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Prymidians are regal, red-skinned humanoids. Their
stately demeanor and formidable build impress other
races, and their learning follows suit. The Prymidians
are a scientifically-inclined race, dedicated to reason
and intellect. Their culture seeks to know all there is
to know in Exodus - and none know better than the
Prymidians that knowledge is power.

RERSO
Although Prymidians pride themselves on logic

and reason, they rarely fit the stereotype of the shy
scholar. The typical Prymidian possesses a forceful,
even arrogant personality. He is contentious, skep-
tical, always questioning and probing the opinions
and thoughts of those around him and arguing with
anyone who disagrees. Prymidians strive to be objec-
tive and insist that argument is merely the crucible

in which understanding forms, and certainly many

of them hold to this ideal. To a Prymidian, one who
grasps the truth is truly wealthy; generous Prymidians
seek to increase the understanding of all, while greedy
members of the race hoard knowledge or even attempt
to impose their truth on reality.

Prymidians are tall, lithely built humanoids with rich
red skin, ranging from smoldering near-ebon to bright
crimson. They are taller and heavier than humans

on average, their bones and muscles denser. Most
Prymidians have silver or white hair; the rare dark-
haired examples of the race are often looked upon
with suspicion by the colleagues. A Prymidian’s most
unusual feature is the long, rubbery tentacle beneath
the skin of each of its arms. The creature can extend
these tentacles to manipulate or strike objects at a
surprising distance.

RELATIC

At best, Prymidians look upon other races with pity.
At worst, they hold the other inhabitants of Exodus
in contempt. All consider their race a small flame

of enlightenment in a benighted, even savage world.
Most humanoids look up to Prymidians for their
learning and regal bearing, but the scholars of other
races have come to resent the Prymidians’ primacy in
their arts.

MENT:|

The typical Prymidian is True Neutral, uncon-

cerned with morality and torn between his creative
and passionate side and his reason. Virtually no
Prymidian gives in to chaos, though, while many hone
themselves to their concept of law. Prymidian arro-
gance sometimes leads to outright evil, but most reject
extremes of morality.

BRYMIDIAN/LANDS:

Prymidians are relative newcomers to Exodus. If they
possess a homeland of their own, it apparently lies on
another world or plane of existence. On Exodus, they
primarily make their homes in the Arman Protectorate
and the Dominion, but few Prymidians gather in one
place for long. They are usually encountered in small
scholarly groups, and even these are nomadic as they
scour the world for new tidbits of information to shed
light on the universe.

RELIGIC

To a Prymidian, religion is a subject of logical consid-
eration like any other. Virtually all Prymidians reject
the multitudinous dieties worshipped by the benighted
masses, which they consider either illusory or a type
of energy being. Some Prymidians do find their
reason leads them to belief in a ‘first cause’ that set
the universe in motion and may have a rational plan
for it. Others are agnostic, postponing such specula-
tion until they possess more information. Still others
are true atheists, believing in a perpetual material
universe entirely without cause or direction.

LANGUAGE:

Prymidians have a language of their own, which they
employ strictly for scholarly debate among them-
selves. Because it is known only in closed scholarly
circles, the Prymidian language is considered a secret
language, like Druidic. Prymidians exclusively speak
common or the local tongue when discoursing with
members of other races.

NAMES:

Prymidians’ secrecy about their language does not
extend to their names. Unlike many creatures that
often travel to new lands, they decline to adopt appro-
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priate nicknames in the local tongue, considering
these barbaric.

Family Names: Aponi, Chenoa, Eyota, Meda, Ogin,
Tehya

Male Names: Gryn, Kynon, Moren, Oth, Yna

Female Names: Amser, Eys, Garan, Kieve, Talar

ADVENTURES:

Prymidians adventure to acquire new information.
Exodus is littered with scraps of knowledge from
which a Prymidian may derive new theories and make
new discoveries. Magic, particularly in the form of
tomes and scrolls, interests the Prymidians as a branch
of the sciences they have yet to properly codify.
Prymidians are naturally nomadic, and most have little
fear of danger, so they find it only natural to seek the
hidden secrets of Exodus in person. Besides, few
Prymidians are willing to trust the safety of the lega-
cies of ancient science to a band of unwashed swords

for hire!
DIANRACIAL

BRYIN
FRAITS

» +2 Intelligence, -2 Wisdom: Prymidians are
famous for their intellects, but their intellectual
pursuits sometimes blind them to common sense.

* Medium: As Medium creatures, Prymidians have
no special bonuses or penalties due to size.

* Scholarly Nature: A Prymidian gets a +1 racial
bonus to all Knowledge checks.

* Tentacle Grapple: A Prymidian's tentacles grant
him a +4 racial bonus to Grapple checks.

» Tentacle Reach: A Prymidian's tentacles allow
him to manipulate objects at a distance. A
Prymidian's tentacles can hold objects, wield
weapons and deal unarmed damage as a normal
unarmed strike. A Prymidian has a 10 ft. reach
with his tentacles. However, a Prymidian suffers a
-2 penalty on Strength and Dexterity-based checks
(including attack rolls) when using his tentacles.
A Prymidian cannot manipulate fine objects with
his tentacles; he cannot employ them for Craft,
Disable Device, Escape Artist, Open Locks or Use
Rope checks, nor for Use Magic Device checks
requiring him to physically activate an object.

* Automatic Languages: Prymidian and Common.
Bonus languages: Celestial, Cynean, Draconic,
Elven, Gnomish, Infernal.

* Favored Class: Wizard. A multiclass Prymidian's
wizard class does not count when determining
whether he takes an experience point penalty.
Prymidians are natural scholars and consider
magic one of the most important sciences.

BRYMIDIANEEATS)

While Prymidians prize themselves on their intel-
lectual achievements, many are also capable physical
specimens. Their racial feats reflect both a sound
mind and a sound body.

A ACADEMICIAN,

You can trade on your reputation as a scholar.

Prerequisites: Knowledge (any 4) 5 ranks.

Benefits: You can substitute a Knowledge check for
a Profession check to earn a living, and you gain your
check result in weekly gp (rather than Y your check
result, as normal).

In addition, you get a +2 circumstance bonus on Bluff,
Diplomacy and Intimidate checks targeting anyone
with at least 5 ranks in two or more Knowledge skills.

Your tentacles extend farther than most Prymidians’.
Prerequisites: Prymidian.

Benefits: You have a 15 ft. reach with your tentacles.
You suffer a further -2 penalty to Strength- and
Dexterity-based checks targeting creatures or objects
15 ft. away. This penalty stacks with the normal
Prymidian penalty for tentacle use.

Special: Even if you have the Flexible Tentacles feat,
you still suffer the -2 penalty from this feat, although

you can manipulate objects normally anywhere within
your reach.

FLEXIBLE . FENTACLES -
PRYMIDIAN

Your tentacles have manual dexterity on par with your
hands.

Prerequisites: Prymidian, Dexterity 13+.
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g ERYMIDIANPARAGE A
Base
Attack  Fort Ref  Will
Level Bonus Save Save Save Special Spellcasting
1T +0 +0 +0  +2  Int+2, Intellectual Synergy
2 1 0 +0 3 Smart Defense
3 1 o +1  +3  CorePrinciples ~ +I level in existing class
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Benefits: You can use your tentacles without a penalty
to Str and Dex. You can accomplish fine manipula-
tion using your tentacles, including all Craft, Disable
Device, Escape Artist, Open Locks, Use Magic Device
and Use Rope checks.

Normal: Prymidians suffer a -2 penalty on Strength-
and Dexterity-based checks when using their tentacles.
A Prymidian cannot use the Craft, Disable Device,
Escape Artist, Open Locks or Use Rope with his
tentacles, nor certain uses of Use Magic Device.

INTELLECTUAL'PROWER -
BRYMIDIAN

All your seemingly supernatural powers derive from
your reason and esoteric formulae.

Prerequisites: Prymidian, Intelligence 17+, Wisdom
13+, Charisma 13+.

Benefits: You can use Int as the key stat for all
psionic manifesting classes, divine and arcane spell-
casting classes. Determine bonus spells and power
points as normal for your class, but using Int rather
than the normal key stat.

Spellcasting or manifesting that is already
Intelligence-based is unaffected.

MASTER'LECTU
BRYMIDIAN

You can overawe the weak minded by your facility
with logic and oratory.

Prerequisites: Prymidian, Diplomacy or Intimidate 5
ranks, Intelligence 15+, Charisma 13+.

Benefits: You gain a competence bonus equal to your
Int modifier (minimum 1) to all Bluff, Diplomacy and
Intimidate checks. This ability works only against
creatures with an equal or lower Int.

BRYMIDIANBPARAGD

The Prymidian Paragon is a travelling scholar,
researcher and scientist. He boasts a remarkable
breadth and depth of knowledge, but, far from being
an ivory tower academic, he also knows how to apply
that knowledge in the field.

Because the Prymidian Paragon’s abilities are
so useful to his race’s core mission, many of the
Prymidians on Exodus have levels in this class.

The most powerful Prymidian Paragons belong to a
faction of their race that believes magic to be the core
principle underlying reality. By understanding those
principles, the Prymidians believe, they can eventually
learn to circumvent them.

on

The following information pertains to the Prymidian
Paragon class.

The Prymidian Paragon gains 1d6 hit points per level.
The character’s Constitution modifier applies.

The Prymidian Paragon’s class skills (and the key
ability for each skill) are:

Concentration (/nt), Craft (Int), Decipher Script
(Inf), Diplomacy (Cha), Gather Information (Cha),
Knowledge (all skills, taken individually) (Int),
Psicraft (/nf), Spellcraft (Inf).

Skill Points at Each Level: 4 + Int modifier.
All of the following are class features of the
Prymidian Paragon class.

Intellectual Synergy: A Prymidian Paragon’s exten-
sive learning allows him to apply knowledge in
unusual ways. Provided he has at least 5 ranks in all

PAGET
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Knowledge skills, the Prymidian Paragon gets a +2
synergy bonus to all skill checks, except those he uses
untrained.

Intelligence Increase: A Prymidian Paragon gets +2
Int at 1st level.

Smart Defense: A 2nd level Prymidian Paragon may
add his Int modifier to his AC in addition to his Dex.
He loses this benefit whenever he would be denied his
Dex bonus.

Core Principles: A 3rd level Prymidian Paragon has
discovered core principles of magic-as-science. He
may research any divine spell or psionic power, or an
arcane spell not on his spell list, and add it to his spell
list as an arcane spell.

The Prymidian Paragon must spend one week per
level of the spell, and 1,000 gp per week on research
materials. At the end of this span, the Prymidian
Paragon makes a Spellcraft check (DC 15 + the spell’s
level). If he succeeds, he adds the spell or power to
his spell list at its usual level. If he fails, he cannot
research that particular spell or power again.

If the Prymidian Paragon adds a psionic power to his
spell list, he cannot normally augment it. However,
if he has power points from another source, he may
augment the spell by spending those power points

as if he had spent power points to ‘cast’ the spell,
treating his manifester level as equal to his caster
level.

All spells and powers gained by a Prymidian Paragon
in this way are considered arcane spells, regardless of
their original type.

Spellcasting: At 3rd level, the Prymidian Paragon
gains new spells per day as if he had also gained

a level in whatever spellcasting class he belonged

to before he added the paragon class. He does not,
however, gain any other benefit a character of that
class would have gained. This essentially means that
he adds the level of Prymidian Paragon to the level

of whatever other spellcasting class the character has,
then determines spells per day and caster level accord-

ingly.
A character without levels in a spellcasting class gains
no benefit from this class feature.

All mechanics on all pages is Open Game Content as
defined by the Open Gaming License. See page 6 for
more information.
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B Denotes a skill that can be used untrained.
O Mark this box with an X if the skill is a class skill for the character.
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The following text is the property of Wizards of the Coast, Inc. and
is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All Rights
Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or
trademark owners who have contributed Open Game Content;
(b)”Derivative Material” means copyrighted material including
derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c)
“Distribute” means to reproduce, license, rent, lease, sell, broadcast,
publicly display, transmit or otherwise distribute; (d)”’Open Game
Content” means the game mechanic and includes the methods,
procedures, processes and routines to the extent such content does
not embody the Product Identity and is an enhancement over the
prior art and any additional content clearly identified as Open Game
Content by the Contributor, and means any work covered by this
License, including translations and derivative works under copy-
right law, but specifically excludes Product Identity. (e) “Product
Identity” means product and product line names, logos and iden-
tifying marks including trade dress; artifacts; creatures characters;
stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic and other visual
or audio representations; names and descriptions of characters,
spells, enchantments, personalities, teams, personas, likenesses and
special abilities; places, locations, environments, creatures, equip-
ment, magical or supernatural abilities or effects, logos, symbols, or
graphic designs; and any other trademark or registered trademark
clearly identified as Product identity by the owner of the Product
Identity, and which specifically excludes the Open Game Content;
(f) “Trademark” means the logos, names, mark, sign, motto, designs
that are used by a Contributor to identify itself or its products or the
associated products contributed to the Open Game License by the
Contributor (g) “Use”, “Used” or “Using” means to use, Distribute,
copy, edit, format, modify, translate and otherwise create Derivative
Material of Open Game Content. (h) “You” or “Your” means the
licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that
contains a notice indicating that the Open Game Content may only
be Used under and in terms of this License. You must affix such a
notice to any Open Game Content that you Use. No terms may be
added to or subtracted from this License except as described by the
License itself. No other terms or conditions may be applied to any
Open Game Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indi-
cate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royalty-
free, non-exclusive license with the exact terms of this License to
Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your
Contributions are Your original creation and/or You have sufficient
rights to grant the rights conveyed by this License.

6.Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the
COPYRIGHT NOTICE of any Open Game Content You are
copying, modifying or distributing, and You must add the title, the
copyright date, and the copyright holder’s name to the COPYRIGHT
NOTICE of any original Open Game Content you Distribute.
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7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another, indepen-
dent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content
does not constitute a challenge to the ownership of that Product
Identity. The owner of any Product Identity used in Open Game
Content shall retain all rights, title and interest in and to that Product
Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distributing
are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any autho-
rized version of this License to copy, modify and distribute any
Open Game Content originally distributed under any version of this
License.

10. Copy of this License: You MUST include a copy of this License
with every copy of the Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the
Open Game Content using the name of any Contributor unless You
have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with
any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or governmental
regulation then You may not Use any Open Game Material so
affected.

13. Termination: This License will terminate automatically if You
fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses
shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unen-
forceable, such provision shall be reformed only to the extent neces-
sary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the Coast,
Inc.

System Reference Document Copyright 2000-2003, Wizards of the
Coast, Inc.; Authors Jonathan Tweet, Monte Cook, Skip Williams,

Rich Baker, Andy Collins, David Noonan, Rich Redman, Bruce

R. Cordell, John D. Rateliff, Thomas Reid, James Wyatt, based on
original material by E. Gary Gygax and Dave Arneson.

Modern System Reference Document Copyright 2002, Wizards of
the Coast, Inc.; Authors Bill Slavicsek, Jeff Grubb, Rich Redman,
Charles Ryan, based on material by Jonathan Tweet, Monte Cook,
Skip Williams, Richard Baker,Peter Adkison, Bruce R. Cordell, John
Tynes, Andy Collins, and JD Wiker.
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