new classes, feats, spells, and
special abilities, many of which might berter serve the
needs ol your character or the campaign than those you
previously selected.

Ir's reoe thar part of the D&D game's challenge is
making smarrchoices in crearing ov advancing vour char-
acter. But o DM whio Forces someone toplay a charecter
hie doesn'rfind enjoyable lsn't making the game Fun for
that player or the athers st the table Lo guch a sicuation,
the player usually either theaws away the characeer and
ralls upa new one, or quits the game 1 your campaign
vilues character contintity {as many campaigns doj hel
ther of those outcomes is especislly atrractive. Why force
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Mike ro throw awayithe elf Hghter he's been playing for
three months just because he made a couple of bad fear-
choices, when dllowing him to change those chowes
would be so mueh beterfor the storyline? T Mialee
has been an integral part of the campaign since Day
1 but has regrected being anelf since Day 2, wouldn't
it be better to let her become the halfling she would
preferto be by undergoing o dramatic transformation
ar the Necrotic Cradle (see page 203) than to abruprly
eplace herwith Lismee the halfling wizazd? The face
thar Listnee the hallling coincidentlly has the same
spells, feats, skill ranks, and familiar as Mialee the
elf did but has no connection to the campaign or
the restof the party ls stretching eredulivy perhaps

g bit oo far,

This chapter presents rules for revising various
pspects of your character during play, With this
gystem, you can modify elements of your character
1o better i your vision of whovour character should
be—both to meer the needs of the parey and o fice
the threats presented during the course ofan entire
catnpuign. Though charpcter revision does allow
vou to rewrite” certain elements of your charac-
ten, the rules presented here ensure that the changes
remain within reason andudo not tipset the story thar
bt already been created by cach characters deeds in
the campaigh,

ik,
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Ihe two methods of characrer revision described below
are refraintng and rebuilding. Each description defines the
scope of the allowed revisions and mcludes clear guidelines
on how o adjudicare the changes.

Rerraining involves smallscale changes o your charac
ter, such as reallocarion of fear slots and skill ranks. Such
changes are relatively sumple 1o apply, and they don'tusually
lead te dramanc changes in the charscrer's capabilities or
parry role,

Rebuilding, on the other hand, encompesses much broader
alterations tovour character's idenrity—uop o and (ncluding
such cornerstones ofidentley as class and race, Forthat resson,
cebuilding can be achieved only by completing specific
[IM-chosen guests. since such missions vy pically center on
visiting some legendary locarion or overcoming a tremendons
challenge; they should always be completed in cooperarion
with your DM so thay they can be woven inro the storyline
of the campaign.

For plavers and DMs who are accustomed 1o treating
characrer creanon and advancement decisions as perma-
nent, the idea of character revision can seem strange or
daunting—and some might even think of it as a form
of chearing. Such reactions are natural, bur if vou think
ghoue it, normal people “revise” thetrahilities all the rime:
Skills vou learn early in lite are forgorten as new talents
supplant them. For example, o toreign langnage mastered
in high school might be virrually forgorten only a few
vears later from disuse, Likewise, a college studenr mighr
change her major halbway rhrough her funior year, or an
unexpected job transfer or layoft could result ina new posi-
tion in a toally different feld. requiring quick mascerv of
new skills. Viewed trom that perspective, allowing Dé&D
characters similar opportunities ro reinvenr themselves
seems perlectly reasonalile.

Mayhe voor group aleeady uses some form of character
revision, such as o house rule, or even  relfance on ad
hoc decision-making by the DM, LT vour method works
tor your group, don't let this chapter stop you from play-
ing the game your way, However, if you're looking lor
coherent system that balances fun and playabilivy with
story and believabilivy, this chaprer might be josr swhay
the healer ordered

Afrer your characrer goes through the retraining or relyild-
ing process, you mighr notice thar he doesn't quire march
the specs of a similar character bully up 1o the same level
by the normal method, Maybe his skill potnes don't add up
quite right, or his hir poins ave off a bit from the expecred
value. Bur the small variations thar crop up in this procese
Llnn L ILi‘lg!'l'l|'I|L':|r||1'|,r ||'|'|i‘l.[(1. P!.:l'l. l'!Jl:l]'lCt.'. IJn[J '.'.-'rI.Tl'i'I.F_ rUjL‘H 1[4]
eliminare them would complicate the process without really
improving the guality of your game

Soif you'd like to change some tspect of your chatacter
give the character reviston ruiles o tov. Yont'll be happier with
your character in the long run and, more tmportant, you'll
have more fun playing the game

RETRAINING

T'he most hasic level of character revision is retraining—thar
is, adjusting a decision you made eatlier in vour chatacrer's
career by selecting a differeny legal oprion. This rechnigue
represents the character's pracricing new talents in lisu of
honing older ones Lo 2 way, the process is similar to artain
inga new level 1n leeping wich thar concepr, the rerraining
oprioncan be chosen only during level advancement

Six different characcer aspects isee Table 8-1) can be
changed through rerratning, Each rime your character artains
anew level, vou can seleer one (and only ane) of these opriens.
For instance, vou can'Tchange a feat selection and vour spells
keniow ar the same level. Since these aprions represent two
differenr sessions of rerratning, they must oceur a1 differem
lavels,

The decision mw rerrain must be implemenred before any
benefits of the newly artained level are applied, For example,
if a 1orh-level rogue wanes 1o rrade her improved evasion
class feature for the opporrunist class fearure, she can do so
immedigrely uponarmining Lith level, before she gains any
af thie benefies for thar level (such as additional hir poins,
skill painis, and 50 on;

TasLE 8=1: RETRAINING OPTIONS

Character Aspect Effect
Class feature Exchange one class feature aption for

anather
Feat Exchange one feal far anather for which
el gualify
Language Exchange ane language for another
Skill Trade ranks between two skills
Spell Exchange one spell known for ahother
Substitution level Trade a class level far a substitution
level

CLASS FEATURE RETRAINING

Some chass features offer two or more differene options, such
3% 1he choice of combar style a ranger must make at 2nd level
Class feature retrainimg allows you 1o swap out one such
option loranother. Maybe your ranger would prefer to be an
archer instead of a melee Aghrer, oryour cleric of Helroneous
feels that the War domain would be a betrer oprion than the
Law domain. The character remains basteally the same. since
his class levels haven't changed, but he's now highlighting 4
different aspect of his class,

Ihe Pracess

Change one class fearure option to another legal one, The new
option must represent o choiee that you conld have made ar
the same level as you made the arigindl choice, Alsa, the new
cholce can't make any of your later choices legal—though
it might automatically change ¢lass fearures scquired laer iF
thet are based on the Inital choiee,

(lass fearures from the Ployers Handbook that are subjec
tovchiange in this manner are given on Table 82 Chapter 2
af this book provides class featuve oprions far 4 variety of
ldirional classes.



TaBLE 8=2: CLASS FEATURE RETRAINING OPTIONS

Class Option

Clerc® Cholce of domains (each domaln
counts as @ separate chioice)
Chaice to furn or ta rebuke undead
{can be changed anly (T dety allows i§)
Chalee of animal companian
Chaies of banus feat

Meutral clernc

Diruld or mngat
Fighter, munk,

o wizard

Rarger Choice of combat style

Rague Chaice af special ability

Sorcerer or wizard Choice of familiar

Wizard=® Chaotce of school specalizaton and

prohibited schosls
“& clerlc's choice of deity can't be changed hy class feature
tetraining. See the Divine Conversion sidebar for details an
how to accomplish this change
*#Schoal specialization and prohibiled schools are trealed
as-a single class feature, Thus, a character could change
one, two, or even all three choices at the same time

Example: Upon gzining o new level, & manger could
change the combar seyle class feartme he gavned ar 2nd level
trom rwo-weapon fighting to acchery, Thereafter, he would
be treared zs if he had the Rapid Shot bear instead of the
Two-Weapon Fighomg teat 1 he had ar least six levels of
ranger before making this change, he would exchange borh
the Two-Weapon Fighring lear (gained ar 2nd leveliand the
Improved Two-Weapon Flghting tear (pamed at sth Jevel)
tor the appropriate archery fears, since both of these teatures
are derved from the choice made af 2nd level. However, the
ranger couldn't malke this change if he had selecred the Two-
Weapon Defense fear in the interim, since losing Two-Weapon
Fighring means he would no longer meet the prerequisites
for thar fear.

Example: Upon gaining 1 new level. a necromancer
could change her school specialization o evocation, thus
hecoming an evoker. At the same time, she sould also chodse
rochange her prohibited schools from canpueaton and 1o
s1on woabjuration and fransmutation. Dojng so would couse
her 1o lose access to all spells from the newly designated
prohibired schools. Even 1fher spellbook contains ome or

DIVINE CONVERSION

As noted (0 the Player's Hondbook, @ clenc whe grossly violates
the code of conduct Imposed by his deity loses all spells and
class leatures and cannot attain any more lévels as a cleric of
that deity. All these penalties remain in effect until he atones.
But what if he doesn't want taatone? What if a cleric of Hexlor
finds rew meaning and purpose i serving Helroneous after
a dramatic canversion experigncad Such & character need rAol
become a multiclass ex-cleric of Hextor/cleric of Heironeaus
Instead, Heironeous can simply relnstate the characEr's cleric
powers arce he has praven his loyalty. talent, and ability,

A cleric who changes his patron deity must complete a quest
to prowe his devotion to ftis new patron, The nature of the quest
depends on the deity, and it always clearly reflects the deity's
alignment as well a5 his or her goals and bellefs To start the
process, the clenc must veluntanly accept g geos/quest spell cas|

maore such spells, she would lose the abtlity to prepare and
cast them

Example: Lpon gaining a new level, s wizard conld choose
rospecialize in the enchanrment school, rhereby becoming
anenchanter, Atthe same nime, she would have teselecr rwe
prolibited schoals, ws normal for g spectalisr wizard.

Example: Upon gaining a new level, a conjurer could
choose 10 become a wizard: By doing so, she would lose the
benefits of specialization. But since she would also lose ler
prohibired schools, she could then learn spells from those
schools as normal

FEAT RETRAINING

Sometimes 3 teal choice looks great on paper, bue it just
doesn't work tor your characterin practice. Maybe an early
teat choize reflected the character's personalitv and style.
bura lirtle expetience changed his ourlook. For instance.
vou mighrt have selected Umproved Inirative tor vour 1st-
level characrer because vou pretured him asambitious and
alirtle reclless. Burateer flling vierim rea wight's rouch
because he iust conldnt war uneil the clerie turned the
undead, he decides it's berrer to use a livtle more care in
oo ban causing vou 1o regeet your early fear choice. Mew
supplements, with rheir wealth of exciting lent oprions,
also provide pleney pl reasons 1o reconsider your eatlier
teatselections,

The Process

You can exchange one of the tears you previously selecred
tor another teat, 1 the new tear bas prerequisites, not only
must your character meer them 1o his current stare, bur voo
must also be able roshow that he mer them ar rhe rime you
chose the previous tear

Example: & dth-level hghrer Lst-level rogue couldn't rrade
the Mobility feat he chiose ot 3cd level bor lmproved Cricical
because he doesn'l currently meet a prerequisite for the lamer
fear(lrase anmek bonus 46 Healsocouldn o irade thar Mobil-
ity feat for Weapon Specialization, even though be currently
meets the pretequisite (hghter level 4ch); because he could
not have done so0s o 3rd-level character

by & higher-level clerle of his new deity. Dunng the quest, the
clerlc has no access (o spells or cleric class features—except his
weapon and armor proficiencies, which he does nat forfei,

Upen completing the guest, the cleric receives the benefit of
2n alonement spell from a cleric of the new derty. The character
then becames a cleric of the new delty and i= inducted Into the
clergy during an appropriste cerermany of the DM's choosing
After selecting two of the new deity's domains in liew of his ald
anes, the character has all the powers and abilities of his prayi-
ous cleric level, plus the granted powers of his new domains

This method is the only one by which 2 clene can change
his-defty The retraining rulés can't be used to accomplish this
task—it I5 s'mply too substantial 3 change in the character's
identity (not to mention his source of power) fo chalk up to a
it aFpractice (n his off hours




LANGUAGE RETRAINING

[t made a lot of sense to speak Goblin, Kobold, and Ore e st
level, bur nowe that you're mostly Aghting gianrs, demons. and
dragons, it would be nice to understand your new enemies

The Process

Subrract one language from vour list of known languages
and add @ new one to the list, It doesn't matter how vonr
characrer earned the original language—it could have been
an automaric language for her race. a bonus language prined
froma high Inrelligence score, ora langnage purchased with
shill poinrs.

ISKILL RETRAINING

Some skills thar are particularly valuable ar lower levels
become less useful larer o and vice versa. forexample, when
evervone in the parry is carrying s bag full of antiroxins and
pations of cire baght wownds, the need for successtul Heal checks
dreops dreamatically: Whether vour character has skill zanks
that aven't as necessary as thev once were, or vou |ust want
o adapr her o new challenges, skill retraining provides o
simple method of adjusting your character’s capabilities in
a small but measurable way,

The Process

Subtract up to4 skill ranks trom ene skill and add an equal
number of fanks toany one otherskill (notincluding Speak
Language) The skill to which you add the ranks must be a
class skill for one of vour character's classes, incliding a class
he 15 about to gain with his current level increase. It doesn't
matcer whetherthe lost ranles were purchased as class shalls
or a8 cross-class skills,

Example: You decide 10 give vour Ind-level ranger q level
of the rogue class as his thivd character level Ac thispoine, he
could use the skill rerraining oprion o lose 4 ranks in Handle
Amimgl thar he purchased with his ranger skill polnms and
gain 4 ranks in any other canger or rogue class skill (such as
Survival or Disable Device), He couldn't pain ranks inany
skill that isn't on either the cinger or the rogue elass skill lis
(such ps Spellerafy)

SPELL OR POWER RETRAINING

Much like ears, magic spells and psionic powers somerimes
look berrer when you select them than they de afrer vou've

RETRAINING COSTS

I genargl, retraining is assumed to be a background activity, jusi
like narmal level increases are, Mowever, ifyour DM's campaign
requires the PCs to spend time and/or money 1o improve their
skills, gain feats, learn spells, or acoulre class bepefits (MG 197)
the DM can apply similzr requirernants when characters use the
relraining rules presented in this chapber, The table below shows
somme suggested time and gp costs for the vanous retraining op-
tians. These costs are purely optianal; the game works perfectly
well without them, just as it works without requiring downtime
in arder to attain higher [evels

used them fora while, And when you're playing a characrer
with a limited number of oprions (suchasa sorcerer ot a
psychicwarrior), every spell or power you choose repre-
sents a signilicant percentupe of vour character's overall
oprions. You can't afford o have dead weighe vaking up
valuable spell slots, so dich chat sleep spell now that the
party isnt facing foes with low Hir Dice anymore and
replace it with the nifrier 15e-level spell vou just found in
a recent supplement

I'he Process
Exchange up to two currently known spells or psionic powers
for other spells orpowers. Each new spell or power must be
usable by the same class and of the same spell level or power
level as the spell or powet it replaces.

Special: Bards and sorcerers alveady have a limired ab:l-
iy to learn new spells 1 the place of older ones (see page
28 and page $4 of the Player's Handbook). This method of
rerraining allows exchanges over and above what therr classes
already permit.

Example: A sorcever could change lghtnog bolt to fly or
drspel magre, since all three are jrd-level sorcerer/wizard spells,
but he couldn't change 1t to wall of we (2 dch-level spelli or o
cure serigus wounds (o cleric spell)

Example: A sth-level sorcerer advancing to eth level could
nsespell retraining to exchange up ro two of his known spells
tof arwy level be knows) for others of the same levels, Then he
could exchange one O-level or tstdevel spell for another just
as env sorcerer could upon attaning gtk level

SUBSTITUTION LEVEL RETRAINING

Substitutian levels, as presented in Planar Hamidhook and
the Rares sertes of supplemenrs, offer characrers inreresting
ways 1oy adjust the benefirs granred by their classes. & wizard
with elf wizard substirurion levels, for example, seems a
bit different from a rradirional wizard, and rhar difference
reintorees her racial identiry. Since most substitucion level
options are offered for relatively low class levels (many ar tsr
lewel); vou mighealready have missed one or more chanees
to add such flavor to vour character, Revisihg a characrer o
tneorpotare this leature amounrs m g combination of rerroac
rive comenuiry (“OF course 1 ve always been o dwarf fighrer!™)
and zetting back to one's roots () can't believe | forgor/never
learned thar rick!™)

Retraining Option  Time GP Cost

Class feature 1 week /2 levels 500 zp/week
Feat % weeks 50 gp

Shill T week” 25gp°

Spell T day 5 gp/spell leyel
Substitution level 7 week/2 levels! 500 go/week

| Based on the original level at which the class feature or sub-
stitution leyel Is gained
2 Per skill rank changed.



The Process
You cantrade one of vour characrer's current class levels for
a substirution level, or exchinge a subsiitution level she cur-
rently has fora normal classlevel. I the level to be gained has
prerequisites, not only must the character meet them in her
eurrent srate, bur vou must also be able 1o show thar she me|
them when you could have chosen the level originally,

Sincea substirution level is actually a éollection of different
mechanical elements, use the following guidelines ro make
the necessary changes to your charcter. 1n all cases, ‘current
leval” refers 1o the class level currsntly oecupying that level
slot | probably a normal class level), and "new leval” refers o
the ¢lass level the chardcter is prinmp through the retraining
systetn (probably a substitution level),

Hit Ppints: If the new level does riot use the same Hir
Die s the current level, don't rercll your character’s hin
poins, Just add orsubtract 1 hit point from your character’s
current total per step of differenice between the two die sizes
{or 2 hit points per step if the new level is her hirst level in s
class), Forinstance, if the current level has #d& Hit Die, and
the new level his a d10 Hit Die, your characrer would gain 1
hit poine (or 2 hit poines i the new leve] is her Brst level in
1 class), Alternatively, if the new level hasa ds Hir Dig, she
wonld lose 2 hit points (or 4 kit poinrs if the new level is her
Aest level 10 a class).

Skill Lise: If the new level doesn't offer any additional
class skills over and above those on the current level's elass
shill lier, make no changes to your character's existng
skill ranks. 1f the new level offers anv class skills tha
aren't on the class skill list of the curvent level, vou
can stbtract up to 4 skill ranks from any skill in
order toadd the same oumber of ranks 1o any of
the new level's class skills,

Example: The dwarf Aghrer ractal substiu
tion levels in Races of Stone offer Knowledge
[dungeoneering | as an additional class sleill
So if you choose to rerrain your character’s
ist level asa Aighterand change itro tsc level
as a dwarl fighter, vou could sobrract up o
4 ranks from any skill and add an equal
number of ranks o Knowledge
dungeoneering), in addition 1o
the vther changes that substru
ten level |'|L‘|'iéll‘l11'4]:_[5l”l}'.'\:‘.‘-.

Skill Points: If the new
level does not grantthe same
pumber of skill points 25
the current level, vou
mustadiust yourchar
acrer’s slill ranks
appropri
ately. If
the new
level

orants
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poines than the current level, remove 1 rank From any skdll
per point of difference between the two levels. If the new
level granes more skill poines than the current level, you
must immediately spend those skill points using the new
level's class skill list: For example, if your character gaited 2
sleill points, you could buy 2 ranks in your new level's class
sleills or t ranlin a cross-class skill. You muse srill abide by
the skill ranle limir for vour character level in chis process:

Spellcasting: [Frhe new level changes some aspect of vour
character's spellcasting ability (for éxample, il she gains or
loses spells known or spells per day), apply these changes as
pppropriare, 1she must lose one or more spells known, vou
can select the spells lost from all the legal options

Class Features: 1[ the new level offers a different class
feature in place of one from the current level, trear the situ-
ation a5 if you had used the class feature retraining option
detailed ahove. 1T the new level ﬁirnp]-,' alters one of your
characier's existing class leatures, just apply the alteration
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REBUILDING

Hetraining allows vou to chanpe a small aspect of your char-
acter, but rebuilding 1sa much more drastic step. Thismethod
of character revision allows you to change your character's
ahility scores, class levels, background, templares, or even
cce. You can change as many of these aspects a1 once a5 vou
wish, though such alterations require great effort—and ofren
great sacrifice as well

Since rebutlding constitures such & major change tn vour
chavacter s identity, sccomplishing it isn't simply a mstrer
af erasing an entry on your characeer sheet and replacing it
with new information. In essenice, yousrealeering realivy in
orderto rewrite your character's personal history: Therefore,
to accomplish a characeer rebuild, your PC must complete
a significant and challenging quest. Two such quests are

detailed in this chaprer, each one appropriate for s range of

character levels. For instance, the Gares of Dawn quest is
designed for characters of sth o 8th level, Characters who
are lower or higher in level gain no benefit from completing
tlie quest and i fact should be actively discouraged from
underraking i

The DM can design new character vebuild quests for yous
campaign by using the ones presented here as examples
Each should be appropriate for « small range of character
levels (ry pically abour three} and include goidelines on how
tovadjust the challenge for characters witlin thar range.

Ideally, a character rebuild should be a relatively rare
event, Unless your world {s particularly unusual, constan

character rebuilding rends to undermine
the believability of bath the campaign anid
its storyling, Therelore, the quest should
represent g signilicant challenge for the charscters involved.
Afrerall, if plavers considera rebuild quest o be a caltewalk
they're likely to underestimate the value of the reward

ABILITY SCORE REBUILDING

Sometrmes the abilicy scores vou roll aren't exactly the ones
youd like, And even if that 15 Inrelligence seemed likea good
idea ar the time, perhaps it didn't pay off quite the way vou'd
hoped (nacrual plag. 16 such cases. you might eventually
come to the conelusion thar vour eharacter would be better
oft with different abilicy scores.

When you rebeild abilicy scores, you can reduce one o
more scores in order to increase others, though the exchonge
isnot necessarily one-for-one. lneffect, the process s sumilar
to creating a character using the point-buy system detailed
on page 169-of the Dungeon Masters Grade,

The systam is intentionally designed te male improving
high scores more costly than tmproving low ones, since
improving an already high abilicy scove usually pives o greare
benehir than improving alow score. Also, reducing an ability
score from an odd number to an even number tsn's very costly
1oa character, since the reduetion probably doesnt resuliin
a sigtuficant change 1o his power

e Process
Each rime vour character completes a rebuild quest voucan
reduce one pr more ol hisability scoves and then improve
one ot move differens sbiliry scores



TanLe §=3: REDUCING ABILITY SCORES

Old Score MNew Score  Points Gained
id 29 g
FL| 28 Fl
i 27 B
27 26 fi
26 25 Fi
25 24 g
24 23 i}
&3 22 4
27 21 s
21 ik i
20 149 4
19 18 F 3
18 17 3
I7 & [
16 15 2
15 14 1
14 13 |
13 12 1
12 1 |
1 i 1
10 E| 1
g E 1

TaaLe &—4; IMPROVING ABILITY SCORES

Old Score  MNew Scoré Point Cost
i 1] 10
29 30 9
28 29 9
27 28 3
26 27 a
e 26 7
24 25 F
23 24 5]
23 23 b
2 22 §
20 21 5
15 20 4
18 ) 4
17 13 i
I 17 i
5 16 Fi
T4 15 .
13 14 ]
12 13 I
1 12 i
10 11 i

Improving an aollity score.of less than 10 costs | point

Mo ability score can be reduced below 8 in this fshion, and
vou can't rednce a score that is alfeady below 8 Furthermore,
voucan'treduce any ability score so much that it makes one ot
vourother choices (sichasa feari il legal. Forexample, ifyour
character has Power Armck, vob con'r reduce his Serenprh to
less than 13

Determine the points for each reducrion by consulting
[able 8%, For ability scores higher than 30, simply extend
thie table by continuing rhe progression. Add up the points
gaitied in this process.

Next, spend the rotal points you gatned through abilivy
score reduction w improve one or more of your character's
other abilitv scores. Consulr Table 84 (1o determine the cost

ot each desirad improvement. Again, for abnlity scores higher
than 30. extend the table by continuing the progression,
Besure to adjust all other aspects of your character that
depend on ability scores— Including saving throws, skill
modifiers, and the like—after vou've rebuil his abilivy seores,
The one excepiion 15 skill ranks, A permanent Intelligence
change doesa't rerroactively incrense or reduce the skill panks
your chardeter has already gained lrom previous levels,

CLASS LEVEL REBUILDING

From the mulriclass sorcerer who's tived of lapging behind
in spell acquisition to che hghter who wishes he had taken
u level of rogue so that lie could meve easily qualily for g
desived prestige class, churicters ol ten come upshort ot their
plavers” expeceations. Even [F you haven't made 1 "mistuke”
in chovsing clusses, it's entirely possible thit 2 new class or
prestige class might ofler abilities that are mors appropriate
for vour chatscter. Forinstance, aplaver swwhose stealthy rogue
considers hersell 2 spy and nssassin might decide thar the
ninja class (from Complete Adventurer) better describes thar
character. 1 ninja wasn'tan availoble option when the playe:
frrsr creared the chargcter, it's not fair 1o say that she made a
mistale in aking rogue levels A more scourate assessment
would be thar the new ¢lass berer describes whar the char
acter was olways meant o be.

Yaur characters class levels are the most powerful wols
tor dehoiog his role Un the party; not to mention his place In
the word: So consider carelully any class level rebuilds chat
would dramarically alter the wav your characrer funcrions
in the game—il he's the oaly frontline Aghter in the party,
tradinge sway o couple of paladin levels for sorcerer levels
might not be the best decision

Youcan also tse this method o roade out (o add in) presoige
class levels, though you want 1o take levels in a prestge clase
thar's new to vour character, you must be able todemonsirace
thitt lie can still qualify for it using whit he has gained from his
remaining closs levels, For example. 2 7thlevel dwarf Rghter
couldn't trade a fighrer leve| tora dwarven defender level, singe
his remaining fighter levels wouldn't allow him o meet the
=7 base attack bonus requirement for that prestigs class

It reallocating vour charactersclass levels disqualifies him
tor 2 prestige classin which he already has one ormore levels,
heloses the benehitof iny class features orother special ahilities
pranted by thar prestige class. He rerains the it points gained
fromm advancing in thar class, aswellas aov improvements to base
arrack Bonus dnd base save bonuses that those levels provided
Horavever, voul cat always use the cliss Tevel rul‘n[i]-_ﬁl‘lg option
to replice the novw-useless prestipe class levels as well—and
vou probably should, unless you're sure that the characrer will
be able 1o meer the tequiremeénts again soon

Some players might find it rempring o use this method of
character rebuilding to create a hizarve but powerful amalgam
of classes. or to drastically rewrite a characters history. As
with any important character decisions; the DM and the
plaver should work together to ensure thar the plaver's new
vision of hischaracrer still works in the gameand fits 10 with
the other characters in the parry. Aslong as the changesdon't
significantly disrupt the game. though, players should play




tharacters that (hey find enjovable;, and iF swapping our a
couple of class levels socomplishes that gool, then dodng so
i= well worth the effort

The Process

Each time yourcharacter completes a rebuild quest, youean
change a numbey of levels equal to 1/6 his chamcier level
(rounded up] from one class to sy other classior dasses), For
example, g Sthdevel sorcerer could trade a sorcerer Ievel fora
single level of any other class whilea 12th-Tével barbarian /4th-
level figlieer conld erade up w four of his class levels any
combination of Gphter ond barbarian) lue pther class levels
L\!— ]'!I { ] \l:] oice

Since every ¢lass level is o composite of sevaral dilferent
elements, use the ollowing sep-bystep process 1o adjuse
your charicter,

Base Attack and Base Save Bonuses; Adjustthese bonusegs
to match your new array of class levels, just as I vou had
created 3 orand:new character with those clisses

Hit Points: L[ the new class level does nor use the same
Hit Die as the current level, don't reroll your character’s hit
points. Just add or suberact 1 hir point from your character's
current toial perstep of d (ference between the nwvo die sizes
ior 2 hit points per step if the new leve] is his first level ina
class), Forinstance, U vou trade o hghter level (d1n Hit Die
to gain a barbarian leve] (d12 Hit Die), vour chatacter would
gain kit paine (or 2 hitpoioes if the new level is his Trese lede
of barbarian) 1 you eeaded that fghter level for a sorcerer
leval (d4 Hit Die), vour chatacter would lose 3 kit poins (or
6 -hit points il the new level is his st level of sorcerer)

Skill Paints: 1 the new class level grants the same number
af shell poines as the cutrent level does, vou don't hove 1o miake
iy chungzes to vour charsetars skill ranks. Bven i the class
ghill lists are widely different it's generally more worlk than
its worth o Adedle srouwnd with skill tanks 1o thiz manner
Lf vou wish, you can alse use the skill rerraining oprion (ses
page 194 o adjust some of your skil| einks.

I e e levie] dives ot granl the samie number of <kill
points as the current level, vou must adfost vorr character's
shill mnks spproprintely. I the new level prams lewer <kill
points than the ¢urrent level, remove 1 rank from any skill
per point of difference between the two levels 1 the new
level grants more kil poinrs than the eurrent level o
tanst imtmediarely spend those skill poinrs using the new
levels class skill lise, For example. teading o fghier level
paina barbarian level would grant 2 skill points (o d charceer
with Intelligence 10, With those extry points, you could
by 2 ranks af barbarian eligs skills ar | rank of o berbarian
erose-class skill. You muscsrill abide by theskill rank limit
tor vout characrer's level (n this process

Spells: [t vou added or subtraceed any levels from a spell-
casting class, adiust your character's spells per dav and spells
knowen approprively. You can choose any spells the character
must Jose Fremn his entire repertoire of the appropriate spell
level. For example;a Sth-level sorcerer who becomes a 4th-level
sorcerer;1stlevel rogue must lose one 1s5e-level and one 2nd
level sorcererspell, but vou can choose these freely—they need
not be the ones the character scrually learned ar sth level

Class Features: Eliminate uny class features the chir
icter no longer possesses nnd udid those he gains from his

new fevels,

RACE REBUILDING

Changing your churacter's race is 4 major decision, since it hus
probably-affected many of the decisions he las made dusing
lvis adventuring caveer, Slll. the concepr of major physical
rransiormanon isn'tunlonown in sy, so 3 characrer might
well seelk o recreate himsell g snentively different person
Perhups you reallv want (o ey out g race featured in o new
biok, or you've finally reached a high enough level to play
the monstrous chardcter vou've always wanted, Whateve

youe veason, the race rebuilding rules show vou how to keep

FLE []".l‘.‘ same F':"t Taly 1E 4 new |.'|I_"'lJ'|.-

This method of rebullding car also be used (o recreats
characters brought back by resieadimte and simitar effects thar
restore churncters to life gs members of different races

The Procuss

Each time your characrer completes a rebuild guest, you
cen cliange his tace. First. remove all racial rraits (including
ability score modifiers) gragred by your character's original
race, Thenadd all the racial reaite and ability score modihers
Fromr the new mice, The chamcter's known languages don'
chanpe unless vou also choose the langusge retraibing option
{Res page 194

Sotar the process sounds simple, vighe? Unfortanarely, it isn)
1lwsivs easy. Many [:”N'-IL‘nI:ijl] |::‘J1|1|'||'i|'.'||: foms can arise Tearm s
gspect of chaspoter rebuilding The sections below demonstrae
how ta handle the various issoes that J'I'I'il-l"'ll drise.

Feat: 1f 2 thange of mce means that your character no
lomper qualifios for d fearshe already has. she loses access
the feat, aswell as o any others for whichiris & pretequisie
However, the fearstill ocoupies 2 fearslor unless you also use
the tear rerraining oprion (see page 193,

Prestipe Class: [T a change of race disqualifies the
charuerer lor o prestige class in which she alreadv has one
ar more levels, she loses the benefit of any class features or
ather special abilities pranted by that prestige class She
retains the hit points gained from sdvancing in that class, us
witl| a5 0y improvements 1o base arrack banus and base sive
banuses that those levels provided. However, vou can use
rhe class level
presripge olass levels—and you probably should, unless you're
st that the chareterwill be able tomeer the reguiraments
again soom.

Racial Substitution Level: Changing vour characters vace
might well mean thatany racial substirurion levels {detailed i
the Racesseries of supplements) she has are no longer appropr
ate. Treat this sitwation asif vou were replacing one class level
with another (see Class Level Rebutlding, page 197)

Level Adjustmment 11 vour characler's eriginal rece had
a higher level adjostmenr than her new race does, yon can
replace any lost level adiustment "pornts” with the sume
number of new class levels of vour choice.

Lf the new race has a higher level adjustment than the
original race did, vou must remove class levels unnl the

rebuilding option 1o réplace the nowuseless
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characier's effective character level is the simi s it was before
the rebullding ocowrrad. You can choose the levels lost from
ull those that the character has; regivdless of the order in
which they were gainad

Racial Hit Dice: Adding or sublmicting racial Hit Dice is
perhaps the most complicated part of character rebuilding
Work with vour DM 10 ensure chat he approves of this degree
ol ehunge and that you're doing it correctly

I vour chavacter's original tace had any racial Hit Dice,
vou mst remove all the benefits they granred This process s
simitlar ro removing class levels (see Class Leve] Rebuilding,
page 197), Next, replace these racial Hit Dice with class levels
of your choice unt] the character's effective character level
[ the same as 0 was before the rebuilding oectived

1 vour chamcter’s new tace has any racial Hir Dice, you
st subeoict clase levels until his effective charocter level
is the same as it was belore the rebullding occorred. You
cat choose the lost levels fram ll these the character has,
regardless of the order in which they were gained

EMPLATE REBUILDING

Admit it—when Aghting lycanthropes, vou've been rempred
at least once to letvour characterget bitten, in hopes that the
wound itnfecrs him. Such g desire is pf‘rl'|'1'|:|l..- ormal—ir's
hard to look or the hybrid form ability modifiers for, sav, 2
wetebegr tnd not imagine the sheet devastation thar vour
character could weedle il he had thar template.

Lycanthropy isn't the easiest [emplﬂte to pick up during an
adventiring carser, bur it's certainly not the only interesting
option, Whethervou've dreamed of playing o celestial dwarf
1 halt-dragon elt. or a vampire haltling (don'r worry, we won't
tell}, templates offer the promise of 4 rantalivingly ditferent
character that can't be creared from miere class levels

Adding a template can tepresent a prerry big change tor
ot ¢ haracter, so make surevour choice isacceprable ra yvour
118 before procesding. Afterall, rransforming vour chaotic
good elf wizard into a vamnpire might not be appropriate tor
the sryle of plav the DM has in mind. On the other hand,
“realizing” vour charicters celestial heritage by adding thar
templare represents a much smaller averall shift in identity
and wiould probably cause no problens ar all

T utilize this rebuild, your chavacter must be able toadopt
the remplate vou want o gein, For example. o warbrged hgheer
(o living construct from the EdErRon ¢ ampaign setring) can'i
become a vampire, since thar template can be applied only
to humangids and monsrrous humaneids.

This rebuilding eprion also works reasonably well for
i tharacter who picks up a template during play (Trom a
wiretiger's bire, for example), (Fthe DM wanis the eharceer's
elfecrive characrer level to remin consistent with the rest ol
the party. [ta difference in etfective choracter level sn't an
issue, don't worry about these rules—ijust add the remplate
and move on with your game

The Process

Each time vour character compleres a rebuild quest, vou can
add, subtract, or replace obe remplate, For example, o dwart
paladin could gain the celestial templare; a hall-dragon elt

fightar could lose the half-dragon template, or 2 celestial
human rogue could replace his celestial templare with the
fiendish templare

Adding a remplate isa lot like changing vour character's
race. except that he usually doesn't lose many (1l anyi existing
rucial nhilities Fallow rhe puidelines presented in the Race
Rebuilding section above, paving special arrention to the
informarion on gaining or losing Hit Dice and level adjist-
ment. 1F the characrer’s Hiv Die size changes (for Instance,
from tea peformarion intoa vamplre], uset b 1 Poines entry
it the Class Rebuilding section abovee o determing the new
bt point 1otal

Removing unexisting template, on Uhe other hamd, requires
youto eliminate any of the template’s effects and benefits, which
might include special attacks, special qualides, skill modifiers,
ability modifiers, bonus fears, and o variety of other bits and
pieces Use the guddelines in the Race Rebuilding and Class
Rebuilding sections to rework vour charicter’s statistics

REBUILD QUESTS

Nite: This section wddresses thee DM amd is intended primarily
for hig or her syes.

Aguest o rebuild o charderer should excite and irighu:‘-ﬁ
plavers. It's on adventure few characters would willingly
ertibark upon and fewer scill could survive. To make rebmild-
ing an oprian 4t all levels ol play, however, the degree of
challenge must change according to the PCs' level.

The two example locations below outling ideas for rebuild
ruest nbiectives, each ol which is suitablefor a range of character
lewels. You can use them as deseribed, modity them 1o suir
vour needs, or devise vour own rebuild quest objectives

Each objective represents the fnal encounter before
character can underge rebuilding The PCs might need 1o
embark on a perilons overland journey or 1 long dungeon
crawl to get to thisencounter, or thev mighr rake g shore break
fromi in ungeing adventure roteleport there and have onear
more encounters betore returning. Setup the preliminary
adventures in whatever way best fits your game and your
plavers’ desires

REBUILD QUESTS IN THE GAME

The rebuild guest objecrives described here are desipned w
allow any repe of character rebuild, bur in vour game, each
might allow only particular kinds of rebwilds. Crearing dif-
ferent quests for different rebuilds not only makes each one
seem more significant, but it alsa helps to curtatl unplanned
rebuilding by plavers who are laegely satisfied wich their
characters. | "Well. as long as he'’s here, Gravar Ore-Killer is
going to turn iow d halfcelestial umber hulk"| Below are
some stipgestions for making these ocations serve particular
needs that suir thets ambiance

The Gates of Dawn: Character rebuilds relarmg to divine
magie and fey would be particularly appropriate for this
location, as would any kind of rebuild thar could be viewed
a5 redemprion | for example, exchanging rogue or nimya levels
torhighter levels, changing fghter levels ineo palpdin levels,
or increasing Wisdom




TheNecrotic Cradle: Characrer rebullds thar relate o
necromancy | hoth undesth and aspeces of the physical body
seam pal ticularly affpropriate lor the Mecroric Cradle, This
location might allow any or all of the following rebullds
return an undead character to life, exchanpe life for undsarch
it the cost of an appropriste number of chargerer levels,
change sbility scores; or exchanpe class levels or prestige
class levels for necromancy-themed class levels or prestige
class levels

HE GATES OF DAWN (LEVELS 6-8)

Trvel [o bl Lot Tslie bo becmme last, Lo 18 0o foud yourrsell anem”
—The wizard Faldor Stardust, lormeddy o doud

Enowing onesel[ generally leads to o sense ol belonging,
bur wishing wo change one's essential being ean bring shout
a sense of loss. Ar the Gates of Diawn, characters can lose
and find themselves, ond |n that finding rediscover their
troe selves

The Lost Isle floats 1n a hundied lonely lakes and in none
of them. A place of mysterious magwe, it appears oot of the
dawn mast on logge davs 4nd then vanishes apain when the
siin burns the mist away, Tales told a1 fireside discourags the
curions from vistting this fev place, warning that most of
those who go there néver teturn, and those who do alyay:
come back profoundly changed

he Lost Lsle mighe appeatr in o distane fovest lake, ot o
crystal-clear pool high ln the moontaing, ov s body of warer
within an area that same race considers sacvosanct. The jour
ney to the island could beporr of the adventure, Pechips the

PO st give d great gife oo the crearutes thay puard (he linds
avpund the like, orsneal past them to avoid being slain an
sight Alterhatively, rthe POs might bhiove o go o lake where
the island hasappeared bofore and wair unell eondions arg
right for it to come agaln, weathering assaules by the naive
CTEATHTES 1N T|.'.IE' mieantinne

Lore of the Lost Isle and 1he Gares of Dawn
Characeers with ranks in Knowladee (rcana), Knowledge
[local), Knowledpe (naturel, nr K 1'-.1|w|n|_gc ititligion) can
research the Lost Isle and the Gates of Dawn 1o learn more
whour these places When o chartoter makes o skil] check
read or paraplirase the appropriate information from one
of the following whles, including the Information from
lower DCs.

If the PCs are just looking for o place o rebuild snd want
to denow i1 thet have heard aboul such a site, use the entire
table. 1§ they have leard of the Lost 1sle specibeally and wan
tosee whether they know more aboue iv, reveal information
only for cheek results of 20 or higher

Atter gerting titormation trom o Knowledge chack. the
characters should be able to learn more abour the Lost Isle
by consulring village elders who know the old mles, using
divination magic, or ceying 1w hod individuals who were ref:
erenced in the informacion they have gamed. Such resources
can reveal the informanion for Knowledge UCs higher than
the PCs’ check results; or orher any informarion abour the
Lost Isle that you'l like the characters o have

Knowledge |arcana)

PC  Result

20 Certain places of power allow those with mettle to
change themselves in strange and wondrous ways
Insome such places, 2 person can change nearly any
sspect of her being that she does not llke, including
race, weaknesses; abilities, and even personal history.

Knowledge (local)

DT Result

15 Old storles tell of a place called the Lost Isle. These
legends hold that people who return from this place
are always profoundly.changed.

200 Thelost Isle 1s a mist-shrouded island that someumes
ippears in lakes and large ponds in varlous parts af
Ihe warld. Most who visit it don't come back, and
those who do sre never the same again

25 Afisherman disappeared while fishing ane day
and everyone thought be had drowned, Twe years
later, & ranger came ta his village claiming to be the
fisherman, though he didn't resemble the lost man
in the slightest. He said he had been to the Lost
[sle and passed thraugh the Gates of Dawn, The
fisheirman's wife had rernarried and wanted nothing
to do with the stranger. so he left,

0 The lost fisherman was named Brent Vostig, and his
village was Miifard. He disappeared while fishing in
the nearby Misty Lake

35 Beautiful rriugle iz often heard on the shores of the
body of water i which the Lost [sle appears. Those
who hedr 1t should stap up theirears, because the
rmelady calls therm to death

Krnowledge |naturs)

DC  Result

15 Those wha visit a certain fey place called the Lost
Isle esther return profoundly changed or never return
atall.

20 The Last Isle appeass in alake or other body of water
sormewhere in the world at dawn each day. As scan
as the sun and wind disperse the fog surrounding
the misty island, it vaniches

25  Rumor holds that a fey creature |jves on the Lost 1sle
a5 its caretaker

Knowledge (religion)

DC  Result

20 Certain places of power allow those with mettle to
change themselves in strange and wondrous ways
Rumot halds that in some such places, a persan
can ignore the plans of the gods and even change
his race

25 The god Pelor ereated the Gates of Dawn ds a
place where the warthy might find a" rew dawn"
by changing themselves in some fundamental way
Eventually, however, he had to take the privilege
wwiiy frorm minrtals due o thefr misuseaf i

30  The Gaies of Dawn exist on the Lost Isle, 3 place (Hal
appears-only at sunrise in certain lakes. Only the most
warthy of Pelor's follawers have seen it, gnd the last
reparted sightifg was at least 2 hundred years ago

33 When Pelor hid the Gates of Dawn, he cursed some
creasure to remain on the stand as its guardian, Mo
church recards af this ancient event femain, but
legend has it that the curse was punishment for foul
acts committed szainst Pelor's faithful




Random Encounters

Characters raveling o the Lost Esle might encounter several
dangerous threars before reaching in You can either rol] 144
rimes on the table below for encounters, or select a few that
you prefer Evenifthe journey o the Lost Ileis supposed ra be
only a briel detour from the currentadvennure, consider giving
the PCsa few warmup encounters with the crearures thar lair
tiear the island before they reach the Gares of Dawn,

LosT |SLE ENCOUNTERS

d% Encountar E
1-20° 2 sea hags (MM 144)

21-40  Will-o'-wisp (MM 255)

4160 2 trolls or scrags (MM 58}
61-80 Huge water elemental (MM 110)
81-80 Athach (MM 21)

0000 g e O

91100 Treant (MM 244)

MNe isle

Che Lost Lele appears in a mistcovered luke o dawn every
morning Ir remains for 1 hour, or unti] the sunand wind
disperse the fog from the lake, At that poini, the islimd and
all its pectipanes are transferred w another lake elsewhere in
the world—aoften hundreds of miles distint—where 4 [oggy
dawn is ecurring. IF no such lake i available, the island

instesad appears samewhere on Bellerin, the third layer of

Elysium (DMG 1&5), until 2 lake on the Material Plane has
the proper ronditions to hose i1

Read ot paraphruse the fallowing eext when the Lost 1sle
Hppears,

The g coile thickly cver e dark walersof e lake as thesky gradu-
afly brightens from sighi-hlue o predicn gray. A fain pinkoess
o tae horizey grons dowly (nte a Blueey shved of edineson as
ol rises; rastiagg ebs warm glow theongh the st As the firs) ight
of B falls e the lakee, o curding illowe of fog rolls aside ke o
parded curtain, revealing the outlene of o forested tsland flanbing i)
the mist-covered (waler, Mitnents lider, e sweet oty of o distan!
pipaalrift ont pverthe lake. Sametomes hltmg o happy, sometines
slenw wied <k, the listand melody seems tocall b2 fs listenars, cajol-
g Hrem loser.

A Saryr named Fauldwick whi long ago committed a ter
rible transgression agaipst Pelar's warshipers was cursed
by the god o rembin on the islond forever as caretaker
and guardian of the Gates pf Dawn, The sarvy is effecrively
immortal—he does norage, and il sluin, be reappears alive
and well on the Lost Isle the next time [rappears. Fauldwick
cat leave the island, bur when it resppears in andther place,
he goes with it, no marer bow for he was from the lake when
i vanished,

Fauldwick has lost track of how lonp ke has lived on the
Lost Isle. Over the centuries, loneliness has driven him quire

ri-af# serssl Moe i &) tim
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mad, despite the company of the blink dogs and the invisible
stalleers that Pelor has placed there to serve him Fauldwick's
piping (= the source of the music that the PCs hear

1e Clearing

When the chamiviers arrive, an invisihle stalker tharwas fying
above the fsland wwaeh for visitors reports their whereabouts
to Fauldwick, whothen tries w lead them (o the Gates of Dawn
wirh his music, Hegiavs inthe woods where the PCs can'tsee
him and moves slewly toward the gates while he plays, The
invisible stalleer (or stalkers; see Crearutes, below) provides
reconnaissance but fees from combat unti] Fanldwick com-
mands il 1o fght,

If the PCs ignore Fauldwick's music, allow them to explore
the Lost Isle a1 ey wish, bur chey soill have only an hour s
most befone the jshnd vanishes Describe the gradual clear-
ing ol the mist und the brightening ol the sunlight threugh
the rrees at every opportunity. Lthey grow bored with theit
exploration, a random encounter with 4 will-otwisp brvwo
might be appropriate,

Approaching the Gates: When the PCs near the Gares
of Dawn, read or paraphrse the followng text

The sweet music seerms booswell and grope linder, A quacl glases
througlt the trees veveals an immense, prissy [eld stadded by
shiriehs. Dozers of man-sized, pbloug hummecks dot Lhe foeld, and
objects fuk up from the grownd wear many of them—a rusted
qiord here, o graying wooden vay theve, o nechlace of shells
dovigling from a stick over Were. & well-trodiden patl) wiends
frrowgh these grassy hills, evding al pade of pasted jron gutes
i the side of a huge, open-topped, clrenlnr structuee made of
a stone 5o light i eolur that o almost blends withy the fog, The
gittas, which are al least 20 feet wide and nearly bwige that tall,
appenrto be sightly ajor, wmd e mesiesaeis 1o be coming from
somewhere bayond them.

Ower the years; Fauldwick has rrapped many individugls on
the Lost Isle. Some died here of old age and others were mur
dered by Fauldwick swwhen they attempred ro leave, Fauldwick
buries each such unfortunare aboveground in o mukeshify
gravevard cutside the entrance (o the building thar holds
the Gates of Dawn, placing an jlem the individual wore or
careied gt the hgad of the resulidtng hiommeck as 4 sort of
grave marker.

When the PCs come close enough 16 enter the map, they
cansee into the building, Read or paraphrise the following
text af that poinl.

Instde the structure stands o seeonul sel af gedes (he sane size as e
rusted ot ones, THese (pndy gales wre ablaghed |9 a parr of ihicl;
prilleers vt st to by made of billinnd gold, Othe s spnaller pitlays
stipud avotend this hage strictire oo svimmefrrcal arvangenent,

In e mgmmenit, o Mgl e crcatre witly a rands hormsamd legs
dances imia view, plaving a set of pipes. A few dogs searper up fi
I and excitedly Jemp and gambol about [us legs. Tlhe creatuy
staps plaving and dancing for o moment and shouts, " Covie and

danee! Conre and iance! Dance before the Gatesof Dawn!” Then

e goes back to playimg aitd prancing with Ins dogs
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Fauldwick dossn'treply many quESLitNS fhe PCsask: he merely
conrinues 1o play his pipes and wave the visitors closer. When
at least one chiaracoer hag come through the rusted pates, he
stops ploving to greel that person

Rusted Gates: The iron gutes are rusted firmly in place
Mediam and Small creatures must squeeze through the
opening o get (n

Catbes: 1 im, thick, herdnese 10, bp 30, breale DC 24, D 30
Strength check to move

Creatures: Creatures for three separare encouniers are
provided below. Choaose a st thar has an EU Shigher rhan
theaverage PC level of the pary

EL 2 One invisible stalker IMM (60)), ane satys with pipes

MM 2191, and four blink dogs (MM 28)

EL 100 Two invisible stalloors LM 1600, one SatvTesth PipEs
(MA 219 and four blink dogs (kM 28)

EL 118: Three invisible srallers (MAf 160}, one satyr with
pipes (MM 209% and four blink dogs (MM 28)

Tactics: Alter greeting the PCs, Fauldwick attempts
convince them to seay with him on the island peaing the
charm persap effect oF his music [Fany PC refuses or resists
Fauldwick orders his blink dogs and invisible stalkers o
uptack, The inyisible stpllers concentrate ohany aithome
foes, while the blink dogs haery those on foor. Fauldwick
remaing In the reat; readying dn derion to artack with his
shorthow whenever someone tries to casta spell I itseeme
seful, Fauldwick commands o blink dog ro go through the
Giites aif Dawn, then shits lis éves and hopes the PCs will

b blinded (see below),




I'he Gaies of Dawn pdventute, Perhaps the POs need 1o talk (o undead crearires

The Gares of Dawn are made ot solid pold, and they swing they might srdinarily atack on sight, o maybe they have 1o

ipen easily. Whenever any creature moves through them Lo bhielp one undead creature in s serugele sgaing snother 3

pither direction, the gates emit o blinding Qash of light, At learn the locaton of the Nevrotic Cradle.

that point, svery cregture within the Gares of Oiwn stoucture

must makes DC L5 Fortitude save or be blinded [or td4  Lore ol the Negrotic Clradle

futnds, Crearnres thatsucceed on the save gre dazzled for - Charaeters with tanksin Knowledge (arcana), Knpwladge

14 roungds local), or Knpwledge ireligion) can research the Neetoric
Ay creature cthar passes through the Gates of Dhiwn imime Cradle to leart more about it When a chardcrer makes 4

istely changes in the manner desived (that 18, the planned skill check, read or paraplirase the sppropriate informarion

rebulld instantly takes elfect), burit alss lls unconseions [rop e ol the fallowing tables, including the information

Fiir § hour, even (Fitis a construct, undead, of other creature From lower DCs,

that does not need to sleep or is immune 10 sleep effecrs, Any Il the PCs are just looking fora place to rehuild and wans

frtempe to damage the Gares of Diawmn cunses [he perpettitor b ke 30 they have Beard abowt such g site, use the entire

1o fall unconscious in the same mannes table 10 they hove heard ol the Nectoric Cradle specifically
Development: Tf the PCs want w help Fauldwick break snd want wosee whether they know more dbout It teveal

hig curse, a remove curee spell lan't enough. Fauldwick must infermation only for check yesults of 25 or higher

honestly repent his tmisdeeds. both those he committeéd in

the distant past and those e hos commited since he hae Knowledge (arcana)

DC  Result

20 Certain places of power allow those with mettle to
change themselves in strange and wondrous ways
In some such places, an individual can change

been on the island Thereafter, he must receive an atonenigni
spell from a cleric of Pelor. Afterbeing trapped on the Island
for <o long, however, Fauldwick no longer hosamy interest in

.I|‘:l'||.l.‘_25?i.l‘|.§ [ his actions, ﬂEngy any aspect of his 1’Ei“E that he does not
like, including race, weaknesses, abilities, and aven
Returning to the Lost Isle personal history.
If the PCs want to veturn to the Last [sle foranother rebuld 25 The Necrotic r-ra'j!'f Is a place where an imbalance
yom have many options. Fauldwick isstill there, and he might i - the _”"c"'ld ok Powerful individuals can
- : N use that imbalance to alter themselves.

have new -::hurmed_nrwuls.ng ElJ.lli."i. Alternatively, some new 30 The Necrotic Cradle Is suffused with strange
creatures, such as fey or powerful oursidets, might also have necrarmantic and transmutative epergies that can
moved in to help gnarid the Gares of Dawn break the boundaries of life and death. Such forces

T ven don't want the POs to use the sume rebuild locarion o are likely to attract undead, but they might also
second tine, the Lost 15]e might never dppear 1o them again sttract outsiders and other strange beings.

The Mecrotic Cradle |s located beneath the
dead city of Drathrere (o Under Tomb Tor in the
Deathlands, or any other place you care to put it).
35 The Mecrotic Cradle probably bas 2 guardian, and
that guardian might be an Inevitable—a thinking
: = 2 construct thet concerns itself with the laws of the
I HE NECROTIC CRADLE universe. A placesuch as the Necratic Cradle, which
(LEVEL ; 13- 15'} breaks universal |aws, could cerfanly be percerved
az 3 threal by sugh creatures

Or perhaps it does appedr, but the Gates of Dawn Bave been
destroved by Fauldwick, Forthis greater transgression, Pelor
has further punished che satyr by turning him into some
much more more terrible creamre

You must fowrmey throwgh the lands of the dead Lo be reborn

The dwarf Taklmn Ungart, previoosly o human Knowledge {local)

Encourntering death and the undead can spark a deep and ;?uF :Eiuu!: 10 years ago, & fallen paladin sought

full reevaluation of life. In the Necrotic Crudle, characteérs legendary place where he could redeem himself.
ceh face their own mortalley and remake the threads of [ife Legend has it that he emerged from that place not
that brought them (o theircurient exisience, only redeemed, but alsa reborn.

25 The paladin was a hurnan who had been trafsfoarmed
into a vamplre by the bite of one of thase unhaly
creatures. The place in which he sought redemption
was called the Necrotic Cradle

The MNecrotic Cradle Hes hidden in 4 place notorious for its
connection o undead, but irs exact location and the natuye of
the dangers it holds were lost with the lives of the creatures

that now havunt the area as undead. Few living beings know 30 Avampire paladin went to the Necrotic Cradlewith
abour the Necrotic Cradle, and fewersrill belisve iy actually several campanions, but only he retirned. Rumars
exists: A few nearly losr legends. howevet, sav that ic is a say after he was restored to full-fledged life; he
place where birth; death, life. and undearh meet and become sought absolution for some crime at the chiirch

where he had received his training.

é - 35 The paladin, whese name was Tanneth Silverwrlght
The Necrotic Cradle might lie hidden beneath o city of Sded el oot ter i at et as a

the dead, or within an anciens bunsl grovnd thar has served ampire. Thereafter, he dropped into anenymity and
many rzces, orat the hearcol 2 dark land haunted by undead became a drunkard
creatures, The purney to this place could be part of the

indistinguishable from one another.
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Knowladge (religion)

DC  Result

20 Certain places of power allow those with meattle 1o
change themselves (n strange and wondrous ways
Rumar holds that in some such places, a person
canignare the plans of the gods and even change
his race.

25 Because the Necrotic Cradle is a place where life
and death meet and niix, great changes can be
wrought there. A fallen paladin of Heironeous wha
became a vampire ance went to the Mecrotic Cradle
with several campanions seeking to restore himsel{
to life

30 The paladin succeeded in his quest, bur afterward,
he appeared at the Sliver House of Justice—the
temple whers he had beeii trsined—and sought
abisalution for same crime,

The Mecrotic Cradle s located beneath the
dead city of Drathmere {or upder Tomb Tor in the
Deathlands, or any other place you care to put it)

35 The farmer vampire was refused atonement because
he would not retum to the Necrotic Cradle and
fight his old companiens, who had refused ebirth
after he had turned them [nto vampires. One of
these vampires, a half-elf mank named Sashess, o
rumored 10 haunt the lands around the Mecrotic
Cradle still

After gerring information from g Knowledge check, the
characters should be able to learn more abowr the Necronc
Cradle by consulting sages, searching throuph a great libracy,
using divination magic, ot 1rying to hnd individuals whao
were referenced in the inlformation they have gained. Such
vesources can reveal the informacion for Konowledge DCs
higher than the PCe' checl pesults, or otharany infottation
abott the Nectotic Cridle that vou'd like the charscters
fa haye,

Random Encaunters

Characters rraveling tothe Necrodie Cradle might encoupte;
several danperous threars before reaching it, You can sither
roll 1d4 times on the table below for encounters, or select
g few that vou prefer. Even il the journey o the Necrorde
Cradle is supposed to be only o briel deout from the cur
rent adventury, consider giving the PCs o few wiarmup
encownters witl the creatuies deaven to the locafon by the
necromantic energy of the place and 1 connection o both

life and dearls,

MecroTIC CRADLE ENCOUNTERS

d¥%  Encounter EL
0110 lcedevil (MM 56) 13
=30 2 kai:,'a.mti (AN 159) 14
31-40 Malfeshres (MAT45) 14
4160 4 devourers (MAS 58) 15
61-80 4 dread wraiths (MM 258) 15
81-90 2 nightwings (MM 197) 15
91-100 Clabrezu (MM 166) and 15

10 Nessian warhounds (MM 151)

The Cradle Entrance Cavery

The transmutarion magic that lows through the Necrotic
Cradle redirecs any arnemngs to releport into or out of in Thus
whether the PCs arrive by magic or oo foor after maversing
patacombs filled with undead, thev first see the Necrotic
Cradle from the cavern directly ourside ic

Read ar parsphirase the fallowing texrwhen the PCsavrive
ourside the cavern

A sepae of fovetwding havgs almogt padpably t Bie aiv within ths
coveprt, Ahead, onoapenimg io e sock wall adarits o beam of hinl-
linaf |I|||_]||.' Wt cilhpuettes o Litaivid aemprid |ig.un‘ l.f.-unfing st
fedinty Phe apeediere: Bevond 0 fies o |.||L'|u|rg11[ll.'_x'5 -.l_,|'||.ll.';r Mackiicss
and Diesornd fhond i3 i sored of 1 |'|_gF:|r—|J Ielbues Femmspher
i gliae projeeling [rom the rapern wall o feother sude af the
abyss, This enpr s vock foemation leoks avihine bul talimd
Blinele pyaeks in thie stape, Ik the vetns i aneve, vgach i Tl
Hhue aivyss b deroundd o geping hole o the center-af the profecting

ok, Thrmeigh thal aperture shines e |r:_;F|r

Che silhoweried Rguee is g marut—an inevitable charged with
pustdihg the Necrotic Cradle. Concerned with the unnagrur)
blending of life and death in this place, it warns visitors away
[rom the Necrorie Cradle and arempts to destroy any whe
persist b teyving ro bypass it

The eavern {s roughly 40 fegr kigh, and the |ig|‘|1 hedm-
Leag e the Necrotie Cridle provides bright illumination
equivalent to thavof davligle. Some areas of the cavern count
as dilficulr rereain because of the rubble that has fallen from
the cailing

ark Abuyss
The Dark Abysson the map is actually a planar ruptore that
lends 1o the Plane of Negative Energy. Any coearurs that falls
et drops lar 400 leet betore cressing over into the Plane
of Megarive Encrgy. Once there, it has to means of return
Necromancy spelle cast within or over the Dotk Abyss are
lunetion as il alfecred by the Heighren Spell (rwo levels] il
Emnpower Spellfeats, but o spells and orher spells thatuse
positive energy dotomatically fail
Creatures; Creatures for thres separate sEncounrers are
provited below: Choose 5 ser that corresponds 1o the average
level af thee party
Party Level 13th: One marur (MM 159), two dread wraiths

(MM 258) pnd tour humaon vampire Sth-level fighrers
I MNE 250,

Pty Lived t41; As the Party Level 13th version, plusa
halfelf vinmpire monk 9/shadowdancer 4 (M3 251), I you
wish, this vampire could be Sashess, once the companion ol
Tanneth Silverwright

Prirty Lepe! L5th: Two maruts (MAL 1581 plus the vampire
described In the Party Level 14th version

Tacties: Repardless ol which Encounter Level applies, the
ractice tor the marut (or marus) remain IJ.'.I'E same, 1h.e marti
periodically serivires esar walle and teue seengabilives, and
it lnits alreacly done s when the PCs arrive, With triee secing,
should be able ro spor the PCs and wath s wealks it can hieghi

-_)]_'.ll‘.ll.}l'l('ﬂlb '.".'l]l:'l ‘I.Ilnil.ﬁI {41 ||'|1,' sl1T.




When the marar spots the PCe, it sets up
o wall of foree along the edge of the abyss ro
block access to the Necrotic Cradle; then
deliversits only warning: “This place i for
hidden. Leave now or be destroved.” It the
PO don'l immediately leave, the marut uses
ercaler cotumand and oders them @ flee
Those who remain or i aniy way petrsistin
their efforrs to reach the Necrotic Cradle
tnust face the maruds greater dispel magic,
i lghtwing, and cirde of death abilities as
well a5 lts porent melee attacks. The migrar
also takes advanirage of any opportunities
to butll mysh PCs into either the Darl Abyss
behirid it or the Brilliant Abvss within the
Necrotic Cradle. If the marut believes i is
losing the battle, it uses its earthquake abil
ity in hopes of bringing the ceiling down
an the PCOs (and irsell)

[he vampirves and dread wraiths are all
thar remain of Tanneth Silverwright's com-
panions. They wish o enter the Necroric
Cradle to transtorm themselves into liches
so that they need not fear sunlight, but
thev haven't wet been able to get past the
puardian, They arrive (d4 rounds into the
PCs" combat with the marte lor marues).
Hioping that the PCs can distract the marut
long enotigh toallow them entrance, they
fly across the Dark Abvss during the bartle.
if the PCsappear 1o have the upper hand,
the vampires and dread wrairhs sop long
enough to artack them until it looks like
the marut has a tighting chance before
proceeding on to the Necrotic Cradle:

The Mecrotic Cradle
Read or pataphrase the Eu“u_nv;m__r when
Wecrotic Cradle.

1 PCoenters the

e mtevior of the bullous protrusion oo nrgelyvspherical spac
with @ huge vent in the floar that echoes the black abyss outside.
This hole, however, is sa filled with radiant light thad it's difficult
to ook l. Shining white cvacles in the stone exténd ooy from the
bale, fust as might-dark cracks extand from the enteance. Where
Hieseeracks meel. they fragment intosmaller crevices of light and

darkaress that swiel around sne another-in cver-tightening spirals
bt 1nevier actwally meet. The lavgest of these formalions lies in Hre
center of the bowllike floor. Fully 15 fect acvose, this spival pulsated
wilh evackling whate and black enereyv. In 0 certter, the Do Bypes
of crncks actunily meet, and the tweo forees wn-and lose a {housand
battfes wath vach seeond tHet passes.

The light in the Necrotic Cradle causes all creatures inside
10 pecome dazzied (nosave). Because of all the cracks in the
inrerion the emtire Noar is considered difficult rerratn, and
the Climb DC for the walls is 12, Inaddition, any living

: !
or undead crearure touching rhe walls or floor inside the

setdd 1R e

DT 20Whill save, Success indicares tharthe
creature (s struck by energy (positive energy if the creature
s living, or negative energy ifit i3 undead) that healsir of
rlt points ol damage. Fatlure indicates thar the ereature
stricle by the opposite energy tvpe and rakes 2dg poinrs of
damage: The onlyarea thar is safe from this effect is the
central spiral of cracks

eradle must male s

Brilliant Abyss

The Brilllant Abyse isa planar ruprore thae leads 1o the Plane
of Positive Energy. Any crearure that falls into it drops for 200
[ect before crossing over inta the Pline of Positive Energy
Chace rhere, it hag no meansof rerurn,

Transmusation spells castwithin or over the Brilliant Abyss
function as ifaftecred by the Heighten Spell (ewo levels) and
Empower Spell fears, and cure spellsand otherspells that use
positive energy ate maximized.

Cemral Spiral

Any creature standing in the largest spiral of cracks can
rebuild ieself. Each round that it remains in contact with
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the spital, the creaturs takes 10 points of damage from
whichever type of energy (positive or negative) damages
it. Anv creature killed by this damage is torn apart by the
warring energies and sucked—equipment and all—inte
the cracks of the spiral. Then the tebuilt creature comes
into existence in the same place. wirls Tull hie poines and
all the equipment the previous creature possessed when it
was destroved. 1fthe creature iz killed by some means oche
than positive ornegative energy while in contactwitli the
central spiral, it dies and does not get the epportuniy w
rebuild. A crearure that is nor damaged by either negarive
ENErgY ol positive énergy cannol use rhe Meceoric Cradle
ro rebuild.

Returning to the Necrotic Cradle
IF the PCs wancto return to the Necrotic Cradle for snothe
rebuild, you have manvoptions. More maruts or orher inevis
tables might be guarding it. Alternatively, some new creattires,
suth as powerlul undead or outsiders, might also have moved
it 1o possess the sire,

I you don'rwant the PCs to use the same rebuild locarion
asecond time, you could rule that the Necretic Cradle works
only once for any given crearure. Or perhgps some crearures
tried 1o repair the rifts in the plane and nullibed the reforming
properiies of the Necrotic Cradle in the process. Alternarively,
aneol the two dbysses might have won the energy battle, clos-
ing one side snd opening o two-way gate to oo enerpy plane,

OTHER REBUILD QUEST
OBJECTIVES

Here aresome other ideas far places the PCs might ge to rebuild
and the kinds of creatures they might encounter there,

Bastion of Unborn Souls: Somewnere on the Flane of Fositive
Energy flaats thic place af pawerful magic fram which &l souls
come and to which gods fear to ga. Strange beings made of
energy and soulstuff guard it from those who would -abuse jts
power. This location s fully described in the Bastion of Broken
Souls adventire,

Forge of Remaking: | this strange place, @ character must
confront himself and defear his fears or die trying: By doing so
he can ehange His truename and thus change his being, This
lacation is fully detailed in Torme af Magic.

Morpheus the Changer: The titan Morpheus has strange
powers to reshape others through their drearms Those wha wish
his aid must defeat the titan in single combat, because he uses
this ability only an those who can bast him.

Seldarine Pool: The magic waters df the Seldanne Pool are in
a hidden shrine to the elf gods. Legend holds that washing in
the waters of the Seldarine Poal can heal woeunds and cure lls,
but that drinking from it grants the imbiber the power to alter
his being. A tribe of wild elves fiercely guards the pool, killing all
whio come to it—eaven other elves

Shattershear Cliffs: The winds that rip at snmeane falling from
thie Shattershear Cliffs can actually tear a body to pieces and
put it back together. Anyone whao can make it there, win her way
past the guardian beast, leap from the roc's nest. and somehow
survive the fall, can ramake hersalf




Appendix: Quick PC
and NPC Creation

This section presents quick and easy ways to create characters
tor both pleyers and DMs. (f you're g fast study and need 2
relatively low-level characrer, youcan creste one in S minores
with the system presented here.

For readv-to-play 1selevel characters, consalt the starting
packages presenred in Chapters 1 and 2;

Creating a character always involves maliing certain decr-
sions, Below are the ordered steps o create a character inan
ethicient manner

—__ LCHOOSE A CLASS

Characrer class determines the rypes of feats yvou need o
select, the magic rems vour character needs. and many other
factors. So the first decision vou need ro make 5 what kind
l."'T. characrer YOU Wwant [0 creale.

2. DETERMINE

Tospeed up the process, use the elite ability score areay from
the Dunpeon Master's Gurde, You can either nuse the suggested
ability arrangement foryour chosen class orassign the scores
as vou wish, The elite array gives you scores of 15, 141312,
{0, and 8 to distribure as vou wish,

Barbarian: Strengrh 15, Dexrerity 13, Constirurion 14,
Inrelligence 10, Wisdom 12, Charisma 8.

Barc: Strength 10; Dexterity 14 Constitution 13, Inrek
ligence (2, Wisdom 8 Charisma 15

Beguiler: Strength 8, Dexterity 14, Constinution 12, 1nrel-
ligence 15, Wisdom 10, Charisma 15,

Cleric: Strength 12, Dexterity 8 Consttution 13, Intel-
ligence 10, Wisdom 15, Charisma 14

Dragon Shaman: Strength 15, Dexterity 12, Constitution
14, Intelligence 8, Wisdom 10, Charisma 13.

Druid: Srrength 10, Dexterity 12, Constitution 14, Intel-
ligence &, Wisdom 15, Charisma 13

Duskblade: Strength 15, Dextersy 13, Constnmion 12,
Iatelligence 14, Wisdom 10, Charistng 8

Favored Soul: Strength 14, Dexterity 10, Consrirution 12
Intalligence 8, Wisdom 15, Charisma 13.

Fighter: Strength 15, Dextetity 13, Constitunon 14, lngel
ligence 10, Wisdom 12, Chatisma .

Hexblade: Strengrh 15, Dexterity 13, Constitution 12,
intelligence 10; Wisdom 8, Charisma 14,

Knight: Strength 15 Dexterity 12, Constitution 13, Lne]-
ligence 10, Wisdom 8 Charisma 14

Marshal: Strengih 14, Dexteriry 13, Constitution 13
Intelligence 10, Wisdom &, Charisma 15

Monlk: Strength 13, Dexterity 15, Constiturion 12, lniel-
ligence 10, Wisdom 14, Charisma &

Paladin: Serength 13, Dexterity 8, Consntution 14, Tntel
ligence 10, Wisdom 12, Charisma 15

Ranger: Strengeh 12, Dexterity 15, Constitution 14, Intel-
ligence 10, Wisdom 12, Charisma &

Rogue: Serengrh 13, Dexteritv 15, Constitution 12, Intel-
ligence 4, Wisdom 10, Charisma 8

Scour: Strengrh 14, Dexreriry 15. Constirurion 12, Intel-
ligence 10, Wisdom 13, Chirisma 5.

Sorcerer: Strenpth 8, Dexterity 13, Constirution 14, Lotel-
ligence 12, Wisdom 10, Charisma 15,

Swashbuckler: Strength 13, Dexterity 15, Constiturion
10, Intelligence 14 Wisdom 8, Charisma 12,

Warlock: Strength 8, Dexterity 14, Constitution 13, Intel
ligence 12, Wisdom 10, Charisma 15.

Warmage: Sirengrh 8, Dexteriry 13. Constiturion 12,
[ntelligence 14, Wisdom 10, Charisma 15

Wizard: Strengrh 8; Dexterity 13. Constitution 14, Tntel-
ligence 15, Wisdom 12, Charisma 10

L yoware creating a character above 151 level, vou migh
alsohave attribute bonuses to spend. Your character gainsa
\-poine bonus at 4th, Brh, 1 2th, 1ath, and 20th level. Be sure
to spend these points before moving on 1o the next step,

if applicable

— 3. PICKYOUR RACE

Like class, cace is primartly @ matter of taste orneed. Hyou
lack any real preference, choose the race that best maiches
your chosen characrer class from Table A-1: Preferred Races
by Class, Some entries also mention a second race raken
Ftom another supplement; those races in talics have a level
adjustmental +1 or higher and thus can't be used as 15¢-
level characrers

TupLe A—1: PREFERRED Races my CLass

Class Race

Barbarian Half-arc (or goliath')
Bard Gnome

Bepuiler Half-elf for changeling?)
Cleric Humazn

Diragon shamarn Hurman {er dragonborn human')
Drulel EIf {or killaren®)
Duskblade EIf

Favored soul Hurnan

Fighter Lwarf (or warforged?)
Hexsblade Human

Kright Human

Marshal Hufman

Menk Hurnan {ar busmman®)
Paladin Human [or aasimar)
Ranger Elf {or shifter?)

Rogue Halfling {or whisper gname’)
Scout Elf {or mpturan"?
Sarcerer Hurman {orspellscale’)
Swashbuckiar Human {ar tigfling}
Warlock Huisran

Warmage Human

Wizard EIf for (Humian®)

1 Roces of Stone

2 Roces of Eberran

1 Races of the Drogon
4 Races of the Wild

§ Planar Handboal

B Races af Desting




4, PICK YOUR SKILLS

Fine vour character class on Table A—2: Numberof Skills by
Chass to determine how many skills vour characer can have

TasLE A—2: NUMBER OF SKILLS BY CLASS

Class Base Number of Skills
Barbarian A 4 |t mad
Bard B & Int mod
Beguiler G+ Int med
Cleric 2+ Int mod
Dragan shaman 24 Int g
Crruricl 4 4 Int mod
Duskblade 2 + Int med
Favored soul 2+ Int mod
Fighter 2+ Int med
Hexblade 2+ Int mod
Knight 2+ Int mod
Marshal 4+ Int mad
Mk 4+ Int mod
Paladin 2 + Int mod
Ranger &+ Int mod
Rogue 8 + Inf mad
Seoul B 4 Int rmicic
Sorcerer 2 4 Int med
Swashhuckler 4 il miod
Warloch 2 4 Int miod
Warmage 2 4 it rriod
Wizard 2 ¢ Int mod

SKILL PRICRITY LISTS

Each of the entries below s a list of skills, rated inorder from
most important o least importent bor a typacal member af
the class. Starrar the beginning of your class's skill lisvand
cownt off the number of skills vour characrer 15 enmitled
1o based on the information 1n Table A-2. The charaerer
goins each of those shalls ar the maximum ranks allowed
for his level, A human character gains one bonns skl ar
maximum ranks.

For example, If youre playing a halfare barbarian with
an [nrelligence score of & vouare encitled v 4 - | =3 skills
Take the first three skills From the barbarlan list 1Suevival
Listen, and lump), and spend the maximum ranks allowed
for each {character level 4 33,

Barbarian: Survival (Wis), Listen (Wis), Jump (Ser), Climb
Sty Swim (S, Handle Animal (Chal, Ride (Dex)

Bard: Pertorm (Chaj, Coneentration (Con), Use Magic
Deviee (Chal, Blulf (Cha), Diplomacy {Cha), Gatcher Infor
maation {Chay, Inrimidaee (Chal, Spelleratt (Lo, Enowledge
{local) {nn, Decipher Seripr (Int),

Beguilers Hide (Dex), Move Silently | Dex), Spot (Wish
Search [Int), Disable Device (lnn), Open Lock (1nt), Copcen
rration (Con), Bluff (Cha), Listen | Wish Tumble | Dex).

Clerie: Concentration [Con), Heal (Wis), Enowledge
treligion) (Int), Diplomacy (Cha), Spelleratt (o, Knowledge
ithe planes) {Ing).

Dragon Shaman: Three skills from totem H:ngun cholce
isee classy; CHmb (S, lotimidate (Cha), Knowledge
(ature) (Int)

Drruid: Survival (Wis) Handle Animal (Cha), Spor (Was)
Listen | Wris), Kuowladge (natueel | Lag), Spellemalt (Int), Ride
i Dex), Swim (Sir),

Duskblade: Concentration (Con), Jusnp (Sor), Spellerate
(Inth. Climb (Ser), Koowledge (arcana) (Int), Decipher
Script (Int)

Favored Soul: Concentration(Con), Heal { Wis), Diplo-
macy [Cha), Sense Motive | Wisy, Spellcrafr (1nn), Knowledge
{arcana) (Tnt):

Fighter: Climb (St fump (5tr), lntimidate (Cha), Swim
{srr), Ride [ Dex), Handle Animal (Thaj,

Hexblade: Concentration |Conl, Intimidate (Chaj,
Blutf (Chal, Spellcraft {Int), Enowledge (arcana) (lmtl,
Hide (Dex)

Knight: Intimidate (Eha) Ride (Dex;, Handle Animal
(Chal, Knowledge (nobility and tovalee (Ine, Jump (5o,
Climh (51

Matrshal: Diplomacy (Chal, Spot (Wis), Lisren (Wis,
Intimidate (Cha), Sense Motve | Wis), Enowledge {history)
(Tnry, Swam {(Sir), Ride (Dex;,

Monl: Tumble (Dex), Spot (Wis), Move Silently (Dex),
Hide r13ex), Escape Areist i Dex), Climb {Szrj, Jump (S,
Balance (Dex)

Paladin: Diplomacy (Cha), Ride [Dex), Sense Maotive
(Wis), Heal | Wis), Concentration (Con), Knowledge (rels-
gion) {ing)

Ranger: Survival (Wis), Hide (Dex), Listen |Wis),
Spot (Wis), Handle Anfmal (Chaj, Move Silently (Dex),
Knowledge (geography) (Int), Search (lot), Jump (Str),
Swim [ Str).

Rogue: Hide | Dex), Move Silently ( Dex), Search (1ng), Dis-
able Device (Int), Open Locks [Dex, Sleight of Hand | Dex),
Tumble ( Dex), Spoc i Wish, Listen (Wis), Bluff iCha), Climb
(Str), Escape Artist {Dex),

Scont: Hide [ Dex); Move Silently (Dex), Spor(Wis), Search
{1, Disable Device (L), Listen | Wis), Tumble (Dex), Survaval
[Wis) ClimbiSte), Jump (St Knowledge (dungeoneering|
iInt); Balance (Dex)

Sorcerer: Concenrration [Conj, Blutf (Cha), Knowledpe
{arcana) (Inty Spelleeate [ Int), Crakt ([nt), Profession (Wis)

Swashbuckler: Tumble ( Dex), Bluff (Cha), Jump (5,
Drplomacy (Cha), Balance (Dex), Escape-Artist | Dex), Swim
[5er), Sense Motve [Wis),

Warlock: Concentration (Con|, Use Magic Device (Cha),
Blutt (Cha), Spellerafrilnt, Intimidate (Chal, Knowledge
larcanal (Inck

Warmage: Concentration | Conl, Spelleralr (1no, Tntimi
date (Cha), Knowledge {srcana) (1nn), Knowledge (history)
{Int}, Cratr{Int),

Wizard: Concentrarion {Con ), Spellerafi (Inr), Decipher
Sertpein, Knewledge tarcana) (1m}, Knowledge ithe planes)
({1nr), Knowledge (dungeoneering) | Lnt),

5. PICK YOUR FEATS

In many ways, your chacacter's fears define his basic abilines
and talents. The tollowing feat progressions map out appre-
priate selections from st to20th level The "H® entry in the
tables represents a himan's bonus fear, and the numbers
represent the levels o which o charcter of thar type would
it i feat in question



TaoLe A—3: FEAT PROGRESSIONS BY PaRTY ROLE

BARBARIAN
Destrover Hunlar
H Power Attack Track
15t Cleave Weapon Focus (any two-handed)
ird Mad Foam Rager® Trophy Collector®
6th Weapon Focus (greataxe) Combat Focus®
91k Impreved Critical [greataxe) Blind-Fight
12th Improved Sunder Combat Vigor~
15th Defensive Sweep® Combar Awarengss®
1&th Cverwhelming fssault™ Flay=
Baro
Controiler Problem Solver
H Skill Focus {Perform) Skill Focus (Use Magic Deyjce)
15t Megotiator Arcane Flaurish®
ird Wanderer's Diplomacy® Magical Aptitude
fith Combat Panache® Battle Dancers
Sth Master Manipulators Arcane Accampanimeni=
12th Spell Focus (enchantment Irmproved |nitative
15th Improved Fejnt Combat Reflexes
18th Fade into Vialence® Vexing Flanker®
BEGUILER
Controlley Investigator
H Spell Focus (enchantment) Spell Focus (enchantmant)
1st Improved Initiative Stealthy
3rd Greater Spell Facus [enchantment) Wanderer's Diplomacy®
Sth Silent Spell Silent Spel|
ath Arcane Thesis* Quick Draw
Sth Spell Penetration Eschew Materials
10th Sl Spell still Spel|
T2th Heightan Spell Weapon Finesse
15th Scribe Scroll Spell Penetration
18th Cireater Spell Penetration Greater Spell Focus (enchantment)
CLERIC
Defender Destroyer
H Extra Turning Extra Turning
Ist Improved Turming Divine Justice™
3rd lramn Will Weapon Focus [any)
Gth Spell Focus (evocation) Rivine Armiar®
ath Sacred Radiance® Smiting Spell*
12th Cormbat Casting Pewer Attack
15th Tower Shield Praficiency Cambat Casting
18th Lunging Strike* Armor Specialization® [heavy)

To use rhis rable, ind the numberof ears your character is

Whirlwind

Twa-Weapon Fighting
Weapon Facus. (kukri)
skill Focus [Tumble)
Two-Weapan Pounce®
Improved Critical (kukri)
Impreved Two-Weapon Fighting
Two-Weapon Rend®

Gireater Two-Weapon Fighting

Vanguard

Still Spell

Combat Expertise

Exotic Weapon Proficiency
{spiked chain}

Improved Trip

Improved Disarm

Combat Reflexes

Weapon Focus (spiked chain)

Power Attack

Trickster

Spell Facus {illusion)
Combat Expertise
Improved Feint
Silent Spel|

Fada into Violence®
Acrobatic Strike?
Still Spell

Shadow Striker®
Spell Penetraticn
Greater Spell Focus [illusion)

Healer

Combat Casting
Sacred Healing®
Divine \Ward®

Extra Turning

Brew Potion

Sacred Purthcation®
Quicken Spell

Extra Tur ning

enritled to, then start ar the beginning of the chosen progres
sipn and take that number of feats. 1f your character is net
human; you can still seact with the feat labeled “H." but this
often Tsn't necessary,

For example, a 7th-level halfore barbatian has three feats
IFyou'te using the destrover progression, you walld need m
falee the "H" fear, Power Atcack, since that feat is 4 prevequisite
for Cleaye

Some of the progressions require certain sbiliry scores
to meet theit prerequisites. Afrer you choose the fear
progression you want, check the prerequisites und be sure

far bulfill them, evenit you have to go back and change your
chameter's atrributes to match the requirements. In some
cises, you must also buy ranks in cerrain skills o qualify
for a particular feat progression. In this case, make sure
you purchased the relevant skills when you spent your
chamcter's skill ranks instep 4{or go back and change your
sleill chaices)

Most of the feats in these progressions dre found in the
Flayer's Flandbook or tn this book (those marked with an
asterisk). Any class appearingin a book other than the Player's
Hindbook might mention some fears from another book
"ty rhit supplement tn which the class appeared)




TapLe A—3: FEAT PRoOGRESSIONS BY PARTY ROLE (CONT.)

DRAGON SHAMAN

Defender
H Armer Proficiency (heavy)
st Shield Specialization™ {(heavy)
2nd{ Skill Focus
Ird Shield Ward*
6th Active Shield Defense™
Bth Skill Focus
Sth Improved Matural Armaor

12th Weapon Focus (morningstar)
15th Blind-Fight

16tht  Skill Focus

18th Armor Speciallzation™ (heavy)
1 Bonus feat; see page 13 for options.
1'5ee Monster Manua!, page 303.

Druin
Beastmaster
H Animal Affinity
st Companion Spellbond*
3rd Combat Casting
ath Combat Reflexes
gth Empower Spell

12th Quicken Spel|

15th Vexing Flanker®

18th Extend Spell

| See Monster Manue!, page 304.

DuskeLADE
Blaster
H Weapon Focus {ranged spell)
15t Paint Blank Shot
2ndi  Combat Casting
1pel Precise Shot
fith Empower Spell
9th Improved Critical [ranged spell)
12th Improved Precise Shot
15th Spell Penetration
T&th Greater Spell Penetration
1 Benus feat.

Favorep Sour

Defender
H Armaor Proficiency (heavy)
Ist Shield Specialization® (heavy)
ird Weapeon Focusy
3rd Shield Ward:
6th Combat Focus®
Sth Active Shield Defense*

12th Weapon Specializationt
12th Combal Yigar®
15th Blind-Fight

18th Combat Awareness®
+ Bonus feat; applies to deity’s favored weapon
1'See Complete Divine,

Destrayer

Power Attack

Cleave

Skill Focus

Weapon Focus (mormingstar)
Ability Focus' (breath weapon)
Skill Focus

Brutal Strike*

Improved Critical {momingstar)
Improved Sunder

Skill Focus

Shield Specialization® (heavy)

Feral Beast

Combat Casting

Alertmess

Keen-Eared Scout®

MNatursl Spell

Improved Matural Attack (any)
Power Attack

Flay#

Improved Bull Rush

Defender

Taughness

Combat Expertise

Combat Casting

Arcane Toughness™

Shield Specialization™ (heavy)
Shield Ward™*

Armer Specialization® [medium)
Craft Magic Arms and Armor
Weapon Focus (longsword)

Healer

Spontaneous Healer'
Augment Healing
Weapon Focus?|
Combat Casting

Brew Potion

Craft Wand

Weapun Specialization]
Scribe Scroll

Reach Spell’

Flyby Attack

Second-Rank Warrior
Combat Reflexes

Power Attack

Skill Foqus

Weapon Focus (longspear)
Hindering Opportunist®
Shall Focus

Short Haft=

Lunging Strike™

Stalwart Defense®

Skill Focus

Improved Critical (longspear)

Warden

Spell Focus (cenjuration)
Augment Summaning

Shield Specialization® (heavy)
Extend Spell

Imbued Summening®

Shield Ward*

Spell Penetration

Armer Specialization™ (medium)

Skirmisher

Weapon Focus (any one-handed)
Dodge

Combat Casting

Mability

Spring Attack

Improved Critical (any ane-handed)

Combat Tactician®
Combat Expertise
Whirlwind Attack

Vanguard

Combat Focus®

Combat Casting

Weapon Focust

Power Attack

Cleave

Craft Magee Arms and Armor

Weapon Specialization

Combat Vigor™

Improved Critical (deity's
favored weapon)

Armor Specialization®




TasLE A-3: FEAT PROGRESSIONS BY PARTY ROLE (CONT.)

FIGHTER
Archer
H Paint Blank Shot
1= Precise Shot
1stt Weapon Focus (longbow)
2nd Rapid Shot
3rd Dodge
dthy Weapon Speciallzation {lengbow)
Gth Meobility
Gth Shiat an the Run
Bth Greater Weapon Focus (longbow)
8th Ranged Weapon Mastery™ (piercihg)
10thT  Manyshot
12th Armer Specialization™ (medium)
12th  Greater Weapon Specialization
(langhbow)
14thi  Improved Precise Shot
15th Iimproved Critical (longbow)
16tht  Improved Initiative
18thT  Quick Draw
1Bth Weapon Supremacy® (langbow)
20tht  Penetrating Shot*
T Bonus feat.
HEXBLADE
Defender
H Ability Focus' (hexblade's curse)
1st Armor Proficiency (medium)
3rd Battle Caster’
sthi Spell Focus (necromancy)
ath Combat Casting
ath Practiced Spellcaster
10thy  Greater Spell Focus [necramarcy)
12th Armor Specialization {medium)
15th Extra Slot! (3rd)
15tht  Spell Penetration
18th Extra Spell* (3rd)
20tht  Greater Spell Penetration
TBonus feat.

1 See Mapster Manuwal, page 303.
2 See Complete Arcane.
3 See Commplete Warrior.

KNIGHT

H

15t
2ndT
Ird
Sthi
ath
ath

10thy
12th
15thi
15th
18th

Cavalier

Skill Focus (Ride)

Mounted Combat

Weapon Focus (lance)

Shield Specialization™ {(heavy)
Ride-By Attack

Short Haft=

Improved Critical {lance)

Spirited Charge

Armor Specialization® (heavy)
Trample

Power Attack

Lunging Strike*

1 Bonus feat
1 See Monster Manual, page 303,

Defender

Blind-Fight

Iron Will

Weapon Focus (longsword)

Shield Specialization® (heavy)
Combat Reflaxes

Weapon Specialization (langswaord)

Shield Ward*
Combat Expertise
Greater Weapon Focus (longsword)

Melee \Weapan Mastery® [slashing)

Improved Disarm

Armor Specialization™ (heavy)

Greater Weapon Specialization
{longsword)

Vexing Flanker*

Defensive Sweep*

Power Attack

Impraved Initiztive

Weapon Supremacy® (longsword)

Robilar’s Gambit*

Destroyer

Power Attack

Cleave

Weapon Focus {any two-handed)

Combat Casfing

Power Critical

Improved Critical (any twa-handed
weapon)

Spell Focus (necromancy)

Pawer Critical®

Improved Toughness!

Greater Spell Facus {necromancy)

Defensive Sweep*®

Spell Penetration

Defender

Shield Specialization® {heavy)

Weapon Focus (any ene-handed)

Mounted Combal

Shield \Ward*

Endurance

Ability Focus' (test of mettle)

Improved Critical |any one-handed
weapon)

Diehard

Armar Specialization® (heavy)

Irexn Wil

Indomitable Souls

Defensive Sweep®

Destroyer

Power Attack

Cleave

Weapon Focus (greatsword)

Flay*

Improved Sunder

Weapon Specialization
(greatsword)

fron Wil

Impraved Bull Rush

Greater Weapon Focus
i{greatsword)

Melee \Weapon Mastery* (slashing)

Improved Critical {greatsword)

Armeor Specialization® (heavy)

Creater Weapon Specialization
(greatsword)

Slashing Flurry

COverwhelming Assaulth

Intimidating Strike

Improved Initiative

Weapon Supremacy™ (greatsward)

Cometary Collision®

Skirmisher

Ability Focus' (hexblade’s curse)
Dodge

Mahbility

Spell Focus (enchantment)
Spring Attack

Dash’

Grealer Spell Focus (enchantment)
Bounding Assault®

Elusive Target’

Spell Penetration

Rapid Blitz*

Gragter Spell Penetration

Destroyer

Power Attack

Cleave

Mounted Combat

Improved Bull Rush

Endurance

VWeapon Focus (any one-handed)
Cometary Collision®

Diehara

Ability Focus' (daunting challenge)
Great Fortitude

Steadfast Determination®

Armor Specialization® [heavy)




TabLE A-3: FeaT PRocressions By ParTy ROLE (coNT.)

MarsHaL
Defender
H Shield Specialization® [heavy)
Ist Shield Ward®
Tst? Skill Focus (Diplomacy)
3rd Armaor Proficiency (heavy)
6th Goad!

9th Shieldmate

12th Blind-Fight

15th Combal Expertise

18th Armor Specialization™ [heavy)
1 From Miniatures Handboaok

2 Bonus feat.

Monk
Defender
H Combal Focus®
Tsty Stunning Fist
st Dodge
2nd} Deflect Arrows
3rd Versatile Unarmed Strike®
Bthi Impraved Trip
Bth Leap af the Heavens®
Oth Combat Defense®

12th Combat Vigor®

13th Fiery Fist™

181h Fiery Ki Defense*

1 See Manster Manual, papge 303,
-+ Banus feat.

PaLaDIN

Cavalier
H Mounted Combat
1st Ride-By Attack
3rd Mounted Archery
ath Spirited Charge
ath Trample
12th Power Attack
15th Improved Critical (lance)
18th Shield Specialization® [heavy)

RANGER

Archer
H Paint Blank Shot
1st Precise Shot
sty Track
2ndf Rapiel Shot
Ard Weapon Focus {longbow)
6th Dodge
ath Maobility
12th Impraved Initiative

15th Shat an the Run
18th Far Shat
1 Bonus feat.

Second-Rank ‘Warrior

Combat Reflexes

Deft Opportunist

Skill Focus {Diplomacy)
‘Weapon Focus (reach weapan)
Hindering Opportunist®

Short Haft®

Distracting Attack'

Stalwart Defenze®

Lunging Strike®

Destrayer

Improved Natural Attack
Improved Grapple
Weapon Focus (Unarmed strike)
Combat Reflexes

Power Attack

Improved Trip

Improved Bull Rush
Improved Overrun
Cleave

Improved Sunder

Creat Cleave

Destroyer

Power Attack

Weapon Focus (any two-handed)

Extra Turming

Divine Justice®

Improved Critical (any two-handed
weapon)

Divine Armor®

|mproved Sunder

Divire Fortune®

Hunter

Blind-Fight

Alertness

Track

Rapid Shot or Twa-Weapan Fighting
Keer-Eared Scout®
Combat Focus*

Combat Vigor®

Combat Awareness®
Weapon Focus (longhow)
Combat Strike

Vanguard

Improved |nitiative
Battlefeld Inspiration’
Skill Focus {Diplomacy)
Weapon Focus (any)
Intimidating Strike=
Endurance

Diehard

Daunting Presence
Qverwhelming Assault™

Skirmisher

Improved |nitiative

Stunning Fist

Ability Focus' (stunning fist)
Deflect Arrows

Dodge

Improved Disarm

Mability

Spring Attach

Weapon Focus {Unarmed strike)
Blind-Fight

Improved Critical (unarmed strike)

Vanguard

Improved Initiative

Shield Specialization™ (heavy)
Combat Focus?

Ritual Blessing*

Combat Vigor®

Sacred Punfication=
Sacred Radiance™
Shield Ward>

Skirmisher

Dodge

Mability

Track

Two-Weapon Fighting
Combat Refledes
Spring Attack

Shadow Striker®
Two-Weapon Pounce®
Two-Weapan Rend*
Improved Critical {short sword)




TapLe A—3: FEAT PROGRESSIONS BY PARTY ROLE (CONT.)

Rocue

H
Ist
3ird
ath
ath
12th
15th
18th

ScouTt

[

Ist
ird
dthi
Gth
Eth [
Gth
12th I
12th
15th
16tht
18th
20tht

Archer

Point Blank Shot

Precise Shot

Rapid Reload

Deadeye Shot*

Rapid Shot

Crossbow Sniper®

Weapan Focus {light crosshiow)
Improved Precise Shot

Archer

Paint Blank Shet

Precise Shot

Weapon Focus (shortbow)
Dodge

Mokility

Shot on the Run
Improved Initiative

Quick Draw

Impraved Critical (shorthow)
Telling Blow®

Danger Sense’

Impraved Precise Shot
Quick Reconnolter'

T Bonus feal,
| See Complete Adventurer,

SORCERER
Battle Mage

H Toughness

st Bonded Familiar®

rd Improved Counterspell

Gth Arcane Toughness®

gth Spell-Linked Familiar*

12th Dampen Spell*

15th Combat Familiar®

18th Lurking Farmiliar®
SWASHBUCKLER

Deastroyaer

H Weapon Focus [short sward)

Isty Weapon Finesse

15t Two-Weapon Fighting

ird Two-Weapon Defense

Bth Improved Two-Weapon Fighting

9tk Two-Weapan Pounce®

12th Improved Two-Weapon Defense!

15th Greater Two-Weapon Fighting

18th Two-Weapon Rend*

I Banus feat,

1 See Complete Warrior.

Duelist

Combat Expertise
Improved Feint
Weapon Finesse
Tumbling Feint®
Improved Initiative
Einhander®

Dodge

Combat Cloak Expert®

Hunter

Track

Alertness

Keen-Eared Scout®

Skill Focus [Survival)
Point Blank Shot
Brachiation'

Precise Shot

Impraved Initiative
Weapon Focus {shortbow)
Deadeye Shot?
Blind-Fight

Impraved Critical (shorthow)
Danger Sense

Blaster

Lightning Reflexes

Spell Focus {evocation)
Creater Spell Focus (evocation)
Spell Peretration

Blistering Spell*

GCreater Spell Penetration
Empower Spell

Widen Spell

Duelist

Weapon Focus (rapier)
VWWeapon Finesse
Combat Expertize
Improved Feint

Dodge

Melee Evasion=
Improved Disarm
Tumbling Feint*
Combat Cloak Expert*

Explorer

Alertness

Combat Reflexes
Vexing Flanker®
Adaptable Flanker®
Acrobatic Strike®
Shadow Striker*
Keen-Eared Scout™
Spectral Skirmisher®

Skirmisher

Dodge

Two-Weapon Fighting
Weapon Focus (shart sward)
Maobility

Two-Weapaon Defense
Spring Attack

Two-Weapon Pounce®

Quick Draw

Improved Two-Weapon Fighting
Dual Strike’

Blind-Fight

Telling Blow®

Improved Initiative

Infernal Summoner

Infernal Sorcerer Heritage™®
Infernal Sorcerer Howl
Spell Focus (conjuration)
Augment Summaoning
Imbued Summoning®
Infernal Sorcerer Eyes®
|nfernal Sorcerer Resistance™
Extend Spell

Skirmisher

Dadge

Weapon Finesse
Mobility

[rash

Spring Attack
Combat Acrobat®
Bounding Assault*
Cormbat Tactician®
Rapid Blitz*




TaBLe A—3: FEaT PROGRESSIONS BY PARTY ROLE (CONT.)

Ability Facus® (eldritch blast)

WaRLOCK
Blaster Controller

H Pairt Blank Shat Mecropolis Bom

1st Precise Shot Intimidating Strike*

drd Weapon Focus {ranged spell)

Gth Point Blank Shot Sudden Extend’

th Spell Penetration Precize Shaol

12th Maximize Spell-Like Abjlity' Extra lfvocation' (lesser)
(eldritch blast)

15th Quicken Spell-Like Ability Ouicken Spell-Like Ability?
{eldritch blast) {eldritch blast)

18th Abiliey Focus® (eldritch Blast) Extra Invacation' (greater)

1 See Complete Arcane,
2 See Monster Manua!, page 303,

WarRMAGE

Battle Mage Blaster
H Battle Caster Lightning Reflexes
1st Toughness Spell Focus {evocation)
3rd Weapon Finesse Greater Spell Focus {evocation)
Bth Arcane Taughness® Extra Edge'
Ttht Sudden Empower’ Sudden Empower’
9th Armor Proficiency (heavy) Spell Penetration
10tht  Sudden Enlarge’ Sudden Enlarge
12th Extra Edge Credter Spell Penetration
15thi  Sudden Widen Sudden Widen'
15th Lunging Strike* Arcane Mastery'
1&th Twin Spell! Repeat Spell’
20thy  Sudden Maxirmize! Sudden Maximize
1 See Complete Arcane

Wizaro

Blaster Controller
H Combat Casting Spell Focus (enchantment)
sty Scribe Scroll Scribe Seroll
1st Spell Focus (evocation) Creater Spell Focus [enchantment)
ird Spell Penetration Spell Penetration
Sth Craft Wand Heighten Spell
Gth Arcane Toughpess® Improved Counterspell
oth Precise Shat Dampen Spell®
10tht  Empower Spell Silent Spel
12th Craft Staff Spell Penetration
15thi  Maximize Spell Craft Staff
15th Greater Spell Penetration Impraved Initiative
18th Arcane Thesis® Greater Spell Penetration
20thT  Quicken Spell Quicker Spell
i Bonus feat.

Problem Solver

Skill Focus (Use Magic Device)
Communicator'

Spell Hand

Ranged Spell Specialization’
Extra Invocation' (least)

Extra Invocaton' (lesser)

Spell Penetration

Extra lnyocation' (greater)

Sharpshooter

Paint Blank Shot

Precise Shot

Weapon Focus (ranged spell)
Ranged Spell Specialization
Sudden Empower’

Spell Penetration

Sudden Enlarge

Split Ray

Sudden Widen

Extra Slot' (6th)

Improved Critical (ranged spell)
Sudden Maximize'

Prablem Solver
Cambat Familiars
Scribe Scroll
Grenadiers

Mad Alchemist™
Brew Fotion

Craft Wondrous |tem
Spell-Linked Familiar®
Craft Wand

Eschew Materials
Extend Spell

Elven Spell Lore™
Spell Penetratron
Quicken Spell

6. MISCELLANEOUS
CHARACTERISTICS

Select your chavacter's name, gender, age, helght, weight,
alignment; and personality, You can roll randomly for age,
height, and weight, or just selecr the averages, as described
inn the Player's Handbool: (see Vil Statistics, page 1090 If
you don't want to worry shour which alipnment to pick
make your character neutral good and she'll ger along with

most people.

[ vou have some ideas tor vour character's personality,
this is the time ro solidify them and perhaps jot down a few
notes. You might determine her random personality traits
by rolliog on the tables on page 221

Lf vou have rrouble choosing a name, the Player's Handbook
offers examples for each race, and many random name
generators exist online, You could also take the name of a
character from a book or 2 movie and change a couple of
letters or & syllable
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Purchasing equipment can prove to be 4 long. invalved
cask: To belp vou ger starred, this section presents sample
pquipment sets for NPCs from 15¢ to 20th level Each set
includes a basic weapon, armor, and other items oppropri-
ate [or o particular chiaracter class, complete with thetr gold
piece values. If vou need to createan NPC, you can simply
take the indicated gear and spend the excess gold on scrolls.
winds, potions. and orher consumable items. 1f pou want
1o tinker with the equipment on the list, vou con easily
swap out individual items for others based on their gold
prece values

Ar most-levels, PCs have much hgher budgets tor equip-
ment than NPCs do. So when vou make a player character,
use the MPC equipment lists usn starting poine The NPC
paclkage provides the basic pecessities your characrer needs o
[unetion. From there, vou canexpand vour characrer g equip-
mentto fit his specific needs, investing rhe excess money in
betterweapons or armor or 4 variery of powerfol, wendrons
items: See Table A—5: PC Remaining Budger by Level 1o see
hiow your PC's wealth compares to the gear available 1oan
N of vour level

IF vou are m a tush; just purchase a lew expensive
items fo supplement the NPC gear. For a fighter ar simi-
lar character; buy a second weapon with the maximum
enhancemnent bomues vou can afford, Use itas vour primary
weapon if it 15 berrer than the one in the NPC package
[ perhaps rrading in the weapon lrom the NPC package
ioranether usefol weml,

Portons are usefod o any characrer, and if vou're plaving
1 spellcaster, wands and scrolls can fill any gaps {0 your
characrer's spell Hses, Knock, see amasthility and similar spells
are useful in certain strwanions, bue rhey ok 1he overall
uti bty to make them worth preparing

tst-Level Characters: Beginning chamcters are s special
case becanse they don't have wealth comparable o tselevel
NPCs. To equip a iselevel FC quickly, consulr the starring
packages for your class in Chapter 1 or 2

TasLE A—4: PC anp NPC WeaLTH 8Y LEVEL

Character Level MPC Wealth PC Wealth
1st S00gp Varies by class
2nd 2,000 gp 800 gp
3rd 2,500 gp 2,700'ep
Ath 3,300 gp 5400 gp
Sth 4300 gp 0.000 gp
&th 5,600 gp 13,000 gp
ith 5,200 gp 19,000 gp
Bth 9,400 gp 27,000 gp
Bth 12,000 gp 36,000 zp
Toth 16.000 gp 49,000 gp
I1th 21,000 2p 66,000 gp
12th 27,000 gp BB.000 gp
13th 35000 ep 16,000 gp
T4th 45,000 gp 150,000 gp
15th 59,000 gp 200,000 gp
Tath 77000 gp 260,000 gp
17th 100,000 gp 340,000 gp
18th 130,000 gp 440,000 gp
18th 170,000 gp 580,000 gp
20th 270,000 gp 760.000 gp

Character Leve| Budget

st -

2rid Use 1st-level NPC#

3rd 200ep

Atk 27100 gp

Sth 4,700 gp

ath 7400 gp

7th 11,800 gp

&h |7.600 gp

th 24,000 gp
10th 33,000 gp
1Tih 45,000 gp
12th 61,000 gp
13th 75,000 gp
T4th 105,000 gp
I5th 141,000 gp
16ith 183,000 gp
T7th 240,000 gp
T8th 310,000 pp
18th 410,000 gp
20th 540,000 pp

st-level NPCs and 2nd-lével PCs have Identical 900-zp
budgets for gear

A LA CARTE SHOPPING

I vou-prefer o seart from scratch, or tf you need puidance on
how 1o spend your excess cash afrer acquiring an §PC gear
package, the following steps can help you focus your search
tor coal irems thar will help vour characrer suryive. (The
rapid characrer crearion process described {n this appendix
uses this methad,)

i Buy standard adventuring necessities,

1. Buy rhe WEAPOT Vou want (or cwao) i that Hirs VOuT
characier).

3. Buy the best armor vou can afford with vour remain-
ing gold

4 Buy abllity enhancers (low-level ¢ haracrers can skip
this step)

5. Buy miscellaneous equipment {low-level characters can
skip rhis siep),

b, Save any money el over

i, Every character should own the necessities of
dungeon delving, The stnndard advenrurer's kir cosis 15
gpand includes 3 backpack, a belt pouch, a bedroll, flint pnd
steel, two sunrods, ten davs worth of reail rarions, 50 feer
of hempen rope, and & waterskin (the bedroll is [vee as part
of the package desll, The individual prices of these items,
along wirth a few others of use w certain characrer classes,
are given in the rahle below, I you can't afford the whole
advenrurer's ki vou can simply diop items Bom e unnl o
firs your budger. [t vouwant any of the optional irems, you
must pay {oe those sepatately

You need an additional plece of equipmenr if you'rea cletic

a holy symbal for 1 gp) o beguiler, rogue, or scour (thigves'
tools for 30 gpk or o wizard (spellbook for 15 gp, asstiming it
contains the minimim mimber of spells known i 1 you're 2
spelleaster af any kind, you probably warit aspell component
|_.'~L|LLL'J:| tfor 5 Eplas wiel |




TapLE A—B: NECESSITIES
Standard Adventurer's [Kit (15 gp)

Backpach 2pp
Belt pouch | gp
Bedroll | sp
Flint and «tes| lgp
Hempen rope (50 it 1gp
Sunrods (2) 4gp
Trail rations {10 days) Sgp
Waterskin lap
Optional ltems
Holy symbol lgp
Spell companent pouch Sep
Spellbaok 15gp
Thieves todls 0gp

2. Buy Weapon: Unless vou're playing a sorcerer uvrwizard,
spend abour hallof vonrwealth on the most expensive melee
prranged weaporn avilable, depending on whether you prefer
melee or ranged combar, Firsy, choose which weapon veu
want fouse—morningstar, bastard sword, longbow. oz the
like. (Use the suggestions above lor equipment and sfarnng
packages \f you wish.| Make it masrerwork 14300 gp, or =300
gp per side ifirsa double weapon), 11 the weapon sa longbow
or shorthaw; make it composite, addinga screneth sning equal
o your characrer's Steengrh bonus 100 gp per plus), Next
make the weapon magic, giving itan enhancement bonus on
artacle and damage rolls. The applicable costs are sunimarized
on Table A7 Weapon Enhancemenr Bonuses

TaBLE A=T: WeEarPoN ENHANCEMENT BoNUSES

Enhancement Bonus Cosl
+1 2,000 gp
2 8,000 gp
+3 18,000 gp
i 12,000 gp
-5 0,000 gp
+6% 72,000 8p
L7 98,000 gp
+8= 128,000 gp
5% 162,000 gp
#10= 200,000 gp

=A weapan carinot have an enhancement bonus above
+5 unless it is eple: instead, the wedpan hds ane or more
special properties. Se¢ OME 223,

| vou're plaving o sorcerer or wizard, you'll want to spend o
good chunk of moneyv ona wand, seaff, and /or abiluy-enhanc-
ing item Ga lendband of inlellect o elosl: of Charsma) tostead of
huvmg an expensive weapon (See Tuy Abiliey Enhancers,
b‘t‘lL"‘l‘-'. :“L"t mure |F||f'l]']'|"|.:|1 LEXFY. |

3. Buy Armor: [ vour charecter weaes atmor spend o helbty
poTtion {maybe th reg-diuarters| of your remainmg hunds on
armor. [nclude @ shield 1 you use one

You want the best armor svith which the characrer is
proficiens—namely full plate armor if he can wear heavy
armor (go with banded mail o you can't afford full place
armor), & breasrplite (| mediuem semior (s the heaviest he can
werar, or a chaim shieg i b can wear only light armor. 2uy
the grmon then make O masterverk (=150 gp), Nest, make

the armor magic, giving it 46 enhancement banus o AL
The applicable costs are summarized on Table A—8 Armor
Enhancement Bonuses

TasrLe A—8: ARMOR ENHAMCEMENT BONUSES

Enhancement Bonus Cost
+ 1000 gp
£7 4,000 gp
+3 2,000 gp
v 16,000 25
+5 25,000 gp
~ B 36,000 gp
7% 45,000 gp
-8 64,000 gp
g 81,000 gp
10 100,000 gp

" suit of armor or shield cannot have an enhancement
bonus above +8 upless [rlz epic; ihctead, the armor has
one ar mare special propedties Ses DMO 277

If your character isa sorcerer. monk, wizard, or other
character who doesn't wear armor, spend some gold en other
detensive items instead. Brocers ofarmerare a good cheice, and
you might supplement these wich a ving o/ protection and for an
sl of vindural araae: A doakof displacemient is an excellent
choice o you can atford o and a rme ol mesbility is one of
the best protection items around.

+. Buy Ability Enhancers: You should have abour 25—
of your starting gold lefr now. You have many options avail-
able tor spending that cush—rhe Dwaeon Master's Gande has
a eruly prodigious selection of magic ttems, snd orher books
add even more ro this list. For simpheity and speed, howeves
it's best o spend this gold on ability enhancers: Your options
are ganntlets of agre power belt of prond shength (Strength), gloes
of Dextorby, wmudet of heallh i Consrrarion), headband of intellee)

ll‘l[-E[l:j;_t:nfr.". periapt of Wisdon, and eleak of Charisoic

Decide which ability scores are mest tmportant to vou
wnd buy items thar provide enhancement bonuses to these
abilities: Each wemaddsa <2 [lor 000 gpi+4 tor 16,000 gp)
ot 46 (for 36,000 gplenhancement bonus to the appropriate
ability store. The only exceprions are panntiets af ogre powse
which otfer only 2 +2 enhancement bonus to Strength, and
the belt of pont stvengih, which gives a -4 or +6 enhancemeyn
bonus to Strengrh.

I vou are creating anextremely high-level character spend
some cash on inherent abilicy bonuses iwhich you can ger
tromm manaalsof bodily health and the like ). Inherent bonuses
cost 27,500 gp for each 41, and yourcharacter can have U o
4 +5 tnherent bonus on any abaliry seore

5. Buy Miscellaneous Equipment: Spend the rest of
your gold on seme minar magic trinkers: A elank of resistonge
prowides a o | resistance bonus on saving throws for 1,000
gpi +2 ford U0t gp, - 3 for 9,000 gp, -4 for 16,000 gp, gt +5
foyr 25,001 Ep A few pirttons of muare weanrds ave also in prder
since restotarion of lost hir poines is good far everyone. You
can by a potipn af cure light woniigs drestores 1d8+1 hit points
{or 50 20 0 mfaan af fumn maderate winnds | restores 2d8-3
lip fur 100 Epcand b pation of elvp serinits pu s [reatores

ydf-5 hip) for 750 gp. I you're playing a spellcaster, phck



up a fewwands or scrolls of urtlitanan spells. such s krock
ind (water breathing

EQUIPMENT BY LEVEL
The tollowing mables detail appeopriae NPC equipment for
each level of the various classes. Each set of equipment also
itichudes an advenrurers lor (see poge 215} and any other
irems necessary for the character (such as a spellboak, spel|
component pouch, thieves wols, or holy symbol|

Barbacian, Dragon Shaman, Dnnd', Duskblade’,
o1 Favared Soul

Lst Level: Masterwork weapon, masterwork breascplate
Lor masterwork hide armer 185 gpl, heavy steel shield
200 gp

2nd Level: Masterwork weapon, +1 brenstplare jor masrer
work dragonhide breastplate, 850 gp), heavy steel shield
350 gp

srd Level: Mazrerwork weapon, + 1 breasiplole (or masrer
warle dragonhide breaseplate, 650 zp), heavy steel shield
850 gp

éth Level: Masterwork weapon, =1 Iyeastplitte (or masrer-
work dragonhide breastplate, 650 zp), heavy steel shield, doah
of resistance +1; 650 gp

sth Level:+1 weapon, +1 breastplalé {or magterwork dragon.
hide breascplate, 650 gpi heavy sieel shield, ps0 gp

eth Level: +1 weapon, +1 breasiplafi (or masterwork dragon-
liide breastplate, 630 gp), + U heavy sleel shield, 800 gp

7th Levek +1 weapon, « 1 rrastplate {or masterwork drgon-
biucle breaseplare, 650 gpl, o0 hemey steel shield (or potion of bardsken
+3 ot of shield of faith <43, dloak of resistanece +1, 50 gp

sth Level: -1 weapon, +2 breastplateor + 1 dragonhrde brensi-
phate, rang of protection + L 650 gph, 41 leavy steel shield Loz potion
of baykshirs «3, potion of stueld of fmilh =45 250 gp

9th Level: +1 weapon; <2 breastplale for+2 dragondnde brsl-
plitke, <350 gpl. <1 heany steel sheeld (or anlet of nataral armer
=1, pobion of barkeskm =3, potim ol shidihid of fath +47. B5U 2P

toth Level: =2 weapon, <2 breastplale (or = 1 dragonhade breast
plate, ving of protectuon +1, 650 gp), +1 heavy stivl shaelif lor potian
uf barkskim +3; potaon of shield of foabh +3), 850 gp

11th Level: <2 weapon, +2 breastplafe (os + 2 dragmuhide breast-
plate, 350 gl +1 heavy steel shrold (o potion of barkskin <3,
gt of shivkd of fath 41, gauntiels of opre power [or peraph of
Wisdiom 2, cloal of resistarce =1, 850 gp

12th Level: +2 weapon, +3 breasiplaly (or +1 dragonhide bras!
mlate, -350 gp), =L feavy steel shreld {or pobon o barkskor +3,
pintton of shueld of fath <41, gaunllels of ogre power-tor peviaph of
Wisdon 421, eloak of vosistance 41, troach af shield mg, 350 gp

13th Level: .3 weapon, =3 breastplate (or 47 drogonhede
bvgastplnte, <350 gp); =1 Treatry steel shivld tor potion of havlshig

+3;, potionaf shueld of farth +4), gauntlets of ngre power Lot prrvapl
if Wasdpm =20, 850 gp

14th Level: +3 weapon, ¢4 byeastplite (or w4 dragoninde
breastplute, -350 gpl, +2 by steel shueld lor amndet of ninlirad
armuor -+ L, g of Jlrrlr.-.'rmu « 1, 200 EP. b‘ﬂrlli'hlrr: .1f JET ol
{ar perapt of Wisdom « 2}, dloak of resestame |, 850 gp

15th Level: +4 weapon, =4 hrenstplate (ot +4 fragonlinde
prrastplate, =350 gpi +2 femiey steel dljeld lor amuled o) nalinal

iFmer 4 1ovmgal protechion +1, 200 gp), somtlels of verr [rrve
Loy peruipt of Wisdam +2) cloak of restslonee = 1, B50 gp

16th Level: 44 weapan, ++ breasiplafe lor =+ dragonhule
breastplate, 350 gpl, # 2 Heavy steel shield (or anolet of matuel
armor+1, ringof profectiom + 1, 200 gp), belt of pant strength o4
tor perrapt of Wesdom +41, cloak of resistonee +2, dust of disap-
peamnee, 350gp

17th Level: «5 weapon, +4 breasiplale (or +4 dragnnkide
breastplate, 350 gp), +2 lieavy steel stoeld (oramulet of nafural
armay +1 ving of profacion +1,200 gp), bell of grant strength +4
lor periapl of Wasdom +4 1, ook of resistance +3, dust of disap-
pearaiee, 350.p

18th Level: +5 weapon, +5 breastplute (or +5 dragoninide
bieasiplaie, 350 gl +3 ey sleel shield (or wmulet of nafiml
armtor<4, glovesof Deslepily «2, rmg o) proteclion =1, |_1{!-[|gp,,]|.'ll
of gant strength 4 (or pemapt of Wisdom <4, cloak of resistanee
«3 dust af disappearance, wanged boots, 350 gp

19th Level: & weapon. +6 breastplate (or <6 dragonfude
breastplate, -350-gp) +4 Hewey steed shueld tor amwlet of natural
armoy 43, gloves o] Dexterity +3, ping of peatection =1, 2.200
o), Beelt af giant strenglh <5 Lot periapt of Wisdom +4), cloak of
resislanes +3, dustof |.1'|u1rrr'-.';| FAre, u'lngm] |'|l.:r!_l.. 350 Ep

20th Level; +7 weapon, +6 breastplate (ov <6 drngonhide
breastplate, =350 gp); +6 heavy steel shield (or ammlet of natural
oy +3, gloves of Dexdevely +2; ioup stone [dusty rose), ring of
protection +3, 1,200 gpy, belt of grant strength +4 1or perapt of
Weisdpim 4, cloak of resrshanee o1, dust of disappearance, v rged
boots, 4,350 8p

| Drwad characters should replace heavy steel shield wich
heavy wooden shield, 13 gp

2 Duskblade characrers below +th level should replace
hreastplate with chain shire, 100 gp; duskblades below 7rh
level should replace heovy steel shield wath light stecl shield
1 gp.

bard, Hexblade, Ranger. Rogue. Scoin
or Swashbuekler

1st Level: Masrerwork weapon. masrerwork studded
teather, elpar of lnding, 50 gp

2nd Level: Masterwork weapon, mithral shire. masterwork
secondary weapon, chivr of hiding, 50gp

3rdd Level: Masterwork weapon, mitheal shion muasterwark
SECOREAITY Weapan elverr of hadmug, eliver of siealitng, 300.gp

sth Level: Masterwork weapen, muheal shire musterwork
sevondary weapon, gogeles of e seeeng, 350 gp

sth Level: +1 weapon, mitheal shire, masterwork secondsry
Weapan, el of hnl'lrl_L;, 350 g

ith Level:+1 weapon, +1 milhenl shorl, masterwork second-
ATy WenpoT, whrear aof hadivg, 650 gp

7th Level: <1 wespon, «d nigtheal shivd; <1 secondary
wenpon, oo of g, 250 gp

ith Level: -1 weapom, «t mitliral shil, + L secondary
weapon; ook of ettienfoml. 200 gp

5th Level: +1 weapon, =1 withml shirl, +1 secondary
weapon, boots af elienkinl, cloak of elvenilingd, 300 gp

toth Level: +1 weapon, +1 mthral shirl, +1 secondary
wenpon, bk of elueildnd, eliak af elpstibomd. glovés pf Dewderiny
2,400 pp




11th Level: «2 weapon, +1 mithral shir), masterwork sec
ondary weapon, boots of elvenkind, doak of eluenkind, gloves of
Dextertiy =2, |.300 gp

12th Level: 42 Wweapon; +2 reiltral st +1 secondary
weapon, boots of elvenleind, cloak of elveknnd, gloves of Dexdertty
£2,rme of pratepfon <1, 300 gp
13th Level: +2 weapan, +2 mithval shert, 41 secondary weapon,
haots of elvenhmid, wpe | the mountebank, glowes of Dexterity +2,
ranE ol profeciion +1, 2 gp

14th Lewvel: <& wegpon, +2 moillval shivl, +1 secondacy
weapon; beals of elyepleind, peoe of the mounlehal, ploves of
Dexterity 42, ring af protection +1, 800 gp

t5th Level: +3 weapon, +3 puthral vl +2 secondary
weapon, books of elvenkind. rape of the mouatebank, gloves af
Dexterrty +2, chome of operang, ring of pratection o1, 800 gp

toth Level: +4 weapon, =4 mithral shirl, +2 secondary
weaporny bools of elvenking, cape of the mowplelank, gloves of
Dexterity +2, ving of protectron +1; 500 gp

t7th Level: 14 weapon, =T mutliral sturt, ¢2 secondary
weapon, cape of the mowdebank, gloves of Dexlerily <2
protection + 1, winged boots, 1,300 pp

18th Level: +5 weapon, +5 puthral short, +2
weapon, cape 0| He mountehank, gloves af Desterity 43, ping of
protechion +1, winged boots, 3,300 gp

19th Level: ta weapon, +% puthral shivt, +4 secondary
weapory gloves of Deateriby +4 ring of peatection 41 swinged bonty;
i stone dusry rose;, 300 gp

20th Level: o weapon, +6 muthral thirl, 43 secondary
weapaty, wrlel of padurel wmor £ 1 cepe of The moodebanlk,

Fingg nf

secondary

gloves nf Dexderly +4 ring of peolecbios +2, wanped bools, i
stone (dusry rose), 3.300 E

Beguiler. Sorcerer. Warmage, ar Wizard

tst Level: Masterwork weapon, masterwork chain shio
Lor 250 gpi, I50gp

2nd Level: Musterwork weapon, +t dumm shivt lor bracers
of ormior +1, 230 gpl 450 gp.

3rd Level: Masterwork weapon, 1 chaun shirt (or bracers af
armtor+1; 250 g, 950 gp

4th Lewvel: Masterwork weapor, +1 chain shorl tor bteers af
armat +3, 230 gpb, ook of resstance +1, 750 gp

sth Level: Masterwork weapor, 4 chi shart (o bragers of
avimar+L, 250 gpl, oz of pritection +1, 750 Ep

sth Level: Masrerwork weapon, +2 chain shart (or byseers of
armar42, 250 gpl; plonk of resistange +1, 50 2

7th Level: Masterworloweapon, +2 chain st tor bragers of
armar +2, 250 gpl, cloakof vesistance +1, Les0gp

8th Level: Masterworl weapon, +2 chan bt tor bracers of
armor+2, 250 gpl, cloak af Charisma +2 tor feaband of ol
=3 BSD Ep

gth Level: Masterwork weapen, =2 chain sl {or bracers of
ariror +2, 250 g, clonke of Charigma =2 loc headband of ellect
+2% kit nl il il dmioy -1 1,450 Ep

10th Level: Masterworl weapon, +4 cham shirt Lot brneers ol
drion +3, 250 gpl, doak of Chartsma +2 (ot headbaad of mtellset
+20 i of protection + 2, 450 gp

{ith Tevel: Masterwocl weapon, 43 mithral shiirt (ot b

ere ol armor 43, 1280 gpl; cloak of Chirsma +2 Lot hedadbind

(il I|'I.'|‘.|Il|'||l 2]
b0 g

12th Level: Masterwork weapon, +4 mithral shirt (orbrag
ers of mrmar =4, 1250 gpi doak of Charisma +2 (or headband
af tlellicd +2 3 mmtel of nehiral armor+14 ring of pralechon « 1.
LS50 g

13th Level: Masterowork weapon, +4 nnthral shirl (o1 brae
ers of armiy+4, 1250 gplocloak of Charisma =2 (or Jieadban
of uikellect =21 nimulel of nateral grmor—c1, ring of protection +2
hslep

14th Level: Masterwork weapon, =4 mithral shiel (or b
ervaf genror +4, 1,250 gl deal of Chisme +4 ter headbond
of tbellect w30 anrdet of nabural wemor-4 1 ring of prolebion =2
) 450 gp

15th Level: Masterwork weapon, +5 putheal shivl {or by

ers of armor +3 L350 gp) cloak of Charsma +4 (o hed bl

rrvg af proatectun < 1, gloves of arrow staring,

af bl bert <5 5 amedet of natural avinar <1, ag ol proteelion +3
gl ebs of Destermy =2 (or plaak of pesistanes =20, 3,700 gp

tath Level: Masterwork weapan, <5 mitheal shirt tar bra
ey af armor+5, 1,250 gpd, doak o) Charsima +o (ot headband of
netellecd o, pmadet of natuml avmor +1, rimg o profectimg «2,
gaupitlets of Dexterity +2 (or eloaleof resislaney <21, 450 gp

17th Level: Masterwork weapon, +5 mitheal shivt (or bracerraf
armar 5 1,350 gpgy cloak of Charista v (or heagdbond of infellect
Fa et of sernlillating galovs, ring of probection +2, 3,700 gp

18th Level: Rod of absovption, bracers of srmor +5, clonk of
Choarsmin +6 Lor headband of imtellec] +o 8 ving of protechon +2,
gruntlels of Dexterity +2 {oreloak of vesistance +2), 5,450 gp

12th Level: Staff of evoralion (or staff of enchantment), 7
miltiral sherf (or bmeeys of armar+7, 1,250 g} doak of Clhrismao
+ tar headlard of mmlellect +61 ving of prolectronr +2, gaamtlets o)
Diexterily =2 (or cloek of vesistemes +2), 6,450 gp

20th Level: Staff ol cvocatiom (or soff of enchantment), +7
milhyad skt o bracersal armor <7 1,250 gp/, cloak of Charnsma
¢4 (ot |wadbanid of miellect «&), ving of protection +2, boats of
teleportation, 3,450 gp

_lenit, Fignrer, kmight, Marshal, or Paladin

Lst Level: Masterwork weapon. masterwork banded ryadl
heavy steel shield, 200 8p

2md Level: Masterwork weapon. tull plate armor. heavy
steel shield, 200 gp

3rd Level: Masterwork weapon, tull plare avmor heavy
steel shield, 700 gp

4th Level: Masterwori weapon, tull plate armor heavy steel
shield, cloak af reststance +1 ot peart of power [1st level [}, 500 gp

sth Level: +1 weapon, tull plate armor, heavy steel shield,
I--||_-|‘|'| EE\

oth Level: +1 weapon, = | full plale arnnrr heavy steel shield,
650 gp

7th Level: <1 weapen, +1 fill plate arpmor, +1 heavy stovl
shield tor peleon of barkslm =3, polion f shield of failh <43 cloak
of reststance +1 (or peard of power | st fevel]), 50 gp

#th Level: 1 weapon, +2 fill plale armor <1 leatty sieel shield
vor b af barkslm +3, polion af steld of fonth +4), 250 gp

':‘ll‘l LE"J‘E‘: +1 WEapon, + frh“ |'I||I||.'|I|JIr|.|'r. +] I’]l.'|1|"|-' steed shieli
for et of watural groser of, potton of barleskin <3, patiow o
shiveded of foith +45, 850 gp



10th Level: «1 weapon, +2 [ull plate armor +1 heavy slivl
shielil (o potion of barlskie <3, potion of shaeld of fale +40), gt
of e power (or periept af Wisdom +2), BS0 gp

t1th Level: «2 weapon, <2 full plate wrmar, =1 henvy sl
shield (or potion af barkskan +3, patren af shaeld of fuieh <4 ), gaun
lets af ngre power for pevapt ol Wisdom +2, eloak of wesistance
=1, 850 gp

12th Level: +2 weapon, +3 full plate armor, =1 heauy steel shigld
tor potien of bavkstan +3, potron of slueld of fotth +4), gauntlels of
agtr powet (or pertapl ol Wisdam 4 2), cloaleof resistenee + |, broock
af shrielding, 350 gp

L3th Level: +3 weapon, + 3 hull plateavamon, +1 heavy steed shreld
{ore putiom of Barkskin 43, potion of shueld of faith +4 4 gauntlets of
agie pewwr boe periapt of Wisdone +2), BSO gp

14th Level: +3 weapon, =4 full ploke armer, =2 haevy sleel
strield (or amulel of natural armer +1 rag] pittecbroet =1, 200
pp). gannilets of ogre power (ot periaph of Wasdom +20, clonh of
resistance 1, 850 gp

15th Level: +4 weapon, =4 full plale armog 42 hemey el
shreld (o amielet of nanial armar o2, rog of protechion +1, 200
gp), gauntlets of vore povser (or periapt of Wisdom +21, cloak of
reseslange =1, 85 gp

L6th Level: «4 weapon, <& full plate urmor +2 heaey steel
sheld toe murnlet of notural armor <4 ring of pretechon +1, 200
ap), belt of mant strength 4 Lo persall of Wisdom <4l daot of
respstanice +2, dust of disappearance, 350 gp

17th Level: «5 weapon, +4 full plale armon +37 heawy steet
shield {or amulet of natiral armor + 1 vbrg o prolecion +1, 200
gpl, el of giant stremgth +4 Lor pevaapl of Wisdom e cloak of
resislance +3, dust of disappearance, 350 gp

18th Lewvel: =5 weapon, 5 full plate armmon o3 heavy stee!
shitelid (oe wrndet of natural-avimor 41, gloves of Dexlertty +2, ring
of profection +1 3200 gph belf of grand strenglh +4 lor periapl of
Wisdo +4), rloak af resistanee =3, dusl of disappearnce, ninged
Ioaars, 350 g

19th Level: -6 weapon, <6 full plate armor; <4 haovy steel
shield Lo mmulet of watural armor +2, ploves of Dexteriby +2, rng
of protec i +4, 2200 gp), lelt of gant strengtle +4 (or peeiapt of
Wisdom =4 eloak of resistanee <3, dust of dusappravance, winged
brots 350 gp

20th Level: +7 weapon, <6 Jull plate armor, <& heawy stegl
sheeld (ov amadet of natural armor +3, gloves of Dexlevity +2 wun
stone (duscy tosel, ring of profeclion =2, 1,200 gpl, bell of gran|
strengll +4 (or pevrapt of Wsdom +4 5, cloak of resistance +4, diiat
of disappearance, winged bools, 4,350 pp

Mok

15t Level: Masterwork weapon, 600 gp

2nd Level: Masterwork weapon, bmcers of anmor =1, 700 gp

ird Level: Masterwork weapon, bragers of armm 1, cloak
ol resistance +1, 200 gp

4th Level: Masrerwork weapon, brocor of armmor <1, eloak
of reststantce + 4, elivtr of smeaking, 750 gp

sth Level: Masterworl weapon, britcers af armar+4, amiiled
of nittyal arinor =4, doak of resstance+1, U gp

6th Level: Masterwork wedpon, bracers of armor <4, anmiled
af natrirnl armor +1, cloak of resistonce + 1 salve of slipperess,

300 gp

7th Level: Masterwork weapon, bracersol urmor=1, sarilet
of mturad wewor +1 brooch of shoeldong, cloak of ressstanee =1,
400 gp

gth Level: Masterworloweapon, bracersof armor =2, amulel
af matuwral avmor o & broocly of shielding, dooke of resistanee =1,
600 2p

ath Level: Masterwork weapon; bracers ofarmar+2, nmulel
af matieral armor <1, brooch of shielding, cloak of sesistniiee =2,
100 gp

10th Level: Apmilel o mughiv fists =1, bracers af avmor +2,
gountlets of pare power, cloak of resistance +1, LGOD Ep

tith Level: Amulet of mighiy fists 51, bracers of armor +3,
aaun!els of ogre power; cloak of resistance 1, 1,000 gp

t2th Level: Aimuler of maghly frsts +1, bracers of grmor 43,
grnitlets of ogre poonen cloalaf veselanre +2 duest o] disippeaianee,
SO0 g

t3th Level: Amulet of nnglty fists <1, bracers.of armor 4
_|.";IJJ|I||I:'I'L o1 ogre "IIJI\.I'I'L il ke 1'r restslimee —'-.{'gp

t4th Level: Amalet of mighly fists +1, britcers of armor +5,
goeemblets af ngre power rloak of resstones +3, 1,000 gp

15th Level: Amulel af mughty [ists +1, bracers of armor
+5; ganntleis o) ogrr power, dloak of vesistance +3, monle's beli,
2,000 gp

téth Tevel: Amulet ol werghty ksls 42, bracers of srmor
+5, pauntlets o] ogre pawer, clotl ol vesistonee =3, monk's bell,
2000 gp

17th Level: +4 weapon, bracers of nemor 45, gaunileds of rare
power; donk of ressstanee 3, aonks bell, periapt of Wisdom +4,
700 gp

18th Level: —4 weapon. lvacers of armor o7, gmantlets of ogre
powey; cloak of resistance +3, monle's belt; perwapt of Wisdom o4,
ring of jumping, nieg af protection +1, 2,200 gp

19th Level; weapon, bracers of armor 45, gauntletsaf ogre
power; elaak of resistaney +4, momies bell, perapl of Wisdom =4,
ring of profecton +3; wimoed bools, 1,000 op

10th Level: +5 weapon, bracers of armor+8, gauntlets of pgre
poweer; cloalk of resstance +5, monk’s boli, perrapt of Wisdom =4,
ring of protection +4. winged bhoots. 0 gp

3, PICK YOUR SPELLS

Choosing spells cam be o nme-consuming process. This
section offers & listol standanl, high-urilite spells ar each spell
level, srranged from most o least usebul, for each spellcasring
class. If vou are at a loss for which spells 1o take ar 2 given
lewel, these lsis can help narvow your search

Limiting the spells vou ehoose 1o those on the following
lists saves both rime and elfore 1 desived, however, vou can
supplement these lists with specific spells that you prefer.

SUGGESTED BARD SPELLS

U Detert imagie, read magu, prestidigdation, lidlaby stomiron
mistrimient, mage kard,

Lst: Cyre hight wsmtiids, chermn peesit, deaitify, disgaitee selll alarm,

tnd: Cure mindeiate wounds, stggestion, imvisthility, eagle's
splitidar, herotsim

3rd: Cure sprions woieds, hoste, dispel ogee, charmr monster,
displdeement




sth: Cuveeritrenl woninds, greater imvistbalily, dominaic TSN
hold menstern dnnesran door

Sthe Muss crere light wounids, greater .-h_\prf IRELEEE. TINS5 S pEs
Hiow, peeststene vhiage, greater hevtim

ath: Mass cime modevatewsunds, Ot peesestible dance, geentes
shoul, progect pmage

UGGESTED CLERIC SPELLS _
POSITIVE ENERGY CHANNELERS™)

: Deteet magic, bight, resistince, vead magee delect poson,
mndance.

ists Shueld of fasth, bless, pratection [rom ewl, neagae weapon,
sanctuary, divee fmas conomand, compreehend languages

2nd: Hold person, ball's strength, spreitual wweapon lesser
restoration, tiflict modevale woinds, vesssteneegy, align werpon
BUZETY

3red: Dispel magic, praver, dlindness/deafness, protechon from
enerpy, rage eovele aganst el oovesibality puvers seaving Lhr,
ghyph of warding,

4th: Dovane power, inflect erctical wornrds, veskorinon, disissal,
freedom of sovemiend, greater magic weapor, spell ity sdeath
ruard

sth: Flame strike, trie seemng, spell resrstance, nglieous mught, mass
it Tight wonands; servimg, plane shafl, iisrupting yweapon

sth: Heal, greater dhspel mogic, horm: Made baevaer imshimentd,
mass buell's stvengeth, find e path

7eh: Greater restovatipn, lioly word, preater sevvig, destracton,
etbterpal javnt, vepulsion,

Brh: Fivestornt, holy aera, matmnne feld, mossonflict critieal
weonads, greader spell imamiye

ache: Mass heal, implosian, woracle, rue esupvection, ethereal
FIEES, SLOTNT Of Penerde

‘Nepanve energy channelers should selece a cure spell as
their second spell of each level (for spell levels 1-4] and 2z
their third spell of each level (for levels 551

SUGGESTED
DRAGON SHAMAN AURAS

Vigor, Senses, Power, Energy Shield, Toughness, Presence,
Resistance

SUGGESTED DRUTD SPELLS

0z Lededl magie, ahl, resistange, cire smmoriimnds, gudonce,
ki divectim

Let: Cure highl wounds, shallelagh, produce flame, jacrie fise
enlangle, charnemmmal, speak wilh anmals

2nd: Flame Made; heat metal, resist enerpys lesser vestoratian,
nedl's steeneth, aoemal trerery barksban,

3rd: S mderle wonreds, profection o energycall lightung
el anator sty ot nmemal, stane shapes speke g

arh: Crive sortoues swonsds, R steike, despel sogie g oemmand
plimts, scrymng; freedom of movement

sth: Ciere or'ttical wommds, sieneskre balefod polyorphy wall
of fire, call liglibvng st eomre werth omatore, deatl ward,

et Mass oy ght spands, five seeds, greaterdspel prage, niss
hull's strema i, thinsport v plants, wall of slom

7ehs Muss pien elerabe wownds, heal, e slorm, Hane seerig,
chamgestaf[, greaier irying

gth: Mass cureseevions wounds, fogei of death, wiemal drapes,
stnbaist, weord of eecall, wliirluand,

oth: Mass care eritteal weonds; shapechangs, elenental sarm,
Jvestghlstorm of vengeanee, shiambiler,

SUGGESTED DUSKBLADE SPELLS

0 By af frost, foach of fatige, acd aplash, diseap iondil

1862 Ray ol enfeedlements shoclamnp RrREn, restst enerey, sl
papeed i frows pelvea triee sividee

2nd: Seorching vy, see ieesibiliby, sunft sl soaft fly,
LY groce,

3rd: Ry of exhavsiion, camen of proterion®. keer edge, proti
Lrony froms energy, vampines fouch:

ath: Channelza proburst™. dinension door, eservation, fiwe
shielid, shom

§th: Cham hghtnnig, waves of fatigue, distategrate, polier roy,
bl pomsten.

"Mewspell{see papges 106 and 108),

SUGGESTED FAVORED SOUL SPELLS

r Enve punor wornsds, detect magee, bght, vesistannee, vead miage
difert parsan

vsts Ciere light wownds, bless, shueld of faith, dwine o, entrop
dueelid, vemove fear compreliend langrages.

lnIJ.: Ciara ||i'|.'|n!\'."|'ﬂ[|." LS, ﬂ}‘fl'i’hlﬂf WO, |f55|.-! resroral
alwgn aweapon, delay porsor, bull's strengil,

grc: Duspel magre senving ghls prayver. tnvsibadily purg
davlight, magre ereleagainsl el

arhy Core errbieal wannds, doerre power, neutralize IR
fraedivm of ooaermrantd, fongues, dimensional anchor

sthe Flome steke, trae seeing. vighteous might, spell vesstanee
drsru g weapo, wall of stone

sth: Heal, Slade barvrey, wss cooe moderate wournds; prearey
ispel magee, Wevoes' frast, larm

7th: Fioby word, destruchion, greater soesg stonmon o
VIT, elheren! jqumd, greater restoralion

gth: Muvs creve eriheal wonndy, boly oo, e storm, s
sl VL mibrmaete feld,

gth: Masy leal plosiony sinmnnton wonster UX e s o

SUGGESTED HEXBLADE SPELLS

15t phamtomn threal', expedebious retreat, Tasha's ndeans dangh-
ler: proderbion [ vl entrope shaeld

aned: inersibibaty, false Die, see mmsibihiy eagle s splendos spiiley
elimih

ard: vampris touch, toafusion, pratection from energy, hownid
of doowt’, ward wall,

athe prealer pviidalify eeeason oot enervation, pursed
blade!; salid [,

| Ser Complits Warror

SUGGESTED MARSHAL AURAS'

Minor; Master of Tactics, Force of Will, Motivate Dexter
ity Monvate Strengrh, Watchful Eve, Master of Opportundey
Uetermined Caster

Major: Motivate Care, Monvate Artacle Hardy Soldies,
Mot lvate Urgency, Resilient Troops

L See Mppafuivs Handbopl,




SUGGESTED PALADIN SPELLS

Lsrs Bless weapon, e favar, crire Jrghl winids prateclion
(e evd, lesser restoration

2od! Bull's sirangth, vagles splendan shueld othier, resist energy,
FeInave paralyss,

3rck: Dhspel magie, greater magic weapon, magtc oivcle agninst
il diseers lies, daylight

ath: Holy sword, dispel ewil, yestoranon, Breale enchanimen
deadly i,

SUGGESTED RANGER SPELLS

1st: Resisl energy, erntangle, pass withowt trace: speake wath
ariimils, longstriden

2od: Snare, protection from enevgy, speak with plants; brars
eridirance, crre bight wounds,

ard: Darlvesion, free .'i.II|1F1='. pire moderabe worinds, waler will,
corminsnd planfs

4the Freedom of movemenl, vee strde, conomurne wilh noture,
animal growth, cove sevrons wonrds.

sth: Cham hghtonmg, preater dispel inogc, Tewser s brans{or-
mation, Mordenhamen’s lucubration, conlingency, tvae seemng,
onival wate

7th: Prosenatre spray, Naned wash; etherveal fowd, greater teleport,
greater scryings plone stofls mass imwsibility, mass hold person

sth: Harrud willing, wen body, prismadic wall; polymorpls any
obgect, protection from spells, Bigby's dlenched fsl, rmd blank,
Lismensimaad loch

9th: Mueleor swarm, wsh, time stop, gale, ftherealness, shape-
change, donunnte nronster, Bighy's crushing land

P NALIT

[ youwant to createa characterwith a random personality, use
the rables below. Boll once on the Random Personaliry Arche

rypes table; then roll 1d4 omes on the Random Personalicy
Traits table: You can find more mformation on the personaliny
archetypes and personalitv traits in Chapter 5 of this book,

RanDomM PERSOMALITY ARCHETYPES

SUGGESTED SORCERER SPELLS die Archetype di  Archetype
0 Dietect nmagie, vead mage, phost sound, dseupt wedead, presn D-04  Agent 53-56  Rebel
dvgcation, weed splash, mage haond, avsane mark, dancong lights 05-09  Challenger 37—6] Renegade
st Magic meissile, mage armor, enlavge pevson, shueld, sepedi :?__.1'; E?ﬂsz:m g‘;‘:ﬁ;g gsgzltv
LS 1522 Daredevll 70-73  Savage
2od: Seorching vay, inssehiliy ooy omage, alter sell 2327 Explorer TG Cauhse
levitmri, 28-31  Innocent 78-82 Simple Soul
3rd: Fireball, dispel magre, huste, displacement. 32-36  Leader 83-86 Strategist
sth: Stoneskan, polvmoroh, greater imasibilicy, phantasmal 3140 Martyr B1-80  Thearist
Filles, Al-44  Mercerary 91-85  Trickster
sth: Cone of caldd, teleport, Brghy's interposing hand, dominate jg:;g Er?;:; 26100 Wehgerar
perse,
tith: Acid fog, grealee dispel mage, Bighy's forceful hand RanooM PErSoNALITY TRAITS
7th: Prismatic sprav, limited wish, ethercal jaunt d% Trait d3%  Trait
sth: Horrid willing, ivon body, prismitic wall, 01-02  Ambitious 52-53  Kind
ath: Melens swarm, wish, Hime stop, 03-04 Angey 34-33 Loyl
' 05-06 Bold 56 Mercifil
P , 07-08  Boastiul 57-58  Militant
Fh':f{iflj E ﬁ¥ EE)N""E% RLOCK 09-10  Brutal 59-60  Mysterious
- 1112 Carefres a1 M atve
Least: See theunseen, cickaning blast, eldviteh speay, 1314 Calm 62-R3 Quiet
Lessers Eliritel cham, fell ilight, beshadawed blast 15-16  Charming 64-65  Patriotic
Greater: Vitviolie blast, devmir mage, eldvitch cong 1718~ Cefinect=a B6=67  Peacefu|
Dark: Retrabutive mewsinliby, eldatch doom. ittendirl blast 1920 _ Conservative 68-69  Philosophical
| See Conplete Arcane, ! Sawardly I, Paabic
22 Cruel -1 Proper
S s = : 2324 Dark 13-4 Ref: d
SUGGESTED WIZARD SPELLS 2535 Disciplined 7576 Religious
0: Dhtert magte, vead magic, disrupt wndead, mage lamd Z/=28  Driven 17-78  Relugtant
1st: Magie missile, mage wimar, charm person, colarspray, silen) 25-30  Epergetic 79-80 Rude
smage, dhsgutse sell, enlurge porson, alarm. ﬂ‘:;_i E'“T“L" :;‘E gf:-r'eg"f -
and: Scorcliing vay, messibility, mevvor smage, oltes o), lovinale, 3 il = ell-abso
spider elimb, see imosthility, knock, darkysion. A 8388, Selfrighteeus
37-38 Famlistic &7 Selfish
ard: Fiveball, dispel mapie, desplacerend, haste, fly, suggeshion 39-40  Flamboyant 88-849 Serfous
frgu s winker breathing 41=42  Friendly 50-91  Skilled
4th: stoneskin, polymorph, greater imvisibility, charm monstor 4344  Foul-mouthed 52-53 Threatening
lesser globe of rmvudneralulity, sorying, wall of fire, confusion 45-46  Funny 94-85 Tragic
5the Cone of cold, teleport, Bighy's interposop hand, dopeale 47 Creedy 9597 Unpre:jnf:tal:lle
prrson, hold wonsten, peymaneney, persistent image, passivall gg:;? E‘ﬁf{tﬁed ETEC:SQ :TJE:LL'




GET YOUR HAnDS
ON A FIGHT

Encounter a menagerie of monsters ready to invade your D&D?® e.
Fiend Folio, Monster Manual 11, and Monster Manual 11T come packed with
hundreds of creatures ready to challenge heroes of any level.

Look for them at your favorite hobby shop or bookstore,

TNy <7, wizards.com/dnd

- (LRILININES, Al rrademarks sre properoy of Woennds of the Cost. Ine £ ooig Wivindks



o5

, MAKE Your
HARACTERS THE BEST

Whether you'’re creating a new cha1 acter or

«» New class features for all of your favorite classes

<+ A rebuilding system that allows you to update
existing characters

< New advancement options and affiliations
< New starting equipment packages
< New teamwork heneﬁts ;

Jord K Frank Brunner,

Luke Johnson, Chnstophu Lmdsay nd Robert J. Schwalb

For use with these DUNGEONS & DR AGONS® core books
Player’'s Handbook™, Dungeon Master’s Guide™,
and Monster Mantial™.
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improving an existing one, the Player’s Handbook™ 1.
supplement has something you need. This volume /-
provides new character options for players, including:
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