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Introduction

One day, a little over thirty years ago, [ discovered that I was bored. Faced with a long
weekend without gaming, I turned to the television. I tried to occupy my time sitting on a couch
watching cheesy 50’s monster movies and reading “fantasy hero” novels until I could find
something better to do.

I noted that the hero in the movie I was watching had again failed to pick up the gun and blast
the monster. Even if such a puny weapon did not stop the critter it would probably slow it down.
Why didn’t the heroes make better decisions?

The fantasy hero in my novel had once again dodged the magic spell and solved his problems
with a sword. All this in the face of clear indicators that told him, and the reader, exactly what he
must do to destroy the evil menace through an easier route! Even I could write better junk than
this!

I began to reflect on the latest bad translation quoted from an obscure historical tome that
would call for major rule changes in the Napoleonic Miniatures campaign. The campaign that I
was running had become a drag. It was consumed with these long tedious battles and constant
bickering over historical details. These most recently uncovered details would mess up next
week’s battle. Curses on all such books! Why not just use one source and be done with it!

CLICK!

Graph paper, pencil, the old 20-sided dice we never used, some really poorly sculpted plastic
monsters...I began to imagine a dungeon. My mind raced...I began to draw. Maybe I can fill
it with critters and gold! This dungeon needs a name? Hmm, it’s a dark place in the wilds of
wherever. Ahh! Blackmoor!

By Sunday night the first six levels of the dungeon were done and the gaming table in the
basement had been transformed into a small medieval town with a castle. A dungeon seemed
like a good idea since it would keep the players from running all over the place. We still needed
some more details...Ah! I drew a map of the town and the country around it. These last details
took me most of the rest of the week to complete. I was really excited about this idea. Now
everyone could be a hero like in a book but without a tight (and often dumb!) plot. They could
do just about anything that they wanted to do, for better or for worse.

In that short time, Blackmoor was born. [ had a few rules and no plans for anything beneath the
6th level in the dungeon, or beyond the tabletop boundaries into a greater world. With the basic
idea laid out, there were still questions to answer.
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Where did the players meet? Inns were popular in a lot of books and it was logical that the
guys would meet in a public establishment. And there had been this neat medieval restaurant in
Chicago called The Comeback Inn.

What was their goal? Why money of course. They sought great treasure and cool magic items.
These were quite popular quests in fantasy novels, and movies. Maybe they will quest after the
“Magic McGuffin Amulet!”

The campaign setting now known as Blackmoor was done within the month with additional
details added as needed. Both the setting and the rules continued to grow over the weeks. Most,
but alas not all, the guys liked the game and wanted to keep playing. So the next few weeks were
spent fleshing things out and trying to maintain the structure. In a very real way I have continued
to “flesh things out” over the last thirty years.

Major combat changed from rolling a pair of dice that resulted in victory or death to one where
the hero could fight on beyond the first swing just like in the movies! Killing critters in one blow
was fine but not when it meant getting your character killed. Within the first month the players
were getting quite attached to their characters. Then came the next big questions...”Shouldn’t
we be getting better at killing stuff like experienced troops on our Napoleonic campaign?” Ok,
lets work something out.

Many major adventure quests were planned out into new areas of the map such as the Temple Of
The Frog, City Of The Gods, The Quacking Dragons, etc. Complement these adventures with
invasions by evil forces, migrating hordes and you have a good amount of fun on your hands,

Some things worked and other didn’t go so well. The Frogs were supposed to be a one shot
adventure that everyone loved so much that I did sequel adventures for them. Nefarious enemies
like The Egg of Coot weren’t popular opponents at first. The Egg was OK while it stayed out

of the mainstream, but no one liked adventuring near it. Some new weapons were added as the
same Napoleonic guys that had hassled me before about assorted minutia came around with
tomes on medieval weapons! “So Dave what can this device do?”’ I thought that I had escaped
that stuff!

There was no master plan at the start and portions of the campaign have had to be updated
over the years. At least once a year many of the old players get together and journey again
through the land of Blackmoor. I continue to run the Blackmoor campaign in the games I judge
at conventions and in my classroom. Over the years some 5,000+ people have adventured in
Blackmoor in excess of 1,500 game sessions. The roads are well traveled but the adventures
never end.

Dave Arneson
Orlando, 2004
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Creating a Blackmoor Character

In Blackmoor’s long and troubled history, many would-
be heroes have quested to find the power and riches long
rumored to be present in the harsh, cold northern region.
Innumerable stories tell of these great adventurers’ bravery,
heroism and skills. Despite their best efforts, Blackmoor
remains a troubled land. Monsters roam unchecked,
slaughtering the innocent. Enemy armies advance on all
borders. The Kingdom of Blackmoor once again calls on
its protectors to save it from complete domination. Will
you answer the call? Can you find the inner strength to help
heal this land of its mortal wounds? The fate of this great
kingdom is in your hands.

In Dave Arneson’s Blackmoor, characters must learn
the importance of alliances and friendships as well as the
value of cold steel. The numerous races and cultures of this
rich world have their own histories and legends for you to
learn. The character you create is your first step in writing a
new chapter in the legendary world of Blackmoor.

Blackmoor was the first published fantasy campaign world
for role-playing games, and therefore just about any kind
of fantasy character may find a home within its borders.

Now you can take a role in this classic campaign world
and help sculpt its future.

A character created using the Player’s Handbook
revision 3.5 (PHB) will work in a Blackmoor campaign.
This chapter focuses on ways to create and tailor your
player character to Blackmoor’s rich world. To create
a lst-level character, refer to the PHB to create your
character’s attributes and then return to this book to select
your character’s race and class.

This chapter includes the following sections:

Races of Blackmoor

Many races dwell in Blackmoor. Some share the same
names and attributes as their counterparts in the PHB.
Also, a number of races have been added for Blackmoor
campaigns. For example, the normal human in the PHB
is known as a Thonian in Blackmoor, and the Docrae are



a variant race of Halflings. As a player, you can choose to
use the races’ established definitions or try one of the new

races unique to Blackmoor.

Character Classes

The core player classes presented in the PHB are also
found in Blackmoor. Some core classes have been modified
so that they better fit into the world of Blackmoor, and this
book includes a number of new classes. For example, some
Blackmoor wizards can use spell foci in lieu of material
spell components. These foci are challenging to create, but
they are required to cast some higher-level spells.

This book presents three new basic character classes.
Arcane warriors are protectors of the High Mages of the
Wizards’ Cabal. Nobles represent the royal lineages of
Blackmoor’s major races. Wokan are an ancient group
of arcane spell casters defending the wilderness from
continued encroachment.

This book also includes a number of prestige classes
based on Blackmoor’s cultural and regional expansions.
Some of these classes parallel the material presented in
previous Blackmoor products; others are new and expand
on the world’s myths and legends. These prestige classes
present a wide range of specialization, which offers players
many paths to which to aspire as they continue their
adventures.
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New Skills

Blackmoor has grown significantly over its last 400
years. Blackmoor’s political climate requires the ability
to use and understand a number of languages. New skills
appear in this section. Skills from the PHB that are not
replaced or modified here are also available to characters

in Blackmoor.

New Feats

This section focuses on new feats specific to
Blackmoor. Feats from the PHB are also available to
characters in Blackmoor.

RKRaces of Blackmoor

Many races and empires have risen to glory and fallen
into dust throughout Blackmoor’s long history, many.
The legacies of these peoples continue in present-day
Blackmoor. Many races are found in the charted and
uncharted areas of this enormous world, and each of these
races is rich in history and lore.

The primary races that can be selected as character
races are Cumasti and Westryn elves, halflings and Docrae,
High Thonians and Thonians, dwarves, gnomes, half-elves,
half-orcs, and Peshwah. Each race hails from a different
region and their members have special abilities to aid them
in their adventures. Proficiencies or skills that represented
in bold italics are described later in this chapter.
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11 Physical Description: Dwarves stand 4 to 4 ' feet high.
) The dwarves of Blackmoor are an industrious and They are very broad and muscular and weigh as much as
.JE proud people. For generations they have created beautiful ~Thonians despite their height difference. Female dwarves
i and awe-inspiring crafts, as well as immense cities are noticeably lighter in frame but are just as tall as their
‘l of stone. Dwarven cities are wondrous to behold, yet male counterparts. Dwarves in Blackmoor have many
! outsiders seldom see them. Rumors say that the entire City
.1[ of Blackmoor could fit within the Regent of the Mines’ ] = )
’ mighty stronghold. As the chief miners in Blackmoor, the ~_Table 1-1 Racial Ability Adjustments
X dwarves play an important role in procuring the precious Race Ability Adjustments E‘l‘;’s‘)sred
Jf metals gold, platinum, and mithral. While these metals are ) 3 T 3
! valuable, the dwarves also control the major locations of Cumasti 2 Intelligence, -2 Constimtion ' Wizard
1 the raw gems needed to create spell foci. This makes the Docrae +2 Dexterity, -2 Strength Fighter
:} dwarves an important ally for the Wizards’ Cabal, which Dwarf +2 Constitution, -2 Charisma Fighter
| often stations arcane warriors near dwarven settlements to
{ keep an eye on the mines. Gnome +2 Constitution, -2 Strength Rogue
i' Dwaryes in. Blackmoor have also applied science to Half-EIf None Any
Jl| their industrious efforts. They have mastered great steam . )
engines that assist in mining, helping them delve deep into ~ Halfling +2 Charisma, -2 Strength Rogue
the hearts of Blackmoor’s mountains. Half-Ore +2 Strength, -2 Intelligence™,
d Personality: Dwarves are proud of their heritage as -2 Charisma
well as their handiwork. They are quick to boast about High +2 Intelligence, +2 Charisma, A
) themselves and their people. Fond of good drink and Thonian -2 Dexterity ny
I .
L fine food, dwarves are often d.raw.n to the art of coolgng. Peshwah +2 Charisma, -2 Intelligence*  Ranger
i They are fiercely loyal to their kin and slow to befriend )
Les outsiders. At times, a dwarf may dub a foreign companion ~ Lhonian None Any
j“, “Dwarf-Friend” — creating a lifelong bond between the West +2 Strength, +2 Dexterity, -2
a dwarf and his ally. This bond transcends simple mortality 2k Intelligence*, -2 Charisma
e anq e on I,O S:;Ch ; frlendj fam;lly ‘and h§1rs. *Starting Intelligence score is at least 3 regardless of
' x It 1S not uncommon or. warves .to adopt the 1immediate racial modifiers.
J members of a Dwarf-Friend’s family.
b
¥ 12
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variations in their in skin tones due to their proximity to
wild magic; dwarf skin ranges from very dark brown to
light honey. All dwarves have dark brown or black eyes.
Facial hair is a source of
tremendous pride in dwarven
culture. Males wear full beards,
grooming them in elaborate
braids and decorating them with
rings and pendants. Females do
not normally have facial hair.
Male and female dwarves wear
their hair simply. Dark red hair
is common, brown slightly less
so. The occasional dwarf has
black hair; this is more frequent
among females than males.
Dwarven dress is simple,
consisting of plain woolens with
little adornment. Dwarves are
long-lived by human standards,
first reaching adulthood at age
75. Dwarves are considered
elders when they approach 400
years of age.

Alignment: Dwarves hold dwarven law to be
the only true law. Within their underground realm, dwarves
see themselves as lawful. However, because they care very
little for the laws of non-dwarves, most outsiders view
them as a neutral race. Dwarves tend toward good.

Relations: Dwarves are leery of other races, seeing
them as possible threats until proven otherwise. However,
dwarves get along well with gnomes, who share their love
of earthly living as well as a fascination with treasures.
Dwarves and gnomes are also both interested in machinery.
They often live symbiotically in this regard, as gnomes
have the fine dexterity to craft and manipulate small
mechanical parts for the dwarves’ large iron machines.
On the other hand, dwarves have a strong distrust of
Cumasti and Westryn elves. Dwarves believe that elves
take advantage of other races and try to exert their power
over others. Dwarves also have a fiery hatred of orcs and
goblins and attack them out of hand. Orcs and goblins are
ancient dwarven enemies that continue to threaten dwarven
settlements to this day. A dwarf must summon great control
to restrain himself from attacking such enemies.

Dwarven Lands: Wherever mountains stand in
Blackmoor, dwarves are found. Some barren mountains
may not currently be inhabited, but proof of prior dwarf
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residency is certain to be evident. Dwarves seek out riches
below the mountains and construct giant cities in their
depths.

The dwarves’ main settlement
is the Halls of the Regent of
the Mines near Mount Uberstar
in Eastern Blackmoor. The
Regent united and controls the
dwarf clans. Within the dwarven
strongholds, all clans are sworn
to the service of the Regent. The
dwarves have a nominal king,
but that title holds no value
among them. In fact, dwarven
kingship is actually a mark of
insult thrust upon a particularly
lethargic or unproductive dwarf.
Many times this so-called “King
of the Dwarves” is sent out to
negotiate with those with whom
the dwarves have no real interest
in dealing.

Dwarven Culture:
Dwarves are born into clans.
They are given their names by
their clan leaders and then required to live out their lives in
the service of their clan and the Regent. Dwarves willingly
lay down their lives to protect their clans and their Dwarf-
Friends. The number of dwarf clans in Blackmoor is too
numerous to list. Traditionally, dwarves have been a
male-dominated society, but that ancient tradition may be
in jeopardy as the number of female births is rumored to
have steadily declined. This has caused a rise in the role of
females in the culture and threatens to advance females to
higher positions of power within the clan structure.

Religion: Dwarves have their own pantheon of deities.
Most worship Dhumnon, lord of the dwarven gods. Large
underground temple complexes are devoted to the greater
dwarven deities Hemgrid, Koorzun, and Gorrim.

Language: Dwarves speak their own language and
use a runic script. They also speak Common, as they trade
frequently with humans. Dwarves understand Gnome, as
well as the languages of many of their enemies.

Names: A dwarf has a given name and a clan name.
The clan name has a bearing on the dwarf’s standing in
society. Dwarves are quick to defend their clan’s honor
when it is challenged.

Male Names: Grond, Havraad, Korm, Kudgum,
Nordu, Odo, Ornurgam, Rordum, Zomdu.
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Female Names: Aussa, Bavmin, Dawonor, Dewna,
Kumna, Okrozu, Vamna, Vorra.

Clan Names: Benodond, Dragun,
Grubumd, Khundan, Nokvorm, Wumnozu.

Gorduhendo,

Adventurers: Dwarven adventurers are usually misfits
or have embarked upon family quests to restore honor or
protect some famous dignitary. Dwarven culture rewards
and praises creation, so dwarves often see adventurers
as lazy or dishonorable since they search for riches that
they did not mine or create. Most dwarven adventurers
are fighters or warriors, but with the close proximity to so
many magical energies some dwarves have found magic to
be as useful a tool as a pick or battleaxe.

Dwarven RKRacial Traits

e +2 Constitution, -2 Charisma. Dwarves are tough but
tend to be surly and gruff.

e Medium: As Medium creatures, dwarves have no special
bonuses or penalties due to their size.

e Dwarf base land speed is 20 feet. Dwarves can move at
this speed even when wearing medium or heavy armor
or when carrying a medium or heavy load (unlike other
creatures, whose speed is reduced in such situations).

e Darkvision: Dwarves can see in the dark up to 60
feet. Darkvision is in black and white only, but it is
otherwise like normal sight, and dwarves can function
fine with no light at all.

e Stonecunning: Dwarves have a sixth sense about
stonework, and this innate ability gets plenty of use
in their underground homes. This stonecunning ability
grants a dwarf a +2 racial bonus on Search checks
to notice unusual stonework, such as sliding walls,
stonework traps, new construction (even when built
to match the old), unsafe stone surfaces, shaky stone
ceilings, and the like. This also includes material that
is not stone but that is disguised as such. A dwarf who
comes within 10 feet of unusual stonework can use
the Search skill to find stonework traps as a rogue
can. Dwarves can also intuit depth, sensing their
approximate depth underground as naturally as humans
can sense which way is up.

e Weapon Familiarity: Dwarves may treat dwarven
waraxes and dwarven urgroshes as martial weapons
rather than exotic weapons.

o Stability: Dwarves are exceptionally stable on their feet.
A dwarf gains a +4 bonus on ability checks made to
resist being bull rushed or tripped when standing on
the ground (but not when climbing, flying, riding, or
otherwise not standing firmly on the ground).

e +2 racial bonus on saving throws against poison.
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¢ +2 racial bonus on saving throws against spells and spell-
like effects.

e +1 racial bonus on attack rolls against orcs (including
half-orcs) and goblinoids (including goblins,
hobgoblins, and bugbears).

o +4 dodge bonus to Armor Class against monsters of the
giant type (such as ogres, trolls, and hill giants).

e +2 racial bonus on Appraise checks related to stone or
metal items.

e +2 racial bonus on Craft checks related to stone or
metal.

o Automatic Languages: Common and Dwarven. Bonus
Languages: Beastial, Giant, Gnome, Goblin, Orc, and
Terran. Dwarves are familiar with the languages of
their enemies and their subterranean allies.

o Favored Class: Fighter. A multiclass dwarf’s fighter class
does not count when determining whether he takes an
experience point penalty for multiclassing.

Elves

The Cumasti elves and the Westryn Elves comprise
Blackmoor’s elven population. Once a single elven
culture, an alliance with humans resulted in a betrayal and
curse that caused an irreparable divide between the elves
of eastern and western Blackmoor. Numerous efforts have
been made to restore the culture to a single elven race, but
to no avail.

Blackmoor’s elves are as diverse and changing as the
many tribes of man. Due to their low birth rates and the
loss of much of their ancestral lands to humans, orcs, and
other humanoids, elves are beginning to die out. They have
begun looking into magical avenues to extend their race’s
longevity and to help slow their attrition rate.

Cumasti Elves

The Cumasti elves have a long and rich history. Their
race dates back to prehistory as one of the first good races
to walk the world. They possess an inspirational ability to
perform great works of magic, art, and music. Until modern
humans came to the world, elves ruled the lush forests and
plains. The elves aided men in establishing themselves as a
good race but the humans ultimately betrayed them.

The betrayal of the Cumasti split their society into two
opposing factions. Cumasti loyalists sought to mend the
wounds left by the human betrayal, believing that humans
choose their paths as individuals, not as a collective race.
The other elves, later to be called the Westryn elves,
retreated from the world, scarred by the human betrayal
and vowing never to trust any other race again.



M o

Personality: Cumasti are intelligent and willing to
experience life in all its facets. They follow the traditions
laid down for them so many centuries ago by the first elves
to walk the world. They love nature and all that it offers.

Cumasti are trusting and friendly, living to experience
the diversity of the peoples with whom they share. They
hold no hatred for any good race, though they find

Divine Forest. Because of their close ties to nature, it is not
uncommon for Cumasti clergy in some remote villages to
be druids.

Languages: Cumasti speak their own derivative of the
Elven root language; the Cumasti tongue was formed after
the separation from their Westryn kin. This Elven
dialect promotes the use of positive phrases and
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in the Forest Kingdoms of

up of the Elven Forest and three smaller

forests. The four Forest Kingdoms of the

East are Redwood Court (located in the Red Woods, with
its capital city of Ringlo Hall), Potter’s Down (found in
Potter’s Forest, south of Dirk’s Cove), the Noris Kingdom
(located in the Noris Wood, south of the Root River and
north of the Crystal Peaks), and the Wurmthrone (found in
the Wurmwood, west of the Black Hills and south of the
Regent of the Mines).

Religion: Cumasti worship the goddess Ordana,
patron of elves and all sylvan creatures. They also worship
the Six Elemental Lords and Faunus, the King of the

A .

Cumasti  are

born to be explorers. They leave home

on personal quests in search of the strangest

objects and treasures. These quests can be as ambitious

as discovering a lost elven artifact, as mundane as visiting

strange foreign cities, or as unusual as finding one of the

fabled orange phantom fungi of the Wood of the Revenant.

Cumasti adventurers generally work well in mixed-race

groups but enjoy antagonizing dwarves for their supposedly
unrefined manners. They openly distrust half-orcs.
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Cumasti Racial Traits

e -2 Constitution, +2 Intelligence. Cumasti are fragile but
quick of mind. Their incredible intellects make Cumasti
excellent sages and wizards.

e Medium: As Medium creatures, Cumasti have no special
bonuses or penalties due to their size.

e Immunity to magic sleep sp«
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e +2 racial bonus on Listen,
Search, and Spot checks.
A Cumasti who simply

t
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ck to
een
actively looking for the
door. Cumasti senses are
sharp enough that other
races believe these elves
to be clairvoyant.

e Automatic Languages:
Common and Elven (Cumasti). Bonus
Languages: Draconic, Elven (Westryn), Gnoll,
Gnome, Goblin, Orc, and Sylvan. Cumasti may come
from the Forest Kingdoms, but they travel extensively.
They know the languages of their allies and enemies,
as well as Draconic, the language of magic.

o Favored Class: Wizard. A multiclass Cumasti’s wizard
class does not count when determining whether he
suffers an XP penalty for multiclassing. Sorcery and
arcane magic run in the veins of the Cumasti elves, and
ranger/wizards are especially common among them.

Half-Elves

Blackmoorian half-elves are rare since they come
only from the union of a Cumasti elf and a human. Half-
elves often feel lost, not knowing where they fit in. They
wander the world, looking for a home where they can live
in peace. Humans use the term “half-elf” to describe this

race. Cumasti call them Ni’ssillin (“Lost Ones”) and

Do ’rioa (“Cursed Blood”).

lity: Half-elves are a very

A half-elf

featur
light-colored hair and skin, but
not to the same extent as
her Cumasti parent. Half-
elves are built like humans,
appearing in a similar array
of body types. Their slightly
slanted eyes are a feature
unique to half-elves, and
their eye colors range from
blue to brown and always
contain flecks of gold or
silver. Their ears are slightly

Half-elves can be of

Religion:  Half-clves

worship any number of human

and elven gods, though they rarely find the desire to look

to the heavens except in their most desperate hours. During
these times, half-elves call out to any deity that listens.

Languages: Half-elves speak both the Cumasti dialect
of Elven and the Common tongue of man. They are gifted
linguists and can learn any language with ease.

Names: Half-elves may be named according to human
or Cumasti traditions, though half-elves commonly have
elven names.
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Male Names: Anvodrim, Bellow, Berurthane, Braddle,
Calarg, Garodrarg, Glad, Glormak, Gramgel, Imanak,
Imginarg, Imgudrune, Korodrand, Kuhisheth, Lorard,
Urthim. Yest, Karn.

Female Names: Bagolim, Bimber, Celadrog,
Ceridrone, Glind, Gloshmorn, Harangrath, Ibonarg,
Imgirkine, Ingak, Itrak, Lathith, Lireth, Lumikorn, Patrice,
Robin, Shyla, Thashangrarg, Thomitrim, Thongrak,
Ungarthorn, Vorin, Vosagrorn, Zovorn.

Family Names: Artulvar, Asanthen, Coselé, Dirimé,
Edbin, Edath, Gladair, Ibar, Mairlis, Narth, Pyltari, Salg,
Sethila, Shubail, Smemyné, Soavedin, Soavel, Teveld,
Thobin, Usern.

Adventurers: Because of their generally nomadic
ways, half-elves are natural adventurers. They quest for
their entire lives, looking for pieces of their lost past.

Half-Elven Racial Traits

e Medium: As Medium creatures, half-elves have no

special bonuses or penalties due to their size.

o Half-elf base land speed is 30 feet.

e Immunity to magic sleep spells and effects, and a +2
racial bonus on saving throws against Enchantment
spells and effects.

Low-light Vision: Half-elves can see twice as far as
humans in starlight, moonlight, torchlight, and similar
conditions of poor illumination. They retain their ability
to distinguish color and detail under these conditions.

+1 racial bonus on Listen, Search, and Spot checks. A
half-elf does not have a Cumasti’s ability to notice
secret doors simply by passing near them. Half-elves
have keen senses, but not as keen as those of Cumasti
elves.

+2 racial bonus on Diplomacy and Gather Information
checks. Half-elves can get along with all races.

Cumasti Blood: For all effects related to race, half-
elves are considered Cumasti elves. This makes them
as vulnerable to certain special effects as their elven
parents, and they can use magic items that are only
usable by elves. If an item is sub-race specific, half-
elves can use it if it is usable by Cumasti elves.

Automatic Languages: Common and Elven (Cumasti).
Bonus Languages: Any (other than secret languages,
such as Druidic). Half-elves are versatile and share
many experiences with their human ancestors.

Favored Class: Any. When determining whether a
multiclassed half-elf suffers an XP penalty, his highest-
level class does not count.
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&estryn Elves

Once part of the greater elven race, the Westryn elves
have branched away from their Cumasti cousins since the
Black Queen’s fall and her father’s curse on the Forest
Realms of the West.

The “Black Curse,” as the Westryn call it, has made
it impossible for the Westryn to produce viable offspring
with any other race. This fact coupled with a policy of
isolation has alienated them from other races and cultures.

Personality: The serious and rarely smiling Westryn
elves are the sourest bunch of grapes on the good races’
vine. Westryn elves have large chips on their shoulders
and are extremely xenophobic. They rarely trust any race
outside of other elves, and those few individuals that
they do trust have won that prize only after a hard-fought
struggle. Westryn are quiet but quick to anger, are blunt
and brusque with other races.

Physical Description: Westryn are slightly taller than
their Cumasti cousins. They stand between 5 and 6 feet
tall, with no difference in height based on gender. They are
powerfully built and swarthy — are not slight or of pale
complexion like the Cumasti. Westryn eyes range in color
from dark green to deep blue, and their hair varies from
greenish-blonde to shimmering raven black.

All other physical attributes of the Westryn mirror
the PHB elf racial entry (see the PHB, Chapter 2: Races,
“Elves”).

Alignment: Westryn elves do not care for the activities
of any other race, save those of their Cumasti cousins. They
are indifferent towards most good races but act with open
suspicion toward humans and dwarves. Orcs, goblins, and
ogres are the Westryn’s bitterest living enemies, battling
them in the Peaks of Booh and the Gargoyle Hills. Yet of
all creatures that roam the world, Westryn reserve their
deepest hatred for undead. Westryn, especially those from
the Wild Realm near the Duchy of Ten, consider it their
personal duty to destroy all undead creatures.

Because of these unique feelings, Westryn are considered
neutral in alignment.

Elven Lands of the West: The Westryn rule over the
six Forest Realms of the West. This dominion is actually
the origin of their racial name; human explorers could
not understand the thick Elven accent of these people
when they called themselves the “Peoples of the Western
Woods.”

The Forest Realms of the West include the Western Realm,
the Wild Realm, the Greenwood, and several minor
regions. The Westryn capital is in the Western Realm,
located within the Westwood’s confines. Most Westryn live
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within the Westwood, keeping close to family, clan, and
king. The Wild Realm, within the Wilds of Ten, borders
the Duchy of Ten. The Wild Realms’ king laid the Black
Curse, and the Black Queen is said to hail from this dark
land. The Green Realm is found in the Greenwood north of
the Tower of Booh; sadly, the wood’s southern portion was
lost to undead long ago.

the danger’s source. Westryn send envoys to the Cumasti
and must protect them while they travel through the lands
of man, orc, and dwarf. Those few Westryn that choose to
take on the world as adventurers find it an alien place, full
of strange locales and beings they never imagined could
have existed.
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Female Names: Bagolim, Celadrog, Ceridrone, Glind,
Gloshmorn, Harangrath, Ibonarg, Imgirkine, Ingak, Itrak,
Lathith, Lireth, Lumikorn, Thashangrarg, Thomitrim,
Thongrak, Ungarthorn, Vorin, Vosagrorn, Zovorn.

Family Names: Amusse, Brate, Calo, Drindae, Flassa,
Jaleel, Menan, Mesun, Opael, Saru, Yubalem.

Adventurers: Typical Westryn elves like to stay within
the confines of their forest homes. Most Westryn are born,
live, and die within the Forest Realms of the West without
ever stepping foot into the outside world. However, a few
exceptions do exist. When trouble threatens the Westryn,
their best warriors go out into the world to seek and destroy
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Track and Endurance as bonus feats. Westryn are also
proficient in the longspear and the longbow, being
trained in combative arts from the time they first open
their eyes to their green world.

e +2 racial bonus on Listen, Search, Spot, and Survival
checks. A Westryn who merely passes within 5 feet of
a secret or concealed door is entitled to a Search check
to notice it as if he were actively looking for the door.
Westryn senses are so sharp that other races, even their
Cumasti cousins, believe that nature speaks directly to
them.

-
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e Automatic Languages: Common and Elven (Westryn).
Bonus Languages: Elven (Cumasti), Halfling, and
Sylvan. Westryn are a tight-knit race. They rarely
associate with outsiders but show an amazing knack
for linguistics.

Favored Class: Barbarian. A multiclass Westryn’s
barbarian class does not count when determining
whether he suffers an XP penalty for multiclassing.
Westryn elves defend nature from the incursions of evil
and civilization, and barbarian/druids are especially
common among their tribes.

Level Adjustment: +1. See the DMG, Chapter 6:

for
ent.
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on their precious gadgets and are driven to complete
every project they start.

Physical Description: Gnomes stand 3 to 3 1/2 feet
high. Their skin is light to dark brown, depending on their
current home and the amount of sunlight to which they
are exposed. Gnome hair is fair, and their eyes bluish.
Gnomes favor short hair, and their men wear beards as a
sign of status. They wear very practical clothing that sports
pockets and belts for holding tools; they seem to be able to
produce any needed item from these pockets
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Alignment: Gnomes prize learning and research above
all other pursuits. They tend toward order and good. Those
who lean toward the darker side do not spend time learning
and are often considered troublemakers.

Relations: Due to their abilities and knowledge,
gnomes have good relations with most races. They are
found in most human settlements and dwarven strongholds.
Gnomes carry the disdain of many people, though, as
they have poor manners in public. They are nonetheless
tolerated because of their valuable skills.

Gnome Lands: Originally Blackmoor’s gnomes
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Gnome Culture: Gnomes

Religion: As a race, gnomes

T

when in need, evoking the name of specific deities
when a situation warrants that god’s particular attention.

Language: Gnomes speak their own language, as well
as Dwarven and Common. They also learn the languages
of their patrons’ races, as well as Elven (Cumasti) and Orc.
Additionally, gnomes can speak Beastial, Draconic, Giant,
and Goblin.

Male Names: Bras, Garis, Gimble, Greeble, Jayu,
Opper, Ploff, Quisal, Shudas, Slaru, Smatri, Steiner,
Topno.
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Female Names: Aulda, Bingansell, Cenal, Envaree,
Fillion, Gara, Gorela, Inzala, Ripla, Shalpae, Stelpha,
Tiderest.

Family Names: Drest, Drimbo, Maggen, Reqgea,
Sesec, Sikser, Stilouna, Swik, Yunnes, Zeltar, Zodda.

Adventurers: Gnomes adventure in quests for
knowledge. Caring little for money unless it can be used
to teach themselves, gnomes often use magic to expand
their own abilities and their inventions’ capabilities. Some
gnomes adventure in an effort to expand their horizons
away from technical subjects. Many such gnomes become
bards and attempt to bring music to the world as a message
of peace.

&nome Racial Traits

e +2 Constitution, -2 Strength. Physically weak, gnomes
are like dwarves in that they are nevertheless tough and
resilient.

o Small: As Small creatures, gnomes gain a +1 size bonus
to Armor Class, a +1 size bonus on attack rolls, and
a +4 size bonus on Hide checks, but they must use
smaller weapons than humans use, and their lifting and
carrying capacities are three-quarters those of Medium
creatures.

¢ Gnome base land speed is 20 feet.

e Low-Light Vision: Gnomes can see twice as far as
humans in starlight, moonlight, torchlight, and similar
conditions of poor illumination. They retain the ability
to distinguish color and detail under these conditions.

e Weapon Familiarity: Gnomes may treat gnome hooked
hammers as martial weapons rather than exotic
weapons.

e +2 racial bonus on saving throws against illusions.

e Gnomes gain a +1 racial bonus to the Difficulty Classes
of all illusion spells. Gnomes’ innate familiarity with
these effects makes their illusions more difficult to
penetrate. This bonus stacks with those from similar
effects, such as the Spell Focus feat.

e +1 racial bonus on attack rolls against kobolds and
goblinoids (including goblins, hobgoblins, and
bugbears).

e +4 dodge bonus to Armor Class against creatures of the
giant type (such as ogres, trolls, and hill giants).

e +2 racial bonus on Listen checks.

e +2 racial bonus on two Craft skills of player’s choice.
The player must decide which Craft skills receive
this benefit at character creation; the choice cannot be
changed.
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e Spell-Like Abilities: A gnome with a Charisma score
of at least 10 has the following spell-like abilities: 1/
day—dancing lights, ghost sound, prestidigitation. The
gnome casts these spells as a 1st-level sorcerer (save
DC 10 + the gnome’s Cha modifier + spell level). See
the spell descriptions for more information.
Automatic Languages: Common, Dwarven, and
Gnome. Bonus Languages: Beastial, Draconic, Elven
(Cumasti), Giant, Goblin, and Orc. Gnomes deal with
elves and humans more than dwarves do, and they learn
the languages of their enemies.
e Favored Class: Rogue. A multiclass gnome’s rogue class
does not count when determining whether he suffers an
XP penalty for multiclassing.

Halflings of Blackmoor

Blackmoor’s halfling races have a long and storied
past. They are kind friends and stalwart allies of all good
beings. When Uther Andahar revolted against the Thonian
Emperor, the halflings of Booh fought alongside him
against the Emperor’s forces. Many halflings aided in the
fight against the Thonian Emperor’s forces at the Battle
of Root, contributing to the Thonians’ defeat and the
subsequent declaration of Andahar as King of Blackmoor.

Halflings are generally liked, though orcs and men
subjugate some halflings in southern Blackmoor. A
sizeable group of halfling-like beings escaped during the
Afridhi invasion and refused to allow themselves to be
dominated ever again. They named themselves “Docrae,”
which means “fighter” in their language. Unlike other
halflings, the Docrae are a defensive and untrusting people
who mostly keep to themselves.

Halflings

Halflings are the most welcome of visitors throughout
Blackmoor. They bring stories and goods to trade and are
free from other races’ mistrust. Halflings are uniquely able
to obtain secret information, a trait which has made them
important friends in dangerous lands.

Personality: Halflings are kind and friendly folk who
love to tell stories and eat. They are known throughout the
land for their ability to entertain. While they are friendly,
they are also skilled traders and drive hard bargains, using
their natural charisma to influence their dealings with
others. Halflings are industrious and quickly adapt to the
customs of the lands in which they settle.
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Physical Description: Halflings stand 3 to 3 1/2 feet
tall and weigh in at a portly 50 to 75 pounds. Halflings
have dark hair and eyes. They wear practical and
unassuming clothing to prevent provocation from those
who would think to take advantage of their diminutive
stature. Halflings live long lives, reaching maturity at 45
and becoming elders at 175.

Alignment: Halflings are good-natured and rejoice
in peace. They are good, law-abiding residents. Those
halflings who lean toward chaos are usually failures in the
merchant trade or have mischief to spread.

Relations: Halflings are welcome in all of Blackmoor’s
lands, and their shops can be found in every major town.
Halflings are known for their ability to obtain items and
information. Docrae, while friendly to halflings, think that
they are naive and too trusting.

Halfling Lands: Halflings call no
single place their home; instead they
find themselves guests in the lands of
others. The largest halfling settlements
are found in Booh and Ramshead.
Halflings have opened shops and inns
on the War Road and welcome guests
of all types. Halflings also make their £
homes in human cities.

Halfling Culture: Halflings raise
their families wherever they can earn
their keep. Family is a strong tie in |
halfling communities, though the o Ty
dwarven clan concept does not find a
home within halfling society. Halflings
are fond of cooking and have developed
such an affinity for the craft that they
are often sought as chefs by humanoid i
nobles. Halflings tend to seek out their 4
own fortunes and focus their wealth and
successes on their immediate families.

Religion: Halflings worship a pantheon of gods that
they share with humans. Their deities range from those
who control the areas of commerce, contracts, and wealth
to those who abide over larceny, extortion, and murder.
Clerics are not particularly common among halflings,
though halfling clerics are more numerous than dwarf,
gnome, or Docrae clerics.

Language: Halflings speak Halfling and Common.
They also speak Elven (Cumasti), Dwarven, Docrae,
Gnome, Goblin, and Orc. A halfling may know other
languages, depending on where he makes his residence.
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Male Names: Ashmiler, Flilthoner, Gornor, Gally,
Jigimy, Norge, Thedecenn, Vitigais.

Female Names: Adda, Arnria, Bilimil, Binema, Friti,
Mirnquiza, Rilta.

Family Names: Hudan, Kany, Loterman, Sogridan,
Sonymay, Sudard, Upendon.

Adventurers:  Halfling adventurers seek travel,

excitement, and profit. They leave on extended trips in
search of an advantage or of new opportunities. Halfling
rogues are common, as halflings need roguish skills to help
them survive on the road. Halflings are not normally magic
users, though some are known to exist. They tend to be
bored by magic unless it contains some incredible visual
element.

Halfling Racial Traits

e +2 Charisma, -2 Strength. The halflings
of Blackmoor are charming and honest
people, but their size and girth make
them less able to perform certain physical
activities.
e Small: As Small creatures, halflings
gain a +1 size bonus to AC, a +1 size
bonus on attack rolls, and a +4 size
bonus on Hide checks, but they must
use smaller weapons than humans use,
and their lifting and carrying capacities
are three-quarters those of Medium
creatures.

¢ Halfling base land speed is 20 feet.

e +2 racial bonus on Bluff, Diplomacy,

and Sleight of Hand checks. Halflings are

excellent merchants and traders, and are
able to get themselves out of trouble and
palm objects.

e +1 racial bonus on all saving throws.

Halflings are surprisingly capable of

avoiding mishaps.

+2 morale bonus on saving throws against fear. This

bonus stacks with halflings’ +1 bonus on saving throws

in general.

o +1 racial bonus on attack rolls with thrown weapons and
slings. Blackmoor’s halflings developed a fighting form
with these weapons to compensate for their girth and
slow movement.

e +2 racial bonus on Listen checks. Halflings have keen
ears.

e Automatic Languages: Common and Halfling. Bonus
Languages: Docrae, Dwarven, Elven (Cumasti),
Gnome, Goblin, and Orc.



e Favored Class: Rogue. A multiclass halfling’s rogue class
does not count when determining whether he takes an
experience point penalty for multiclassing. Halflings
rely on staying unseen when trouble starts, and they
have an uncanny knack for performing feats of manual
dexterity.

Docrae

The Docrae are a race of small humanoid beings with a
long and troubled past. Old legends mark them as a race of
fun-loving and curious folk, each with the appetite of two
men. Some say that they are curious and enjoy comfortable
homes near their large and long-lived families. Yet these
legends are mostly relics of the past. Even before the
Afridhi invasion, other races preyed upon the Docrae,
enslaving them and manipulating their trusting nature
to their own ends. Many Docrae escaped from the main
Afridhi invasion force and headed north in search of an
area where they could live peacefully and separately from
those who would do them harm.

Personality: Today the Docrae are a hardy and wise
folk who have cultivated their warrior nature from the need
to protect themselves and their families from exploitation
or violence. Despite their small physical stature, Docrae are
formidable opponents and are masters of ranged and melee
weaponry. While not as strong as their human counterparts,
Docrae use their dexterity and cunning to deliver critical
strikes capable of besting much larger opponents.

Physical Description: Docrae stand about 3 1/2 feet
tall and weigh between 35 and 40 pounds. Their skin is
very similar to that of humans, and their hair is normally
black and straight. Docrae usually have black or brown
eyes, though green eyes are not unknown. Docrae men
braid their hair into intricate patterns, often attaching small
jewels or similar decorations to their braids as signs of their
strength and status in Docrae society. Docrae women wear
their hair straight and reasonably short. Docrae society
prohibits women from braiding their hair unless they have
earned the right to do so through a brave or heroic act.
Docrae wear comfortable and practical clothes. Docrae
warriors are always ready for battle and wear strong armor
while on patrol.

Alignment: Docrae are neutral and ambivalent to other
races. The only exception to this rule is humans, whom the
Docrae more quickly accept. Docrae are also kind and
generous to friends. They value the sanctity of honor and
their duty to family.
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Relations: While Docrae are wary of outsiders, they

have begun to open their settlements to other races again. A
sense of relative safety has come to the Docrae, and some of
them have fearlessly rekindled the traditional celebrations
of their heritage. The Docrae have found a kindred
relationship with the men of Blackmoor, who have proved
themselves trustworthy. These humans are welcomed in
Booh and given better treatment than members of other
races. The Docrae have learned to make a living selling
their wares, and also offer lodging for travelers on the War
Road.
While they are willing to do business with other races,
Docrae are slow to befriend them. If a member of another
race saves a Docrae’s life, he becomes a member of the
Docrae clan and remains so until death.

Docrae Lands: Docrae have settled the lands near
the main halfling settlement at Booh, moving as far east
as the base of the Peaks of Booh. These mountains are
located to Blackmoor’s southwest and were named by
the Halflings who use them as a backdrop for their main
settlement. Stories tell of deep natural cave dwellings that
Docrae inhabit within the Peaks of Booh. Rumors maintain
that wards created by Docrae shamans protect these caves
and that the stonework rivals some of the lesser dwarven
settlements. Most dwarves scoff at this. No reliable outside
reports of these caves, or the manner in which they might
be protected or hidden, yet exist.
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Docrae Culture: Docrae culture consists of a single
large clan in which warriors are highly revered. The clan
includes many families, but a single Docrae leads them all.
The Docrae leader is known as the FreeKeeper. Docrae
elders raise the clan’s wisest and bravest warrior to the
position of FreeKeeper. The FreeKeeper is charged with
maintaining the safety of the Docrae and their lands, to the

clan.

Religion:

Docrae to freedom.

Language:

irough

most

me
may speak other languages.

Names: A Docrae has a given
name, a family name, and possibly
a Docrae nickname that often attests
to a great feat or task that he has
accomplished.

Male Names: Altair, Arto, Aski,
Basil, Dagny, Eiro, Frovan, Gimble,
Gorin, Grover, Linkt, Mello, Naeul,
Nothro, Okko, Shill, Svale, Ulerd,
Vaun, Vektar.

Female Names: Almilia, Annitt,

I,

1la,

Tia,

Trista.

iefer,
‘kko,

Family Names:

Kuna, Oling, Shmee, Stouten, Telva.

cout

igns

on

it to

should some calamity befall the Docrae. Other than these

individuals, very few Docrae stay away from home for

long. Docrae who are away from the clan when a defense

is needed may face the FreeKeeper, who often forces them

to make amends via a special quest. In extreme cases, the
FreeKeeper may completely banish wayward Docrae.

Docrae Racial Traits

e +2 Dexterity, -2 Strength. Docrae are quick and agile
fighters.

e Small: As Small creatures, Docrae gain a +1 size bonus
to AC, a +1 size bonus on attack rolls, and a +4 size
bonus on Hide checks, but they must use smaller
weapons than humans do, and their lifting and carrying

creatures.

of class. Docrae are excellent

developed a keen ability to

detect a person’s true intent.

e +1 racial bonus on all
saving throws. Docrae are
surprisingly ~ capable  of
avoiding mishaps.
e +2 morale bonus on saving
throws against fear. This
bonus stacks with Docrae’s
+1 bonus on saving throws

in general.

s +1 racial bonus on attack rolls

wi

o+

automatically literate.

e Favored Class: Fighter. A
multiclass Docrae’s fighter class does not count when
determining whether he takes an experience point
penalty for multiclassing.

Half-Orcs

On the Blackmoor frontier’s far reaches, orcs raid
human settlements in search of wealth and food. These
raids have in turn generated offspring in the form of half-
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orcs. Half-orcs who do not exhibit clear and distinct human
traits are often allowed to remain within the orc culture.
Orcs slaughter those who are obviously part human or
who fall out of favor. Some half-orcs manage to escape
and spend the remainder of their lives hunted by both men
and orcs, which forces many half-orcs to live away from
civilization, in small bands or on their own. Often they
seek some sort of belonging with others and adventure for
the respect and acceptance that can come from the skilled
use of a battle axe.

Personality: Half-orcs have little patience with others,
a trait that may be the result of years of abuse and rejection.
They love to fight and greatly value what friendship they
can find. They enjoy good food and drink and are always
open to reveling. They tend to overcompensate for the lack
of positive attention they received over the course of their
segregated, hunted lives.

Physical Description: Half-orcs stand between 6 and
7 feet tall and weigh between 210 and 270 pounds. They
have grayish skin tones and large skulls with protruding
foreheads that highlight their orc heritage.

Alignment: Half-orcs resent the lack of family and
relationships in their pasts. They lean toward chaos since
it relates to their primitive lifestyle and constant battle
for survival. If they have been befriended, they tend to
demonstrate the human tendency of expressing good and
evil in even proportion.

Relations: Every day is a fight for acceptance for a
half-orc. Many races, including dwarves and their own orc
kin, seek to slay them outright. This prejudice makes the
struggle for acceptance a constant concern in the half-orc’s
mind. Some spend time as servants in human households
in order to prove that they are not dangerous. Others use
their size and power to intimidate others into leaving them
alone.

Half-Orc Lands: Half-orcs are a nomadic people at
best. They travel together for mutual protection and make
no claim to a land of their own. They wander throughout
Blackmoor, looking for some sense of safety.

Religion: Half-orcs worship whomever they please,
be it a human, beastman, or orc deity. Good half-orcs
worship human deities; evil half-orcs follow beastman or
orc deities.

Language: Half-orcs speak Orc and Common.

Names: Half-orcs choose names that show their
personality. They frequently take Common adjectives as
names to describe their perception of themselves within
the cultures of other races. Half-orcs do not have family
names unless they live out their lives within orc tribes.
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Male Names: Genteel, GoodFriend, Gronk, Humbra,
Melgo, Niko, Skeeb, Unk.

Female Names: Farl, Poltga, Quetra, Skafe, Sklag,
Smolga, Wazgak.

Adventurers: Half-orc adventurers seek wealth and
friendship, and often value the latter far more than the
former. A good friend is worth more than life to a half-orc.
A half-orc goes to any length to protect a friend, including
following her on a dangerous journey.

Half-Orc Racial Traits

e +2 Strength, -2 Intelligence, -2 Charisma.

e Medium: As Medium creatures, half-orcs have no special
bonuses or penalties due to their size.

o Half-orc base land speed is 30 feet.

o Darkvision: Half-orcs can see in the dark up to 60 feet.
Darkvision is black and white only, but it is otherwise
like normal sight. Half-orcs can function just fine with
no light at all.

e Orc Blood: For all effects related to race, a half-orc is

considered an orc.
o Automatic Languages: Common and Orc. Bonus
Languages: Abyssal, Beastial, Giant, Gnoll, and
Goblin. Intelligent half-orcs know the languages of
their allies and rivals.

e Favored Class: Barbarian. A multiclass half-orc’s
barbarian class does not count when determining
whether he suffers an experience point penalty for
multiclassing.

Humans

Blackmoor’s human races occupy a wide range of
areas. The Peshwah have long lived on the Plains of Hak.
The Thonian peoples of the north have spread throughout
Blackmoor by ship and horse. In the past, the Thonian
emperor claimed rightful control of Blackmoor, though
most other races simply ignored this unjustified claim to
their lands. Today, the High Thonian barons serve the king
of Blackmoor.

High Thonians

The High Thonians are members of the highest, most
powerful human social caste within Blackmoor’s borders.
While High Thonians tend to come from advantaged
backgrounds, not all of them have the stomach for politics
or fighting. Many use their family names and backgrounds
to pursue science and other academic matters. Several
teachers at the University of Blackmoor are High Thonians
from important families.
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Personality: High Thonians are studious people and
excellent entertainers. They spend their time learning and
finding new and interesting ways to entertain themselves
and their wealthy friends. Noble Thonians spend their
money freely to impress others or to purchase necessary
parts for their inventions. They are kind and gentle to
others but are venomously possessive
of their expansive libraries and eccentric
inventions.

Physical Description: High
Thonians stand 5 to 6 feet tall and weigh
from 135 to 265 pounds, with men
noticeable taller and heavier than women.
Their skin is fair; their hair tends to be
blond or brown. To demonstrate their
excellent grooming, most High Thonian
men do not wear beards. High Thonians
are long-lived by human standards,
with life spans reaching well over 100
years. Some attribute this longevity to
breeding, but others suspect a magical
source.

Alignment: High Thonians tend
toward no specific alignment. They are
open-minded but are also prone to greed
and jealousy. All alignment variations
are found among this group of noble-
born people.

Relations: High Thonians are
receptive to doing business with other
races. They barter and trade for books
and needed supplies for their inventions.

High Thonian Lands: When the
Valley of the Kings stood strong, the
High Thonian nobles ruled much of L
present-day Blackmoor. The bloodline’s
fall, as well as invasion and civil war,
eroded much of what was once the unified kingdom of
Blackmoor. Many High Thonians are preparing to use
their technology to reclaim some of the lands they believe
have been stolen from them. Most High Thonians live in
Blackmoor’s immediate vicinity.

Religion: High Thonians do not worship any particular
god. Many become clerics and priests of particular deities,
but the average High Thonian puts his faith in his own
creations.
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Language: High Thonians speak Common as well as
the royal dialect known as “Chale,” which is spoken only
behind closed doors. Because of their astounding intellects,
Thonian nobles know many more languages.

Names: High Thonians have given name as well as
family names. The family names are honored and respected
in accordance with noble tradition.
No Thonian noble is to bring disgrace
upon his house.

Male Names: Andor, Brody,
Dindle, Eng, Grall, Helsm, Kang,
Lex, Mikeel, Neg, Pang, Stephen,
Uther, Ule.

Female Names: Aimee, Alieu,
Beacle, Cella, Dello, Friella, Katrina,
Lail, Meadow, Neula, Silin, Triol.

Family Names: Andarian,
BroadBelt, Caldeel, Dragoneye,
Ellemba, Freely, Grax, Walcrest,
Wilde.

Adventurers: High Thonians
often adventure for specific items
required for an invention or to field-
test a machine on which they are
working. A High Thonian noble only
travels when protection is available
and may leave a group of non-nobles
if she feels unsafe.

High Thonian Racial
Traits

e +2 Intelligence, +2 Charisma,

-2 Dexterity. High Thonians are

intellectual and pursue scientific

endeavors. They are also taught to be

charming. They are not athletic and
can be clumsy at times.

e Medium: As Medium creatures, High Thonians have no
special bonuses or penalties due to their size.

e High Thonian base land speed is 30 feet.

e High Thonians gain Skill Focus on any skill of their
choice at the time of character creation.

e Automatic Languages: Common and the secret royal
dialect Chale. Bonus Languages: Dwarven, Elven
(Cumasti), Gnome, Goblin, and Orc.

e Favored Class: Noble. High Thonians are intellectual
and charismatic leaders. The noble class has specific
requirements to which a member must adhere before
taking multiclass levels, and High Thonians are not
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exempt from these requirements. High Thonians steer
away from magical pursuits, though High Thonian

wizards and sorcerers do exist and thrive in some
areas.

Thonians

Thonians are the everyday citizens in Blackmoor
and its surrounding vicinity. The noble caste rules

wealth and power.

Personality:

who try to better themselves.

Physical Description: Thonians
stand 5 to 6 feet tall and weigh 125
to 250 pounds, with men noticeably
taller and heavier than women. Their
skin is dark, and their hair is black
or brown. Thonians do not share
the longevity of their High Thonian
rulers. They achieve adulthood at

age 16 and typically live into their
70s.

Alignment: Thonians tend

Relations:

happy to peddle wares and offer lodging to travelers who
do not appear dangerous.

Religion: Thonians do not have a unique deity of their

Male Names: Abeel, Aslu, Bellow, Braddle, Dengle,
Freg, Mandle, Nall, Karn, Sted, Sliw, Tray, Yest.

Female Names: Awna, Avell, Bimber, Cliel, Follae,
Glinda, Liveer, Meala, Nona, Patrice, Robin, Shyla.

Family Names: Cork, Dable, Fogle, Grainger, Mason,

Oland, Patro, Quig, Ramble, Sallo, Shew, Trader, Veel,
Winslo.

Adventurers: Thonians will often adventure in
an ¢ffo

of pov

missi

comr

| Thonian RKRacial Traits
B | e Medium: As Medium creatures,
i ! The
.&ﬂ pet
L * o]

o Thonians gain 1 extra feat at 1st

e Automatic Language: Common.

) e Favored Class: Any. When

not count. Thonians are able to learn a
host of skills that allow them to adopt
most any profession. Some classes

' have special requirements before a
\“Q character can take multiclass levels.
Thonians are not exempt from these

requirements.

Peshwah

Not so long ago, a tribe of humans settled the Plains of

own. They are a spiritual people but worship a host of gods
that serve their interests and requirements.

Language: Thonians speak Common. They may

also speak the languages of races that frequent the city of
Blackmoor.

Names: Thonians have given names as well as family
names.
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Hak, bringing their horses with them. This tribe is known
as the Peshwah. The Peshwah are gentle and nomadic
souls who enjoy the feel of life from the back of their
horses. Until they met the Afridhi, they knew no war or
serious conflict.

As the Afridhi drove these peaceful people in front
of them across the plains, spilling their blood and killing
their fathers and sons, the Peshwah grew hard and fierce
— proving that even a horse will turn to face the lion. After
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the combined forces of the northern barons and the other
good races halted the Afridhi’s advance, the Peshwah once
again settled into their windswept homeland. This time
though, they have a purpose: the vengeance pounding in
their collective heart.

Personality:

ng for

strust

iman

stile

cial

for
the Afridhi alone.

Physical Description: After

the Peshwah have become a |
dark-skinned people. Though |

eir
in
I 18
uncommon.
\eir
are
nd
sir
%y
ar
races.
Peshwah Lands: The

)
Hak as their own. Large and
windswept flatlands are key to
their semi-nomadic lifestyle.
Some Peshwah have begun settling in fixed communities,
and cities and towns are beginning to sprout up on the
plains.

Religion: The Peshwah’s highest god is the Lord of
Horses, Hak. Peshwah also revere numerous other gods in
an entire pantheon of their own.

Language: Peshwah speak Peshwahan and are taught
Common at an early age. Rare Peshwah also speak the base
language of all equine beasts.

2

Names: Peshwah receive a single name to identify
themselves. Some Peshwah also use their tribal name
as their family name where required. It is common for a
Peshwah’s given name to be prefixed with the Peshwahan
term “Peshwah na” which means “Person named”. For

to as “Peshwah na Bika”.

I
Wl A Male Names: Bhatis,
_'"a.. Bika, Dugulan, Kitain, Puras,
: Shepro, Sishtha, Tri, Vashtri,
j - Vidas, Vimunas, Vitar.
|‘ :l-"-— b
| :,llff Female Names: Bhima,

Brinda, Chamjin, Dani, Dene,
Deras, Dersta, Idjin, Prthavil,
Torchu, Vashtri.

Tribal Names: Adiel,
Bortai, Briela, Faleem, Irfat,

Leron, Ornidri, Peshneath,
Qulaam, Somhak, Sufz, Zah.
Adventurers: Few
tho
are st

Peshwah Racial Traits

o Peshwah base land speed is 30 feet.

e | extra feat at 1st level. Peshwah are of human stock and
are quick to adapt and learn new ways of survival.

e 4 extra skill points at Ist level and 1 extra skill point
at each additional level. Peshwah are versatile and
capable of learning new skills quickly.

o +2 racial bonus on Handle Animal and Ride checks. In
addition, Handle Animal and Ride are considered class
skills for all Peshwabh.

e Automatic Language: Peshwahan. Bonus Languages:
Any (other than secret languages, such as Druidic or
Afridhian Combat Whistles).
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e Favored Class: Ranger. A multiclass Peshwah’s ranger
class does not count when determining whether he takes
an experience point penalty for multiclassing. Very few
Peshwah are wizards or sorcerers, as they believe that
arcane power taints the bonds with their horses.

in the PHB
required to play within 1
Blackmoor

ations
the
land’s cultures.

Adept
The adept has a very
special place in Blackmoor.
Most consider adepts to
be the wild witches and
dark soothsayers of the
humanoid tribes that dwell
in the wilds. Peshwah in

particular have many cults

with adepts in their ranks

it
loy
s and

their wokan arcane casters.

A

during character creation.

Barbarian

Barbarians have an important presence in Blackmoor.
The Skandaharians are the most notorious barbarians,
sailing their ships from the frozen North, through the
Firefrost Channel, and out into the Black Sea to raid and
plunder.
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Bard

Bards are Blackmoor’s entertainers, spies, and
informants. They are trained in one of the many schools
found in any of the larger cities, including Blackmoor,
Glendower, Hanford, and Ringlo Hall. Blackmoor’s bards

Cleric

The clerics and priests of each

fi

Blackmoor’s races. See Chapter 6:

Religions of the North for more

information on the major deities
and religions in Blackmoor.

Druid

Druids are the great
protectors of the wild and
natural places that remain in
Blackmoor. Some humanoid
druids serve as the spiritual guides

an
of dr
migh
Expert
Artise
engineers.
Fighter

Fighters are the skilled men and women who guard
Blackmoor’s most important people, places, and items.
They are trained in the use of weapons for destructive
combat. The Blackmoor fighter and that of the PHB
share all the same qualities and abilities, except in the
area of what bonus feats a Blackmoor fighter may take.
Replace the list of bonus fighter feats in the PHB with the
following:

-
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Fighter Bonus Feats: The following feats are added
to the list of fighter bonus feats: Concentrated Effort,
Deflect Spell, and Improved Parry Arrows and, Parry
Arrows. These feats are explained later in Feat section of
this chapter.

Monk

Blackmoor’s cloistered monks are unique among
their peers. Long ago, Blackmoor’s monks trained and
contemplated the universe together. However, after the
fall of a heavenly body into the Valley of the Ancients,
the monks’ shifting doctrines splintered them into rival
clans and brotherhoods. Some monks claimed that this
event meant they had been following an incorrect path.
In Blackmoor, monks from the Order of Mystics form
the equivalent of the basic monk character class from the
PHB.

Paladin

Paladins are found in all regions of Blackmoor. Most
deities maintain large temples that many paladins use as
bases of operations. Paladins suppress undead uprisings
and adventure at their deity’s will.

Ranger

Rangers are found in Blackmoor’s frontier regions. Often
trackers for hire, rangers sometimes adventure for fame
and wealth — though they often have more organized plans
and agendas. Rangers hunt beastmen and orcs in the forests
and are frequently the last line of defense in keeping these
monstrosities away from frontier towns and villages.

Rogue

Blackmoor’s rogues range from the horse thieves of

the Peshwah to the street thugs of Archlis. The Duchy of

Ten uses rogues extensively as a network of informants.

Rogues keep their covert operations secret through the use

of the Thieves Cant language. This language allows them
to surreptitiously communicate with each other.

Sorcerer

In Blackmoor, no spellcasters are more feared than
the chaotic sorcerers. They do not learn how to harness
the magical energies that flow through the world, but are
instead born to such energies. From an early age, these men
and women exhibit signs of their ill-fated heritage. Some
have marks on their bodies in the shape of powerful beasts
or dragons; others are born with pupil-less white eyes that
still see. When a sorcerer reaches early adolescence, a great
explosion of power manifests around her. Rumors tell than
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such manifestations can destroy entire villages. Because of
this unpredictable power, sorcerers are feared and hunted,
even by their own families and friends. The Wizards’ Cabal
has even gone so far as to offer a bounty to those who are
brave enough to haul in a live sorcerer.

Those few sorcerers who escape the wraths of
commoners and wizards find themselves on the high roads
of adventure. They always attempt to steer their course
far from the eyes of the Wizards’ Cabal, lest they fall
into the hands of the Cabal’s inquisitors. On these roads,
sorcerers have learned to identify each other by the use of
a secret language known only to them. This language, learn
which all sorcerers gain as a bonus language, is known as
“Arcanthi.” Most sorcerers are chaotic, reflecting their
less-than-perfect control over the arcane energies that
manifest within them. Sorcerers often multiclass, favoring
fighter or rogue as their secondary classes.

Class Skills: The sorcerer’s class skills are modified to
reflect their place in Blackmoor: Bluff (Cha), Concentration
(Con), Craft (Int), Disguise (Cha), Hide (Dex), Knowledge
(arcana) (Int), Profession (Wis), Sense Motive (Wis), and
Spellcraft (Int).

Warrior

Warriors make up the bulk of every army and guard unit.
They are farmers in times of peace and militiamen who
defend their homelands in times of war.

Among the evil humanoids, the warrior is the grunt
soldier, the raider, and the dark form that murders the
good races in their sleep. Blackmoor’s beastmen boast
thousands of warriors in their ranks, waiting for the day
when they can sweep down upon civilization and crush it
under their knobbed boots.

Wizard

Wizards are one of the few classes in Blackmoor
society that live outside the laws of man. They live for the
study of mystical arts and sciences. To that end, all wizards
seek out masters to teach them their art from a very early
age. These masters are normally members of a wizard
organization known as the Wizards’ Cabal. In addition to
learning the rudiments of magic, the apprentice student
learns how to use magical devices called arcane foci.

Each wizard gains the ability to use an arcane focus in
his spellcasting. These special items are given to wizards
when they graduate from their apprenticeship with the
Wizards’ Cabal. An arcane focus allows a wizard to cast all
of his spells without the use of material components. This
does not mean that spellbooks and scrolls are obsolete;
many wizards continue to prepare their spells using normal



components for fear of losing the focus or accidentally
destroying it. More information on these special items is
presented in Chapter 3: Magic in Blackmoor.

Most wizards are of either a lawful or neutral alignment.
Their moral compass can be good, neutral, or evil, but only
the rare, renegade wizards are chaotic. These few chaotic
wizards who are thought to have gone mad by trying for
too long to harness formidable arcane powers without the
use of their foci.

New Character Classes

This section details three new base classes that have
been added for play in a Blackmoor campaign. They add
new flavor and options that fit within Blackmoor’s core
philosophies and organizations. Much of the supporting
materials throughout the rest of this book reference these
classes. Be sure to at least peruse them lightly even if you
do not plan to select one for play at this time.

Arcane Warrior

The arcane warrior represents a fighting class of magic
user who is trained to defend and uphold the orders of the
High Council of the Wizards’ Cabal. These specialists are
dispatched to subdue magical revolts or rogue sorcerers
who threaten Blackmoor’s people or the control of the
Cabal. Arcane warriors are stationed at the Wizards’
Watch and at Coot’s Watch to keep a steady eye on the
Egg of Coot’s plots and its thralls who seek to destroy the
Wizards’ Cabal.

At an early age, the potential arcane warrior begins
training by swearing to a lifelong oath to protect and
honor the Cabal and the will of its leaders. Should an
arcane warrior ever break this oath, he faces the council’s
judgment and, likely, death.

Adventures: Arcane warriors are sent on adventures
to gain experience as well as to find and retrieve powerful
magic items. The Wizards’ Cabal cares little for gold and
normally allows arcane warriors to keep any money they
might find on such journeys as long as they return safely
with the requested items.

Characteristics: Arcane warriors are the defenders of
arcane magical powers in Blackmoor. The core abilities
of arcane warriors center on their authorization to police
the use of arcane magic. Arcane warriors are also the
front-line fighters of the Wizards’ Cabal, using their
warrior training and natural resistance to magic to defeat
their foes. Common folk fear magic and know that they
can rely on arcane warriors to protect them from chaotic
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mages who would bring calamity upon them. In a group of
adventurers, an arcane warrior brings prestige to the party
in a manner similar to that of a paladin.

Alignment: Arcane warriors are lawful because of
their indoctrination into the Cabal’s principles. Non-lawful
arcane warriors have been banished or dropped out of their
rigorous training program before completion. These fallen
arcane warriors are often tempted to serve evil.

Background: Arcane warriors boast a proud and
illustrious history. Skelfer drew the initial company of
arcane warriors from his first class of students. With them
at his side, he destroyed a group of evil warlord sorcerers
and ended the Mage Wars. To be an arcane warrior is an
honorable and respected duty and Blackmoor’s inhabitants
recognize it as such.

Races: With their naturally magical blood, elves make
superb arcane warriors. Humans, with their devotion to life
and to their companions, hold the core ethos of the arcane
warrior within their hearts. Any race, though, may walk
this path.

Other Classes: Even though arcane warriors are
controlled by the spirit and will of the Wizards’ Cabal,
they readily accept all other classes. They view rangers,
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paladins, and monks as equals. They feel that wizards and
other arcane magic users are in need of constant protection
and act as their moral advisors and physical support.

Role: An arcane warrior’s chief role in most
adventuring groups is as a melee combatant, but arcane
warriors can contribute magical support as well. They
form good secondary lines of magical defense, and their
high Intelligence scores make them natural scholars and
investigators.

Code of Conduct: An Arcane Warrior is bound to
carry out the orders of his superiors, as long as they are in
good standing with the Wizards’ Cabal. Arcane Warriors
are bound to respect legitimate authority and to act with
honor. They are required to apprehend or slay anyone
who wields magic without the Cabal’s approval and those
who use magic to harm innocents. An arcane warrior who
violates this code of conduct is subject to trial within the
Wizards’ Cabal and may be subject to punishment.

Game Rule Information
Arcane warriors have the following game statistics:

Abilities: Charisma determines how effectively arcane
warriors can resist hostile forces. Intelligence determines
their spellcasting ability; a minimum score of 14 is required

Table 1-2: Arcane Warrior Class Abilities

to cast the highest-level arcane warrior spells, while an 11
1s required to cast any spells at all. Strength is important to
arcane warriors because of their melee combat role.

Alignment: Lawful neutral.
Hit Die: d8.

Class Skills

The arcane warrior’s class skills (and the key ability for
each skill) are: Concentration (Con), Craft (Int), Diplomacy
(Cha), Knowledge (arcana) (Int), Profession (Wis), Ride
(Dex), Spellcraft (Int), and Sense Motive (Wis).

Skill Points at 1st Level: (2 + Int modifier) x 4.
Skill Points at Each Additional Level: 2 + Int
modifier.

Class Features
All of the following are class features of the arcane
warrior:

Weapon and Armor Proficiency: Arcane warriors
are proficient with all simple and martial weapons, with
all types of armor (heavy, medium, and light), and with all
shields.

Spells: Beginning at 4th level, an arcane warrior gains
the ability to cast a small number of arcane spells. To cast a
spell, an arcane warrior must have an Intelligence score of
at least 10 + the spell’s level, so an arcane warrior with an

Base Attack  Fort Ref  Will Spells per Day
Level Bonus Save Save  Save Special 1 2 3 4
1 +1 12 10 10 Detect magic (arcane), secret language - - . 3
(Profectorrin)

2 42 +3 +0 +0 Fey touched, arcane fortitude - - - -
3 +3 +3 +1 +1 - - - -
4 +4 +4 +1 =l Arcane armor (5%) 0 - - -
5 e +4 +1 +1 Bonus feat 0 - - -
6 +6/+1 +5 A2 2 Dispel magic 1/week 1 - - -
7 U2 +5 2 +2 Arcane armor (10%) 1 - - -
8 +8/+3 +6 2 2 1 0o - -
9 +9/+4 +6 +3 +3 Dispel magic 1/ 3 days 1 0o - -
10 +10/+5 7 +3 +3 Arcane armor (15%) 1 1 - -
11 +11/4+6/+1 7 +3 +3 Bonus feat 1 1 0 -
12 S 2YRETIA2 +8 +4 +4 Dispel magic 1/day 1 1 1 -
13 +13/+8/+3 +8 +4 +4 Arcane armor (20%) 1 1 1 -
14 +14/+9/+4 +9 +4 +4 2 1 1 0
15 +15/+10/+5 +9 +5 +5 Dispel magic 2/day 2 1 1 1
16 +16/+11/+6/+1 +10 +5 +5 Arcane armor (25%) 2 2 1 1
17 +17/+12+7+2  +10 +5 +5 2 2 2 1
18 +18/+13/+8/+3 +11 +6 +6 Dispel magic 3/day 3 2 2 1
19 +19/+14/+9/+44  +11 +6 +6 Arcane armor (30%) 3 3 3 2
20 PRIy we s 3 3 3 3
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Intelligence score of 10 or lower cannot cast these spells.
Arcane warrior bonus spells are based on Intelligence, and
saving throws against these spells have a Difficulty Class
of 10 + the spell’s level + the arcane warrior’s Intelligence
modifier. When an arcane warrior gains 0 spells of a given
level, such as 0 1st-level spells at 4th level, he only gains
bonus spells. An arcane warrior without bonus spells for
that level cannot yet cast a spell of that level. At 4th level,
the Wizards’ Cabal grants the arcane warrior an arcane
focus.
An arcane warrior only has access to those spells found
in his spellbooks or that have been imbued into his focus;
arcane warriors must prepare spells as wizards do. The
arcane warrior spell list is found in Chapter 3: Magic in
Blackmoor. Through the 3rd level, an arcane warrior has
no caster level. Starting at 4th level, an arcane warrior’s
caster level is one-half his class level.

Note: Armor check penalties to arcane spell failure
apply to an arcane warrior’s spells.

Detect Magic (Sp): At will, the arcane warrior can use
detect magic as a spell-like ability. This ability duplicates
the effects of the spell detect magic but only detects
sources of arcane magic.

Secret Language: The Wizards’ Cabal teaches all
arcane warriors Profectorrin, a secret language that they
use to communicate with fellow arcane warriors.

Arcane Fortitude (Su): At 2nd level, the arcane
warrior applies his Charisma modifier (if positive) as a
bonus to all saving throws.

Fey Touched (Su): At 2nd level, the arcane warrior
gains immunity to all sleep- and charm-related spells and
spell-like abilities and receives a +2 resistance bonus on
saving throws against Enchantment spells and spell-like
effects.

Arcane Armor (Ex): An arcane warrior learns how to
combine weapons, armor, and arcane spells into a flawless
whole. Starting at 4th level, the arcane spell failure penalty
the arcane warrior suffers when wearing armor is reduced
by 5%. The ability to continues to improve, as shown on
the table above. This ability does not stack with the Armor
Casting, Greater Armor Casting, or Improved Armor
Casting feats.

Bonus Feat: At 5th and 10th level, the arcane warrior
gains a bonus feat. He must choose an item creation or
metamagic feat, Spell Mastery, or any feat available to a
fighter as a bonus feat. The arcane warrior must still meet
all prerequisites for the bonus feat, including caster level
minimums.
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These bonus feats are in addition to the feat that a
character of any class gets every three levels. Arcane
warriors are not limited to the above feats when choosing
these feats.

Dispel Magic (Sp): At 6th level, the arcane warrior can
use dispel magic as a spell-like ability once per week. He
can use this ability more often as he advances in levels,
as shown on the table above. . The arcane warrior’s caster
level is equal to his class level for the purposes of this
ability.

Ex-Arcane Warriors

An arcane warrior who ceases to be lawful neutral
in alignment or who blatantly ignores the precepts and
decrees of the Wizards’ Cabal loses all arcane warrior
spells and abilities (not including his weapon, armor, or
shield proficiencies). He may not progress any further in
levels as an arcane warrior. He regains his abilities and
advancement potential if he willingly accepts a geas (no
saving throw allowed) from the Wizards’ Cabal.

Like a member of any other class, an arcane warrior
may be a multiclass character, but multiclass arcane
warriors face a special restriction. An arcane warrior
who gains a level in any class other than arcane warrior
may never again raise his arcane warrior level, though he
retains all his arcane warrior abilities. Adherence to the
Cabal’s laws is paramount to arcane warriors and requires
them to be mindful of their own convictions. Once an
arcane warrior turns his back on the Cabal, he may never
return. If a player adopts this class, he must pursue it to the
exclusion of all others.

Cumasti Arcane Warrior Starting Package

Armor: Scale mail (+4 AC, armor check penalty —4,
arcane spell failure chance n/a, speed 20 ft., 30 1b.).
Heavy wooden shield (+2 AC, armor check penalty —2,
arcane spell failure chance n/a, 10 1b.).

Weapons: Longsword (1d8, crit 19—20/x2, 4 1b., one
handed, slashing). Shortbow (1d6, crit x3, range inc. 60 ft.,
2 Ib., piercing).

Skill Selection: Pick a number of skills equal to 2 + Int
modifier.

Skill Ranks  Ability ?gl'l‘;‘l’{vCheCk
Knowledge 4 Int -
Spellcraft 4 Int —
Diplomacy 4 Cha —
Spot 4 Wis —
Listen (cc) 2 Wis —
Climb (cc) 2 Str -6
Search (cc) 2 Int —
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Feat: Weapon Focus (longsword).

Gear: Backpack with waterskin, one day’s trail rations,
bedroll, sack, flint and steel, hooded lantern, three pints of
oil, quiver with 20 arrows.

Gold: 6d4 gp.

Noble

Blackmoor’s nobles form the ruling classes of their
respective races. Each race has its own rules regarding
admission to the noble class, but generally a race’s
wealthiest and strongest members are granted the privilege.
Becoming a noble is but one step in a long progression to
power. Each culture contains a distinct hierarchy of power,
and each progression requires the mastery of a combination
of both diplomacy and deceit.

The Regency Council has concurred with the king’s
mandate that requires all noble-blooded individuals of
races loyal to Blackmoor to spend five or more years
traveling the land that they intend to rule. Most believe
such a journey to be a mark of superiority as well as a
mechanism to continue the noble’s training.

Adventures: Nobles found in adventuring parties are
usually serving out their maturation period of travel or are
on some mission important to their people. They sometimes
disguise themselves so as not to attract the attention of
thieves or others who would do them harm. Other nobles
proudly ride into town with their standards held high for all
to see. When nobles are found in an adventuring party, they
are often trying to right some wrong or bring non-violent
peace to an area.

Characteristics: A noble’s strength comes from his
extraordinary ability to use language and diplomacy to
achieve his goals. Most nobles do not make good fighters;
they can often completely avoid fights through negotiation.
This skill is not only politically beneficial to a ruler, but it
also aids his survival in a hostile environment.

Alignment: Most nobles are lawful. They hail from
ancient houses and have lineages to uphold, and this fact
dictates their behavior. Neutral or evil nobles try to gain
power through subverting the land’s reigning entities.

Religion: As a group, nobles have no strong tendency
toward any particular deity or religion, but rather tend to
worship according to their racial background.

Background: The nobles’ rise to power has been well-
recorded throughout history. They have brought victory to
their peoples and proven to be competent leaders. Nobles
are natural leaders and can inspire all around them to
greatness, a skill that serves them well. Bound to their
family names, nobles are tied to their people’s service.
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Some among them have tired of the responsibility and fled
the burdens of their noble names for the seclusion of the
frontier.

Races: Nobles are found among all races, though
nobles of some races are more obvious than others. High
Thonian nobles flaunt their wealth openly. Halfling and
Docrae nobles wear an indicator of their status that does not
hold value to most races. Elven nobles are distinguished by
their fine clothing and incredible presence.

Other Classes: Nobles seek to employ other classes
for their skills, and most classes get along fine with nobles.
Nobles dislike rogues, as they fear they may be the next
in line to be robbed. Nobles take diplomatic routes and
do not openly hold grudges against those of whom they
disapprove. Other classes consider nobles important and
protect them because of the nobles’ status and the benefits
of such friendship.

Role: A noble’s job in an adventuring party is to help
negotiate work or favor from the local government as well
as to talk the group out of sticky situations. They are back-
line fighters and do not put themselves directly in harm’s
way.
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Game Rule Information
Nobles have the following game statistics:

Abilities: A high Charisma score enhances a noble’s
ability to successfully negotiate with others and to use his
abilities.

Alignment: Any.

Hit Die: do.

Class SKkills

The noble’s class skills (and the key ability for
each skill) are Appraise (Int), Bluff (Cha), Craft (Int),
Decipher Script (Int), Diplomacy (Cha), Disguise (Cha),
Forgery (Int), Gather Information (Cha), Intimidate (Cha),
Knowledge (all skills, taken individually) (Int), Perform
(Cha), Profession (Wis), Ride (Dex), Sense Motive (Wis),
Speak Language (n/a), Swim (Str).

Skill Points at 1st Level: (8 + Int modifier) x 4.
Skill Points at Each Additional Level: 8 + Int
modifier.

Class Features
All the following are class features of the noble:

Table 1-3: The Noble

Base Attack Fort Will
Level Bonus Save Ref Save Save

1 +0 +0 +0 +2
2 +1 +0 +0 +3
3 +2 +1 +1 +3
4 +3 +1 +1 +4
5 +3 +1 +1 +4
6 +4 +2 +2 +5
7 +5 +2 +2 +5
8 +6/+1 +2 +2 +6
9 +6/+1 +3 +3 +6
10 +7/+2 +3 +3 +7
11 +8/+3 +3 +3 +7
12 +9/+4 +4 +4 +8
13 +9/+4 +4 +4 +8
14 +10/+5 +4 +4 +9
15 +11/+6/+1 8 S +9
16 +12/+7/+2 +5 +5 +10
17 +12/+7/+2 +5 S +10
18 +13/48/+3 +6 +6 +11
19 +14/+9/+4 +6 +6 +11
20 +15/+10/+5 +6 +6 +12
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Weapon and Armor Proficiency: Nobles are
proficient with all simple weapons, plus the longsword,
rapier, short sword, and shortbow. Nobles are proficient
with light armor, medium armor, and shields (except tower
shields).

Noble Blood: At 1st level, a noble gains the Noble
Blood feat as a bonus feat.

Secret Language: Each noble establishment maintains
its own secret language for use among its membership.
This secret language centers around hand gestures, body
language, and double entendre, allowing the noble to
speak plainly but still give important information to others
who understand the language. The specific techniques
vary from house and culture, but the premise is similar
in all houses. This language is never taught to those
outside the nobility’s trusted circle. With a successful
DC 15 Knowledge (nobility and royalty) check and an
understanding of the language used, a noble may identify
that a secret language is being spoken but cannot translate
it. Because this language uses an existing language as a
carrier channel for more complex information exchange, it
cannot be comprehended by normal or spell means.

Special

Noble Blood, secret language, nobility points
+1 nobility point

+1 nobility point

Racial Reputation, +1 nobility point
Attribute bonus, +1 nobility point
+1 nobility point

Leadership, +1 nobility point
Racial Reputation, +1 nobility point
+1 nobility point

Attribute bonus, +1 nobility point
+1 nobility point

Racial Reputation, +1 nobility point
+1 nobility point

+1 nobility point

attribute bonus, +1 nobility point
Racial Reputation, +1 nobility point
+1 nobility point

+1 nobility point

+1 nobility point

Racial Reputation, attribute bonus, +1 nobility point
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Nobility Points: The amount of power a noble is
able to wield in noble circles is dependent on his nobility
points. A noble begins with a single point in recognition of
his noble blood and gains 1 additional point for each noble
experience level he gains. In some extreme cases, nobles
may earn extra nobility points in respect to the performance
of a great deed or through an effort that brings great honor
to his house. In a similar manner, should a noble fail to
complete a deed or bring shame to his house he may lose
nobility points. A noble who has 0 nobility points cannot
gain additional levels as a noble until he gains at least 1
nobility point. Characters who want to take multiclass
levels as nobles must have at least 1 nobility point before
they can do so. Refer to the nobility points section in this
chapter for further information.

Racial Reputation: At 4th level, the noble gains
Racial Reputation as a bonus feat, even if he does not meet
the prerequisites. He gains this feat again at 8th level and
every four levels thereafter (12th, 16th, and so on). The
noble must select a different race for each feat, as normal.
See below for a description of Racial Reputation.

Leadership: At 7th level the noble gains Leadership as
a bonus feat.

Attribute Bonus (Ex): At 5th level, and every fifth
level thereafter (10th, 15th, and so on), the noble gains an
additional attribute point. This bonus attribute point is in
addition to the attribute bonus any character receives every
four levels. The bonus point can only be used to raise one
of the noble’s mental attributes (Intelligence, Wisdom, or
Charisma).

Ex-Nobles

Should a noble ever bring permanent shame on his
house or his people, he might become an ex-noble. An ex-
noble cannot gain levels as a noble again until he earns at
least one nobility point. Ex-nobles are not recognized or
respected for their noble blood.

High Thonian Noble Starting Package

Armor: Chain shirt (+4 AC, armor check penalty -2,
arcane spell failure chance n/a, speed 30 feet, 25 1b.).
Heavy wooden shield (+2 AC, armor check penalty —2,
arcane spell failure chance n/a, 10 Ib.).

Weapons: Longsword (1d8, crit 19-20/x2, 4 1b. one-
handed, slashing).

Skill Selection: Pick a number of skills equal to 6 + Int
modifier.
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Skill Ranks  Ability oyt "%
Bluff 4 Cha —
Diplomacy 4 Cha —
Disguise 4 Cha —
Gather 4 Cha il
Information

Intimidate 4 Cha —
Knowledge

(nobility and 4 Int —
royalty)

Language 4 Int —
Perform (oratory) 4 Cha —
Sense Motive 4 Wis —
Speak Language — n/a —
Search (cc) 2 Wis —
Spot (cc) 2 Wis —

Feats: Negotiator, Noble Blood.

Gear: Backpack with waterskin, two day’s rations,
bedroll, sack, flint and steel, hooded lantern, four pints of
oil, mirror, signet ring.

Gold: 8d4 gp.

Nobility Points.

As a noble gains experience and prestige, his power in
the noble circles increases. Nobility points represent this
growth in power.

Nobility points (NPs) are automatically earned at the
rate of 1/noble level. Heroic or noble deeds may also earn
nobles additional NPs. Nobility points are rare and should
only be given in special cases. Players should keep track of
these points as their characters grow in level. Nobles who
choose to take multiclass levels as barbarians, bards, or
sorcerers lose 1 NP per level in such a class. These classes
are considered uncivilized or low-born occupations unfit
for a noble. (The DM may allow special exceptions to this
rule.)

Nobility Points Benefits

10 Legal authority to enforce the laws of
the land.
15 Ability to found or expand the holding

of an existing noble house and have
the house properly referenced among
nobility.

20 Authority to raise an army and to
construct a keep if the noble’s house
has sufficient funds.

25 The noble has respect and power
worthy of a baron and may be
appointed as one.
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A character’s nobility point score can never drop below
ZEero.

Those characters who do not begin play as nobles and
wish to take multiclass levels as nobles must have at least
1 nobility point before they can do so. A noble who has 0
nobility points is considered an ex- noble and cannot gain
a level as a Noble until earning at least 1 nobility point.
Nobles who are banished or who flee the trappings of
politics cannot take advantage of their heritage until they
improve their standing in the ruling class’ eyes.

When a noble has 10 or more nobility points, he is
considered to be a legitimate
authority in the region and
his orders become law as
long as they do not overturn
the orders of the king or
local baron. If a dispute
occurs between nobles, the
nobles’ sovereign normally
determines the outcome.
When pressing a case in
court or deciding who is
in position to make a final
judgment on a given issue,
a noble who has at least 2
nobility points more than
his opposition is the clear
winner. A difference of 1 or
2 points gives either noble
the chance at success and
requires a set of opposed
Diplomacy checks or other
GM determined skill check
depending on the situation.
Certain disputes are not open
for discussion and may need
to be decided by a duel.

Because of the potential
for shifts in power related to
a noble’s rise, some houses actively attempt to smudge or
besmirch the reputation of rival houses. This is an attempt
to keep the competing houses in check until they can be
subdued or brought under the wing of an elder house. A
noble house may fund allegations of wrongdoing against
an opposing house.

Each nobility point confers a +1 competency bonus
to Diplomacy, Bluff and, Gather Information skill checks.
Some of the additional benefits granted by nobility points
are shown on the table below:

Wokan

As the science of magic increases wizards’ powers and
as dwarven steam improves mining technology, one group
seeks a return to a simpler life. They seek a life that is not
fettered by constant research or stinking machinery. They
are the wokan.

Adventures: Wokan adventure in search of
spell components to help in their attempts to protect
Blackmoor’s forests and magical creatures. Wokan are
primal spell casters and are distressed by the new-fangled
practices of the Wizards’
Cabal. Wokan adventure
for magical items as well
as a bit of money. They
seek a simpler time when
magic’s chaotic flow was
born into every being, and
they look for their place
in the natural world.

Characteristics:
Wokan communicate
with animals and excel
at dealing with beasts.
They are friends to all
in the wild, using their
spell-casting to thwart
so-called progress. At
later levels, wokan can
take animal form to better
lead and protect natural
creatures from harm.

Alignment: Wokan
tend toward  chaos.
Though not intentionally
malicious, they disregard
man made laws in an effort
to protect themselves and
the forest creatures near their homes. Good wokan are kind
and quiet in their disregard for the rule of law. Evil wokan
are belligerent and attack whenever they feel threatened or
angered.

Religion: Wokan do not explicitly follow a religious
creed. They find comfort in some nature-loving deities but
do not serve them directly.

Background: Wokan were some of Blackmoor’s first
magic users to discover arcane powers. As they taught their
craft, more and more magic came to Blackmoor. When the
sorcerers tried to overthrow Blackmoor, the wokan hid and
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refused to participate. Today the wokan are troubled by
the prospects of continued scientific and magical research.
They live in the forests, trying to maintain the wilderness.

Races: Westryn and half-orcs make excellent wokan,
as both races are comfortable in the wilds and can be found
in most forests. Other races can become wokan as well.
Many Thonian wizards become wokan as a way to restore
their faith in the raw power of wild magic.

Other Classes: Wokan are indifferent to other classes,
with a few exceptions. They are angered by wizards or
nobles who try to exploit nature and arcane powers for
their own foolish greed. Wokan often find friends in druids
and rangers. Wokan are fair to fighters, rogues, and others
who do not seek to harm them or their lands.

Role: Wokan make excellent guides through lands
that they know. They are also able to control and influence
animals in Blackmoor, and they find the best use of their
skills in these situations. A wokan can help a party avoid a
fight with an animal if the party has not transgressed against
nature. With their poor ability to withstand damage, wokan
shrink from fights.

Table 1-4: The Wokan
Base

Attack

Game Rule Information
Wokan have the following game statistics:

Abilities: A wokan needs strong Wisdom to reach
the level of attunement needed to achieve their magical
potential and to devise methods to keep the encroachment
of civilization at bay. A high Intelligence score helps a
wokan understand the plans and thwart the efforts of those
who force civilization to the frontiers.

Alignment: Any non-lawful.
Hit Die: do.

Class SKkills

The wokan’s class skills (and the key ability for each
skill) are Climb (Str), Concentration (Con), Craft (Int),
Handle Animal (Cha), Heal (Wis), Jump (Str), Knowledge
(arcana) (Int), Knowledge (local) (Int), Knowledge (nature)
(Int), Listen (Wis), Ride (Dex), Spellcraft (Int), Spot (Wis),
Survival (Wis), Swim (Str), and Use Rope (Dex).

Skill Points at 1st Level: (4 + Int modifier) x 4.

Skill Points at Each Additional Level: 4 + Int
modifier.

Spells per Day

Bonus 0 ! 2
1 +0 +2 +0 +2 Wild empathy 3 1 - - - - -
2 +1 +3 +0 +3 Free thought, woodland stride 4 2 - - - - -
3 +2 +3 +1 +3 Borrow nature’s power (1/day) 4 2 1 - - - -
4 +3 +4 l +4 Bonus feat 5 3 2 - - - -
5 +3 +4 +1 +4 5 3 2 1 - - -
6 +4 +5 +2 +5 Wild shape (1/day) 5 3 3 2 - - -
7 +5 +5 +2 +5 Borrow nature’s power (2/day) 6 4 3 2 1 - -
8 +6/+1 +6 +2 +6 Bonus feat 6 4 3 3 2 - -
9 +6/+1 +6 +3 +6 6 4 3 3 2 1 -
10 /2 7 +3 =7 Trackless step 6 4 4 3 3 2 -
11 +8/+3 +7 +3 +7 Borrow nature’s power (3/day) 6 4 4 3 3 2 1
12 +9/+4 +8 +4 +8 Bonus feat, wild shape (2/day) 6 4 4 4 3 3 2
13 +9/+4 +8 +4 +8 6 4 4 4 3 3 2
14 +10/+5 +9 +4 +9 6 4 4 4 4 3 3
15 +11/+6/+1 +9 +5 +9 Borrow nature’s power (4/day) 6 5 4 4 4 3 3
16 +12/+7/+2 +10 45 +10 Bonus feat 6 5 4 4 4 4 3
17 +12/+7/+2 +10 +5 +10 6 5 5 4 4 4 3
18 +13/+8/+3 +11 +6 +11 Wild shape (3/day) 6 5 5 4 4 4 4
19 +14/+9/+4 +11 +6 +11 Borrow nature’s power (5/day) 6 5 5 5 4 4 4
20 +15/+10/+5  +12 +6 +12 Bonus feat 6 5 Sp e S 4 4
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Class Features
All the following are class features of the Wokan:

Weapon and Armor Proficiency: Wokan are
proficient with all simple weapons plus the flail, handaxe,
sap, and shortbow. Wokan are not proficient with any
armor or shields.

Spells: Wokan cast arcane spells from the wokan spell
list. Wokan must choose and prepare their spells ahead of
time (see below).

To learn, prepare, or cast a spell, a wokan must have
a Wisdom score equal to at least 10 + the spell level. The
Difficulty Class for a saving throw against a wokan’s spell
is 10 + the spell level + the wokan’s Wisdom modifier.

Like other spellcasters, a wokan can cast only a certain
number of spells of each spell level per day. Her base
daily spell allotment is given on Table 1-4: The Wokan.
In addition, she receives bonus spells per day if she has a
high Wisdom score.

Unlike bards or sorcerers, wokan may know any
number of spells. Wokan are attuned to the wild magic
of the region of Blackmoor and do not need to carry a
spellbook with them in order to replenish spells. They must
choose and prepare their spells ahead of time by getting a
good night’s sleep and spending 1 hour contemplating the
nature of the universe. While studying, wokan decide what
spells to prepare, much like wizards, clerics, and druids do.
As they have no spell books, and draw their power directly
from natural forces, they may choose any of the spells from
their spell lists each day, just as clerics and druids do.

Wild Empathy (Ex): Like druids and rangers, a
wokan can use her body language, speech, and demeanor
to improve the attitude of an animal (such as a wolf or a
bat). This ability functions just like a Diplomacy check
made to improve the attitude of a person. The wokan rolls
a d20 and adds her wokan level and Charisma modifier
to determine the wild empathy check result. The typical
domestic animal has a starting attitude of indifferent, while
wild animals are usually unfriendly.

To use wild empathy, the wokan and the animal must
be able to study each other, which means that they must
be within 30 feet of one another under normal conditions.
Generally, influencing an animal in this way takes 1
minute, but as with influencing people, it might take more
or less time.

A wokan can also use this ability to influence a magical
beast with an Intelligence score of 1 or 2 (such as a basilisk
or a girallon), but she takes a —4 penalty on the check.

Free Thought (Ex): Once per day, a wokan of 2nd
level or higher may exchange one of her prepared spells for
any wokan spell she can cast of the same level or lower.
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Woodland Stride (Ex): Starting at 2nd level, a wokan
may move through any sort of undergrowth (such as natural
thorns, briars, overgrown areas, and similar terrain) at her
normal speed and without taking damage or suffering any
other impairment. Thorns, briars, and overgrown areas that
have been magically manipulated to impede motion still
affect her.

Borrow Nature’s Power: At 3rd level, the wokan
learns to channel the power of nature into her spells,
causing the spells to function at a higher caster level. This
increase in level can simply increase the effective caster
level of the spell or can power a metamagic feat. When
the wokan prepares her spells, she may choose one spell
(more at higher levels) for which they wish to borrow
nature’s power. The wokan prepares this spell as normal,
but when cast the spell takes effect at a caster level equal to
the caster’s wokan level plus her Intelligence bonus.

Bonus Feat: At4th level and every four levels thereafter
(8th, 12th, and so on), a wokan gains a bonus feat. She can
choose a metamagic feat, an item creation feat, Celestial
Blessing, Infernal Infusion, or Spell Mastery. The wokan
must still meet all prerequisites for a bonus feat, including
caster level minimums.

These bonus feats are in addition to the feat that every
character gains every three levels. Wokan are not limited to
the categories above when choosing these feats.

Wild Shape (Su): At 6th level, the wokan gains the
ability to turn herself into any Small or Medium animal and
back again once per day. The options for new forms include
all creatures with the animal type. This ability functions
like the polymorph spell, except as noted here. The effect
lasts for 1 hour per wokan level, or until she changes
back. Changing form (to animal or back) is a standard
action and does not provoke an attack of opportunity.
The form chosen must be that of an
animal with which the wokan is familiar.
A wokan loses her ability to speak while in animal
form because she is limited to the sounds that a
normal, untrained animal can make, but she can
communicate normally with other animals of the same
general grouping as her new form. The new form’s
Hit Dice cannot exceed the character’s wokan level.
At 12th level, the wokan is able to use wild shape
to change into a plant creature with the same size
restrictions as for animal forms. (A wokan cannot use this
ability to take the form of a plant that is not a creature.)
The wokan can use this ability more times per day at 12th

and 18th level, as noted on Table 1-4: The Wokan.
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Trackless Step (Ex): Starting at 9th level, a wokan leaves
no trail in natural surroundings and cannot be tracked. She
may choose to leave a trail if she desires.

Westryn Wokan Starting Package

Armor: None (speed 30 feet).

Weapons: Quarterstaff (1d6/1d6, crit x2, 4 1b., two-
handed, bludgeoning) Sling (1d4, crit x2, range inc. 50 ft.,
0 Ib., bludgeoning)

Skill Selection: Pick a number of skills equal to 4 + Int
modifier.

Skill &V Armor Check Penalty
Concentration 4 Int —
Craft 4 Int —
Decipher Script 4 Int —
Handle Animal 4 Cha —
Knowledge 4 Int .
(nature)

Profession 4 Wis —
Spellcraft 4 Int —
Speak Language — n/a —
Search (cc) 2 Wis —
Spot (cc) 2 Wis —

Feat: Improved Initiative

Gear: Backpack with waterskin, one day’s rations,
bedroll, sack, flint and steel, pouch with sling stones. Spell
component pouch.

Gold: 1d4 gp.

New Skills

The skills presented here extend the skill set available
in the PHB. Except where noted, all skills work in the same
manner as described in the PHB. Some skills have been
modified and expanded to better fit into the Blackmoor
campaign setting. For example, Speak Language has been
modified to accommodate the languages of Blackmoor’s
races.

Secret Language (None; Trained Only)

The Secret Language skill works like the Speak
Language skill, with the following exceptions:
e Some classes learn secret languages at 1st level. Only
characters of the indicated class may learn the language,
and at 1st level automatically do so at no cost.
e Certain secret languages are allowed only to specific
races. Only a character of that race may learn the
language.
¢ Sign Language is an open secret language. Any character
may learn sign language.
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Secret languages and their alphabets (if any) are
summarized on the table below.

Secret Language  Speakers Alphabet
Arcanthi Sorcerers (only) Arcanthi
Chale High Thonians (only) Thonian
Combat Whistles  Afridhi (only) None
Druidic Druids (only) Druidic
High Common Nobles (only) Thonian
Profectorrin Arcane Warriors Thonian
(only)
Sheet Bards (only) Sheet
Sign Language Open None
Smoke Signals Peshwah (only) Smoke
Thieves’ Cant Rogues (only) Cant

Action: None

Try Again: Not applicable. There are no Secret
Language checks to fail.

Speak Language (None; Trained Only)

Blackmoor’s common languages and their alphabets are
summarized on the table below. This table replaces that
found in the PHB.



Language Typical Speakers Alphabet
Abyssal oDlirgggsé clisaie Sl Infernal
Aquan Water-based creatures  Elven
Auran Air-based creatures Draconic
Beastial Beastmen Beastial
Celestial Good outsiders Celestial
Common Humans, Half-elves Common
Afridhian Afridhi Common
I"I"I}ll%}:lian %llgz};gi}’lso g:l?:l’ists L
Peshwahan  Peshwah Common
Docrae Docrae Common
Draconic E;;gﬁ?i(tmgbdytes’ Draconic
Chromatic ~ Evil dragons Draconic
Metallic Good dragons Draconic
Dwarven Dwarves Dwarven
Elven elves Elven
Cumasti Cumasti Elven
Westryn Westryn Elven
Ferrosian Metal-based creatures ~ Dwarven
Giant Ettins, ogres, giants Dwarven
Gnome Gnomes Dwarven
Goblin gl?;gg;sr,shobgoblins, Beastial
Gnoll Gnolls Beastial
Ignan Fire-based creatures Draconic
Infernal olet\s/ﬂise’rlsanul gvil Infernal
Orc Orcs Beastial
Black Orcs of the Black Beastial
Speech Hand
Dryady b o Bhn
Terran Earth-based creatures Dwarven
New Feats

As characters grow in power and knowledge, they
learn new techniques that let them perform feats beyond
the abilities of common folk. The feats presented here
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supplement the feats in the PHB. Feats that are referenced
in bold are described later in this section. Follow the rules
in the PHB to determine when feats are acquired.

Armor Casting [General]

You can reduce your arcane spell failure chance when
wearing armor.

Prerequisites: Dex 13, Armor Proficiency (varies)

Benefit: When wearing armor with which you are
proficient, your arcane spell failure chance is reduced by
5%. This benefit does not apply to arcane spell failure
chances provided by shields.

Born Rider [General]

You have a natural talent to ride animals.
Benefit: You gain a +3 bonus on Handle Animal and
Ride checks when they apply to a non-magical mount.

Concentrated Effort [General]

You are able to concentrate your attacks against a
single opponent during the heat of melee combat.

Prerequisites: Dex 13, Int 13, Combat Expertise,
Dodge.

Benefit: You gain a +2 competence bonus on melee
attack rolls and a +2 dodge bonus to AC against a single
creature that you attack using a full round action. You must
declare your target creature before you attack. Until your
next turn, you take a —2 penalty to your AC against any
other creature that makes a melee attack against you.

Special: A fighter may select Concentrated Effort as
one of his fighter bonus feats.

Deflect Spell [General]

You can deflect incoming ranged spell attacks with
your magical melee weapon.

Prerequisites: Dex 17, Iron Will, Parry Arrows,
Weapon Focus.

Benefit: Once per round when you would normally
be hit with a ranged, personally targeted spell with visual
effects, such as scorching ray, you may deflect it so that
you take no damage from it. The deflection must be
performed with the weapon with which you have taken
Weapon Focus and the weapon must be a magical melee
weapon. You can use the weapon to deflect spells up to a
certain spell level, as shown on the table below. This feat is
not effective against area of effect spells such as fireball.
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Example: Trystare the Fighter stands in front of his
party to face an evil wizard. The wizard casts a scorching
ray toward Trystare, who would be the first in the line
of effect. Trystare wields his +4 longsword against the
lightning bolt, dissipating it.

Note: Deflection does not mean redirection. The character
has no control of where the deflected spell goes. Normally
a deflected spell immediately dissipates without further
effect.

Special: A fighter may select Deflect Spell as one of his
fighter bonus feats.

V};«:}z:lpuosn Deflected Spell Level
+1 0-level spells
+2 Ist level spells
+3 2nd level spells
+4 3rd level spells
+5 4th level spells
+6* 5th level spells
+7* 6th level spells
+8* 7th level spells
% 8th level spells

+10* 9th level spells

* Normally, a magical weapon cannot have a bonus higher than
+5. The listed values above +5 are here for weapons that have
additional powers or abilities, as specified in the DMG.

Elemental Spell Focus [General]

Benefit: As the feat Spell Focus, except that elemental
types air, earth, fire, metal, water and, wood can be selected
giving the spell focus benefits to spells of the selected
subtype.

Greater Armor Casting [General]

You can further reduce your arcane spell failure chance
when wearing armor.

Prerequisites: Dex 17, Armor Casting, Armor
Proficiency (varies), Improved Armor Casting.

Benefit: When wearing armor with which you are
proficient, your arcane spell failure chance is reduced by
15%. This benefit stacks with those gained from Armor
Casting or Improved Armor Casting, but does not apply to
arcane spell failure chances provided by shields.
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Greater Elemental Spell Focus [General]

Prerequisites: Elemental Spell Focus.

Benefit: As Greater Spell Focus except that elemental
types can be selected instead of schools of magic. This feat
may be applied to an elemental type that Elemental Spell
Focus has been applied to.

Horse Bond [Racial]

The Peshwah of the Plains of Hak are so attuned to

their horses that they share a nearly supernatural bond with
them.

Prerequisite: Must be Peshwah.

Benefit: A Peshwah can create a seemingly magical
bond between himself and a single horse. Creating the bond
takes one week per level of the Peshwah. When the bond
is created, a great friendship exists between the horse and
the Peshwah. This enables the Peshwah to communicate
with the bonded horse as if he using a speak with animals
spell. Only one bond of this type can exist for a Peshwah
at a time. If a Peshwabh is ever permanently separated from
the bonded horse, or the bonded horse dies, the bond is
broken and the Peshwah takes a —2 penalty on all attack
rolls, saving throws, and skill checks for one week due to
the extreme trauma. This penalty applies even if the horse
is ultimately raised from the dead. After this mourning
period, the Peshwah may bond with a new horse or reset a
previously existing bond.

Improved Horse Bond [Racial]

You further enhance the bond you share with your
horse.

Prerequisites: Must be Peshwah, Horse Bond.

Benefit: As Horse Bond, with the added benefit that
the Peshwah creates an empathic link between himself
and the bonded horse. Improving the horse bond takes one
week per level of the Peshwah.
The empathic link has a range of 1 mile. The Peshwah
cannot see through the horse’s eyes, but the two can
communicate telepathically. This is a supernatural ability.
Because of the empathic link between the horse and the
Peshwah, the Peshwah has the same connection to an
item or place that the horse does, just like a master and
his familiar. If a Peshwah is ever permanently separated
from the bonded horse, or the bonded horse dies, the bond
is broken and the Peshwah takes a —4 penalty on all attack
rolls, saving throws, and skill checks for one week due to
the extreme trauma. This penalty applies even if the horse
is ultimately raised from the dead. After this mourning
period, the Peshwah may bond with a new horse or reset a
previously existing bond.
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Improved Armor Casting [General]

You further reduce your arcane spell failure chance
when wearing armor.

Prerequisites: Dex 15, Armor Casting, Armor
Proficiency (varies).

Benefit: When wearing armor with which you are
proficient, your arcane spell failure chance is reduced by
10%. This benefit stacks with that gained from Armor
Casting, but does not apply to arcane spell failure chances
provided by shields.

Improved Parry Arrows [General]

You can parry many arrows with your melee weapon.

Prerequisites: Dex 17, Parry Arrows.

Benefit: As Parry Arrows, except that you may parry
more than one missile each round. The total number of
missiles you can parry in round is equal to your Dexterity
modifier plus one. For example, a character with a
Dexterity of 17 can parry four missiles per round.

Special: A fighter may select Improved Parry Arrows
as one of his fighter bonus feats.

Infamy [General]

Other races know and fear you.

Prerequisites: Cha 13, must have performed of an
infamous deed (requires GM approval).

Benefit: Select a race, such as Cumasti, dwarves, or
goblins. You gain a +6 bonus on Bluff and Intimidate
checks when dealing with members of that race.

Special: You may take this feat multiple times. Its
effects do not stack. Each time, it applies to a different
race. This feat can be taken only with GM permission and
requires the character to have acted in a way that inspires
fear and is worthy of an infamous reputation.

Mounted Acrobatics [General]

You can do acrobatics while mounted.

Prerequisites: Str 13, Dex 13, Ride 1 rank, Tumble 1
rank.

Benefit: You may make daring maneuvers from the
back of any land-based mount. These maneuvers include
(but are not limited to): picking up items from the ground
while speeding past them, flipping and tumbling from
one running mount to another, and acrobatic jumping and
climbing around the mount while it is in motion.

Normal: Characters without the Mounted Acrobatics
feat suffer a —4 penalty when attempting to perform
acrobatic maneuvers while mounted.
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Noble Blood [Special]

You are a member of the nobility and may be from a
noble bloodline.

Prerequisite: Must be a 1st-level noble.

Benefit: You get a +4 competency bonus on all reaction
checks made with allies of your house as well as a +2
bonus on reaction checks made with neutral or indifferent
parties. You take a —4 penalty on reaction checks made
against enemies of your house or race.

Special: Noble Blood can only be acquired by a 1st-
level noble, who gains it as a bonus feat. In certain extreme
cases, a noble may accept a character into his house or the
king may ordain a character as a noble. In such an event,
the character gains this feat as a result of this acceptance.

Parry Arrows [General]

You can parry incoming arrows, crossbow bolts,
spears, and other projectile or thrown weapons with your
chosen melee weapon.

Prerequisites: Dex 15, Weapon Focus.

Benefit: You must be wielding a melee weapon with

which you have Weapon Focus in order to use this feat.
Once per round when you would normally be hit with
a ranged weapon, you may parry it so that you take no
damage from it. You must be aware of the attack and not
flat-footed.
Attempting to parry a ranged weapon does not count as
an action. Unusually massive ranged weapons, such as
boulders hurled by giants, and ranged attacks generated
by spells, such as lightning bolt, cannot be parried using
this feat.

Special: A fighter may select Parry Arrows as one of
his fighter bonus feats.

Racial Reputation [General]
You are well known by other races.

Prerequisites: Cha 13, completion of special task
(requires GM approval).

Benefit: Sclect a race, such as Cumasti, dwarves, or
goblins. You gain a +2 competency bonus to reactions
adjustments when dealing with members of that race.
In addition to this reaction bonus, you also receive a +2
reputation bonus to Diplomacy checks when dealing with
that race.

Special: You may take this feat multiple times. Its
effects do not stack. Each time, it applies to a different
race.
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This feat can be taken only with GM permission and
requires the completion of a special task (for example,
saving a dwarven community from a goblin invasion.)

Shield Attack [General]
You can use a shield to attack, as well as to defend.
Prerequisite: Shield Proficiency.

Benefit: You deal additional damage when making a
shield bash attack, as shown on the table below.

Shield Type Damage Critical
Buckler 1d4 x2
Light Shield 1d6 x2
Heavy Shield 1d8 x2

Shield Casting [General]

You can reduce your chance of arcane spell failure
when using a normal shield.

Prerequisites: Dex 13, Shield Proficiency.

Benefit: When carrying a shield, as long as you have
a hand free, your arcane spell failure chance is reduced
by 5%. This benefit stacks with those gained from Armor
Casting, Greater Armor Casting, or Improved Armor
Casting.

Tower Shield Casting [General]

You can reduce your chance of arcane spell failure
when using a tower shield.

Prerequisites: Dex 17, Shield Casting, Tower Shield
Proficiency.

Benefit: When carrying a tower shield, as long as
you have a hand free, your arcane spell failure chance is
reduced by 20%. This benefit stacks with those gained
from Armor Casting, Greater Armor Casting, or Improved
Armor Casting.

Character Description

Once you have selected a race and a class, it is time to give
your character a bit more life. Feel free to expand on his
background so that he becomes a character whose exploits
garner tales and songs. This section of the character is
important because it gives you a motivation for your
character’s style and actions that. Some players make
this section a single paragraph while others create entire
stories. Feel free to participate at whatever level you feel
matches your creativity and chosen style of play.
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Yital Statistics

How old is your character? What color is his hair? How tall
is he? These questions might not seem important at first,
but they become so during play. Could your character jump
over a 5-foot-wide hole? If he were 7 feet tall, it would be
easier than if he were 3 feet tall. Take some time to identify
characteristics such as height, weight, eye color, and hair
color for your character. You can use the given ranges
listed within each racial description in this chapter or
generate them randomly from the provided tables below. If
you are creating a character from outside Blackmoor, you
can reference the table with vital statistics in the PHB.

AGE

You can choose or randomly generate your character’s age.
If you choose an age, it must be at least the minimum age
for the character’s race and class (see Table 1-5: Random
Starting Ages). Your character’s minimum starting age is
the adulthood age of his or her race plus the number of
dice indicated in the entry corresponding to the character’s
race and class on Table 1-5: Random Starting Ages.
Alternatively, refer to Table: Random Starting Ages

Table 1-5: Random Starting Ages

Bard, Fighter, Cleric,
Barbarian, Paladin, Druid,
Rogue, Ranger, Monk,
Sorcerer, Arcane Wizard,
Adulthood Noble Warrio
Docrae 40 years +2d4 +3d6 +4d6
Dwarf 40 years +3d6 +5d6 +7d6
Elf
(Cumasti) 100 years  +4d6 +6d6 +10d6
Elf
(Westryn) 110 years  +4d6 +6d6 +10d6
Gnome 40 years +4d6 +6d6 +9d6
Half-elf 20 years +1d6 +2d6 +3d6
Half-orc 14 years +1d4 +1d6 +2d6
Halfling 45 years +2d4 +3d6 +4d6
High
Thonian 15 years +1d4 +1d6 +1d6
Peshwah 15 years +1d4 +2d4 +2d6
Thonian 16 years +1d4 +1d6 +2d6
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and roll dice to determine how old your character is.
With age, a character’s physical ability scores decrease
and his or her mental ability scores increase (see
Table 1-6: Aging Effects). The effects of each aging
step are cumulative. However, none of a character’s
ability scores can be reduced below 1 in this way.
When a character reaches venerable age, secretly roll his or
her maximum age, which is the number from the Venerable
column on Table 1-6: Aging Effects plus the result of the
dice roll indicated on the Maximum Age column on that
table, and records the result, which the player does not
know. A character who reaches his or her maximum age
dies of old age at some time during the following year.
The maximum ages are for player characters. Most people
in the world at large die from pestilence, accidents,
infections, or violence before getting to venerable age.

Table 1-6: Aging Effects

Middle ;3 Maximum

Race Age! Ol1d? Venerable Age

Docrae 50 years 75 years 100 years +2d20 years
Dwarf 200 years 300 years 400 years  +2d% years
FCl{lmasti) 400 years 600 years 800 years  +4d% years
Bt 100 years 150 years 200 years +3d% years
(Westryn)

Gnome 62 years 93 years 125 years +3d20 years
Half-elf 50 years 75 years 100 years +2d20 years
Half-orc 50 years 75 years 100 years +5d20 years
Halfling 88 years 115 years 175 years  +5d20 years
%if)}rlnan 50 years 75 years 100 years +5d20 years
Peshwah 35 years 53 years 70 years  +2d20 years
Thonian 35 years 53 years 70 years  +2d20 years

1 At middle age, —1 to Str, Dex, and Con; +1 to Int, Wis, and
Cha.

2 At old age, -2 to Str, Dex, and Con; +1 to Int, Wis, and
Cha.

3 At venerable age, —3 to Str, Dex, and Con; +1 to Int, Wis,
and Cha.

HEIGHT &ND VEIGHT

The dice roll given in the Height Modifier column
determines the character’s extra height beyond the base
height. That same number multiplied by the dice roll or
quantity given in the Weight Modifier column determines
the character’s extra weight beyond the base weight.

Table 1-7: Random Height and Weight

Base Height Base Weight
Height Modifier Weight Modifier
Docrae, male 3°6 +2d4 35 Ib. x 1 1b.
Docrae, female 374 +2d4 30 Ib. x 1 Ib.
Dwarf, male 4°6%  +2d4 1301b. x (2d6) Ib.
Dwarf, female 4" 4%, +2d4 100 1b. x (2d6) Ib.
Elf (Cumasti), male 4" 5% +2d6  851b. x (1d6) Ib.
Elf (Cumasts), 4'5% +2d6  801b. x (1d6)Ib,
emale
Elf (Westryn), male 5°7% +2d10 901b. x (1d6)Ib
Eif (Westryn) 56 +2d10  851b. x(1d6)1Ib
emale
Gnome, male 3°0%  +2d4 40 Ib. x 1 1b.
Gnome, female 2°10% +2d4  351b. x 1 1b.
Half-elf, male 4" 7%  +2d8 1001b. x (2d4)Ib.
Half-elf, female 4" 5%  +2d8  801b. x(2d4)Ib.
Half-orc, male 4°10% +2d12 2001b. x (2d6) Ib.
Half-orc, female 4°5% +2d12 1501b. X (2d6) Ib.
Halfling, male 2°8%  +2d4  301b. x 1 Ib.
Halfling, female 2°6%, +2d4  251b. x 1 1b.
Hiiglicna 57%  +2d10 160  x (2d4) Ib.
High Thonian, 56 +2d10 145  x (2d4) Ib.
Peshwah, male 5"5% +2d10 1501b. x (2d4) Ib.
Peshwah, female 5°0 +2d10 1101b. x (2d4) Ib.
Thonian, male 4°10% +2d10 1201b. x (2d4) Ib.
Thonian, female 4" 5% 4+2d10 851b. x(2d4)Ib.
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As players progress in their adventures through Dave
Arneson s Blackmoor, they undoubtedly draw the attentions
of numerous prestigious organizations and secretive
societies. These organizations may take characters to the
heights of nobility or plunge them into the machinations of
evil anarchists who desire to bring upheaval and strife to
Blackmoor.

When characters reach an appropriate level of power
and fame, they may choose to join one of these elite
organizations to continue their training. Many of these
groups have stringent requirements for joining. Some
require invitations. On the surface, these organizations are
powerful and influential. However, power and influence
come with a price. Many organizations have rules that
govern their members’ conduct. Should a character fail to
live up to these rules, he may lose his newly gained powers
or find his former brethren hunting him mercilessly. The
decision to join should not be made lightly.

Existing Prestige Classes

Some prestige classes listed in the DMG are
unavailable for play since they do not fit into Blackmoor’s
structure. These forbidden classes include the dragon
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disciple, eldritch knight, and horizon walker. However,
the Game Master may allow these classes at her discretion.
The DMG defines the specifics of the existing prestige
classes; the following sections give these existing classes a
foundation and definition within Blackmoor.

Arcane &rcher

Trained within Ringlo Hall, arcane archers represent
the pinnacle of Cumasti virtue and skill. They are well
known throughout Blackmoor as the finest archers in the
land. The orcs and beastmen who foolishly choose to
reside in the Redwood Forest have nearly gone extinct in
that region through the arcane archers’ efforts. Even the
elves’ most horrible and insane enemies tremble at the
sight of an arcane archer group and often flee rather than
fight.

The arcane archer prestige class is open to Cumasti
elves and half-elves. Westryn lack the discipline to master
the difficult melding of magic and combat and the Cumasti
do not readily welcome them into the order.
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Prestige Classes

&rcane Trickster

Few individuals are better suited to explore
Blackmoor’s deadly dungeons than arcane tricksters.
While arcane tricksters are often mischievous, adventurers
find them useful at opening the locked doors that lesser
rogues and adventurers cannot. They prove time and again
that they provide excellent support for a party in such
situations. Arcane tricksters are often found in city taverns
looking for the next opportunity to earn some treasure or
magic trinkets.

drchmage

Upon the death of Skelfer the Old, the fate of the
Wizards’ Cabal came into question. While Skelfer had
chosen his successors, many others tried to claim power.
This struggle caused many powerful wizards who
remained dedicated to Skelfer’s ideals to exile themselves.
These archmages continued to advance the arcane arts
with revolutionary ideas and techniques. Most consider
archmages to be dangerous revolutionaries because they
continue their research outside the direct supervision of
the Wizards’ Cabal. Archmages rarely reside in populated
areas, preferring the comfort of their secluded labs. These
strongholds of knowledge are located in remote areas and
inhospitable realms. Archmages meet from time to time to
invite superior students into their fold. A refused invitation
often provokes a battle, as archmages desire to maintain
total anonymity. The archmage brotherhood is small and
scattered across all the North’s regions.

Assassin

Assassins find employment in the arena of political
conflict and conniving among Blackmoor’s nobles. While
some assassins dangle from their noble masters’ puppet
strings, others consider assassination an act of duty to their
culture. The Peshwah and Afridhi employ assassins and
send them borders into enemy lands to eliminate important
priests, generals, and other leaders. The Duchy of Ten’s
exiled, former leaders also use assassins to slay the high-
ranking Afridhi who occupy their cities. Wherever turmoil
rocks the North, assassins are available for hire.

Blackguard

All throughout the North fear blackguards. These
vicious scoundrels are found at the roots of fell deeds and
calamities. Blackguards usually work alone but have been
known to join up with the Egg of Coot or the Afridhi to
assist in their nefarious schemes. Blackguards are difficult
to subdue or defeat and often elude capture when attacked
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by small forces. They hatch their schemes in wild and
uncivilized lands, then march their villainous servants
into towns or cities, destroying all that they can. They are
reviled and hated wherever they go.

Duelist

Nobles often adopt this prestige class to gain respect
and honor in matters that demand physical response.
Academies throughout the North teach dueling, and most
noble children receive some training. Those not born of
noble blood are taught in secret or through a specially
negotiated payment. Many parents send their sons and
daughters to master duelists as apprentices, so the children
can know a better way of life.

Dueling is wildly popular among the upper crust,
and skilled duelists earn fame for both themselves
and their houses. Some duelists perform so well that
sponsoring nobles awards them lands and titles. While
this is not common, it represents the art’s importance to
Blackmoorians.

Many nobles retain duelists as bodyguards. Duelists’
ability to fight unarmored allows them to appear openly at
social events without drawing undue attention and makes
them less intimidating to other nobles. Duelists are found
in all moderately populated areas of the North.

Dwarven Defender

When the dwarves initially discovered large deposits of
the raw gems used to create arcane foci, they came under
constant attack from sorcerers and wizards who sought to
control these valuable resources. The Regent of the Mines
responded with a new type of warrior that could defend the
mines against all foes and create a wall of defense to secure
his people’s safety.

This mandate created the dwarven defenders, who took
oaths to protect their people at all costs. This dedication
garners them great respect within their culture. Dwarven
defenders are found in most strongholds, and particularly
large numbers reside in the Crystal Peaks and Stormkiller
Mountains.

Hierophant

Hierophants represent the most faithful and dedicated
clerics and druids. Impressed by their loyalty, their deities
make spells and abilities available to them that let them
carry out the deities’ missions and requests. Hierophants
serve nearly all the deities in the North.
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Prestige Classes

Loremaster

A strong academic push early in Uther Andahar’s reign
promoted the expansion of the University of Blackmoor.
Loremasters maintain the University’s centuries-old
libraries that date from the time of the Thonian Empire.
They cherish these libraries and rarely allow outsiders to
enter. Loremasters in the North are often employed outside
the University to perform research and discover arcane
secrets for noble engineers. Many loremasters serve as
scholars and researchers for nobles or wizards seeking to
uncover lost languages and other secrets.

Mystic Theurge

In Blackmoor, both divine and
arcane spellcasters consider the

5

ful
218,
ane
ical
1 the
abal.
n the
; and
erous
eks to
n order

to gain new powers of their own.

Most

w ahalisa

They are alone with their supernatural gifts.

Shadowdancer

Shadowdancers are sneaky, mysterious operatives
working in the guises of talented performers and
entertainers. They travel in troupes, performing for large
audiences throughout the North. Some shadowdancers
simply wish to entertain, while others put themselves in the
employ of powerful benefactors who desire their skills as
thieves and spies. Whichever path shadowdancers choose,
they stand as formidable opponents.
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Thaumaturgist

Thaumaturgists in the North were once simple clerics.

At some point, they made pacts with a deity or demon to
gain more power. As summoners of extra-planar entities,
evil thaumaturgists are unwelcome everywhere, save the
planes of the foul creatures they serve. On the other hand,
good thaumaturgists summon celestials that commoners
often misunderstand. For this reason, a thaumaturgist’s
arrival is considered an ominous portent. This suspicion
causes good thaumaturgists to work in secrecy or through
their temples. Thaumaturgists pay homage only to those
who award them power, and they

feel no need to obey laws not

pertinent to their deity’s missions.

New Prestige
Classes

Blackmoor’s history records
the heroic deeds of many great
warriors and wizards. Some of
these legendary protectors created
formal organizations or close-
knit bands of talented heroes that
could be summoned to protect
their realms. These organizations
may be built on lust for adventure,
devotion to clemental nature, or
a deep-rooted dedication to the
protection of common people.
The prestige classes in this section
create exciting new possibilities
for players and GMs to expand
the roles they may take in forging
Blackmoor’s destiny.

Docrae Outlook

Docrae outlooks are charged with
the duty and honor of defending the Docrae settlements
from harm. The outlooks’ mission is to keep watch over the
land and sound the alarm when danger comes.

When outlooks identify danger, they raise an alarm
and spring into action. The second part of the outlooks’
mission is to delay the enemy so that the main civilian
population can escape into the hills while the outlooks
distract and harass their foes. The outlooks’ means are
often unconventional. A group of outlooks may swarm
an enemy when their numbers warrant such an attack, or
they may taunt and heckle opponents to draw them away

Docrae Outlook
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Table 2-1: The Docrae Outlook (Dco)

Base
Attack
Bonus

Class
Level

Ref
Save

Fort

Save Will Save

Ist +0 +2 +2 +2
2nd +1 +3 +3 +3
3rd +2 +3 +3 +3
4th +3 +4 +4 +4
5th +3 +4 +4 +4
6th +4 +5 +5 +5
7th +5 +5 +5 +5
8th +6 +6 +6 +6
9th +6 +6 +6 +6
10th +7 +7 +7 +7

from civilians. Outlooks’ missions are accomplished with
ingenuity and quick thinking combined with exceptional
training and skills.

Docrae outlooks are so successful at defending and
protecting their homes that Blackmoorian noble houses
approach them with offers to become security consultants.
The outlooks that accept such offers permanently lose
their positions in Docrae society; the Docrae shun and
ban outlooks who leave the clan without a specific
mission. Such a stain on a fallen outlooks’ honor cannot be

removed.
Hit Die: d10.

Requirements

To qualify to become a Docrae outlook, a character
must fulfill all the following criteria.

Alignment: Any lawful.
Race: Docrae.

Base Attack Bonus: +5.
Feats: Endurance, Run.
Special: Evasion class ability.

Special: A potential outlook must pass a test of stamina
before taking shifts on lookout. This test is also designed to
assess the innovation and required to serve as an outlook.
Often, local shamans and clerics summon monsters to test
the potential outlook’s skills. The candidate must use his
ingenuity and abilities to stop the threats. Upon successful
completion of this trial, a Docrae may take the outlook
prestige class. This honor stays with him throughout his life
and grants him a revered status within Docrae lands.
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Special

Ingenuity (+2), fighter bonus feat
Annoying banter

Ingenuity (+3)

Improved evasion

Ingenuity (+4)

Intelligent banter

Greater ingenuity

Fighter bonus feat

Supreme ingenuity

Class Skills

The Docrae outlook’s class skills (and the key ability
for each skill) are Balance (Dex), Bluff (Cha), Climb (Str),
Disable Device (Int), Disguise (Cha), Escape Artist (Dex),
Hide (Dex), Intimidate (Cha), Jump (Str), Listen (Wis),
Perform (Cha), Search (Int), Sense Motive (Wis), Spot
(Wis), Tumble (Dex), and Use Rope (Dex).

Skill Points at Each Level: 6 + Int modifier.

Class Features

All of the following are class features of the Docrae
outlook prestige class:

Weapon and Armor Proficiency: Docrae outlooks
are proficient with all simple and martial weapons and
with light armor.

Fighter Feat (Ex): At 1st level and again at 9th level,
a Docrae outlook gains a bonus feat. He can select any feat
from the list of fighter bonus feats.

Ingenuity (Ex): An outlook can use his quick thinking
and ingenuity to his advantage. Using this ability, an
outlook can add a +2 luck bonus on any save or skill check.
This ability does not give an outlook the automatic ability
to use skills that can only be used trained. Additionally,
this check cannot be applied to any combat-related roll
other than a saving throw (for example, the outlook
cannot add the bonus to a Bluff check while attempting
a feint). Outlooks are trained in the impromptu use of
non-traditional materials and quick thinking. This ability
exemplifies the role of the outlooks and why they are
revered in Docrae society. Ingenuity can be used once per
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round and a total number of times equal to the outlook’s
class level + his Intelligence modifier per day. The bonus
increases to +3 luck bonus at 3rd level, and a +4 luck
bonus at Sth level. This ability does not need to be declared
in advance of making the roll and can be applied to the
outcome.

Annoying Banter (Ex): At 2nd level, the outlook
can use verbal and physical activities to distract or delay
opponents. To use this ability, the outlook must have less
than total concealment or cover and be within 120 feet of
an enemy or group of enemies. The creatures must attempt
Will saves (DC 10 +1/2 the outlook’s class level + the
outlook’s Cha modifier). Opponents who fail this save
are affected as if by a command (approach) spell. They
ignore all other foes and threats, moving at maximum
possible speed toward the outlook during the next round.
The outlook can affect a number of opponents equal to
his outlook level + Cha modifier with each attempt. This
is an enchantment (compulsion), mind-affecting ability.
Annoying banter is a standard action that provokes attacks
of opportunity. It can be used a number of times per day
equal to the outlook’s class level. Outlooks often use
annoying banter to lead foes into traps and ambushes or
away from Docrae settlements while non-combatants flee
the area.

Improved Evasion (Ex): This ability works like
evasion, except that while the outlook still takes no damage
on a successful Reflex saving throw against attacks such as
a dragon’s breath weapon or a fireball spell, he takes only
half damage on a failed save. A helpless outlook (such as
one who is unconscious or paralyzed) does not gain the
benefit of improved evasion.

Intelligent Banter (Ex): At 6th level, an outlook
gains the ability to use verbal communication to distract
or delay an opponent. This ability is used to baffle or
confuse intelligent foes (those with Intelligence scores
of 3 or higher). The targets must be able to see, hear,
and understand the outlook. The targets must attempt
Will saves (DC 10 + 1/2 the outlook’s class level + the
outlook’s Cha modifier). If an opponent fails this save, he
is confused (as the spell confusion) for a number of rounds
equal to the outlook’s class level. The outlook can affect a
number of opponents with a single attempt equal half his
outlook level + his Cha modifier. This is an enchantment
(compulsion), mind-affecting ability. Intelligent banter is a
standard action that provokes attacks of opportunity. It can
be used a number of times per day equal to the outlook’s
class level.
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Greater Ingenuity (Ex): Once per day the outlook
may use his ingenuity ability to use of a single class skill
as if he possessed a number of additional ranks in the skill.
In order to use this ability with a cross-class skill, the
outlook must have at least 1 rank in the skill. When he uses
this ability, the outlook is considered to have a number of
additional ranks in the skill equal to his outlook level. The
effects of this ability do not stack with the +2 Iuck bonus
supplied by the ingenuity ability.

Supreme Ingenuity (Ex): Once per day, an outlook
may take 20 on a single skill check, regardless of the
circumstances, and without using any more time than a
normal check with that skill. This ability may be used on
any skill the outlook has, even if it is one where taking 20 is
not normally allowed (such as Disable Device). The effects
of this ability stack with the greater ingenuity ability.

Dragon Knight

The Dragon Hills swarm with hideous mutations more
frightening than anything a child’s imagination could
muster. These monstrosities resemble grossly disfigured
men who stalk the world as an army of living nightmares.
Few are brave enough to stand against these abominations,
and fewer still are able to triumph over them. Those few
men and women who are able to successfully stem the flow
of these creatures are the dragon knights. The Peshwah
of the Plains of Hak call them the Shilotan (‘“Dragon
Knights™), and those Afridhi who have met these fierce
warriors call them Goarsin (“Dread Swords”). Originally
hailing from the Duchy of Dragonia, dragon knights are
fiercely proud and protect the world from incursions of
chaos and madness. The dragon knight ranks represent all
the races in the North.

Dragon knights are specially trained warriors who
quickly travel to places of turmoil. They are mystically
bonded to their weapons, armor, and each other so they
function without thinking. They combine their difficult
physical training with intense metaphysical studies so
they may protect the world from abominations, beastmen,
demons, and every other horror found in the Dragon Hills
or elsewhere. The secretive dragon knights accept only the
bravest warriors into their ranks, and very few spellcasters
have ever joined them. Dragon knights revere dragons and
use them religious symbols.

Hit Die: d10.

Requirements

To qualify to become a dragon knight, a character must
fulfill all the following criteria.
Alignment: Any non-evil.
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Table 2-2: The Dragon Knight (Dkn)

Class
Level

Base Attack
Bonus

Ref
Save

Fort

Will Save
Save

Special

Ist +1 +2 +2 +0 Blood bond, bonded armor, bonded weapon
2nd +2 +3 +3 +1 Call of the warrior, way of the dragon I

3rd +3 +3 +3 +1 Bonded armor (damage reduction 2/-)

4th +4 +4 +4 +1 Way of the dragon II, weapon of fate

5th +5 +4 +4 +2 Bonded armor (damage reduction 4/-)

6th +6 +5 +5 +2 Way of the dragon III

7th +7 +5 +5 +2 Bonded armor (damage reduction 6/-)

8th +8 +6 +6 +3 Way of the dragon IV

9th +9 +6 +6 +3 Bonded armor (damage reduction 8/—)
10th +10 +7 +7 +3 Draconic infusion, way of the dragon V

Base Attack Bonus: +10.

Base Reflex Save: +5.

Feats: Armor Proficiency (Heavy), Iron Will, Tower
Shield Proficiency, Weapon Focus (any 1-handed melee
weapon).

Class Skills

The dragon knight’s class skills (and the key ability
for each skill) are Climb (Str), Craft (Int), Handle Animal
(Cha), Intimidate (Cha), Jump (Str), and Ride (Dex).

Skill Points at Each Level: 2 + Int modifier.

Class Features

All of the following are class features of the dragon
knight prestige class.

Weapons and Armor: Dragon knights gain no
additional weapon or armor proficiencies.

Blood Bond: A dragon knight’s core belief is that the
knights’ brotherhood keeps them strong. When a dragon
knight is accepted into the order, he is bonded to the other
dragon knights by blood. This bond acts as geas/quest spell
to uphold and protect his fellow knights from harm. The
dragon knight can never willingly attempt to harm a fellow
knight. If this geas/quest is ever removed (willingly or
unwillingly), or if the dragon knight ever willingly harms
(or, through knowing inaction, allows harm to befall)
another dragon knight, he loses all special abilities of the
dragon knight prestige class (not including base attack
bonuses, saving throw bonuses, or skill ranks).

Bonded Armor (Ex): At Ist level, a dragon knight
chooses a suit of armor that then bonds to him. The armor
melds to his flesh, and he can never remove it. The dragon

knight order provides the armor, but the character chooses
the armor’s type (such as studded leather, breastplate, or
full plate). The armor then grafts itself into the dragon
knight’s flesh. The bond reduces the armor’s armor check
penalty 1 and makes the armor weightless. The dragon
knight can sleep comfortably in the armor, as if it were
clothing. In addition to these bonuses, the armor is nearly
a living extension of the knight. As the dragon knight
increases in experience, the armor’s protective abilities
also advance. At 3rd level, the armor grants the dragon
knight damage reduction 2/—. This ability increases by 2
points of damage reduction at every other level (i.e., 4/— at
5th level, 6/— at 7th level, and so forth).

In addition, the armor gains an enhancement bonus
based on the dragon knight’s class level, as shown on the
following table.
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Medium

Armor

AC Bonus
1st-2nd +0 +0 +0
3rd-4th +1 +2 +3
5th-6th +2 +4 +6
7th-8th +3 +6 +9
9th-10th +4 +8 +12

Bonded Weapon (Ex): Through mystical and magical
rituals, a dragon knight bonds with his favored melee
weapon. The dragon knight selects one masterwork melee
weapon in which he has the Weapon Focus feat. The
weapon cannot be magic, as the auras in a magic weapon
interfere with the bonding ritual. After he selects an
appropriate weapon, he and the weapon form a bond. This
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bond is permanent and cannot be broken. Even though
the dragon knight can use other weapons, he prefers his
bonded weapon.

As a dragon knight increases in experience, his bond
with the weapon increases the weapon’s power. The
weapon’s new abilities and qualities are magic in nature,
and the weapon’s caster level is equal to the dragon
knight’s class level. The bonded weapon does not radiate
magic. A dispel magic spell temporarily nullifies the
bonded weapon’s connection with the dragon knight and
removes its abilities for a number of rounds equal to one-
half the dispel magic caster’s level + 1d4.

The following table details the benefits acquired by the
bonded weapon based on the dragon knight’s class level.
The weapon only displays these benefits while the dragon
knight wields it — for all others, it is a normal, masterwork
weapon.

Dragon Knight  Bonded Weapon
Level Enhancement
Ist +1 enhancement
2nd Additional damage
3rd +2 enhancement
4th Special quality
Sth +3 enhancement
6th Additional damage
7th +4 enhancement
8th Special quality
9th +5 enhancement
10th Special quality

Dragon Knight Level: The dragon knight’s class level.

Bonded Weapon Enhancement: The type of
enhancement that the weapon gains at each level.

Enhancement Bonus: The bonded weapon becomes
a +/ weapon at lst level, +2 weapon at 3rd level, +3
weapon at 5th level, +4 weapon at 7th level, and a +5

Bane Ghost Touch
Defending Keen

Flaming Merciful

Frost Mighty Cleaving
Shock Vicious

weapon at 9th level Additional Damage: At 2nd
and 6th level, the bonded weapon deals an additional 1d6
points of damage to all abominations and to creatures with
Intelligence scores of 8 or more.
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Special Quality: At 4th, 8th, and 10th level, the bonded
weapon gains a special quality from the following list. The
dragon knight chooses which quality the weapon gains and
cannot change this decision. The dragon knight cannot
choose the same quality twice.

Call of the Warrior (Su): At 2nd level, a dragon
knight can make an audible call to rally his allies. The
allies must be within 30 feet and must be able to see and
hear the dragon knight. The dragon knight must be able
to see his allies. Each ally who meets these requirements
gains a +2 competence bonus on all attack rolls, damage
rolls, and saves as long as they hear the dragon knight’s
call. Other dragon knights gain a +4 bonus instead. The
effect lasts as long as the dragon knight concentrates (a
standard action), up to a number of rounds equal to his
class level. The dragon knight does not gain the bonuses
from his own call of the warrior.

Using call of the warrior is a standard action that
does not provoke attacks of opportunity. The dragon
knight can use this ability 1/day. While using
call of the warrior, the dragon knight can fight but cannot
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cast spells, activate magic items by spell completion
(such as scrolls), or activate magic items by magic words
(such as wands). Just as if casting a spell with a verbal
component, a deaf dragon knight has a 20% chance to fail
when attempting to use call of the warrior. If he fails, this
attempt still counts against his once daily allotment. Call of
the Warrior is a mind-affecting ability.

Way of the Dragon (Sp): Beginning at 2nd level,
the dragon knight gains a spell-like ability. The Difficulty
Class for a saving throw against the dragon knight’s spell-
like abilities is 10 + the spell’s level + the dragon knight’s
Charisma modifier. A dragon knight has access to the spells
in the way of the dragon I group at 2nd level, the way of
the dragon II group at 4th level, the way of the dragon III
group at 6th level, the way of the dragon IV group at 8th
level, and the way of the dragon V group at 10th level. The
dragon knight can use one spell-like ability per day from
each list to which he has access. A dragon knight’s caster
level is equal to his class level.

See the Way of the Dragon sidebar for the list of spells
available in each group.

wounds, , doom, |
and drink.
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Weapon of Fate (Su): At 4th level, the dragon knight can
make a devastating strike against a single opponent, 1/day.
The dragon knight must announce that he is using this
ability before making his attack roll. The dragon knight
then makes single attack roll against his opponent. If he
hits, the attack is a critical hit that deals maximum damage
plus additional damage equal to the dragon knight’s class
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level. Additional non-magical damage enhancement from
other sources, such as the feat power attack, cannot be used
in conjunction with this ability. If this attack reduces the
victim to 0 or fewer hit points, it must make a successful
Fortitude save (DC 10 + the dragon knight’s class level +
the dragon knight’s Strength bonus) or its body is destroyed
in a clap of thunder. Creatures destroyed in this way cannot
be brought back from the dead by any means short of a
wish or miracle spell.

Creatures normally immune to critical hits are also
immune to weapon of fate. Weapon of fate is a full-round
attack action that provokes attacks of opportunity.

Elven Elementalist

Elves view the elements as humans view immortal
paradise. When elves die, they return to the elements to
which they showed the most affinity in life. Where the
other goodly races believe in the four elements of air, earth,
fire, and water, elves believe in six elements: air, earth, fire,
metal, water, and wood.

Elven elementalists are mystical men and women
who guide the religious lives of the communities they
protect. They are also the elves’ spiritual defense against
the incursions of non-elemental forces in their lives: greed,
avarice, malice, and other flaws. Elven elementalists travel

the world to learn how life’s elements work as a whole.
Hit Die: dé.

Requirements

To qualify to become an elven elementalist, a character
must fulfill all the following criteria.

Race: Any elf or half-elf

Skills: Knowledge (arcana) 10 ranks, Knowledge
(religion) 10 ranks, Knowledge (the planes) 10 ranks,
Spellcraft 8 ranks.

Feats: Required feats for this prestige class depend
upon the element in which the character chooses to
specialize.

Air Elementalist: Greater Elemental Spell Focus (Air),
Silent Spell, Elemental Spell Focus (Air).

Earth FElementalist: Greater Elemental Spell Focus
(Earth), Elemental Spell Focus (Earth), Widen Spell.

Fire Elementalist: Empower Spell, Greater Elemental
Spell Focus (Fire), Elemental Spell Focus (Fire).

Metal Elementalist: Greater Elemental Spell Focus
(Metal), Maximize Spell, Elemental Spell Focus
(Metal).
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Water Elementalist: Greater Elemental Spell Focus
(Water), Quicken Spell, Elemental Spell Focus (Water).

Wood Elementalist: Extend Spell, Greater Elemental
Spell Focus (Wood), Elemental Spell Focus (Wood).

Spellcasting: Ability to cast 10 spells from one of the
elemental schools of (air, earth, fire, metal, water, or
wood), as appropriate.

Special: The character must know the language of the
element from which he derives his power.

Air Elementalist: Auran.

Earth Elementalist: Terran.

Fire Elementalist: Ignan.

Metal Elementalist: Ferrosian.

Water Elementalist: Aquan.

Wood Elementalist: Sylvan.

Class Skills

The elven elementalist’s class skills (and the key
ability for each skill) are Concentration (Con), Craft
(Int), Decipher Script (Int), Knowledge (all skills, taken
individually) (Int), Profession (Wis), and Spellcraft (Int).

Skill Points at Each Level: 2 + Int modifier.

Class Features

All of the following are class features of the elven
elementalist prestige class.

Table 2-3: The Elven Elementalist

Special

Weapon and Armor Proficiency: Elven elementalists
gain no additional weapon, armor, or shield proficiencies.

Spells per Day/Spells Known: When a new
elementalist level is gained, the character gains new spells
per day (and spells known, if applicable) as if she had

Spells per Day

Additional spells (0 level and 1st

level), specialization, Summon

+1 spellcasting level

elemental familiar

Base
Class Attack Fort Ref Will
Level Bonus Save Save Save
1st +0 +0 +0 +2
2nd +1 +0 +0 +3
3rd +1 +1 +1 +3 feat
4th +2 +1 +1 +4
5th +2 +1 +1 +4
6th +3 +2 +2 +5
7th +3 +2 +2 +5 f
eat
8th +4 +2 +2 +6
9th +4 +3 +3 +6
10th +5 +3 +3 +7
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Additional spells (2nd level)
Additional spells (3rd level),bonus

Additional spells (4th level)
Additional spells (5th level)
Additional spells (6th level)
Additional spells (7th level), bonus

Additional spells (8th level)
Additional spells (9th level)
Elemental Shapechange

+1 spellcasting level
+1 spellcasting level

+1 spellcasting level
+1 spellcasting level

+1 spellcasting level
+1 spellcasting level

+1 spellcasting level
+1 spellcasting level

+1 spellcasting level



T ; . 4 i ”

Prestige Classes

also gained a level in a spellcasting class she belonged to
before she added the prestige class. She does not, however,
gain any other benefit a character of that class would have
gained. This essentially means that she adds the level of
elementalist to the level of some other spellcasting class
the character has, then determines spells per day, spells
known, and caster level accordingly.

Elven elementalists manipulate the world’s energies
in a divine state—their magic surpasses the arcane. All an
elven elementalist’s spells are considered divine, even if
she belonged to an arcane spellcasting class before taking
a level in this prestige class.

The elven elementalist also gains additional spells
to add to the spell list of whatever class in which she
continues to gain spellcasting ability. These additional
spells are based upon her chosen element, and are listed
below. For example, a 7th-level cleric/Ist-level elven fire
elementalist adds the fire spells listed below to the spells
she can already cast as a cleric, including burning hands,
color spray, and other powerful spells not normally in a
cleric’s repertoire. (Spells that are already on her spell list,

T

such as flame strike, provide no further benefit). The elven
elementalist does not gain access to all the spells at once,
only those of the appropriate level(s), as indicated on table
2-3: The Elven Elementalist. For example, a 3rd-level
metal elven elementalist adds the 0-level, 1st-level, 2nd-
level, 3rd-level, and 4th-level metal spells listed below to
her spell list.

Specialization: When she selects this prestige class,
the elven elementalist must choose an area of specialty
(air, earth, fire, metal, water, or wood). The elementalist
casts spells from this discipline at +1 caster level, but
her abilities with the other elements are weaker (see the
“Elemental Conflicts” sidebar for more information).

Summon Elemental Familiar: An elven elementalist
can summon an elemental familiar. Summoning the
elemental familiar takes 24 hours and costs 1,000 gp worth
of materials related to the elementalist’s focused element.

The elven elementalist gains an elemental familiar
appropriate to her specialization (i.e., an air elementalist
gains an air elemental familiar). As she grows in
spellcasting power, the elementalist’s elemental familiar

e
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also increases in size and power, as shown on the table
below (refer to the “Elemental Familiar” section for more
information).

A character with more than one class that grants a
familiar may have only one familiar at a time.

Bonus Feat: At 3rd and 7th level, the elven elementalist
gains a bonus feat. She must choose a metamagic feat,
an item creation feat, or Elemental Mastery. The elven
elementalist must still meet all prerequisites for a bonus
feat, including caster level minimums.

Elemental Shapechange: At 10th level, the elven
elementalist gains the ability to transform herself into
an elemental of the appropriate type. This ability works
the same way as the druid’s wild shape ability, including
duration and the ability to change back to normal form.
The elven elementalist can use this ability once per day.

Eleven Elementalist Spell List

Spells in italics appear in the PHB. Spells in bold
italics are found in Chapter 3: Magic in Blackmoor.

&ir

0-level—elemental globe (air), breeze, puff, resistance,
waft; Ist-level—elemental bolt (air), bless element
(air), curse element (air), dust devil, feather fall,
lesser elemental orb (air), obscuring mist, shocking
grasp, 2nd-level—fog cloud, gust of wind, levitate,
whispering wind, wind wall; 3rd-level—call lightning,
elemental summons I, fly, gaseous form, lightning
bolt, resist energy, stinking cloud, 4th-level—air walk,
elemental summons II, protection from energy, solid
fog; Sth-level—call lightning storm, cloudkill, commune
with nature, control winds, elemental summons
III, mind fog, 6th-level—chain lightning, elemental
summons 1V, greater elemental orb (air), wind walk;
7th-level—control weather, elemental summons V,
mass invisibility;  Sth-level—elemental summons
VI, whirlwind; 9th-level—elemental swarm, storm of
vengeance.

Earth

0-level—elemental globe (earth), mending, ray of dirt,
ray of dust, resistance; 1st-level—bless element (earth),
curse element (earth), detect secret doors, detect snares
and pits, dust devil, elemental bolt (earth), lesser
elemental orb (earth), magic stone, mud, 2nd-level—
amethyst chain, find traps, make whole, shatter, soften
earth and stone; 3rd-level—elemental summons I, meld
into stone, resist energy, ruby shackle, elemental ball

(earth), stone shape; 4th-level—elemental summons
11, protection from energy, spike stones, stoneskin, 5Sth-
level—commune with nature, elemental summons III,
fabricate, major creation, transmute rock to mud, wall of
stone; Oth-level—diamond bonds, elemental summons
1V, flesh to stone, greater elemental orb (earth), move
earth, stone tell, stone to flesh; 7th-level—earthquake,
elemental summons V, statue; Sth-level—avalanche,
elemental summons VI, repel metal or stone; 9th-level
elemental swarm.

Fire

0-level—dancing lights, elemental globe (fire), flare,
light, mending, resistance; Ist-level—bless element
(fire), burning hands, color spray, curse element
(fire), endure elements, faerie fire, elemental bolt
(fire), lesser elemental orb (fire), produce flame;
2nd-level—continual flame, flame blade, flaming
sphere, heat metal, pyrotechnics, scorching ray, 3rd-
level—daylight, elemental summons I, fireball, flame
arrow, quench, resist energy, searing light; 4th-level—
elemental summons II, fire shield, fire trap, flame
Strike, protection from energy, rainbow pattern, wall
of fire; Sth-level—elemental summons III; 6th-level—
elemental summons 1V, fire seeds, greater elemental
orb (fire); 7th-level—delayed blast fireball, elemental
summons V, fire storm, prismatic spray, sunbeam;
8th-level—elemental summons VI, incendiary cloud,
scintillating pattern, sunburst;, 9th-level—elemental
swarm, meteor swarm.

Metal

0-level—mending, elemental globe (metal), resistance,
shrapnel; Ist-level—bless element (metal), curse
element (metal), floating disk, grease, lesser elemental
orb (metal), mage armor, magic dagger, magic missile,
shield; 2nd-level—align weapon, chill metal, heat
metal, make whole, shatter, spiritual weapon; 3rd-
level—elemental summons I, explosive runes, keen
edge, resist energy, snake sigil, elemental ball (metal),
tiny hut; 4th-level—elemental summons II, protection
from energy, resilient sphere, rusting grasp, secure
shelter; 5th- level—elemental summons III, fabricate,
interposing hand, major creation, wall of force; 6th-
level—blade barrier, elemental summons IV, forceful
hand, greater elemental orb (metal), wall of iron;
7th-level—elemental summons V, forcecage, grasping
hand, magnificent mansion, transmute metal to wood;
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8th-level—clenched fist, elemental summons VI, repel
metal or stone, telekinetic sphere; 9th-level—crushing
hand, elemental swarm.

Vater

0-level—acid splash, create water, purify food and
drink, ray of frost, resistance, elemental globe
(water), Ist-level—bless element (water), chill touch,
curse element (water), endure elements, grease,
lesser elemental orb (water), mud, obscuring mist,
elemental bolt (water);, 2nd-level—acid arrow, chill
metal, fog cloud; 3rd-level—create food and water,
elemental summons I, quench, resist energy, sleet
storm, water breathing, water walk, 4th-level—fire
shield (chill shield), control water, elemental summons
11, ice storm, protection from energy, wall of ice; 5th-
level—cone of cold, elemental summons III, waves of
fatigue; 6th-level—acid fog, elemental summons IV,
freezing sphere, greater elemental orb (water); 7th-
level—control weather, elemental summons V, waves
of exhaustion; 8th-level—deluge, elemental summons
VI, horrid wilting, polar ray, 9th-level—crashing wave,
elemental swarm.

WNood

0-level—mending, purify food and drink, resistance,
elemental globe (wood); Ist-level—animate rope,
bless element (wood), curse element (wood), detect
animals or plants, detect snares and pits, entangle,
goodberry, lesser elemental orb (wood), shillelagh;
2nd-level—align weapon, barkskin, find traps, make
whole, speak with plants, spike growth, tree shape, warp
wood, wood shape; 3rd-level—create food and water,
diminish plants, elemental summons I, plant growth,
resist energy, snare, elemental ball (wood); 4th-level—
antiplant shell, blight, command plants, elemental
summons II, minor creation, protection from energy;,
Sth-level—commune with nature, elemental summons
III, fabricate, transport via plants, tree stride, wall
of thorns, Oth-level—elemental summons 1V, find
the path, greater elemental orb (wood), ironwood,
liveoak, repel wood, spellstaff; 7th-level—animate
plants, changestaff, elemental summons V, transmute
metal to wood, 8th-level—control plants, create treant,
elemental summons VI; 9th-level—elemental swarm,
shambler.

Elemental Familiars
An elven elementalist can summon an elemental
creature to aid her understanding of the elements and
how they pertain to the world around her. The elemental
familiars grant its master a special ability when they are
bound together. Consult Table 2—-5: Types of Elemental
Familiars for the special ability associated with each
familiar. These special abilities apply only when the master
and familiar are within 1 mile of each other.

Table 2-5: Types of Familiars Special

Elemental

Air

Air Mephit Breath weapon

Small Air Elemental Air mastery
Earth

Earth Mephit Breath weapon

Small Earth Elemental Earth mastery
Fire

Fire Mephit Breath weapon

Small Fire Elemental Burning touch
Metal

Steel Mephit Breath weapon

Small Metal Elemental Turn weapon
Water

Water Mephit Breath weapon

Small Water Elemental Water mastery
Wood

Wood Mephit Breath weapon

Small Wood Elemental Plant mastery

Air Mastery (Ex): Airborne creatures take a —1 penalty
on attack and damage rolls when attacking the elven air
elementalist.

Breath Weapon (Su): When an elven elementalist bonds to
a mephit, he gains the ability to use a breath weapon 3/day.
This breath weapon is a 30-foot cone that deals 1d6 points
of damage/2 elven elementalist levels (Reflex save for half,
DC 10 + the elementalist’s caster level + the elementalist’s
Constitution modifier). The exact breath weapon depends
on the mephit’s type, as shown below.

Mephit Type Breath Weapon

Air Dust and grit
Earth Pebbles and rock shards
Fire Flame (and the breath weapon
deals fire damage)
W Caustic liquid (and the breath
ater .
weapon deals acid damage)
Wood Splinters and bark fragments
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Table 2-6: Elemental Familiar Abilities

Character Natural Armor Int Bonus
Level Adj.

Ist - 2nd +1 +1

3rd - 4th +2 +1

Sth - 6th +3 +2

7th - 8th +4 +2

9th - 10th +5 +3 -
11th - 12th +6 +3
13th - 14th +7 +4
15th - 16th +8 +4
17th - 18th +9 +5 -
19th - 20th +10 +5

Burning Touch (Ex): An elven fire elementalist
can make touch attacks to deal 1d4 points of fire damage.
The elementalist may use this ability 3/day.

Earth Mastery (Ex): The elven earth elementalist gains
a +1 bonus on all attack and damage rolls if both she and
her foe are touching the ground. If an opponent is airborne
or waterborne, the elementalist takes a —4 penalty on her
attack and damage rolls.

Plant Mastery (Ex): All plant-type creatures take a
—2 penalty on attack and damage rolls when attacking the
elven wood elementalist.

Turn Weapon (Ex): The elven metal elementalist gains
a +4 deflection bonus to AC when attacked by any metal
object. In addition, the elementalist gains a +1 bonus to
damage rolls with metal weapons.

Water Mastery (Ex): An elven water elementalist gains
a +1 bonus to attack and damage rolls if both she and her
opponent are touching water. If she or her opponent is on
land, the elementalist takes a —4 penalty on attack and
damage rolls.

Elemental Familiar Basics:

Use the basic statistics for a creature of the elemental
familiar’s kind, as given in the MM or in Chapter §:
Monsters of Blackmoor, but make the following changes:

Hit Dice: For the purpose of effects related to the
number of Hit Dice, use the elementalist’s caster level
or the elemental familiar’s normal HD total, whichever is
higher.

Hit Points: The elemental familiar has one-half the
elementalist’s total hit points (not including temporary hit
points) rounded down, regardless of its actual Hit Dice.
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Special

Alertness, improved evasion, share spells, empathic link
Deliver touch spells

Telepathic link

Speak with elementals

Spell resistance
Scry on elemental familiar

Gate elementals

Elemental movement

Attacks: Use the elementalist’s base attack bonus, as
calculated from all her classes. Use the elemental familiar’s
Dexterity or Strength modifier, whichever is greater, to
determine the elemental familiar’s melee attack bonus with
natural weapons. Damage equals that of a normal creature
of the elemental familiar’s kind.

Saving Throws: For each saving throw, use either the
elemental familiar’s base save bonus or the elementalist’s
(as calculated from all her classes), whichever is better.
The elemental familiar adds its own ability modifiers to
saves, and it does not share any of the other bonuses that
the elementalist has on his saves.

Skills: For each skill in which either the elementalist or
the elemental familiar has ranks, use either the normal skill
ranks for a creature of that type or the elementalist’s skill
ranks, whichever are better. In cither case, the elemental
familiar uses its own ability modifiers. Regardless of an
elemental familiar’s total skill modifiers, some skills (such
as Craft) may remain beyond the elemental familiar’s
ability to use.

Elemental Familiar Ability Descriptions: All
elemental familiars have special abilities (or impart
special abilities to their masters), depending on the
elementalist’s caster level, as shown on Table 2-6:
Elemental Familiar Abilities

Natural Armor Adj.. The number noted here is an
improvement to the elemental familiar’s existing natural
armor bonus.

Int Bonus: This number adjusts the elemental familiar’s
Intelligence score. Elemental familiars are smarter than
their normal counterparts.
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Alertness (Ex): The presence of the elemental familiar
sharpens its master’s senses. While an elemental familiar is
within arm’s reach, the master gains the Alertness feat.

Improved Evasion (Ex): When subjected to an attack
that normally allows a Reflex saving throw for half
damage, an elemental familiar takes no damage if it makes
a successful saving throw and only takes half damage if the
saving throw fails.

Share Spells: At the master’s option, she may have any
spell (but not any spell-like ability) she casts on herself
also affect her elemental familiar. The elemental familiar
must be within 5 feet at the time of casting to receive
the benefit. If the spell or effect has a duration other than
instantaneous, it stops affecting the elemental familiar if the
familiar moves farther than 5 feet away and will not affect
the elemental familiar again even if it returns to its master
before the duration expires. Additionally, the master may
cast a spell with a target of ““You™ on her elemental familiar
(as a touch range spell) instead of on herself. A master and
her elemental familiar can share spells even if the spells
normally do not affect creatures of the elemental familiar’s
type (elemental or outsider).

Empathic Link (Su): The master has an empathic link
with his elemental familiar, out to a distance of 1 mile.
The master cannot see through the elemental familiar’s
eyes, but the two can communicate empathically. Because
of the limited nature of the link, only general emotional
content (such as fear, hunger, happiness, or curiosity)
can be communicated. Note that elemental familiars
view the world much differently than humans do, so
misunderstandings are always possible.

Because of this empathic link, the master has the same
connection to an item or place that her elemental familiar
does. For instance, if an elemental familiar has seen a
room, the familiar’s master can use a teleport or other spell
that required knowledge of the destination to travel into
that room as if she had seen it too.

Touch (Su): An elemental familiar can deliver touch
spells for her master. If the master and the elemental
familiar are in contact at the time the master casts a touch
spell, she can designate her elemental familiar as the
“toucher.” The elemental familiar can then deliver the
touch spell just as the master could. As usual, if the master
casts another spell before the touch spell is delivered, the
touch spell dissipates.

Telepathic Link (Su): Like the empathic link ability
(see above), except the elemental familiar can now
communicate using telepathy, as long as the master and

elemental familiar are within 1 mile of each other. This
communication functions as if the master and elemental
familiar were communicating in a shared language.

Speak with Elementals (Ex): An elemental familiar can
communicate with all elementals and outsiders that have
an elemental subtype, even those that are very different
than it. An air elemental familiar can communicate with a
wood elemental, an earth mephit familiar can communicate
with a steam mephit, and so forth. Such communication is
limited by the Intelligence of the conversing creatures.

Spell Resistance (Ex): An elemental familiar gains
spell resistance equal to the master’s caster level + 5.

Scry on Elemental Familiar (Sp): The master may scry
on her elemental familiar (as if casting the scrying spell)
once per day.

Summon Elementals or Mephits (Sp): An elemental
familiar can summon other creatures of its type at the behest of
its master, as if casting a summon monster spell. An elemental
familiar can summon 2d4 small elementals or mephits of its
type with a 35% chance of success. On a failure, no creature
answers the summons. Summoned creatures automatically
return from whence they came after 1 hour. The creatures
summoned are not under the control of the elemental familiar
nor its master. The elemental familiar can use this ability once
per day.

Elemental Movement (Ex): The master and the elemental
familiar can move through the associated elemental plane as
if they were native to that plane, as long the master and her
elemental familiar are within 1 mile of each other. If they are
more than 1 mile apart, they must use their own abilities to
survive on the plane, as normal.

Fey Lord

Fey lords come from the primordial times when the
elves were united and walked the world unchallenged by
lesser beings. The fey lords have always looked after the
elves’ safety and defended them against the intrusions of
goblinoids and orcs and, later, against the civilizations of
man. The fey lords still hold to their ancient pact made
long ago with the kings and queens of the fey, keeping the
wee folk safe.

Fey lords search the world for lost and imprisoned fey,
and the fey they find are grateful to them, no matter how
they are aligned. Living in both the mortal and fey worlds,
the fey lords summon great powers to wreak horrible
destruction on those that seek to enslave their fey charges
— or perhaps merely play pranks on a random individual
who catches their attention. Fey lords are the epitome of
fey mentality and are pleasant and jovial, even comical at
times.
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Hit Die: dé6.

Requirements

To qualify to become a fey lord, a character must fulfill
all the following criteria.

Alignment: Neutral good, chaotic good, neutral, or chaotic
neutral.

Race: Any elf or half-elf.
Skill: Perform 5 ranks.
Feat: Leadership, Racial Reputation (Fey).

Class Skills

The fey lord’s class skills (and the key ability for each
skill) are Bluff (Cha), Craft (Int), Diplomacy (Cha), Escape
Artist (Dex), Gather Information (Cha), Heal (Wis), Hide
(Dex), Knowledge (all skills taken separately) (Int), Listen
(Wis), Move Silently (Dex), Perform (all skills taken
separately) (Cha), Search (Wis), Sense Motive (Wis), Spot
(Wis), and Survival (Wis).

Skill Points at Each Level: 4 + Int modifier.

Class Features

All of the following are class features of the fey lord
prestige class.

Weapon and Armor Proficiency: Fey lords are
proficient with all simple weapons plus the longbow,
longsword, shortbow, and short sword. Fey lords are
proficient with light armor and shields (except tower
shields).

Fey Bonded (Ex): Fey lords are considered to be both
elves and fey.

Glamour (Sp): At each level, a fey lord chooses one of
the spells listed below. He may use this spell as a spell-like
ability 1/day at a caster level equal to his character level.
The fey lord may take a spell-like ability twice, increasing

Table 2-7: The Fey Lord

Base

Class — \ttack  Fort  Rel o Save
Level Save Save

Bonus
1st +0 +0 +2 +2
2nd +1 +0 +3 +3
3rd +2 +1 +3 +3
4th +3 +1 +4 +4
5th +3 +1 +4 +4

the number of uses to 2/day. He cannot take a spell-like
ability more than twice. The DCs, where appropriate, are
10 + the spell’s level + the fey lord’s Charisma modifier.

Change self

Charm person

Confusion (as a touch-range spell)

Dancing lights

Detect chaos

Detect evil

Dimension door (when touching a living tree only)
Entangle

Invisibility (self only)

Polymorph (into animal-type creatures only)
Speak with plants

Ventriloquism

Resist Fey (Ex): A fey lord gains a +4 bonus on all

saving throws against the spell-like abilities of fey. This
ability stacks with the druid’s resist nature s lure ability.

Secret: At 1st, 3rd and, 5th levels, a fey lord gains the
ability to use one special ability of his choice from among
the following options.

Hidden in the Trees (Ex): A fey lord gains a +8
circumstance bonus on all Hide, Listen, and Move Silently
checks in forest or jungle terrain.

Nature's Blessing (Ex): A fey lord adds his Charisma
modifier, if positive, as a resistance bonus to all saves.

Nature’s Endurance (Ex): A fey lord gains the
Endurance feat as a bonus feat. He also gains a +2 bonus to
his Constitution.

Nature’s Movement (Ex): A fey lord’s base speed
increases by 10 feet in forest or jungle terrain. He also
gains Run as a bonus feat.

Special

Fey bonded, glamour, resist fey, secret
Faerie general, glamour

Glamour, secret

Glamour, immune to fey

Glamour, knowledge of the fey lords, secret
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Nature Sense (Ex): This ability duplicates the druid ability
of the same name. The fey lord also gains a +2 bonus to his
Wisdom.

Trackless Step (Ex): This ability duplicates the druid
ability of the same name.

Faerie General: The fey lord gains a loyal subordinate
to command and retain for counsel. The types of cohorts a
fey lord with the Leadership feat gains is modified to show
his unswerving loyalty to the fey world. A fey lord may
take a special cohort from the following table of creatures.
(The fey lord may acquire other fey and plant creatures that
fit within his alignment restriction; add at least a +4 to their
effective CR to discover their level equivalent. As always,
the GM is the final arbiter on what creatures are and are
not allowed.) See the Leadership feat for more information
(DMG, Chapter 4: Non-Player Characters, “Everyone in
the World”).
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Creature Alignment Level Equivalent
Centaur Neutral good 6th
Grig Neutral good 4th
Pixie Neutral good Sth
Treant Neutral good 12th
Dryad Chaotic good 4th
Nymph Chaotic good 9th
Pegasus Chaotic good 6th
Unicorn Chaotic good 8th
Nixie Neutral 4th
ﬁljﬁzhng Neutral 14th
Satyr Chaotic neutral 7th

Immune to Fey (Ex): At 4th level, the fey lord
becomes immune to the supernatural abilities of fey. He
also becomes immune to all natural poisons produced by
fey.

Knowledge of the Fey Lords: At 5th level, a fey lord
chooses one of the following special abilities. He can use
that ability once per day per fey lord level with a successful
Perform check of the appropriate type.

Grig’s Fiddle (Su): DC 15 Perform (string instruments).
When the fiddler plays, any non-sprite within 30 feet of the
instrument must succeed on a Will save (DC 10 + half the
fey lord’s class level + the fey lord’s Charisma modifier) or
be affected as though by irresistible dance for as long as
the playing continues.

Satyr’s Flute (Su): DC 14 Perform (wind instruments).
When the fey lord plays, all creatures within a 60-foot
spread (except fey) must succeed on a Will save (DC 10
+ half the fey lord’s class level + the fey lord’s Charisma
modifier) or be affected by charm person, sleep, or fear
(caster level 10th; the fey lord chooses the tune and its
effect). A creature that successfully saves against any of
the pipe’s effects cannot be affected by this ability for 24
hours.

Blinding Beauty (Su): DC 17 Perform (act or dance).
This ability affects all humanoids within 30 feet of the
performing fey lord. Those who look directly at the fey
lord must succeed on a Fortitude save (DC 10 + half the fey
lord’s class level + the fey lord’s Charisma modifier) or be
blinded permanently as though by the blindness spell.

Inquisitor
As the Mage Wars concluded, new protectors went

forth into Blackmoor to bring renegade spellcasters to
justice for their deeds. These inquisitors are resistant to
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magic and are summoned to identify or subdue sorcerers Spells: Beginning at 1st level, an inquisitor gains the
within Blackmoor and bring them to the Wizards’ Cabal ability to cast a number of arcane spells. To cast a spell,
for “re-education.” Some sorcerers do not go quietly and an inquisitor must have an Intelligence score of at least
must be crippled or destroyed. Inquisitors are stationed 10 + the spell’s level, so an inquisitor with an Intelligence
throughout the land are found in any large town. Using of 10 or lower cannot cast these spells. Inquisitor bonus
an innate resistance to magic and the ability to dispel spells are based on Intelligence, and saving throws against
magical energy, inquisitors are particularly capable of these spells have a DC of 10 + spell level + the inquisitor’s
defeating spellcasters. While the inquisitors’ general Intelligence bonus. When the inquisitor gets O spells per
mission is to protect the populace from renegade day ofa given spell level he gains only the bonus spells he
spellcasters, they often preside over tribunals related would be entitled to based on his Intelligence score for that
to infractions against the Wizards’ Cabal’s code. spell level.
An inquisitor’s life is solemn and grim, though they The inquisitor’s spell list appears below. An inquisitor casts
command respect wherever they travel. spells just as a wizard does, and the Wizards’ Cabal provides
Hit Die: ds. him with an appropriate
spell focus (see Chapter 3:
Magic in Blackmoor). The
inquisitor’s caster level is

Requirements

To qualify to become

an inquisitor, a character
must fulfill all the following
criteria.

Alignment: Any lawful.
Base Attack Bonus: +5

Skills: Knowledge
(arcana): 5 ranks, Spellcraft
5 ranks.

Feats: Iron Will, Track.

Spellcasting: Must be
able to cast 2nd-level arcane
spells.

Class Skills

The inquisitor’s class
skills (and the key ability
for each skill) are Climb
(Str), Craft (Int), Intimidate
(Cha), Jump (Str),
Knowledge (arcana) (Int),
Profession (Wis), Search
(Int), Spellcraft (Int), Spot
(Wis), and Survival (Wis).

Skill Points at Each
Level: 4 + Int modifier.

Class Features

All of the following are class features of the

inquisitor prestige class.

equal to his class level.

Arcane Defense (Su):
The inquisitor gains a +1
luck bonus to saving throws
against all arcane spells.
This bonus increases by 1
at 3rd level and every three
levels thereafter (i.e., +2 at
3rd level, +3 at 6th level,
and so forth).

Detect Magic (Sp):
At will, an inquisitor can
detect magic, as the spell of
the same name.

Dampen Magic (Su):
At 2nd level, the inquisitor
generates a dampening field
around him at all times.
Anyone attempting to cast
an arcane spell within
30 feet of the inquisitor
must make a successful
Concentration check (DC
10 + the inquisitor’s class
level + the inquisitor’s
Intelligence modifier) to cast the spell. When the inquisitor
reaches 7th level, the DC for the Concentration check is
equal to 10 + the inquisitor’s character level + double the
inquisitor’s Intelligence modifier (if positive).

The inquisitor is immune to the effects of his own

Weapon and Armor Proficiency: The inquisitor is dampening field, though not those of other inquisitors. The
proficient with all simple and martial weapons, all types inquisitor cannot suppress this ability.
of armor, and with shields (except tower shields).
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Table 2-8: The Inquisitor (Inq)

Special

Ist 1 +0 +0 ) Arcape defense +1, detect 1 0 _ _ _
magic
2 +2 +0 +0 +3 Dampen magic 2 1 - - -
3rd +3 +1 +1 +3 Arcane defense +2 3 2 0 - -
4th +4 +1 +1 +4 Arcane reaver 3 2 1 - -
>th +5 +1 +1 +4 Arcane invisibility 4 3 2 0 -
B +6 2 2 e Arcane defense +3 4 3 2 1 -
7th +7 42 42 +5 Improved dampen magic, 4 4 3 2 0
spell resistance
8th +8 +2 +2 +6 Antimagic prison 4 4 4 2 1
9th +9 +3 +3 +6 Arcane defense +4 4 4 3 2
10th +10 +3 +3 +7 Inquisitor’s justice 4 4 4 4 3

Arcane Reaver (Su): Once per day, the 4th-level
inquisitor can make an arcane reaver attack with one
normal melee attack. He gains a +4 bonus on the attack
roll. If this attack hits, it deals no damage, but the victim
must succeed a Fortitude save (DC 10 + the inquisitor’s
class level + the inquisitor’s Intelligence modifier) or lose
all arcane spellcasting ability for a If the inquisitor uses
arcane reaver on a creature that is not an arcane caster, the
attack has no effect but is still used up for that day.

Arcane Invisibility (Su): At 5th level, the inquisitor
and all of his personal belongings cannot be detected or
sensed by arcane spells or spell-like abilities, such as
detect magic, detect law, true seeing, or scrying. Spell
Resistance (Su): At 7th level, the inquisitor gains spell
resistance equal to 10 + his class level. This ability only
functions against arcane spells and spell-like abilities.

Antimagic Prison (Sp): At 8th level, once per day,

the inquisitor can use a modified forcecage as a spell-like
ability. This ability functions as the forcecage spell, except
that a targeted creature may make a Reflex save (DC 17 _+
Inquisitor’s Int bonus) to avoid becoming trapped within
it. This ability has a range of 30 feet, a duration of 1 round
per inquisitor level, and can create only a 10-foot cube (of
either the barred or windowless variety). Creatures inside
the forcecage lose all arcane spellcasting abilities (and
spell-like abilities that duplicate arcane spells).
The inquisitor can create an antimagic prison only around
arcane casters and creatures with arcane spells or spell-like
abilities that duplicate arcane spells. If the inquisitor uses
this ability on a creature that does not meet these criteria,
the antimagic prison has no effect but is still used up for
that day.

Inquisitor’s Justice (Su): At 10th level, the inquisitor
can place a powerful curse upon an arcane spellcaster or
creature. If the inquisitor makes a successful melee touch
attack, the creature must make a Will save (DC 10 + the
inquisitor’s class level + the inquisitor’s Intelligence
modifier). Failure indicates that the creature takes 3d4
points of damage each time it uses an arcane spell or
spell-like ability, which forces the creature to make the
usual Concentration check for being damaged while
casting a spell. Only a break enchantment, limited wish,
miracle, remove curse, or wish spell can remove the curse.
Inquisitor’s justice can be used a number of times per day
equal to the inquisitor’s class level. Using inquisitor’s
justice is a standard action that does not provoke attacks of
opportunity.

Code of Conduct: An inquisitor is bound to carry out
the orders of the Wizards’ Cabal. Inquisitors are also bound
to respect legitimate authority and to act with honor. They
are duty-bound to apprehend or slay anyone who wields
magic without the Cabal’s approval or those who use
magic to harm innocents. An inquisitor who violates this
code faces trial within the Wizards’ Cabal.

Inquisitor Spell List
Inquisitors choose their spells from the following list.

Ist-level: Alarm, cause fear, command, doom, hypnotism,
magic weapon, obscuring mist, true strike, shield.

2nd-level: Bear’s endurance, blur, bull’s strength, cat’s
grace, detect thoughts, hypnotic pattern, locate object, see
invisibility.
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3rd-level: Dispel magic, freedom of movement, greater
magic weapon, hold person, minor globe of invulnerability,
nondetection, spell immunity.

4th-level: Emotion, detect scrying, dimensional anchor,
discern lies, haste, locate creature, scrying.

Sth-level: Antimagic field, globe of invulnerability, magic
jar, mind fog, true seeing.

Spirit Warrior

In the struggle of life against death, the spirit warriors
are the living world’s guardians and champions. They care
not for the struggle between right and wrong, or the conflict
between law and chaos. They care only that the walking
dead be laid to their final rest so they cannot tamper with
the living.

Among those that act as life’s guardians, the Westryn
elves rose up long ago to contain the abominations from
the lost City of the Black Queen. Her careless attitude
toward the life around her caused her city first to fall into
ruins and ultimately to become the gateway for restless
souls to re-enter the world.

The Westryn elves of the Wilds of Ten beseeched the
land itself for aid in containing the apparitions that flowed
from the streets of the once-fair city. From the shadowed
mists of those same streets stepped the first spirit warrior,
armed with his intelligence, conviction, and a will to drag
even the most dangerous spirit back to the grave.

Hit Die: d8.

Requirements

To qualify to become a spirit warrior, a character
must fulfill all the following criteria.

Table 2-9: The Spirit Warrior

Alignment: Any neutral (neutral good, lawful
neutral, neutral, chaotic neutral, or neutral evil).

Race: Westryn elf.
Base Attack Bonus: +10
Skills: Concentration 12 ranks, Survival 12 ranks.

Feats: Self-Sufficient, Track

Special: A prospective spirit warrior must depart
alone on a week-long, cleansing journey in the wilderness
denying his body both food and water. At the end of this
week, he receives a vision from his spirit guide. Failing
this check means that the fasting period was improperly
conducted and the candidate did not make a spiritual
connection. The character may try again in one month. If
the Charisma check is successful, the spirit guide requires
a material sacrifice; if the character does not make this
sacrifice, he can never become a spirit warrior. See below for
explanation about the spirit warrior’s spirit guide.

il

Special: Characters who have the Spell Focus
(necromancy) feat or are necromancers cannot become spirit
warriors.

Class Skills

The spirit warrior’s class skills (and the key ability for
each skill) are Concentration (Con), Craft (Int), Diplomacy
(Cha), Handle Animal (Cha), Heal (Wis), Knowledge
(religion) (Int), Knowledge (the planes), Profession (Wis),
Ride (Dex), Sense Motive (Wis), and Survival (Wis).

Skill Points at Each Level: 2 + Int modifier.

Class Features

All of the following are class features of the spirit
warrior prestige class.

Weapon and Armor Proficiency: Spirit warriors gain
no additional weapon, armor, or shield proficiencies.

Class Level Bagoﬁ:lt:ck Fort Save Ref Save Will Save  Special
I +0 +2 +0 +2 Reputation, summon spirit guide
ond +1 +3 +0 +3 Resist magic
3ud 45) +3 +1 +3 Siphon soul
4t +3 +4 +1 +4 Spirit weapon
5th 3 +4 +1 +4 Clear mind
6t +4 +5 +2 +5 Fetter (corporeal)
7 +5 +5 +2 +5 Spirit touch
gh +6 +6 +2 +6 Wind walk
gt +6 +6 +3 +6 Fetter (incorporeal), spirit tracker
10t +7 +7 +3 +7 Spirit hand
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Reputation: When a Westryn elf completes his
training as a spirit warrior, undead in the area become
aware of it. Intelligent undead fear the spirit warrior’s
power, and seek to avoid or destroy him. The spirit warrior
gains a +1 circumstance bonus per spirit warrior class level
to all Intimidate and Bluff skill checks when used against
intelligent undead.

Summon Spirit Guide: At st level, a spirit warrior
calls a spiritual animal to help guide him on his journey
through life. Summoning a spirit guide requires the spirit
warrior to spend one week alone in the wilderness, living
without weapons, armor, or other mortal trappings. At the
end of this week, in a vision, the spirit guide reveals itself to
the spirit warrior. The spirit guide is a spiritual animal that
only the spirit warrior can see. The guide is a magical beast
with special abilities based on the spirit warrior’s level.
See the Spirit Guides and Spirit Guide Basic sidebars for
more information about the spirit guide and its abilities.

A spirit warrior can temporarily dismiss his spirit
guide, usually to avoid danger. When he does so, he is
unable to recall it or use any special abilities he gains from
the spirit guide’s presence for 24 hours. He may recall
the spirit guide after this time (a small ritual that takes 10
minutes). If the spirit guide dies, the spirit warrior must
attempt a DC 15 Fortitude saving throw. Failure means he
loses 200 experience points per spirit warrior level; success
reduces the loss to one-half that amount. However, a spirit
warrior’s experience point total can never go below 0 as
the result of a spirit guide’s demise. A slain spirit warrior
cannot be replaced for a year and day. A slain spirit warrior
can be raised from the dead just as a character can be, and
it does not lose a level or a Constitution point when this
happy event occurs.

A character with more than one class that grants either
a familiar or a bonded animal companion (a paladin’s
mount, for example) cannot summon a spirit guide until
the bonds to these other creatures are broken.

Resist Magic (Su): Beginning at 2nd level, a spirit
warrior can temporarily become resistant to magical
spells. This ability confers a spell resistance equal to 10 +
his spirit warrior level for a number of rounds equal to his
spirit warrior level. This ability is a free action that be used
a number of times per day equal to 3 + the spirit warrior’s
Charisma modifier.

Siphon Soul (Su): Beginning at 3rd level, when a spirit
warrior defeats an undead creature in combat he can siphon
its fleeing soul or fundamental essence, absorbing it into
his own body. This allows the spirit warrior to accomplish
two goals at once: the undead cannot be animated if its soul
is destroyed, and these undead energies also give the spirit
warrior access to certain powers.

65

Spirit Weapon (Su): Beginning at 4th level, any melee
weapon the spirit warrior wields gains the ghost touch
quality.

Clear Mind: A spirit warrior of Sth level or higher
gains a +2 bonus on saving throws against spells and
effects from the school of enchantment.

Fetter (Sp): At 6th level, a spirit warrior is able to use
entangle as a spell-like ability, 3/day. At 9th level, this
ability also affects incorporeal beings. The spirit warrior’s
caster level is equal to his class level for the purposes of
this ability, and the DC is equal to 10 + the spirit warrior’s
class level + the spirit warrior’s Charisma modifier.

Spirit Touch: Beginning at 7th level, any ranged
weapon the spirit warrior wields gains the ghost touch
quality.

Wind Walk (Sp): At 8th-level, a spirit warrior can use
wind walk at will as a spell-like ability.

Spirit Tracker: At 9th level, a spirit warrior may track
incorporeal creatures. These creatures do not leave tracks,
but the spirit warrior can sense where they have traveled.
The spirit warrior can use the Track feat to track incorporeal
creatures, just as he can track corporeal creatures. In
addition, the spirit warrior can track incorporeal creatures
over water.

Surface Survival DC
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To siphon an undead creature’s energy, the spirit
warrior makes a Charisma check. Consult the following
table to determine the maximum hit dice he can affect
based on this check. If his siphon soul attempt fails, the
energies escape.

Charisma Check

Maximum Hit Dice Affected

0 or lower Character’s level — 4
1-3 Character’s level — 3
4-6 Character’s level — 2
7-9 Character’s level — 1
10-12 Character’s level

13-15 Character’s level + 1
16-18 Character’s level + 2
19-21 Character’s level + 3

22 or higher Character’s level + 4

Siphon soul a standard action that the spirit warrior
can perform only on the round immediately following
an undead creature’s destruction. He can only affect one
undead creature at a time with this ability, and he can
perform this ability a number of times per day equal to 3
+ his Charisma modifier. This ability cannot affect undead
that are utterly destroyed, either by a successful turning
attempt or a disrupting weapon. Intelligent undead (e.g.,
liches, vampires, ghosts, mummies, and so forth) get a
Will save (DC 10 + the spirit warrior’s level + the spirit
warrior’s Charisma modifier) to resist this ability.

The spirit warrior has a finite storage capacity for these
souls. To determine how much soul energy a spirit warrior
can contain, add the spirit warrior’s character level to his
Charisma bonus, and then double that total. This number
is the maximum number of Hit Dice in undead souls that a
spirit warrior can hold at any one time. He can hold a soul
for a number of hours equal to his character level + his
Charisma modifier. For example, a 10th-level ranger/4th-
level spirit warrior with a 15 Charisma can store 32 Hit
Dice of undead souls for 16 hours. When a spirit warrior
successfully siphons a soul, the area around him becomes
cold with the chill of death and he glows faintly with the
soul’s power. The chill and glow increase as he absorbs
more souls.

The energy that the spirit warrior gains from these
siphoned souls allows him to use a number of supernatural
and spell-like abilities, or he can simply release the energy
harmlessly, forever destroying the undead creature.
However, the spirit warrior must exert himself to convert
the undead’s negative energy into a positive, life-giving
force. The following table lists the abilities a spirit warrior
can perform, their cost in soul Hit Dice, and the amount of
non-lethal damage they inflict on the spirit warrior. When
he uses one of these abilities, he takes the listed amount of
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non-lethal damage and loses the listed number of soul hit
dice. Except as otherwise indicated, each ability functions
as the spell of the same name. The spirit warrior’s caster
level is equal to his spirit warrior level for the purposes of
these abilities, and DCs, where appropriate, are equal to
10 + the spirit warrior’s class level + the spirit warrior’s
Charisma modifier. With the exception of spirit wave, all
abilities are spell-like.

51)) Non-Lethal

Cost Damage Ability
2 4 Cure light wounds
4 Detect undead
5 10 Cure moderate wounds
5 10 Mass cure light wounds
5 10 Disrupt undead
10 20 Cure serious wounds
10 20 Mass cure moderate wounds
10 20 Repel undead
15 30 Cure critical wounds
15 30 Smite undead
20 40 Spirit wave
30 60 Mass smite undead

Cure light wounds: This ability works like the cure
light wounds spell, except that the spirit warrior cannot use
it upon himself.

Cure moderate wounds: This ability works like the
cure moderate wounds spell, except that the spirit warrior
cannot use it upon himself. Mass cure light wounds:
This ability works like the mass cure light wounds spell,
except that the spirit warrior cannot use it upon himself.

Cure serious wounds: This ability works like the cure
serious wounds spell, except that the spirit warrior cannot
use it upon himself.

Mass cure moderate wounds: This ability works like
the mass cure moderate wounds spell, except that the spirit
warrior cannot use it upon himself.

Cure critical wounds: This ability works like the cure
critical wounds spell, except that the spirit warrior cannot
use it upon himself.

Spirit Wave (Su): The spirit warrior expels a great rush
of raw positive energy from his body, damaging nearby
undead and curing his allies. All undead within 60 feet take
damage equal to 2d6 + the spirit warrior’s character level
+ the spirit warrior’s Charisma modifier (no save). Living
creatures are cured a like amount of damage.
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Calm water 0 WSSy o <=7 S

Rough water 20
Ocean 25

Calm Water: Most lakes, slow-moving streams, and
rivers. Any body of water that is moving from 0 to 100
feet per minute with less than a six-inch swell crest.

Rough Water: Large rivers, rapids, and waterfalls.
Any body of water that is moving over 100 feet per
minute with greater than six-inch swell crests, but less
than four-foot crests.

Ocean: Oceans, especially along the shoreline, or
storm-tossed lakes. Any very large body of water with
swell crests over four feet high.

When tracking incorporeal creatures, certain
conditions affect the chances of success differently that
when tracking corporeal creatures. Use the following
table in addition to the table under the Track feat (PHB,
Chapter 5: Feats, “Feat Descriptions,” Track) when Tl e,
tracking incorporeal creatures.

Survival DC

Condition Modifier Speciall
Every two creatures in the group 1 Bear
being tracked
Every 12 hours since the trail was +1
made Coyote
Visibility
Overcast or moonless night -6 Dolphin
Moonlight -3
Fog or precipitation +0 Eagle
Dawn or dusk +3
Full daylight +6 .

ability
Spirit Hand (Su): At 10th level, nature itself notices
the spirit warrior and blesses him as one of its protectors. Hawk hawk eye

As a standard action, the spirit warrior can attempt a DC iy
30 Concentration check to summon all of his spiritual e
and natural energy into his bare hand. He can then
deliver a touch attack within 1 round per class level. This
touch attack deals 1d12 points of holy damage per spirit Oz T HAIE
warrior level to an undead creature, or cures 1d6 points s
of damage per level to a living creature. This effect can Owl
be used once per day for every 3 spirit warrior levels ability
(i.e., 3/day at 10th level). e
ability
Snake snake strike
ability
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1st—2nd +2 +4 +1 10
3rd—4th +4 +6 +2 12
5th—6th +6 +8 +3 14 Command
7th—8th +8 +10 +4 16
9th—10th +10 +12 +5 18

Bonus HD:

MM.
Str Adj.:
Int:
command
level + 5.

) e Pl NS

68



“Magic” and “Blackmoor” have been synonymous for
centuries. Magic permeates the land’s every leaf, stone,
and crevice. Long ago, wizards traveled to Blackmoor
from distant locales to attempt to control the area’s raging
and unpredictable magical energies. This untapped prize
proved to be all-too tempting for some selfish, opportunistic
spellcasters.

Greedy, power-mad sorcerers and wizards populated
the North. As their numbers grew, they hatched plans to
dominate Blackmoor and subjugate all within their grasp
— an endeavor that quickly succeeded. One by one,
human cities and frontier settlements fell under the mages’
power. The dwarves fled to the safety of their underground
dwellings. The elves blended into their forests. The
halflings tried to stay out from underfoot, and the Docrae
were enslaved. When the conquest was finished, the entire
area was under the magical warlords’ direct and brutal
control.

These mages soon wished to expand their borders
at the expense of each other and came to despise their
neighboring brethren. Their hatred grew to the point where
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they turned on each other and openly battled for ultimate
control of the land and its wild magic. Thus began the
Mage Wars.

The Mage Wars continued for two decades as the
warlords bitterly fought for supremacy. As the wars
continued, no single mage proved significantly stronger
than any other and no clear winner could be declared. As
the battles raged, the arcanists never lost their enthusiasm
for war. The common folk were injured and killed as the
mages battled throughout populated regions. Blackmoor
had fallen under a dark shroud that lasted for many
lifetimes. Salvation would come in an unexpected way that
would cost many more lives before it was complete.

Skelfer’s Scientific Precision

While the Mage Wars raged on, some wizards chose
not to fight but to continue to refine their own abilities
and study wild magic in peace. Skelfer Ard was one such
wizard. Skelfer was a gifted spellcaster from meager
beginnings in the seaside town of Archlis. He turned
his back on war to study wild magic, and in doing so he
inspired the ire of many evil and power-hungry wizards.
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Skelfer maintained a laboratory in the Dragon Hills,
far from his home in Archlis. He worked in seclusion,
dedicating himself to mastering wild magic. He used
revolutionary research methods to identify the various
components that together formed the whole of wild magic.
Skelfer studied his art deeply and was rewarded for his
diligence when he finally solved the mystery of wild
magic. This event was recorded in his personal journal:

Journal Entry Dated Nuol 13th in the Year 886
“I have made a major
breakthrough in my analysis.
The wild magic resists most
attempts to harness its power
in a direct manner, yet I have
now discovered that the
magical energies present in
wild magic can be distilled
fo energize more specific
and precise spells. Using a
palm-sized emerald, I have
managed to control several
of my existing spells more
precisely and with more
than double the power of my
previous casting methods. 1
believe there may be other
types of materials that may
allow me to focus the energy
of wild magic as well. From
this day forward, I rename
wild magic “White Magic,” as
it represents what I believe to
be a nearly infinite spectrum
of precise magical energy
bands, akin to the way white
light encompasses a myriad of
colors. With enough time, I should be able to harness more
of these energy bands and create more spells based upon
them. I am excited and yet fearful of what powerful secrets
this White Magic hides.”

The &Vizard’s Cabal

Skelfer studied White Magic in seclusion for another
eight years before he returned to Archlis. After ten years of
study, Skelfer was far more powerful than any other wizard
in the North. He was a master of White Magic and was
ready to teach his findings and research techniques to other
peaceful wizards.

A

Upon returning home to Archlis, Skelfer found the
terrible remnants of his former city — which had been
destroyed by the battling mages. Many residents had
died and many more were enslaved. Enraged, Skelfer
decided that the only way to bring peace to the land was
to purge Blackmoor of the scourge that the evil wizards
had brought. Enlisting his first students as magic-wielding
arcane warriors, Skelfer led a major assault against the
magical warlords and defeated them soundly.

With the Mage Wars at an end, Skelfer sought to
| instruct others in his
knowledge of White

i

magically-inclined
students in the power and
responsibility behind the
use of magic. This ideal
came into reality when
he founded the Wizards’
Cabal in Vestfold.

With the Wizards’ Cabal
in place, commoners and
mages alike began to
change their perceptions
of magic. The founding
principles of service
and knowledge through
dedication lasted in
wizards’ minds for many
centuries. The Spellwise,
as the early graduates
were  called, served
nobles and commoners
alike. The Spellwise were dedicated to promoting scientific
research, academic learning through example, and selfless
service to Blackmoor’s people. This premise continues to
this day at the Wizards’ Cabal.

Recognizing the need to protect the North from future
magical assaults, Skelfer organized his arcane warriors
into a formal institution for magical justice. Over time,
Skelfer sensed that the populace had grown increasingly
angry and prejudiced against spellcasters, despite the good
deeds of Skelfer and his students. The formation of the
arcane warriors proved to be a key step in regaining the
people’s confidence. As time passed, the people began

7 Magic. Over time, his

oy " students grew in number.
# Skelfer decided to form

{ ke an academic institution

4.-'. / that  could  instruct

B

§
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to trust and rely on the arcane warriors to protect them.
Today, arcane warriors are highly regarded and welcome
almost anywhere.

&Vhite Magic
White Magic is the totality of all non-divine magical
energies. It is a spectrum composed of ranges of magical
power. Spellcasters can use these ranges as a united whole
or harness them individually for more powerful spell
effects. All of the major schools of magical study from the
PHB are researched at the Wizards’ Cabal. The well-known
Skelfer Scale of Magical Energy is used to delineate the
magical spectrum’s known power bands.

Skelfer determined that there were also unidentified
magical ranges outside the known spectrum. His work on
the subject was limited, but he contended that the gods were
able to manipulate such magical forces in ways unknown
to mortals. Skelfer logically assumed that the clerics and
paladins of specific gods were themselves human spell foci
that could channel the wills of their gods.

The Spell Focus

In Blackmoor magical energy exists as abundantly as
air. Some believe that Blackmoor’s people are inherently
magical to some degree. This idea does not seem to hold
true, though, as only a few well-trained individuals, like
wizards, are able to control this energy.

At a certain point in his training, a wizard can stop
using his spellbook as his primary magical reference.
Though he may continue to write new spells into his
spellbook, he may also prepare and utilize spells without
recourse to his spellbook, using only his spell focus. The
focus is a powerful magic item that serves as a conducting
material with which the wizard taps White Magic’s
energies. A focus creates a mental link with its owner and
stores the mentally-mapped spells that the wizard would
normally write in his spellbook.

A focus is normally created from a gem or other dense
mineral. The focus’ precise nature is important since
specific energies are tied to certain materials. Gems are
the best materials to use when preparing foci. A finely-cut,
high-quality gem yields the best transference of energy
and creates the best focus. Creating a focus transforms
the jewel into a magic item, though it retains its outward
appearance and value as a gem. When a wizard proves
his competence and loyalty to the Cabal, the organization
awards him a focus crafted from a high-quality gem. A
specialist wizard gains additional benefits when using a
focus that corresponds to his specialty.
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The granted focus is a magical item and radiates
magic. Of course, spell foci are very valuable and must
be carefully protected from theft or loss. Crafting a focus
fundamentally changes the base material but the item
is visibly unchanged, so still appears to be a valuable
gemstone.

A spell focus is similar to a spellbook in many ways.
Like a spellbook, a spell focus may contain a limited
number of spells. As a wizard gains levels, the Cabal
presents him with more powerful spell foci so long as he
remain loyal. The sequence in which the wizard gains the
foci is as follows:

Table 3-1 Spell Foci and Spellcaster Level

Spellcaster Foci (max spell levels)

Ist-5th Novice’s focus (100 spell levels)
6th—10th Initiate’s focus (300 spell levels)
11th—15th Wizard’s focus (600 spell levels)
16th—18th Magister’s focus (1,200 spell levels)
19th-+ Supreme focus (1,800 spell levels)

If a wizard loses his spell focus, he is unable to cast
or prepare spells unless he has access to his spellbook or
scrolls. A wizard may commission a new focus to replace
a missing one, but foci are very costly. A wizard may learn
to craft his own focus as he progresses in knowledge.
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A wizard trains to a point where he can naturally draw
and manipulate White Magic toward his focus. As the
energy gathers near the focus, the wizard channels the
White Magic through it. Once this process has begun,
the focus becomes a conductor through which the spell’s
specific energies are drawn. These energies continue to
flow from the focus and the wizard directly manipulates
them throughout the spell’s casting time.

Using the normal training methods taught at the
Wizards’ Cabal, the resultant magical energy is conducted
directly through the hand that holds the focus and into the
spellcaster’s body. Observers can see the energy current
flowing through the user’s body as he casts a spell. This
visible magical energy intimidates commoners, though it
is harmless when properly controlled and does not impede
the wizard’s vision. The wizard can subdue this effect if
desired, but must choose to do so each time he casts a spell.
A mage need not actually hold the focus in his hand; he
may mount it on a staff or other hand-held item. However,
if the focus is not in close proximity to the wizard its power
is limited.

dJsing a Spell Focus

Using an arcane focus allows a wizard to relinquish his
spellbook. A focus effectively grants its user the Eschew
Materials feat, as the focus serves as the wizard’s material
components. This benefit only applies while the wizard
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uses a focus to cast a spell. Foci are extremely useful,
as spellbooks are often heavy and subject to theft and
destruction. Rather than lugging an unwieldy tome around,
a wizard can carry a spell focus in a pouch or pocket.

In order to use a spell focus, a character must have at
least 1 level of wizard and have the ability to cast arcane
spells. First-level wizards begin play with a spell focus.
While they are not required to use foci, most wizards do.

To use a spell focus, a wizard must first mentally
attune himself to it. The wizard then mentally imbues into
the focus the spells that he would otherwise study and
review from his spellbook. During this process, crystalline
formations appear inside the focus. These formations are
tied to specific spell effects. The total number of spell
levels that a particular focus can hold is tied to the wizard’s
level, as given in Table —3—1: Spell Foci and Spellcaster
Level, above. If a wizard wants to store a spell in the focus,
the focus must have enough storage space available or the
process fails. A focus’ owner knows how much storage
remains within the focus at any given time. When a wizard
later actively channels magic to cast a spell, wild magic
fills the focus’ tiny formations before discharging in the
appropriate manner. Potentiality becomes actuality.

Mentally linking with a new spell focus takes one
day per caster level and requires deep concentration.
Imbuing a spell into a focus takes eight hours of similar
concentration. A wizard who is mentally linked with his
spell focus can prepare spells from the focus in much
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the same way he would from a spellbook. Rumors tell of
powerful wizards who use foci to cast many more spells
per day than spellbooks allow.

Once a wizard is mentally linked to a focus, no other
caster will be able to cast spells with it, though they may
review and copy its contents to a spellbook or focus.
Unless otherwise stated, spells from scrolls, borrowed
spellbooks or other sources may be acquired and imbued
into the focus per the normal rules of copying spells into a
spellbook.

It is also possible to copy a spell and directly imbue
it into a focus at the same time. This process requires
total concentration and physical contact to both foci. The
wizard draws a significant amount of White Magic to
charge both foci using his own body as the conductor for
the spell. To transfer spells this way the wizard must first
make a successful Concentration Check (DC 20) followed
by a Spellcraft check (DC 20 + level of the spell). Failure
means that the transference fails and that the wizard takes
1 point of damage for each spell level involved in the
process. If the process is a success, the spell is transferred
and occupies the appropriate space within the target focus.
The transference takes one day per spell regardless of level
or outcome.

To cast a spell using a spell focus, the wizard must be in
close proximity to it. The best results come from physical
contact with the focus, but the wizard use his focus even
when short distance separates them. When a wizard is
not in physical contact with his focus, his spells may fail.
Lacking physical contact with the focus interferes with the
channeling process and may cause the spell to fail, just as if
the wizard had failed an arcane spell failure check. The GM
should feel free to increase this percentage with modifiers
for intervening walls, rocks, or other impediments. See
Table 3—2: Spell Focus Distance Penalties to determine the
arcane spell failure chance based on the distance between
a focus and its master; these chances stack with those
provided by armor and function identically.

Table 3-2: Spell Focus Distance Penalties

Distance Arcane Spell Failure Chance

Touch 0%
5 feet 25%
10 feet 50%
15 feet 75%
More than 15 feet 99%
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A wizard’s spell focus is sacred. No merchant will ever
attempt to purchase a focus for fear of retribution from
the Cabal. Any wizard who sells his focus or betrays his
allegiance to the Cabal can no longer legally use a focus
and becomes a hunted enemy of the Cabal.

Schools of Magic

Skelfer the High Spellwise experimented with a wide
range of magical energies. As he delved into different
focus materials, he laid the foundation for the eight
schools of magic that the Wizards’ Cabal teaches. Most
wizards studying at the Cabal can tap only a few energy
ranges. Learning each new school of magic is very time
consuming, and some are much more difficult to master
than others. Depending on the difficulty of their primary
school, wizards might be able to take up other courses
of magical study. Many mages specialize, though, rather
than trying to maintain a broad course of study. General
study results in a wide array of spellcasting options, while
specializing allows a wizard access to higher levels of
power.

School Specialization

Students who choose to specialize upon entry to the
Cabal gain additional benefits when casting spells from
their particular school and when using a focus made from
the appropriate material. Students who do not specialize
do not receive these benefits, though they may cast spells
using a focus made from any of the listed materials in
Table 3-3: Magically-Conductive Materials.

Table 3—3: Magically-Conductive Materials

School of Magic Best Focus Material

Abjuration Opal

Conjuration Ruby

Divination Topaz
Enchantment Amethyst
Evocation Emerald

[lusion Turquoise
Necromancy Obsidian or schorl
Transmutation Heliodor

A wizard who specializes gains the ability to cast one
additional spell from her specialty school per spell level
each day. She also gains a +2 bonus on Spellcraft checks to
learn spells of her chosen school. Additionally, a specialist
wizard with a focus crafted from the correct material can
cast spells from her chosen school at +1 caster level. The
details for school specialization are as follows: The wizard
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must choose whether to specialize and, if she does so,
choose her specialty at 1st level. At this time, she must also
give up two other schools of magic (unless she chooses
to specialize in divination; see below), which become her
prohibited schools. A wizard can never give up divination
to fulfill this requirement.

Spells of the prohibited school or schools are not
available to the wizard, and she cannot even cast such
spells from scrolls or wands. She may not change either
her specialization or her prohibited schools later. The
eight schools of arcane magic are abjuration, conjuration,
divination, enchantment, evocation, illusion, necromancy,
and transmutation.Spells that do not fall into any of these
schools are called universal spells.

Abjuration: Spells that protect, block, or banish. An
abjuration specialist is called an abjurer.

Conjuration: Spells that bring creatures or materials to
the caster. A conjuration specialist is called a conjurer.

Divination: Spells that reveal information. A divination
specialist is called a diviner. Unlike the other specialists, a
diviner must give up only one other school.

Enchantment: Spells that imbue the recipient with
some property or grant the caster power over another
being. An enchantment specialist is called an enchanter.

Evocation: Spells that manipulate energy or create
something from nothing. An evocation specialist is called
an evoker.

Illusion: Spells that alter perception or create false
images. An illusion specialist is called an illusionist.

Necromancy: Spells that manipulate, create, or destroy
life or life force. A necromancy specialist is called a
necromancer.

Transmutation: Spells that transform the recipient
physically or change its properties in a more subtle way. A
transmutation specialist is called a transmuter.

Universal: Not a school, but a category for spells that
all wizards can learn. A wizard cannot select universal as a
specialty school or as a prohibited school. Only a limited
number of spells fall into this category.

Magical Renegades

While the Wizards® Cabal is the prime authority on
magic in Blackmoor, its members are certainly not the only
magic-users in the land. Within the realm of Blackmoor,
many sorcerers, archmages, wokan, and others wield magic
for their own purposes. These spellcasters stand outside the
law and are persecuted by the Cabal. King Andahar, in an
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effort to restore confidence in his ruling ability, issued a
mandate that outlaws non-Cabal-affiliated mages. The
king does not actually monitor the Cabal or its prosecution
of “renegade” spellcasters at all; a secret agreement merely
gives the king apparent control of magical law throughout
Blackmoor. In reality, the Cabal itself makes and enforces
the laws regarding magic and is not itself bound by any
such laws. This has left a number of unaffiliated magic
users disenchanted with not only the Cabal, but the king
as well. Some previously lawful mages have gone so far as
to declare themselves open enemies of Blackmoor because
they perceive the Cabal to be leading a continuous witch
hunt.

Throughout Blackmoor, a law holds that magic cannot
be cast within a town or other populated area, except at
a temple or by an authorized Cabal spellcaster. The true
purpose of this law is to give authority to the Cabal’s arcane
warriors, who monitor and hold those whose behavior the
Cabal finds suspicious.

Because of a common fear of magic, laws encourage
commoners to expose outlaw sorcerers. A crusade like
aura surrounds this cause, and “sorcerers’ gangs” are
found in most towns. These groups actively pursue the
unauthorized use of magic to protect their towns from
the harm magic can bring. Most commoners who see any
sort of spellcasting without the use of a focus, like the
Cabal’s wizards use, immediately notify the nearest arcane
warrior. In recent times, some sorcerers have successfully
disguised themselves as Cabalists by using fake foci. This
practice grows more and more common as the prosecution
of outlaw spellcasters increases in intensity, especially on
the frontier.

andering &Vizards

Traveling members of the Wizards® Cabal clearly
identify themselves. Commoners prefer this openness and
have come to trust and welcome these “official” wizards.
Some wizards have even taken to openly theatrical
techniques when they cast spells in sight of commoners.
They feel that this showmanship sets them apart from
renegade spellcasters. This theatricality has brought a
small element of celebrity to some wizards, and they
thoroughly enjoy the side benefits of free room and board
and party invitations.

Cleric Domains

In addition to the cleric domains listed in the PHB,
Blackmoor’s myriad deities provide their clerics with a
number of new domains. Domains described in the PHB
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are listed below with their Blackmoor patron deities. The
following section also details new domains. Spells listed in
italics are found in the PHB (Chapter 10: Magic). Spells
listed in bold italics are new spells whose descriptions are
found in a later portion of this chapter.

&ir Domain
Deities: Aeros, Charis, Hak, Mwajin.

d&nimal Domain
Deities: Charis, Elgath, Faunus

Chaos Domain
Deities: Elgath, Hersh, Pacuun, Sacwhynne, Sylvian,
Tyrhm, Volketh.

Death Domain
Deities: Charis, Hella, Raelralataen, Terra, Thanatos,
Zugzul.

Destruction Domain
Deities: Fiumarra, Gorrim, Hella, Thanatos .

Dragon Domain
Deities: Chamber, Insellageth, Tsartha.

Granted Power: Once per day per cleric level, you may
attempt to turn a dragon (or dragons) in the same way
a good cleric turns undead. Clerics use this ability to
protect the completion of certain ceremonies or missions
in dragon-infested areas. Note: Dragons are very powerful
and very intelligent creatures. Turned dragons often come
back for vengeance.

The spells in this domain are designed to give some
minimal control over the activities of some types of
dragons in Blackmoor. They are subject to the GM’s
discretion.

Dragon Domain Spells

1. Calm Dragon: Calms 2d4+1/level HD of dragons or
dragon-like creatures.

2. Resist Energy: Ignores 10 (or more) points of damage/
attack from specified energy type.

3. Slow Dragon: One dragon takes only a partial action,
—2 AC, -2 on melee attack rolls.

4. Crushing Despair: Subjects takes —2 penalty on attack
rolls, damage rolls, saves, and checks.

5. Detect Dragon: As detect magic, but can detect dragons
in any form.

6. Hold Monster: As hold person, but affects any
creature.

7. Geas/Quest: As lesser geas, but affects any creature.

Ve

8. Binding: Array of techniques imprison a creature.
9. Dominate Monster: As dominate person, but affects
any creature.

Earth Domain
Deities: Charis, Gorrim, Hemgrid, Kadis, Terra, Yoosef.

Entropy Domain
Deities: Calelrin, Gorrim, Hella, Sylvian, Thanatos.

Granted Power: Once per day you may apply a minor
disintegration effect to a 3-foot cube of non-magical
metal that you touch. The effect makes the metal instantly
disintegrate, as the spell disintegrate. If you use this ability
on a larger object, only a 3-foot cube is affected. This is
a supernatural ability that does not provoke attacks of
opportunity.

Entropy Domain Spells

1. Erase: Mundane or magical writing disappears.

2. Mirror Image: Creates decoy duplicates of you.

3. Dispel Magic: Cancels magical spells and effects.

4. Lesser Spell Turning: Reflects 1d4+3 levels of spells

back at caster.

Antimagic Field: Negates magic within 10 ft.

Dispel Magic, Greater: As dispel magic, but +20 on

check.

7. Spell Turning: Reflect 1d4+6 levels of spell back at

caster.

Protection from Spells: Confers a +8 resistance bonus.

9. Skelfer’s Reckoning: Dispels magic and disenchants
magic items.
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Esteem Domain
Deities: Baldin, Faunus, Hersh, Phellia, Tilla

Granted Power: Once per day you may apply a +8
enhancement bonus to your Charisma. Doing so is a free
equivalent action that lasts 1 minute per level.

Esteem Domain Spells

1. Charm Person: Make a person your friend.

2. Suggestion: Compels subject to follow stated course of
action.

3. Tongues: Speak any language.

4. Modify Memory: Changes 5 minutes of subject’s
memories.

5. Dominate Person: Controls humanoid telepathically.

6. Suggestion, Mass: As suggestion, but affects multiple
subjects.

7. Steadfast Charm: As charm person, but permanent.

8. Charm Monster, Mass: As charm, but affects all within
30 ft.
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9. Steadfast Charm, Mass: As steadfast charm, but
affects all within 30 ft.

Evil Domain
Deities: Calelrin, Hella, Volketh, Zugzul.

Fire Domain
Deities: Chamber, Fiumarra, Zugzul.

&ood Domain
Deities: Baldin,
Sacwhynne, Sollus.

Henrin, Ordana, Pacuun, Phellia,

Healing Domain
Deities: Hydros, Koorzun, Tsartha, .

Heart of Fire Domain
Deities: Zugzul.

Granted Powers: Once per day you can use the spell-like
ability gift of Zugzul. This ability is identical to produce
flame.

Heart of Fire Domain Spells

1. Burning Hands: 1d4 fire damage/level (max. 5d4).

2. Flaming Sphere: Rolling ball of fire, 2d6 damage, lasts

1 round/level.

Fireball: 1d6