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INTRODUCTION

INCROOUCTION

No such thing as the perfect game system exists.
No matter how cunningly crafted, no matter how
smooth or streamlined the rules and results, no game
is immune to endless tinkering and fine-tuning by the
reople who play it. Rather than an indication that a
zame is too flawed to be playable, the practice of
creating house rules most often represents the desire
to push a game system to the limits of its potential.
Gamers don’t invest hours of work in modifying a
system they don't like, They bolt on new rules and
reconfigure old systemns to get the absolute most out
of a game they already love to play.

The Advanced Player's Guide continues in this
long and distinguished tradition, providing players and
Game Masters with a big toolbox of optional and
advanced rules to supercharge any d20 game. Want
new prestige classes? New level expansions! New
approaches to combat and spellcasting? If so, then this
i the book for you.

What Were They Thinking?

The rules and systems provided in this book were
created with the following principles in mind:

e Stick to the basics. This book was designed to
build on the foundation provided in the Player's
Handbook and DMG, improving generic or overly
simplified rules and adding cool new options for
players. Thus, we wanted to focus on ways to improve
the material presented in the core books, providing
great material for players and GMs to use in new
campaigns or those that have been ongoing for years,
We weren’t interested in digging for strange and

bscure concepts that might see use once or twice in
a2 campaign; we wanted solid rules and concepts that
vou'll have the opportunity to use in every game
session. So we tried to stick to the fundamentals of
the game and look for ways to make them better,
stronger, faster....

_

e Keep it balanced. When designing new rules or
systems, we considered their overall impact on the
nature of the game itself and avoided changes that
required a fundamental shift in the way the game was
played. For example, a combat system that allowed
archers to kill targets instantly with a well placed shot
would make sword-swinging fighters far less effective.
Likewise, a magic systém that allowed wizards and
sorcerers to cast spells without restriction would make
magic use preeminent, to the detriment of other
classes. Ideally, we wanted rules that you can drop
seamlessly into an existing campaign without upsetting
the existing balance or gameplay.

 Suggest new possibilities. Wherever possible, we
presented cool adventure hooks and different
perspectives on gameplay that players and GMs could
draw on for inspiration. While we didn’t want to
dictate a right or wrong way to play the game, we
wanted to present new character classes, magic systems
and even types of combat that pointed to campaign
options that are new and different from your typical
dungeon crawl. A courtier prestige class, for example,
suggests concepts of courtly intrigue and power plays,
while an occult inquisitor evokes a campaign based
on rooting out the evils in society’s midst. Likewise, a
new magic system that focuses on fueling spells with
distilled human life force suggests powerful concepts

3 4

3.0 or 3.5?

The material in this book has been designed
to be fully compatible with the v.3.5 rules. It
made the most sense to be as up-to-date with
the game as possible. That being said, many of
the rules and systems found in the Advanced
Player's Guide work as easily with the 3rd
Edition rules as with v.3.5.

g
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such as shadowy soul-traders or an oppressive
hierocracy that literally taxes the life from
its subjects to empower the magic-wielding
elite. We seeded such ideas throughout the
chaprers of this book, hoping to suggest new
options and adventures for your campaign.

What's in This Book?

The Advanced Player's Guide is broken
down into six chapters, each chapter focusing
on a specific aspect of the game.

Chapter One: Character Options
presents two optional systems for adding
balance and individuality. The first system
provides the means to counterbalance a
character’s below-average abilities with
minor advantages called heroic merits, or
address exceptionally high abilities with
disadvantages called tragic flaws. The second
system is a comprehensive list of minor
abilities called racial modifiers which allow
you to add further depth to your character
based upon his race and upbringing.

Chapter Two: Character Classes presents
a wealth of new prestige classes, including
new classes with higher-level prerequisites
(and abilities) known as elite classes.
Addirionally, new epic-level rules offer an
alternative from those in the DMG,
expanding upon abilities and feats for
characters from 21st=30th level.

Chapter Three: Combat contains a wide
range of optional combat systems, presented
in a modular fashion that will allow you to
pick and choose the elements you like best.
Subjects include new initiative rules, new
systems for combat and damage, and
expanded rules on critical hits and fumbles.

Chapter Four: Arcane Spellcasting
Systems provides two new options for casting
spells in a d20 campaign. Tired of having
your magic-users restricted to memorized
spells? Try the mana-based spellcasting
system, where you are limited only by the
amount of magical energy you have available.
If keeping track of mana costs doesn’t appeal,
you can also try the skill-based magic system,
where magic users can cast as many spells as
they wish but are limited by their casting
ability itself. Finally, the chapter contains
detailed critical successes and fumbles for
both arcane and divine spellcasters.

N —
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Chapter Five: Variant Magic rewrites the very laws
of magic itself, presenting detailed profiles of six
different magic systems that you can add to your
campaign. Each system presents its own unique
rhilosophy, abilities, limitations and sample spell lists.
if the suggested spells seem too limiting, additional
information is provided to allow you to convert
=xisting spells in the Player’s Handbook to conform to
chese new paradigms.

Chapter Six: Castle and Keep provides a unique
:nd detailed set of rules for designing fantasy
communities and assigning them classes, abilities, skills
:nd feats just as a character. Once you've generated

the community that will be the centerpiece of your
campaign, an in-depth relarional system allows you
to determine the community’s reaction to events over
the course of your game and charr its rise to fortune —
or its fall into ruin.

References and Abbreviations
The Advanced Player's Guide is designed to be as
universally applicable as possible. This means keeping
the number of reference materials as small as possible.
As aresult, you need to consider only two books aside
from this one — the Player’s Handbook (core rulebook

1) and the DMG (core rulebook II).

Otherwise, it’s all up to you. Enjoy!

L
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- CHAPTER ONE: CHARACTER OPTIONS

: chapter oNe 5
i ChARpAC‘CeR -
- OpTIoNS

~ This chapter contains optional rules designed to
add depth and individuality to characters created
with.the systems provided in the Player's Handbook.
The first section, “Heroic Merits and Tragic Flaws,”
presents minor bonuses and challenging character
flaws for characters with ability scores below 10 or
greater than 18. The second section, “Raeial
Modifiers,” provides a comprehensive list of racially
based bonuses for starting characters as a way of

adding morc individuality based on their racial and ;

<cultural origins.

| Heroic Merits
- and Traqic Flaws

The whole point of creating a character in a heroic

fantasy campaign is to have larger-than-life
~adventures: exploring haunted ruins, defeating

monstrous foes and saving kingdoms from certain ruin. -
By definition; heroic characters are out of the ordinary; -
“they have exceptional qualities. that set them above

their-peers, from superior strength and speed to razor-

sharp wits and devastating charm. The character .

creation options in the Player’s Handbook are designed
with this in mind, allowing players to-create characrers
with abilities well above the average — and in some
cases bordering on the preternatural. S
The character creation systemn favors high abilities
and encourages players to reroll an entire set of abilities
_if their values are below 13, But what if you've

- generated a character with four excellent abilities and

“two abysimal ones? Or you have a character ¢oncept
built around a person who is average (or below
average) in a number of abilities but is astonishingly
capable in one or two areas! Even worse, what about
characters who lose permanent ability points due to
injury, disease or magic? Under the current system the

“only options are to accept the low abilities and risk

playing at a disadvantage relative to the other player

characters (PCs) in the party, or start over and hope
for a better spread of ability scores: :

By the same token, high ability scores may get
boosted even further via racial modifiers: an elfs +2
racial bonus to Dexterity can raise that ability toa 19
or 20, well beyond most characters’ normal physical
maximums. Magical items and potions can raise ability
scores also, creating characters with near-godlike
capabilities who may overshadow their adventuring

_companions.

This section presents an opt_ional system for
compensating abilities that fall well below — or well
above — the range of typical ability scores. Heroic

merits are minor talents that offset below-average -
‘abilities; much in the same way that people

compensate for deficiencies in one atea by refining an
aptitude in another. Tragic flaws, by contrast, are the
unintended consequences that ensue when a person’s
abilities are developed to an extreme degree. A fighter
with Strength equal to that of a giant risks breaking

everything he touches; while a bard with Chatisma

like that of a goddess breaks hearts and sows jealousy
wherever she goes. g

Gaining and Ldéinq Heroic
‘Merits and Tragic Flaws

For each ability your character has with a score from
6-9, éhoqse one heroic¢ merit or roll on the appropriate
chart below. For each ability with a score of 5 or less,
choose two heroic merits or roll randomly from the
appropriate list. 7 , =F

The effects of heroic merits stack with any

applicable feats the character possesses. Additionally,

some merits have prerequisites that must be met before
a character may choose them (if your character doesn't
meet the prerequisites for a merit rolled randomly,
reroll as necessary). '

ADVANCED PLAYER'S Guibe
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For each ability your character has that increases
permanently above 18, choose one tragic flaw or roll
on the appropriate list. Take only one tragic flaw for
each ability over 18. A character whose ability score
is reduced permanently due to injury or magical effects
gains a heroic merit as appropriate for as long as the
ability is reduced.

A temporary ability adjustment does not result in
also gaining a heroic merit or a tragic flaw.

Heroic merits and tragic flaws are lost when the
character’s relevant ability score changes due to level
advancement, injury, loss of magical items and the
like. If a character with Strength 9 and the Narural
Charm heroic merit reaches 4th level and decides to
add +1 to his Strength, he loses Natural Charm. The
condition that the character compensated for with the
merit is no longer a problem, so he no longer feels the
need to compensate for it.

Strength

Characters with low Strength scores may have been
sickly as children, or circumstances relating to their
upbringing prevented them from engaging in the hard,
physical exercise that many of their peers endured.
Characters with Strength scores from 6-9 tend to be
slight of build and pale in complexion, reflecting a
life of little physical activity. Characters with Strength
scores of 5 or lower are more extreme cases whose lack
of physical power may stem from the ravages of disease
or near-crippling injury — their bodies are thin to the
point of being nearly skeletal, with lean, wiry muscles
that stand out like cords beneath translucent skin.

Physically weak characters often try to compensate
for their lack of strength by devoring their energies to
intellectual pursuits or by learning skills that maximize
their natural agility. When all else fails, they avoid
physical confrontations with a nimble rongue and
disarming manner.

By contrast, characters with preternatural physical
power are like raw forces of nature, capable of wreaking

terrible destruction with their bare hands alone.
. Table 1-1:
Strength-based - =
Hemuc l'nents and Tragic. Flc\ws

d6 - 'Herou: Merll - Tragic Flaw

1 Artful Dodger Irresistible Force

2% Deft;Aim Killing Hands -

3 Fleetof Foot Overconfident

4 Impraved Hide -~ Ravenous Appetite ..

5  Magical Aptitude Scornful Demeanor i

6 Roguish Charm- Uncontrollable Temper

Possessed of such power, it is all too tempting to
approach every problem with violent, brutish behavior
that endangers everyone around the character,
including friends and loved ones.

Dexterity

Characters with low Dexterity scores are individuals
who lacked the opportunity to develop their physical
agility as children, possibly because of scholarly
pursuits or jobs that valued physical strength and
endurance over nimbleness and speed. Characters with
Dexterity scores from 6-9 tend to be rall and gangly
or broad-shouldered and heavy-boned; their
movements are awkward and ill-coordinated,
ponderous and clumsy. Characters with Dexterity 5
or lower are victims of poor health or heredity, unable
to perform even simple tasks easily due to trembling
hands or nervous tics.

Physically awkward or clumsy characters tend to
compensate for their shortcomings by developing
robust strength or an iron sense of determination and
endurance. Instead of dancing nimbly around problems
they learn to lower their heads and bull their way
through them.

Compared to their less-fortunate peers, characters
with exceptionally high Dexterity move with
astonishing speed and grace. They glide across the
ground in swift, effortless strides and perform the most
demanding tasks with deft precision. Tragically, such
flawless agility lends itself to an unfair disdain for the
seemingly halting efforts of others and tempts the
character to underrake unnecessary risks in order to

show off his skill.

Table 1-2

, Dexterlty'bdsed ,
]-[ermc ments and Tragic Flaws

d6,_;Hero|c7Merr|tr - Tragic Flaw

1 Improved Fortitude ~ Carouser

2 - Improved Knowledge Daredevil

3 Improved Spot Eschews Melee Weapons
4 . mproved Will - Grandstander

5 Powerful Blows Kleptomama
6 StrongBack - Scornful Ue_mganor,- ]

Constitution

Characters with below-average Constitution
generally suffered from poor diet or the ravages of a
serious illness as a child, forever weakening their
health. Characters with Constitution scores of 6-9 are
not outwardly weaker than their peers, but they tire
more quickly and are at greater risk for illness, as well

N0
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as being more susceptible to poisons of any kind.
Characters with Constitution 5 or lower are pale and
fragile-looking creatures, unable to endure any serious
physical effort for more than a few minutes without
exhausting themselves. They are frequently ill and
rarely live normal lifespans.

Individuals possessing weak Constitutions
frequently find themselves bedridden for long periods
of time, encouraging scholarly pursuits over physical
activity. When they do travel their condition forces
them to ride wherever possible, and many develop
exceptional riding skills as a result.

By contrast, characters with exceptional
Constitution are juggernauts, seemingly impervious to
physical hardships that would incapacitate an ordinary

| 1‘ Familiarity with Addiction
Poisons

Improved Will ; ’Poor Bedside Mahner

ite

person. Unfortunately, their preternatural resilience
lends itself to facing most dangers head-on —
something that their friends are often ill-equipped to
deal with themselves.

Intelligence

A low Intelligence score often stems from a lack of
opportunity or desire for a character to exercise his
talent for reasoning and problem-solving. Characters
with Intelligence scores of 6-9 are likely poorly
educated; either their family valued hard work over
scholarly pursuits or simply had no recourse to formal
education. Characters with Intelligence 5 or lower,
however, are more likely to be mentally impaired,
possibly as a result of poor diet, childhood illness or
physical injury. Such individuals tend to have childlike
perspectives and attitudes, and when they travel they
are almost always in the company of a friend or guardian
to look out for their interests in a dangerous world.

Characters with low Intelligence tend to
compensate by devoting their energies to simple
physical pursuits, hardening their bodies through hard
labor and exercise. They also frequently learn to
silence others’ mockery with various forms of threats
and intimidation.

Characters with exceptionally high Intelligence
scores see the world through a vastly different set of
eyes than their peers, able to understand the most
complex workings of nature and bend it to their wills.
These exceedingly cerebral individuals believe that
the secrets of the universe are theirs for the taking,

w
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TER OPTIONS r

Heroic Me f,

d6 Heroic Meri
I Improved Craft

2 Improved Forti

3 Improved Intimidate Fearful

4 Improved Reflexe

5  Powerful Blows Oblivious
©  Strong Back

=nd 2s a result they often feel that they have all the
snswers to life’s problems. They can be cold and
smapproachable, cynical and condescending to those
zround them.

Wisdom
_ommon sense and attentiveness to one’s
SUNTO mdmgs are hardly universal traits, no matter what
~ace 2 character is from. Characters with Wisdom scores
i 7—3 are generally heedless of the world around them
secause they grew up in conditions that sheltered them
from their environments. They might be the pampered

_aracters with Wisdom 5 or lower are a different breed
:;ther. less sheltered and more actively self-centered
«n narcissistic. They are oblivious to the world around

ause they simply don’t care about it, except
: helr immediate needs are concerned. When
'r,u_':le finds them they almost never see it coming.

“haracters with low Wisdom unconsciously
~ompensate for their shortcoming by developing the
Jills to survive or avoid any difficulties they happen
> stumble into. They become survivors by necessity
rather than choice.

; Dlstracted E
Indecisive

Paranoia

surroundings, able to infer volumes of information
from the slightest detail. Unfortunately, such
heightened awareness preys on the mind, leading to
anxiety, excessive suspicion and sometimes fatal
hesitations.

Charisma

Characters with low Charisma aren’t necessarily
ugly; many simply have a difficult time relating to
others and thus have poorly developed social skills.
Characters with Charisma scores of 6-9 may have been
isolated from their peers due to racial differences, social
differences or nothing more profound than a desire to
be left alone. On the other hand, characters with
Charisma 5 or lower may have more profound obstacles
to social interaction, such as speech impediments,
language problems or physical deformity.

Characters with low Charisma scores tend to
compensate by learning to become as self-reliant as
possible, reducing their dependency on others. Their
enforced solitude provides countless opportunities for
physical and mental training, spurring them to hone
their skills and improve their physical abilities.

Conversely, characters with preternatural Charisma
can’t get enough of society, reveling in the power their
looks and charm have on those around them. After
all, why work when you can get someone — or a dozen
someones — to do the job for you? Unfortunately, such
glamour is equally addictive to those who witness it,
often leading to obsessive behavior and ultimately
tragic consequences.

-  Table 1-6.
- Charisma-based ‘
}{ercuc ments emd 1 mqm Fldws ,

. 1,d6"f kHeroIc Merit Traglc Flaw

Breeds Envy

1 lmproved Search
. 7 lmproved Sl
. 3 ]mproved Survwal
-
5

~ Breeds Possessiveness
Excessive Fame

Magical Aptitude Intimidating Looks

Heroic Merits

Each heroic merit and its effect is listed below.

Artful Dodger
Description: You've become adept at avoiding
blows in combat.
Prerequisite: Strength 9 or less, Dexterity 16+.
Benefit: +1 dodge bonus to Armor Class over and
above any other bonuses to AC.
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Deft Aim
Description: You've learned to offset your lack of
physical strength by becoming adept at ranged
weapons.
Prerequisite: Strength 9 or less, Dexterity 15+.
Benefit: +1 competence bonus for ranged attacks only.

Familiarity with Poisons
Description: You've become quite skilled at identifying
poisons to protect your frail physical health better.
Prerequisite: Constitution 9 or less, Intelligence 15+.
Benefit: +1 competence bonus to Spot checks for
the purpose of detecting poisons.

Fleet of Foot
Description: The best way to avoid being hit is to
not be there when the blow lands.
Prerequisite: Strength 9 or less, Dexterity 15+.
Benefit: Once per encounter you may double your
movement in a single round for the sole purpose of
fleeing from an opponent.

Improved Concentration
Description: You have developed a degree of
patience and single-mindedness that allows you to
focus on a task to the exclusion of all else.
Prerequisite: Constitution 9 or less, Wisdom 15+.
Benefit: +1 competence bonus to Concentration

checks.
Improved Craft

Description: You've developed both an admirable
attention to detail and careful hands that aid you in
your work.

Prerequisite: Intelligence 9 or less, Dexterity 15+.

Benefit: +1 competence bonus to Craft checks.

Improved Fortitude
Description: You've hardened yourself to physical
and mental punishment to become able to face the
perils of the world head-on.
Prerequisite: Dexterity, Intelligence or Wisdom 9
or less, Constitution 15+.
Benefit: +1 competence bonus to Fortitude saves.

Improved Hide
Description: You can’t be hurt if your foes can’t
find you.
Prerequisite: Strength 9 or less, Dexterity 15+.
Benefit: +1 competence bonus to Hide checks.

Improved Intimidate
Description: You've learned the gentle art of
threatening others into submission.
Prerequisite: Intelligence 9 or less, Charisma 15+.
Benefit: +1 morale bonus to Intimidate checks.

Improved Knowledge

Description: You have refined your knowledge of
a particular subject thanks to years of study.

Prerequisite: Dexterity or Constitution 9 or less,
Intelligence 15+.

Benefit: +1 competence bonus to a specific
Knowledge skill, chosen at the time the merit is
selected.

Improved Reflexes
Description: You've honed your reflexes to an
exceptional degree.
Prerequisite: Intelligence or Wisdom 9 or less,
Dexterity 15+.
Benefit: +1 competence bonus to Reflex saves.

Improved Ride
Description: You've become an adept rider through
constant practice. :
Prerequisite: Constitution 9 or less, Dexterity 11+.
Benefit: +1 competence bonus to Ride checks.

Improved Search
Description: Constant practice has refined your
skill at searching for life’s basic necessities.
Prerequisite: Charisma 9 or less, Intelligence 15+.
Benefit: +1 competence bonus to Search checks.

Improved Skill
Description: Years of solitary study have allowed
you to refine your mastery of a particular skill.
Prerequisite: Charisma 9 or less, Wisdom 15+.
Benefit: +1 competence bonus to a specific skill,
chosen at the time the merit is selected.

Improved Survival
Description: Your solitary existence has taught you
the necessity of self-reliance and the secrets of living
off the land.
Prerequisite: Wisdom or Charisma 9 or less,
Intelligence 13+.
Benefit: +1 competence bonus to Survival checks.

Improved Spot
Benefit: You've become a keen-eyed observer of
your surroundings. '
Prerequisite: Dexterity 9 or less, Wisdom 10+.
Benefit: +1 luck bonus to Spot checks.

Improved Will
Description: You've learned to deal with your
disadvantages by developing an iron will to succeed.
Prerequisite: Dexterity, Constitution or Charisma

9 or less, Wisdom 13+.
Benefit: +1 morale bonus to Will saves.
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Magical Aptitude

Description: You have refined your skill with
meditation and the mystic arts thanks to years of study.

Prerequisite: Strength, Constitution or Charisma
9 or less, Intelligence 15+.

Benefit: One bonus spell slot at 1st level.

Powerful Blows
Description: You've learned to fight the hard way,
defeating your foes with powerful blows in close combat.
Prerequisite: Dexterity, Intelligence, Wisdom or
Charisma 9 or less, Strength 15+.
Benefit: + 1 competence bonus to melee attacks only.

Resistant to Fear
Description: Your character doesn’t know the
meaning of fear — unless he’s given an exceptionally
z00d demonstration.
Prerequisite: Wisdom 9 or less, Intelligence 15+.
Benefit: +1 morale bonus to Will saves for resisting
-he effects of fear-based attacks.

Roquish Charm
Description: On more than one occasion, you have
oluffed your way out of trouble with nothing but cocky
self-assurance.
Prerequisite: Strength or Wisdom 9 or less,
Charisma 15+.
Benefit: +1 morale bonus to Bluff checks.

Stronq Back

Description: You may not be bright, but you can
lift and carry heavy objects far better than most people.

Prerequisite: Dexterity or Intelligence 9 or less,
Strength 15+.

Benefit: +1 competence bonus to Strength checks
when lifting objects, breaking open doors and carrying
heavy loads. Your character can carry 50% more
weight than normal without being encumbered.

Tragic Flaws

Each tragic flaw and its effect is listed below.

Addiction

Description: Your exceptional Constitution
=ncourages enormous appetites for substances that
vould leave a normal man reeling. Unfortunately, your
taste for a particular substance has transformed into a
major addiction, a hunger that gnaws at you
relentlessly until it is sated.

Prerequisite: Constitution 19+.

Effect: Your character is addicted to a substance of
vour choice — it could be ale, beef, rare venison, an
zxpensive herb, etc. The more common the substance,
~he more of it your character needs each day to function.
A substance such as ale would require a number of cups

S N\

per day equal to your character’s Constitution, while
an uncommon or expensive substance might require a
number of ounces equal to one quarter of your
character’s Constitution. Each day your character goes
without this substance he suffers a cumulative —2 penalty
on all ability checks and skill checks.

Aloof

Description: Your cold and
unapproachable, distancing you from friends and
strangers alike. Your preternatural intelligence lends
itself to viewing others as slow-witted and a waste of
your precious time.

Prerequisite: Intelligence 19+.

Effect: You suffer a —10 penalty on all Charisma-
related checks.

manner is

Breeds Envy

Description: Your phenomenal Charisma breeds
jealousy and envy wherever you go, spurring
resentment in many people you interact with.

Prerequisite: Charisma 19+.

Effect: Each time your character uses a skill to
interact with an NPC, that individual makes a Will
save (DC 10 + your character’s level). If the save fails,
the NPC reacts to your character with resentment and
hostility rather than friendship.

Breeds Possessiveness

Description: Your Charisma makes you the object
of people’s desire wherever you travel, tempting others
to win your devotion at any cost — even if they have
to lock you in a tower or kill your companions in order
to persuade you.

Prerequisite: Charisma 19+.

Effect: Each time your character uses a skill to
interact with an NPC, that individual makes a Will
save (DC 10 + your character’s level). If the save fails,
the NPC becomes obsessed with winning your
character’s faithful devotion, no matter the cost. This
desire could be romantic in nature, or a simple desire
for friendship — one that excludes all others.

Busybody

Description: What is the point of having so much
intelligence and stored knowledge if you can’t show
people the error of their ways!

Prerequisite: Intelligence 19+.

Effect: Your character is driven to share his
expertise with those around him — whether they want
it or not. Make a DC 15 Will save when someone is
performing a moderately difficult (DC 20 or higher)
task. On a failed save, your character is compelled to
offer his “advice” to the person performing the task.
This distraction increases the task’s DC by an amount
equal to your character’s Intelligence modifier.
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Carouser

Description: Given how fast you are on your feet,
no one can lay a finger on you. This feeling of
invulnerability leads you to blow off steam when in
town by taking the local toughs down a notch or two.

Prerequisite: Dexterity 19+,

Effect: Make a DC 25 Will save each time your
character has some free time in a town or city. On a
failed save, your character heads to the nearest ravern
and picks a fight with the first tough guy he finds.
This could get your character and his companions into
serious trouble depending on the laws in the region
(and the toughness of the guy in question).

Daredevil

Description: You only really feel alive when you're
staring death in the face!

Prerequisite: Dexterity 19+.

Effect: Your character is addicted to the thrill of
death-defying stunts, pushing his exceptional agility
to the limit at every available opportunity. Make a
DC 25 Will save when your character finds himself in
a life-or-death situation — combat, climbing a sheer
cliff face, etc. On a failed save, your character chooses
the most spectacular — and dangerous — course of
action he can take, whether it is necessary or not.

Disease Carrier

Description: Your phenomenal Constitution
renders you practically immune to nearly all sickness
and disease — but your friends and loved ones might
not be so lucky.

Prerequisite: Constitution 19+.

Effect: If your character is subjected to the effects of a
disease — whether through a monster’s bite, a cause disease
spell, etc. —and your character resists its effects, a chance
exists his body just ignores the infection, allowing it to
linger and possibly infect others. You have a 50% chance
(determined by the GM secretly) that, prior to eventually
tighting off the disease, your character harbors it in his
system for a number of days equal to his Constitution
modifier. Your character suffers no ill effects , but during
that time any individual who comes into physical contact
with him must make a Fortitude save against the disease
as normal — including suffering its effects on a failed save.

Distracted Easily

Description: So much to see, so many interesting
things to examine and explore.... The world is your
plaything, a wonderland of concepts and relationships
that tempt your voracious intellect.

Prerequisite: Wisdom 19+.

Effect: You suffer a—10 penalty on any ability check
or skill check that requires careful concentration to
accomplish.

Eschews Melee Weapons

Description: Why risk a sword in the gut when you
can put an arrow through a foe’s eye from 50 paces
away!

Prerequisite: Dexterity 19+.

Effect: Thanks to a phenomenal Dexterity score,
your character prefers ranged attacks over melee
attacks whenever possible — even in situations where
using a ranged weapon may incur a significant risk to
his companions. His primary weapon must be a ranged
weapon, which he uses in combat as long as he has
ammunition. The character resorts to a melee weapon
only after he runs out of things to throw or shoot.

Excessive Empathy

Description: When you look into your foe’s eves,
you can sense his fear, and when your atrack strikes
home you can feel his pain as though it were your own.

Prerequisite: Wisdom 19+.

Effect: Your character’s empathy and insight are
so acute that he is reluctant to harm another for fear
of the suffering he will inflict. Make a DC15 Will save
when your character confronts an opponent in battle.
On a failed save, your character cannot bring himself
to attack that round. You can make a new Will save
each round to overcome the empathy for that
opponent.

Excessive Fame

Description: Why can’t people just leave you alone!

Prerequisite: Charisma 19+.

Effect: Your character is treated as a celebrity in
every town or village he visits. While this means that
he often receives royal treatment from tavern keepers
and merchants, it also means that his every step is
dogged by a throng of gawkers, would-be friends, allies
and suitors, and he is a magnet for every lunatic or
thief in the area. If he expects to have any privacy or
security at all, he'd best hire some bodyguards or make
his stay in town a very short one.

Fanatical Devotion

Description: They are drawn to you like moths to
a flame — and once they have their hands on you
they never let you go....

Prerequisite: Charisma 19+.

Effect: Your character has a penchant for inspiring
near-fanatical devotion in weak-willed people he
encounters — they become his most faithful
companions whether he likes it or not. Each time your
character uses a skill to interact with an NPC, that
individual makes a Will save (DC 10 + your character’s
level). If the save fails, the NPC is so enamored of your
character’s beauty and charm that she abandons her
current life to join the PC’s side. Your character may
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acquire a number of involuntary devotees equal to his
Charisma modifier. These NPCs obey your character’s
every whim and will defend him to the death, but they
will also squabble among themselves over who gets the
most attention and treat any of your character’s other
companions as rivals rather than friends.

Fearful

Description: Sometimes it’s possible to know too
much. You've studied living beings in sufficient detail
to appreciate the horrible suffering inflicted on a
rerson’s body by swords, axes and arrows — indeed,
sufficient enough that you'll avoid the experience
whenever possible, thank you very much.

Prerequisite: Intelligence 19+.

Effect: In combat, all your character can see are
rhe numerous ways he can be mutilated. Make a DC
21 Will save when your character enters combat. If
the save fails, he can't see past his fears to join in the
battle (even with ranged weapons or spells). He sticks
to the sidelines or even flees if threatened. You can
make a new Will save each round to overcome this
tear (although each round after the first applies a —1
penalty to his roll until that encounter ends).

Grandstander
Description: When one reaches the heights of
speed and skill that you have, combat isn't a clumsy
brawl, it’s a dance of death.

PSS o

Prerequisite: Dexterity 19+.

Effect: Your character’s preternatural Dexterity
allows him to slip effortlessly past his enemies’ attacks
and strike with seeming impunity. This skill lends itself
to mocking his enemies’ hapless attacks and
grandstanding his martial superiority over everyone
around him, to the possible detriment of friends and
foes alike. Make a DC 25 Will save when your
character enters combat. If the save fails, your
character can't help but show up his fellow
combatants’ shortcomings. Every witness to your
character’s display, friend and foe, must make Will
saves (DC 10 + your character’s level) or suffer a -2
penalty to their attack rolls for the rest of the
encounter due to your character’s taunts and
distractions.

Hard to Understand

Description: Why is it everyone looks at you as
though you were speaking a different language? The
concepts are quite simple to understand, really — it’s
not your fault if people are too slow-witted ro keep up
with you. Maybe if you spoke very loudly and very
slowly....

Prerequisite: Intelligence 19+.

Effect: Your character’s immense intellect gets in
the way of communicating his ideas to others. He often
speaks in oblique terms, making references to rarified
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concepts and ideas that go right over most peoples’
heads. Take a —10 penalty on any skill checks using
Bluft, Diplomacy or Intimidate.

Indecisive

Description: So many possibilities... which one is
the correct course of action? So many variables to
consider — you need more time to think this through!

Prerequisite: Wisdom 19+, :

Effect: Your character is capable of comprehending
dozens of possible courses of action in a given situation
— so much so that he often becomes paralyzed with
indecision trying to isolate the best course of action to
take. Make a DC 21 Will save when your character is
in a high-pressure situation (at the GM’s discretion)
that requires a snap decision. If the save fails, your
character is wracked with indecision and can take no
action that round. You can make a new Will save each
round to overcome this indecision.

Intimidating Looks

Description: Why is everyone always so
uncomfortable around you? It’s almost as if they resent
you for the way you look.

Prerequisite: Charisma 19+.

Effect: Your character’s extreme attractiveness
spurs feelings of inadequacy and anxiety rather than
admiration. Each time your character uses a
communications skill (e.g., Bluff, Diplomacy,
Perform), each NPC he’s interacting with makes a Will
save (DC 10 + your character’s level). If the save fails,
the NPC becomes anxious and uncomfortable, and
treats your character with resentment and hostility
rather than friendship.

Irresistible Force

Description: You didn’t mean to break the man’s
arm — all you did was grab him to keep him from

falling over!

Prerequisite: Strength 19+,

Effect: Your character often forgets that he is far
stronger than the norm, sometimes resulting in damage
to people and objects alike. Make a DC 18 Reflex save
when your character exerts his strength — to pound on
a tavern door, toss a heavy object to someone else, lift a
rusted grate, etc. If the save fails, treat the action as an
unarmed attack against the person or object in question.
(See “Breaking Items” in Chapter 9 of the Player’s
Handbook for details on breaking inanimate objects.)

Jumps to Conclusions
Description: You did your best, but clearly the door
is too warped to open. Better try to find some other
way into the room rather than waste more time on
futile efforts.

Prerequisite: Wisdom 19+.

M

Effect: Your character’s keen eye for detail often
serves him well in analyzing a problem, but it can also
be a hindrance. If your character fails a skill check, he
cannot try again until the following day — he
concludes that the task is not possible for him to
complete and abandons any further efforts.

Killing Hands

Description: You only meant to slap some sense
into him, not kill him!

Prerequisite: Strength 19+.

Effect: Your character’s strength is so great that his
fists strike with the force of a mace or a club — even
the flat of your sword is as deadly as its edge. Your
character can inflict only lethal damage, regardless of
his intent.

Kleptomania

Description: Look at the size of that ring! Bet he’ll
never even know that it’s missing....

Prerequisite: Dexterity 19+.

Effect: Your character’s phenomenal Dexterity
makes stealing as simple as taking candy from a baby. ..
so simple that it’s difficult to resist helping himself to
whatever catches his eye. Make a DC 20 Will save for
your character each day. On a failed save, he must
attempt to steal a valuable object from someone over
the course of the day. The object must be small enough
to hide in one hand — something easily palmed and
slipped into a pocket, such as a coin, a ring or other
type of jewelry. The character doesn’t have to keep the
object once stolen; he can try to return it, sell it or
simply drop it if he doesn’t want it. It’s demonstrating
his skill that’s important, not lining his pockets.

Oblivious

Description: Where did this arrow come from? Hey!
There's another one! Are we under attack?

Prerequisite: Intelligence 19+.

Effect: Your character is absorbed with complex
calculations and theorems, to the extent that he is
seldom aware of what is going on around him. You
suffer a =10 penalty on any Search, Sense Motive or
Spot checks. Additionally, your character is always
caught flat-footed in the first round of any combat
that he does not initiate himself.

Oblivious to Poisons

Description: Hmmm. Tastes kind of funny, but |
don't feel any different. Here, you try it....

Prerequisite: Constitution 19+.

Effect: Your character’s exceptional resilience not
only makes him resistant to poisons, he often fails to
notice their effects at all. The GM should make any
poison saves for your character. On a successful save,
your character has only a 20% chance that he even
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notices that he’s come in contact with a poisonous
substance. (This can lead to disaster for the next person
who tries the strange poison your character has
pronounced “safe.”)

Overconfident

Description: I'm fine; it’s just a scratch. Save your
spells for someone who needs them!

Prerequisite: Strength or Constitution 19+.

Effect: Your character’s prodigious Strength fills
him with such confidence that he never considers the
possibility that he might be in over his head when a
fight goes against him. He will ignore any help — from
refusing to coordinate with others in an attack to
spuming healing magic — until the battle is finished.

Paranoia

Description: That tavern keeper is up to something.
He keeps staring at you when he thinks you're not
looking. Probably going to try and cut your throat
while you sleep. Can't trust anyone these days....

Prerequisite: Wisdom 19+.

Effect: Your character has seen ample evidence of
the evil things people do, to the point that now he
treats everyone he meets with outright distrust and
suspicion. You suffer a =10 penalty on any Bluff,
Diplomacy or Sense Motive checks. Further, your
character views a subject in the worst light possible
when he fails a Sense Motive check.

Poor Bedside Manner

Description: Stop sniveling! [t doesn’t look that bad
to me — ['ve survived much worse. Just walk it off!

Prerequisite: Constitution 19+,

Effect: Your character has shrugged off countless
blows that would cripple or kill lesser adventurers.
Only rarely has he been wounded seriously enough to
require the services of a healer. As a result, he has
little practical experience when it comes to taking care
of others. You suffer a —10 penalty on Heal checks
that your character performs.

Ravenous Appetite
Description: Of course you ate the entire roast.
What did they expect you to do? You were starving.
Prerequisite: Strength or Constitution 19+,
Effect: Your character’s powerful physique demands
enormous amounts of food to sustain itself, requiring
nim to eat three times the amount of food as a normal
rerson each day.

Scornful Demeanor
Description: ldiots. No matter where you go you're
surrounded by idiots, weaklings and fools.
Prerequisite: Strength, Dexterity, Intelligence or
Wisdom 19+.

Effect: Your character has such superior inherent
ability that he is impatient and scornful of those less
capable. He cannot help but let his disdain seep into
his every word and deed. Make a DC 25 Will save
when your character uses a skill to communicate with
someone (e.g., Bluff, Diplomacy, etc.). If the save fails,
the GM treats the attempt as an Intimidate check,
regardless of your character’s actual intentions.

Sows Discord

Description: It seems that you can never stay in
one place too long, no matter how quiet and
inconspicuous you try to be. Sooner or later someone
always becomes too jealous for her own good, and the
next thing you know a fight happens.

Prerequisite: Charisma 19+.

Effect: Your character’s phenomenal looks and
charm put a strain on relationships no matter where
he goes, spurring feelings of jealousy, resentment and
discord. You have a cumulative 5% chance each day
your character spends in a city or town that he
inadvertently starts a fight — whether a quarrel
between co-workers, a spat between lovers or a similar
argument. Once this occurs, a 45% chance exists that
the altercation turns violent. After the fight ends,
those involved blame your character as the cause.

Uncontrollable Temper

Description: The last thing you remember were the
two young toughs laughing at your spilled wine. Now
they're dead, and you have blood on your hands.

Prerequisite: Strength 19+,

Effect: Your character suffers from a violent,
uncontrollable temper. Make a DC 25 Will save when
your character is frustrated, injured or subjected to
ridicule (at the GM’s discretion). On a failed save, he
flies into a bloodthirsty rage identical to the barbarian
rage ability and attacks the source of his anger —
whether it be friend, foe or complete stranger — and
tries to kill the target if he can. Your character has no
memory of what he did once the rage ends.

Racial Class Modifiers

In the standard d20 System, classes are the same
regardless of race. These rules explore the idea that a
distinction should be made between a dwarven fighter
and a human fighter, even at 1st level.

The racial modifiers system provides minor racial
adjustments to the standard 11 classes. If you employ
these rules in your game, each character takes one
racial class modifier available to his race during
character creation only. The GM may allow a
character to take a racial class modifier each time the
character begins a new class (as when multiclassing).
Racial modifiers do not apply to prestige classes and
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are lost if class abilities are lost (e.g., if a paladin loses
his abilities due to an alignment change).

Except as noted, racial modifiers do not stack with
feats or magical powers that provide similar benefits.
For example, a character’s +1 cold resistance from a
racial class modifier does not stack with a magic item
that adds cold resistance. All racial class modifiers are
considered exceptional abilities, however, and function
normally even in a dead magic zone or similar area.

Many racial modifiers suggest a character background.
For example, a racial modifier that adds +1 cold resistance
is best applied to a character from an arctic or semi-arctic
climate. Thus, the racial class modifier system provides a
dual purpose — giving racial advantages to class play, as
well as offering roleplaying suggestions. The GM can
disallow any racial modifier that does notfit his campaign
or a character’s background.

Racial Class
Modifier Listings
Racial class modifiers are arranged by class, with
each entry listing the race or races that may select it.
Half-elves may choose from the human or elf list; half-
orcs may use only the orc list.

Racial Class Modifiers:
Fighter, Paladin,
Barbarian, Ranger, Monk

Adroit Feet: You possess an uncanny ability to step
out of the way at just the right moment. You receive a
+1 bonus to Reflex saves. Races: Elf, gnome, halfling.

Climber: You are used to climbing while wearing
armor. Treat any armor check penalty as two points
lower when using the Climb skill. Races: Human,
gnome, halfling.

Cold Tolerant: You have spent a great deal of time
living or training in cold or icy environments. You
have 1 point of natural cold resistance. Race: Human.

Disciplined: You are resistant to mental attacks.
You receive a +1 bonus to Will saves. Races: Dwarf,
elf, gnome.

Fancy Footwork: You make exceptional moves in
combat. Once per encounter, you can take a 10-foot
step instead of the standard 5-foot step when making
a full attack. Races: Human, elf, halfling.

Fierce (barbarian only): You are very efficient
when your bloodlust takes over. Whenever one of your
rages ends naturally, you may make a DC 12
Constitution check. If you succeed, your rage
continues for another round. You may attempt this
only once per rage. Race: Half-orc.

Finesse: You have been trained in a finesse move
with a light or one-handed weapon of your choice.
When using this weapon in a one-handed, single
attack (without any off-hand attacks or shield bashes

in combination), you receive +1 to hit. This bonus
applies only to the first attack made in a round with
that weapon. This ability does not stack with the
Weapon Focus feat. Races: Human, elf.

Foot Dodger: Your small size allows you to duck
underneath opponents more easily in combat. You
receive a +2 bonus to Tumble checks against targets
of at least one size category larger than yourself. This
bonus does not apply if the opponents do not have
some sort of legs or feet to duck under and in between.
Races: Gnome, halfling.

Foot Striker: You can use your small stature to greater
advantage during battle, striking at low targets (such as
feet or ankles) that are harder to defend. You gain a +1
bonus to your attack roll against an opponent of at least
one size category larger than yourself. Targets with the
Dodge or Mobility feats, or those that do not have feet
at all, are not affected. Races: Dwarf, gnome, halfling.

Fortuitous: Your body is unnaturally resistant to
attacks. You receive a +1 bonus to your Fortitude saves.
Races: Human, dwarf, elf.

Giant Fighter: You have fought giants and their
kin even more often than your fellows. This training
applies an additional +1 bonus to Armor Class against
giants over and above your typical racial benefit. Races:
Dwarf, gnome.

Hammer Hands (monk only): Your hands are
unusually hard. When you strike a foe with your hands
(not aweapon) in a stunning attack, the target’s saving
throw DC increases by +1. Race: Half-orc.

Hard to Track: You are skilled at moving around in
the wilderness unseen. Anyone tracking you outdoors
suffers a —2 penalty to Survival checks if you are alone.
This penalty is reduced to —1 if you're with 10 or fewer
individuals moving at a normal rate. Race: EIf.

Heat Tolerant: You spent a great deal of time living
or training in hot, steamy environments. You have 1
point of natural fire resistance. Race: Human.

Hot-Tempered: You have a temper that flares up
during battle. This can be invoked similarly to a
barbarian’s rage, but is different than and independent
of any existing rage abilities. Once per day, you can
activate your temper in battle as a free action. You
receive +4 to your Strength but —2 to your Armor Class
for two full rounds thereafter. Races: Dwarf, half-orc.

Impressive Beard: You possess a long, luxurious,
immaculately trimmed beard that is sure to attract attention
from other dwarves. As long as the beard remains intact
and well kept, treat your Charisma score as two points higher
when dealing with dwarven NPCs. Race: Dwarf.

Keen-Eared: You have a knack for distinguishing
the sounds of purposeful movement, whispers and the
like from ambient background noise. You receive a
+2 bonus to all Listen checks. Races: Gnome, halfling.
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Leaper: You can make prodigious leaps despite the
aresence of armor. You treat your armor check penalty
as two points lower for purposes of Jump checks. Races:
Human, elf, gnome.

Loner: You prefer to fight alone. Others confuse
and distract you in battle. You receive a +1 bonus to
attack rolls when you are fighting one-on-one against
asingle opponent, with no allies helping out (or within
five feet in any direction). This bonus does not stack
with the Weapon Focus feat. Races: Human, half-orc.

Natural Tracker (ranger only): You are adeprt at
rracking in your native terrain. You receive a +2 bonus
=0 all Survival checks to track in one specific terrain type
—arctic, forest, jungle, mountains, desert, coastal/ island.
You receive +1 bonus in all other types of wilderness
(but not in cities or developed areas). Race: Elf.

Precise Targeting: You have an amazing ability to
pick out just the right place to hit in combat. You
receive a +1 bonus to hit only when rolling to confirm
a critical threat. This ability functions only for a
specific weapon, as with the Weapon Focus feat and
other similar feats. Improved Crirical overrides Precise
Targeting. Race: Human.

Quick-Footed: You are noticeably faster than others
of your race. Add +5 feet to your speed, as long as you
wear only light or medium armor. This benefit does
not stack with a barbarian or monk’s bonus speed.
Races: Human, elf, gnome, halfling.

Rock of Stability: You are even more stable in
combat than others of your race. You receive a +1

bonus on ability checks made to resist being bull-
rushed or tripped. This stacks with any other similar
bonuses you may have. Race: Dwarf,

Scarred: You have a significant scar that marks you
as interesting or attractive in your culture. You receive
a +2 bonus to Diplomacy checks when dealing with
creatures that respect such scars. The effect on those
who consider scars ugly can be the opposite. Ar the
GM's option, you might suffer a—1 or even a—Z penalty
to Diplomacy checks when dealing with those who
find a scar disgusting or unsightly. Race: Half-orc.

Sharp-Eyed: You are trained to notice things in
combat. You receive a +2 bonus to all Spot checks
made when fighting, or when rolling to find out if
you see enemies approaching or lurking in ambush
prior to battle (i.e., to avoid being surprised). Races:
Human, elf.

Shield Expert: You have trained in the use of a
shield for all-out defense. You receive a +1 bonus to
Armor Class when using a shield while fighting
defensively or taking the total defense action. This
does not stack with the Expertise feat. Races: Human,
dwarf, half-orc.

Survivor: Youare used to surviving for long periods
in open, uncivilized wilderness. You receive a +2 bonus
to Survival checks for surviving (but not for tracking)
in one specific terrain type — arctic, forest, jungle,
mountains, desert, coastal/ island. You receive +1
bonus in all other types of wilderness (but not in cities
or developed areas). Races: Human, elf, half-orc.
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Thick-Boned: You receive 1 bonus hit point. In
addition, you gain a second bonus hit point upon
reaching 5th level in either the fighter, ranger or
barbarian class. Races: Human, dwarf, half-orc.

Thick-Skinned: You have a thick hide strong
enough to provide a certain amount of protection. You
have +2 natural armor when wearing no artificial
armor. This is reduced to +1 natural armor if you also
wear light armor. Races: Dwarf, half-orc.

Veteran: You are a veteran of a recently concluded
war or term of military service. As a mustering-out
benefit, you receive a free masterwork weapon of your
choice; this must be a weapon you are capable of using.
You receive only half the normal starting gold for a
character of your class, however. Races: Any.

Weapon Training: You have had such extensive
experience with one particular type of exotic weapon
that you may treat it as a martial weapon instead.
Select a weapon from the following list: bastard sword,
whip, orc double axe, spiked chain, dire flail, or two-
bladed sword. The GM may also permit other exotic
weapons depending on the campaign. Race: Orc.

Well Prepared: You adapt to combat easily and drop
into a fighting posture the moment it occurs. You
receive a +2 bonus to your initiative bonus in any battle
as long as you are not surprised. Races: Human, gnome.

Racial Class Modifiers:
Roque, Bard

Appreciative Eye: You are adept at spotting and
identifying valuable items. You receive a +2 bonus to
Appraise checks for items falling into any one category
of your choice: gems & jewelry, art (sculpture,
paintings, etc.), weaponry, clothing & armor, books
& writings, miscellaneous items. Races: Dwarf, gnome,
halfling.

Agile: You are exceptionally agile, even more so
than others of your race. You receive a +1 bonus to
Climb and Jump checks in addition to any other
bonuses. Race: Halfling.

Burly: You are very brutish in appearance and know
how to use your looks to inspire fear. You receive a +2
to all Intimidate checks against a subject with a lower
Strength score than yourself, as long as the target is of
the same size or smaller. Races: Human, half-orc.

Climber: You are used to climbing while wearing
armor. Treat any armor check penalty as two points
lower when using the Climb skill. Races: Human,
gnome, halfling.

Countersinger (bard only): You have been raught
special techniques that deal with disrupting enemy
attacks based on sound. Whenever you sing a
countersong, you receive a +2 bonus on your Perform
check. Races: Elf, gnome.

Decipherer: You are adept at reading ancient texts
and pick up on nuances of a given language quickly.
You receive a +2 bonus to Decipher Script checks
when studying an ancient tongue, as long as you have
successfully deciphered a snippet of that language in
the past. Races: Human, elf.

Direction Sense: You have a built-in compass that
keeps you from getting lost. You receive a +2 bonus
on any skill check that involves determining an
accurate direction. This ability functions only in
certain locations depending on race — humans can
employ it only in towns and cities, elves in forests,
dwarves underground, and half-orcs in the wilderness.
Races: Human, dwarf, elf, half-orc.

Distance Vision: You have good long-range vision.
Treat any target in the distance as being 20 feet closer
for purposes of spotting penalties (i.e., you ignore the
first range penalty applied for spotting range). Races:
Human, elf, half-orc.

Distant Ancestor: Somewhere in your past, you had
an ancestor from one of the other standard races (or
possibly orc) — half-elves can choose any other race
besides human or elf. For example, a human might have
a dwarven great-grandparent. You receive a +4 bonus
when emulating this race for a Use Magic Device check.
This mixed blood has no other effect on gameplay other
than possible roleplaying opportunities. Races: Human,
dwarf, elf, gnome, halfling.

Double-Jointed: Your arms and legs are unusually
flexible. You receive a +2 bonus to Escape Artist
checks when wriggling through tight spaces, or to work
loose from ropes or similar bonds. This bonus does not
apply to manacles, magical ensnarement or grapple
checks. Races: Human, elf, halfling.

Educated: You have had an outstanding education.
You have one extra skill point at 1st level over and
above the extra 4 points all humans receive. In
addition, you receive one additional bonus skill point
upon reaching your next level, regardless of whether
you multiclass. Race: Human.

Eye-Catcher: You have an uncanny ability to
distract a “mark” while you pick his pocket. You must
first succeed in a Perform or Bluff check (DC 12 +
rarget level) to provide the distraction. If this roll is
successful, you gain a +2 bonus to your Sleight of Hand
check — but only for determining if the mark noticed
the attempt. Races: Human, gnome, halfling.

Foot Dodger: Your small size allows you to duck
underneath opponents more easily in combat. You
receive a +2 bonus to Tumble checks against targets
of at least one size category larger than yourself. This
bonus does not apply if the opponents do not have
some sort of legs or feet to duck under and in between.
Races: Gnome, halfling.
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Glib Tongue: You can tell lies so smoothly that
most listeners have little reason to doubt your word.
You receive a +2 bonus to all Bluff checks when you
tell a deliberate lie. Races: Human, gnome, halfling.

Inner Hunch: Your upbringing among nonorcs has
given you an almost supernatural ability to tell what
others are thinking about you. You receive a +2 bonus
to Sense Motive checks when trying to get a “hunch”
about someone. Race: Half-orc.

Inspirational (bard only): You know certain
military songs and music that are useful at inspiring
your allies. Once per day, you may sing to inspire
courage without counting this song against your daily
limit. Races: Human, dwarf, half-orc.

Intriguing Voice (bard only): Your voice is so
remarkable thar foes can seldom resist its allure. You
receive a +2 bonus on your Perform check when
singing to fascinate an opponent. This bonus does not
apply to a suggestion implanted after your fascinate
attempt succeeds. Race: Elf.

Keen-Eared: You have a knack for distinguishing
the sounds of purposeful movement, whispers and the
like from ambient background noise. You receive a
+2 bonus to all Listen checks. Races: Gnome, halfling.

Knotmaster: You know how to tie special knots
that slip back and forth, tighten when pulled against,
and so forth. You gain a +2 bonus to Use Rope checks
for making knots. Races: Human, gnome.

Knowledgeable: You have been around a while and
know a lot of things. You receive a +2 bonus with a
single Knowledge skill of your choice (bards may select
nardic knowledge). Races: Dwarf, elf, gnome.

Leaper: You can make prodigious leaps despite the
presence of armor. You treat your armor check penalty
as two points lower for purposes of Jump checks. Races:
Human, elf, gnome.

Natural Stealth: You are very light (at least 10
pounds underweight) and can hide and move quietly
while wearing armor. Treat any armor check penalty
as one point lower for Hide and Move Silently checks.
Races: Elf, gnome, halfling.

Nimble-Fingered: Your thin and nimble fingers are
ideal for lockpicking. You gain a +1 bonus to Open
Lock checks when using no tools or standard thieves’
-ools. This bonus does not apply when using masterwork
-hieves’ tools. Races: Dwarf, gnome, halfling.

Nondescript: You are normal and/ or average for
our race. This allows you to disguise yourself more
zasily. You receive a +2 bonus to Disguise checks when
not trying to impersonate a specific person, alter
gender, or look like a member of a different race. Races:
Human, dwarf, elf, halfling.

Opportunistic (rogue only): You are quick to rake
advantage when opponents leave themselves open to
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attack. You receive a + 1 bonus to hit when making a sneak
attack against a flat-footed foe. Races: Human, halfling.

Shadowy: You are used to dark places and know
how to use them to your advantage. If you wear dark
clothing and are not moving in a shadowy area (lit by
torchlight or less), you gain a +2 bonus to your Hide
check. Races: Gnome, halfling.

Skilled Searcher: You are adept at searching. Your
racial bonus for Search checks is increased by an
additional +1. Race: Elf.

Streetwise: You have a variety of contacts and
information sources at the city in which you grew up.
You receive a +2 bonus to Gather Information checks
in your home city or town. In campaigns with no large
cities, the GM may substitute a small region or
kingdom instead. Races: Human, half-orc, halfling.

Strong Swimmer: You are adept at swimming when
wearing armor or carrying heavy loads. You ignore the
first 10 pounds of gear for purposes of determining skill
penalties. Races: Human, half-orc.

Suggestive: You can suggest things to others
through sly hints and body language. You gain a +2
bonus to Bluff checks when trying to send a non-verbal
message. Races: Human, elf, gnome, halfling.

Talented: You have a natural talent for a specific
type of performance. You receive a +2 bonus when using
your favored performance type (select from the Perform
list). This bonus does not count as ranks for purposes of
bard special abilities. Races: Human, elf, halfling.

Tightrope Walker: You have a highly developed
sense of balance. You receive a +2 bonus to all Balance
checks made when walking along ropes, narrow beams,
or any similar item or location, as long as you are wearing
light or no armor. Races: Human, elf, gnome, halfling.

Trap Step: You have an intuitive sense about how
traps work and where to step so as to avoid them. You
can bypass a trap without disarming it if you beat the
trap’s DC by 5 or more on a Disable Device check (as
opposed to the usual 10). Race: Halfling.

Writing Analyst: You are trained in indentifying
official documents, seals and similar writings. You
receive a +2 bonus to your Forgery check when
analyzing a suspected forgery. Races: Human, elf, gnome.

Racial Class Modifiers:
Cleric, Druid
Animal Friend (druid only): You are skilled at
working with a certain type of animal. You gain a +2
bonus to Diplomacy checks when using wild empathy
with one animal type of your choice (dog, horse, lizard,
etc.). Races: Human, elf.
Animal Speak: Your racial ability to speak with
burrowing mammals increases to 2 minutes plus 1 minute
for every three cleric or druid levels you attain. Race: Gnome.
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Aura of Turning (cleric only): Your connection
to the earth enhances your ability to turn or rebuke
undead. When underground, you receive a +1 bonus
to all rurning checks. Races: Dwarf, gnome.

Combat Caster: You excel ar casting spells in
combat. You receive a +2 bonus ro Concentration

checks when casting defensively. Races: Human,-

dwarf, half-orc.

Gift of Healing: You have a special affinity for
channeling healing magic. Once per day, a cleric can
convert one domain spell into a healing spell using
spontaneous casting. Once per day, a druid may
convert one spell into a healing spell one or more levels
lower. Races: Human, elf, halfling.

Healing Touch: Through the use of special
techniques known only to your race, your healing spells
have higher than average potency. When you cast a
healing spell, you can choose to reroll the result one
time. You must live with the results of the second
attempt, however. You can make one such reroll per
day for each level of spells you are capable of casting
(i.e., one first-level spell per day, one second-level per
day, and so on). Races: Gnome, halfling.

Large Animal (druid only): You are a bulky
individual and can befriend animals of a larger size.
You can befriend a single animal companion of +1
Hit Dice more than normal (so 3 HD instead of 2).
Races: Human, half-orc.

Lure Resister (druid only): You have natural
resistance to the spell-like abilities of fey creatures.
You receive a +2 bonus to all such saving throws. This
stacks with the resist nature’s lure class ability. Races:
Elf, gnome, halfling.

Minor Spell Memory: You have a good memory
for spells and earn one bonus 0-level spell each day.
Races: Human, elf.

Order’s Gift: You belong to an established order,
grove or church that has given you a masterwork
weapon in appreciation of your hard work and
dedication. If you worship a deity with a favored
weapon, the masterwork weapon is of the same type.
Otherwise, it is of any type that you can wield. You
begin with only half the normal amount of srarting
gold for a character of your class, however. Races:
Human, dwarf, elf.

Summon Mastery: Your summoned creatures are
often superior specimens. Once per day when you cast
a summon monster or summon nature’s ally spell (as
appropriate), the creature summoned has maximum
hit points for its type. Races: Elf, gnome.

Touch of Pain: You have a knack for using divine
magic to inflict pain. When you cast an inflict spell,
you can choose to reroll the result one time. You must
live with the results of the second attempt, however.

SRS o N
You can make one such reroll per day for each level of
spells you are capable of casting (i.e., one first-level
spell per day, one second-level per day, and so on).
Races: Dwarf, half-orc.

Turning Dedication (cleric only): You may
increase your turning or rebuking attempts per day by
one, due to the special affinity you enjoy over the
undead. Also, if you rake the Extra Turning feat, you
receive five extra turning attempts per day instead of
four. Races: Human, elf.

Venom Treater: You have training in the treatment
of poisons. You receive a +2 bonus to Heal checks to
treat poison. Races: Dwarf, gnome.

Racial Class Modifiers:
Sorcerer, Wizard

Alchemical Crafter: You have been trained in the
creation of a specific type of alchemical item —
alchemist’s fire, smokestick, tindertwig, antitoxin,
sunrod, tanglefoot bag, or thunderstone. (The GM may
allow you to choose from other nonmagical items.)
You receive a +2 bonus to Craft (alchemy) checks
when creating that particular type of item. Races:
Gnome, halfling.

Armored Caster: You are comfortable casting spells
while wearing armor. Reduce your arcane spell failure
chance by 5% when wearing light armor only. Races:
Human, dwarf, half-orc.

Cold Specialist: You are skilled at casting cold spells.
Add +1 point of damage to the result of any spell with
the [cold] descripror, up to the spell’s maximum damage
(e.g., a spell that rolls 1d8 for damage cannot exceed 8
points of damage). Race: Halfling.

Combat Caster: You excel at casting spells in
combat. You receive a +2 bonus to Concentration
checks when casting defensively. Races: Human,
dwarf, half-orc.

Directed Spells: Whether through luck, skill or help
from some unknown source, your spells find their target
better than most. You gain a +1 bonus to hit when
making a ranged touch atrack. Races: Human, halfling.

Energy Mastery: Your spells are more potent
against a certain energy type: acid, cold, electriciry,
fire, or sonic (choose when you select this racial class
modifier). Protection from energy or resist energy spells
you cast against that energy type last for 15 minutes
per level instead of the standard 10 minutes per level.
Races: Dwarf, half-orc.

Familiar Bond: You have a superior bond with your
familiar. You are considered two class levels higher
when determining your familiar’s natural armor
adjustment, Intelligence score and special abilities (see
the Familiars sidebar in the Player’s Handbook). You
must begin play with a familiar in order to select this
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modifier. These benefits apply only to your starting
familiar, not to any replacements or constructs that
act in a similar manner. Race: Elf.

Fast Identification: Your casting time for identify is
only 30 minutes. You must know identify at Ist level
to select this modifier. Races: Elf, halfling.

Fighting Caster: You are good at hitting targets with
your spells. You gain a +1 bonus to your roll for spells that
require a ranged touch attack. Races: Dwarf, half-orc.

Fire Specialist: You are skilled at casting fire spells.
Add +1 point of damage to the result of any spell with
the [fire] descriptor, up to the spell’s maximum damage
(e.g., a spell that rolls 1d8 for damage cannot exceed
8 points of damage). Race: Gnome.

Forceful Caster: Choose one school of magic. You
get a +1 bonus on caster level checks (1d20 + caster
level) made to overcome spell resistance when casting
spells from that school. This does not stack with the
Spell Penetration or Greater Spell Penetration feats.
Races: Elf, gnome.

Keen Nose: Your sense of smell is so highly
Jdeveloped that you receive a +1 bonus to Craft
(alchemy) checks, in addition to the +2 that your race
receives normally. You may also apply this to Search
or Spot checks when odors may influence such
attempts. (You might not be able to see the troll
lurking in the darkness, but your nose could pick out
its scent....) Race: Gnome.

Linguist: You have picked up a new language in your
rravels. You receive one additional bonus language that
Joes not count against those allowed by your Intelligence
modifier. You must have at least Intelligence 10 to select
this modifier. The GM decides whether a given language
is inappropriate for a starting character to have
encountered (Gnoll may be reasonable, but Celestial is
unlikely). Races: Human, elf, gnome, halfling.

Magic Insight: Your are skilled at recognizing certain
types of spells. Choose two schools of magic available
to you. You receive a +2 bonus to Spellcraft checks to
identify spells of those schools. Races: Elf, gnome.

Minor Spell Memory: You have a good memory
for spells and earn one bonus O-level spell each day.
Races: Human, elf.

Missile Mastery: You can cast magic missile to
greater effect. You may add an additional +1 point of
damage to each missile’s damage result. Race: EIf.

Natural Abilities: Each day, you may use one of your
five spell-like abilities twice instead of once. You must
have Charisma 11 or higher, and may select the extra
spell use each day as the situation dictates. Race: Gnome.

Shock Mastery: You have a special affinity for
shocking grasp. You may add +1 point of damage per
level to the damage result. Races: Halfling.

Sleep Mastery: You have a special affinity for sleep.
You affect a total 5 Hit Dice of creatures instead of
the normal 4 HD. Races: Gnome, halfling.

Spray Mastery: You have a special affinity for color
spray. Your range is 20 feet with the spell instead of
the standard 15 feet. Race: Gnome.

Summon Mastery: Your summoned creatures are
often superior specimens. Once per day when you cast
a summon monster spell, the creature summoned has
maximum hit points for its type. Races: Elf, gnome.

Suspicious: You get a funny feeling up the back of
your neck when someone spies on you magically. You
receive a +2 bonus when making a check to detect
someone watching you via a scrying spell, a crystal ball,
or a similar item or ability. Races: Dwarf, half-orc.

Trivia Buff: You know bits of information which
occasionally add up to useful data. You receive a +1
bonus to Knowledge (local) and to one other
Knowledge skill of your choice. Race;: Human.
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One of the advantages of the d20 System is the rich
variety of character classes available at the prestige level.
In addition to those prestige: classes presented in the
DMG, many more exist in other expansion products

for the d20 line. Taking on a prestige class provides.
additional abilities not available to standard characters -

and a wide variety of roleplaying opportunities.
This chapter provides a number of new prestige
classes but doesn’t stop there. It-also has elite prestige

classes — prestige classes available only to high-level -

‘characters, with powers commenisurate with the level
‘requirements. Since these classes would take a
character. beyond the normal 20-level limit, an

alternative set of rules for epic-level play is also -

provided, enabling a character to progress as high as
30th level without employing the special epic system

from the DMG.

New Prestige Classes

These prestige classes are available to characters
in‘addition to those presented in the DMG and other

‘products. Use of these classes is-subject to Game -

Master approval.

| Dilettante

While others choose to specialize in a given field of V
study; the dilettante tries a little bie of everything. He

is a drifter, living life for the fun of it, never knowing or
caring what is coming around the corner. Most are
wanderers; rarely staying in one place for long, although
some find homes in large cities or small kingdoms. Most
_professionals consider dilettantes to be amateurish
.dabblers, but these jacks-of-all-trades {masters of none)
do have access to an amazingly wide range of abilities.
A dilettante has tried many professions but cannot
settle on one specific one as his favorite. As a result,
he picks up a wide variety of skills but rarely masters
any of them. He knows something about fighting,

something about thieving, something about
spellcasting— but never as much as a more specialized
individual. Dilettantes consider themselves well -
rounded and would be described as “Renaissance men”
if that term were practical in a fantasy setting.

The path of a dilettante is a life decision — it is not
something to be raken lightly. Once a character selects -
this prestige class, strict limitations are placed on his -
advancement in other classes. This prestige class is,
however, ideal for characters who want to be able 1o

_do a little bit of everything.

True diletrantes are rare — most who consider
themselves such are little more than characters with
afew multiclass levels. Humans, who already are well- -
rounded, are most frequently seen in this role. Some
elves, possessed of an inexplicable wanderlust, take -
on this mantle as well. Dwarves and gnomes almost
never become diléttantes, although halflings
occasionally choose such a life, trying a little bit of
everything as they explore the world.

- Hit Die: d6. '

Requirements
- To become a dilettante, a character must fulfill all
of the following criteria: -
Alignment: Any chaotic. . ST
Skifls: One rank in at least 20 different skills; and
no-more than 5 ranks in any one skill, ] -5
Spells: Able to-cast both divine and arcane spells. =
Special: One level in each of three different classes,
One class must be barbarian, fighter, paladin or ranger.
Another class must be either bard or rogue.

Class Skills , , :
The dilettante treats all skills as class skills. He may
buy no more than two ranks of any given skill per level,
however. See Chapter 4: Skills in the Player’s
Handbook for skill descriptions. '
Skill Points at Each Level: 4 + Int modifier.
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Class Features
All the following are class features of the dilettante
prestige class.

Weapon and Armor Proficiency: Dilettantes are
proficient with all simple weapons, light and medium
armor, and shields (except tower shields).

Spells per Day: The dilettante must know some
arcane and some divine spells as a prerequisite for this
prestige class. Each time he earns a new level, he
receives new spells according to Table 2-1. These
spells are in addition to any he gains from and are
prepared using the same methods and restrictions as
with his previous spellcasting classes.

Other Classes: Once a character has taken a level
of the dilettante prestige class, he may never advance
another class to a level higher than his dilettante level.

Bonus Feats (Ex): Starting at 1st level, the character
gains a bonus feat at every other dilettante level. These
feats are in addition to any that all characters gain
through normal level progression. He may select any
teat for which he meets the prerequisites, except that
each bonus feat chosen at 3rd and 7th levels must be
either a fighter bonus feat or a metamagic feat.

Special Abilities: Starting at 2nd level, the dilettante
has picked up enough information from his wanderings
to gain one special ability every other dilettante level.
The dilettante must have at least one level in
the core class from which the ability is derived. "_Q

Use the character’s dilettante + relevant core °
class levels to determine whether he meets the
minimum level requirement for the ability desired. Y
Each ability functions as normal but does not stack
with any similar ability gained from another class,
except as noted. The dilettante may select a given “f-"‘"ﬂ"
special ability only once, unless otherwise §
indicated. '& _

Bardic Knowledge: As the bard ability. o

Countersong: As the bard ability. p

Damage Reduction (1/-): As the barbarian 4
ability. 4 y

Evasion: As the rogue or monk ability. /

Fascinate: As the bard ability.

Favored Enemy: As the ranger ability. This is in
addition to any favored enemies from the character’s
ranger levels.

Flurry of Blows: As the monk ability. Add —~L
zhe character’s dilettante level to his monk
tevel when determining the associated
penalties (i.e., a 4th-level dilettante with
one monk level has a =1 penalty to hit when
using a flurry of blows).

Inspire Courage: As the bard ability.

Inspire Greatness: As the bard ability.

Purity of Body: As the monk ability.
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A Level - Attack Bonus ~“Save Save Save = Special
{ Ist +0 +0 +0 4 Bonus feat
2nd 4+l oo 0. +0 1 - Special ability
} 3rd +2 + o+ 42 Bonus feat (f|ghter or metamaglc)
' C 4th - 43 - o+l #l 425 Special ability
Q Sth +3 +« 4+l 43 Bonus feat
e | bth™ -~ -+4 T R Special ablhty :
» l! " Tth +5 +2  +2  +4 Bonus feat (flghterormetamaglc)
y 8th -~ +6. - = a2 2. - +& Special ability ’
7 ~ 9th +6 3 43 45 Bonus feat
K{A‘ Oth 7 T T ,s.se'caalsbmty '
L . e e s Dilettante Sp-ells per Dew e
R < - Divine Spel!i .~ . - Arcane Spells
-\ = bevel gl 2 B354 , " Level 1 23 4
7/ st 1 — — — |- st I —
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Rage (1/day): As the barbarian ability. This is in
addition to any existing rage from the character's
barbarian levels.

Rogue Special Ability: Choose one of those listed for
rogues of 10th level and above.

Slow Fall: As the monk ability.

Sneak Attack (1d6): As the rogue ability. The
character gains +1d6 ro any existing rogue sneak attack
damage bonuses.

Trackless Step: As the druid ability.

Turn Undead: As the paladin ability. Treat any
dilettante levels as paladin levels for this purpose.

Uncanny Dodge: As the barbarian or rogue abiliry.

Venom Immunity: As the bard abiliry.

Wild Shape (1/day): As the druid ability. This is in
addition to any other wild shaping permitted from
previous druid levels.

Woodland Stride: As the druid ability.
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Elementalist

In the course of mystical studies, many spellcasters
become intimately familiar with magic that deals with
the elements. After all, many spells employ the four
elemental powers of air, earth, fire and water. Those
who take their study of these powers a step further
and delve into the malleable nature of the raw
elements are known as elementalists.

An elementalist is a specialized spellcaster who
employs elemental energies with a higher level of skill
than his less adept fellows. An elementalist unleashes
the untamed potential of the elements
to impressive, often chaotic effect. 3
Elementalists can use divine or arcane -+
magic, or any of the other types of &
magic described elsewhere in this book. 3

Most elementalists come from races 3
associated with one or more types of
natural forces. Dwarves, who have always
been close to the earth and the fires it
contains, are by far the most numerous of
this prestige class. Humans and half-elves,
who are found in nearly any environment,
also make good elementalists. Elves and
gnomes are less common in this role.

Hit Die: d4.

Requirements
To become an elementalist, a character
must fulfill all of the following criteria.
Alignment: Any chaotic.
Skills: Concentration 8 ranks, Spellcraft 8 ranks.
Feats: Three metamagic feats, one of which must
~2 Heighten Spell.
Spells: Able to cast five 3rd-level elemental
spells.

Class Skills
The elementalist’s class skills (and the key ability

for each skill) are Alchemy (Int), Concentration
Con), Knowledge (any) (Int), Profession (Wis) and
Spelleraft (Int). See Chapter 4: Skills in the Player’s
Handbook for skill descriptions.
Skill Points at Each Level: 2 + Int modifier.

Class Features

All the following are class features
o« the elementalist prestige class.

Weapon and Armor Proficiency:
Zlementalists gain no proficiency

1th any weapon or armor.

Spells per Day: The elementalist
—an be either an arcane or divine
vzllcaster. When the character
suns anew level in the elementalist

N —o—ing_
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‘ = Table 2-2: The Elementalist (Ele)
- Base 7 Fort Ref - Will ' -~ Spells
“Level.  Attack Bonus  Save. Save Save » _Specaa[ per Day
Ist 0 2 +0 0 " Elemental specialty 1, ~ +llevel of eX|st|ng class
elemental resistance
R e #3350 +0 -~ Elemental domain |- +1 level of existing class -
" 3rd +1 E S Elementalrsummoningl +1 level of exist‘ing class
4th. o 42 - +4° 41 41 . Elemental specialty 2 +1level of existing class
Sth +2 4 4 +1 Elemental domain 2, +1 level of existing class
e elemental power
TolhEa B +5° 42 - +2  _  Elemental summoning Il - - +!level of existing class -
7th +3 +5 42 42 Elemental specialty 3 +1level of existing class
8th -~ +4 . - 46 42 #2 ! Elemental domain 3. - +1level of existing class - _ f
~ Tth +4 +6  +3 43 Elemental summoning HI +1level of existing class
10t « R R A E'Iemental specualtyll _+llevelof existingclass
A" - g

prestige class, he gains new spells per day as if he had
also gained a level in whatever spellcasting class he
belonged to before he added the prestige class. He does
not, however, gain any other benefit a character of
that class would have gained (metamagic or item
creation feats, for example). If he knows both divine
and arcane spells, he selects one of the two at his
option to apply new spells — he does not gain new
spells per day in both categories!

Elemental Specialty (Ex): At Ist level, the
elementalist selects one element: fire, earth, air or
water. When casting spells or using magic items that
employ elemental powers of his specialty, he treats the
spell as one level higher than normal. For example, a
wand of fireballs created at 5th level is treated as 6th
level when employed by a fire-specialized elementalist.
The selection of a specialty does not affect any other
spells cast by the elementalist.

The elementalist selects a second specialty at 4th
level, a third specialty at 7th level and is specialized
in all four elements upon reaching 10th level.

Non-Elemental Unfamiliarity (Ex): The
elementalist spends so much time working with
elemental magic that he loses focus on other types of
spells. When casting a nonelemental spell, he treats
it as though he were one caster level lower than he
actually is. For example, an elementalist with nine
caster levels (six from previous wizard levels and three
from elementalist levels) would cast nonelemental
spells as though he were 8th level, elemental spells at
9th level, and elemental specialty spells at 10th level.

Elemental Resistances (Ex): The elementalist is
intimately familiar with the elements in which he
works. Each time he advances a level, he receives a

+1 bonus to saving throws and 1 point of resistance
against each element in which he is specialized, as
listed below.

Sl -
Specialty Save/Resistance
Versus
Air Electricity
Earth Acid
Fire Fire
Water Cold
~<. = N

For example, a Ist-level elementalist selects fire as
his specialty, gaining a +1 bonus to saves against fire
effects and fire resistance 1. The same elementalist at
4th level chooses air as his second specialty. He now
has a +4 bonus to saves against fire effects and fire
resistance 4, and gains a +1 bonus to saves against
electricity effects and electricity resistance 1.

Elemental Domain (Ex): At 2nd level, the
elementalist gains the domain spell category for the
element in which he specialized at 1st level (air, earth,
fire, water). He receives a bonus spell from this domain
at each level he is eligible to cast. This domain and
any spells cast from it are in addition to any he gains
from cleric levels. If the character is an arcane
spellcaster, he still gains the domain spell list and casts
as a cleric of equal level.

The elementalist gains a second domain at 5th level
and a third at 8th level. Each new domain must match
the element in which he specialized at 4th and 7th
levels, respectively. The character may still cast only
one bonus spell from among multiple elemental
domains, however.

NG e
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Elemental Summoning (Sp): Beginning at 3rd
level, an elementalist may summon an elemental once
per day as a spell-like ability. The elemental must be
from an element in which the character is specialized.
Summoning the creature is a standard action, and it
arrives on the character’s next initiative. The
summoned elemental remains for a full day unless
destroyed or if the elemecntalist dismisses it
{summoning another elemental dismisses an existing
one automatically). The elementalist can summon a
Large elemental at 3rd level, a Huge elemental at 6th
‘evel and a Greater elemental at 9th level.

Elemental Power (Ex): At 5th level, the
elementalist receives access to special powers based
on his specialties. These abilities may be employed as
1 free action and may be used once per day for every
level above 4th (i.e., one time at 5th level, twice at
oth level, and so on).

Fire: The character may take control of natural,
srdinary fire for one round per elementalist level.

When using this ability, he can control up to 100 cubic
feet of flames. He can put them out, fan them into a
larger blaze, or cause them to move as he demands. A
fire may not cross anything that is not flammable, such
as water or solid metal, but otherwise will move across
anything it touches. If no fire exists in the first place,
the elementalist may use the first round of this ability
to create one. If desired, the character may step into
or through a controlled flame with no harm to himself,
and can even use the fire as a means of concealment.

Water: For five hours, the character may breathe
water as if it were air. During this period, the
elementalist and any gear he carries will be unaffected
by any detrimental effects of water (spell books he
carries cannot become warerlogged, for example).
Note that a 10th-level elementalist can effectively
breathe water all day long with no ill effects.

Earth: For one minute per elementalist level, the
character may meld into stone, as the spell.

Air: For one hour, the character may fly as the spell.

e
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Gallowglass

While some warriors prefer to fight with nimbleness
and speed, some prefer safety over mobility. Eschewing
any attempts art fleet-footedness, these brutes cover
themselves with armor and plant themselves in place,
daring anyone to try fighting them. Such warriors are
not outfitted for assaults, but to defend fixed positions
such as castle gates and narrow runnels.

The gallowglass is the foot equivalent of the -
mounted knight — highly specialized and outfitred
with the best equipment available, but lacking any
sort of reasonable maneuverability. Indeed,
the gallowglass’s special
gear infers significant
penalties if worn
while mounted,

ADVANCED DLAYER'S GUiDE
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Table 2+3: Gallowglass Armor -
Armor Max. Dex Armor Check " Attack’ 'Speed

" Armor Type':_ . Cost-- Slot 7_ Bonus Bonus'  Pemalty! - Penalty® (30 ft) Welghl 7

Veteran armor 2500 Armor +9 +0 -8 =4 15 60 Ib.
Guardianarmor'j",3.500,,'Armbr +10 =] -10 | AT “751b. .

~ Juggernaut armor 5,000 Armor +12 -2 -15 -8 5 120 Ib.

Chestplate 750 - Vest - +1 — =1 S ST — 0. .
Chain cloak 800  Cloak +1 — —1 — — 12 Ib.
Great greaves 500 - Boots' +1 = L4 (RSO TR
Jomt guards 500 — +1 = -2 = _— 51b.

- Mighty helm ~~~ “ 1,000 Head 41 T e s g [ 7S

Sentinel shield 1,250  Shield +3 — -3 "E—— 20 Ib.

 Shield bracers © 600" Bracer. +° . — e P L {7
-! The negative modifier counters the beneﬁaal effects of specnal armor. matenafs, such as mlthral but
- -does not apply an actual Dexterlty penalty to AC. : :
0. Apply to any Balance, Climb, Escape Artist, Hide, Jump, Move Sllently, Ride, Sletght nf Hand and Tumble
- checks. Double the normal penalty apphes to Swim checks. -

*The weight and restrictive weight of ultra-heavy armor applies a penalty to the wearer's attack rolls.
~Chestplate: An'armored vest that hangs over existing armor. Wearing this-add-on applles a

-~=l.penalty to off-hand attacks, including shield bashes, due to reduced flexibility.

 Great greaves: Leggings that cover the-existing armor below the waist. A character cannot -
run while wearing this add-on, although he may charge or make a double move:
Shield bracers: Arm-length bucklers that can be used to block incoming blows. ‘Wearing this add:
“on applies a2 penalty to all Dexterity checks and skills that require arm or hand motions.
Mighty helm: This immense helmét coversthe head in a double layer of met'll and paddmg
If an enemy threatens.a critical hit, the wearer’s AC is-considered to be 1 point higher for -
purposes of threat confirmation. Wearing_ this add—on '1pplres a 2 penalty to-any sklll or .

" activity that requires sight or hearing.”

Chain cloak: A thick cloak made of chain links. Thrs gives the-wearer an- addrtronal +]

armor honus against flank attacks (inaddition o the chain cloak’s noraalarmor bonus) Due -

to the cloak’s weight, wearing this add-on restricts the character to Gsing Cleave, Great Cleave
and Whirlwind Attack only against targets ad]acent to his original ‘opponent. -

Sentinel shield: A shield almost as large as a tower shield which only a gallowglass could-
wield i combat effectrvcly The shield applies a:+2 bonus to wearer's Strength check for a .
_bull rush. The shield s somewhat unbalancing, Vthough applymg a —2 penalty to checks to

- - cause or avoid being tripped.-

Joint guards: Flexible joines that cover the elbows knees neck and other vulnerable pomts,
making it almost impossible to penetrate the armor’s metal shell. They do restrict movement,
however, applying the armor check penalty to any abrlrty or skrll checl( mvolvm0 movement
(e.g., to a grapple roll'or a Reflex save)., = i

" Juggemaut armor: The best suit of nonmagrcal armor ever devrsed Juggernaut armor offers -
the wearer a tremendous armor bonus Ies sheer mass apphes a ~4 penalty to his initiative
checks however :

N0

~ile flying or while using any sort of movement other

~an hy foor. at defense, not offense.

Sallowglasses are rarely found without heavy armor,
A they have the ability to create and employ special
-mors that provide unheard-of levels of protection.
-mbers of this prestige class must be incredibly

=

with his fellows when traveling. A gallowglass excels

Most gallowglasses are humans, dwarves or half-orcs.
Very few members of other races are powerful enough
to take on this role. Elves, in particular, rarely use this
sort of infantry because they do not employ this type of

-ong, however, and do not move quickly. An  warrior as a general rule. Halflings and gnomes are

Zventuring gallowglass must rely on magical speed

nancements or very powerful mounts to keep up Hit Die: d12.

simply too small to make effective gallowglasses.

b mEne
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{ e Tdbi'c 2-4, The Gnllowqic\ss (le) - j
A S Base - Fort -Ref Wil : T
j ‘Level -~ Attack Bonus ‘Save Save Sa_vp 'Spemal 3 y e }
| R +0 +2 +0 40 Create ultra- heavy armor (guardnan) Great Expertlse
\ o2nd ol 7 430 40020 ‘Blocker, reinforce armor -
- 3 +2 +3 40 +0 Inexorable
2 4th -~ +3.0 -  #4 40 +0 Chargingblocker (10Ft) <
Sth +3 +4 40 +0 Create ultra-heavy armor (veteran)
k 6th w4 - 4574 4l Charging blocker (+2), Superior Armor Proficiency |
Tth 45 45 4l 4 —
4 Bth 46 46 41 sl Chorgingblocker (+4) - -
S 9th 46 6+l 4l — ' -
L S 0th 47 T W7 4l el o Chargingblocker (+6), create ultra-heavy armor .
| el Pl el . .7 (juggernaut), Superior Armor Proficieﬂqy—;? :
, L . : -
\
/' Requirements Construction follows the standard Craft rules for
( To become a gallowglass, a character must fulfill  making armor. The gallowglass may employ helpers,
. all of the following criteria. but must do the actual design and creation himself.
’ i Race: Any Medium. Ultra-heavy armor is riot magical, although it can be
! Base Attack Bonus: +6. made using any available material (adamantire,
J Abilities: Strength 18. mithral, etc.). Others may enchant the armor once it
[ Skills: Craft (armorsmith) 8 ranks. is created if it is at least of masterwork quality.
Feats: Endurance, Expertise. Ultra-heavy armor is considered one step above heavy;
. thus, mithral ultra-heavy armor is still heavy armor, not
Class Skills medium armor. [t can never be considered less than heavy
) The gallowglass’s class skills (and the key ability  armor, even if constructed of a special material that
for each skill) are Climb (Str), Craft (armorsmith)  educes armor by more than one weight category. The

(\X/.is), Jump (Str), Profession (W?S)» Ride (Dex) and weight is such that the wearer may not use the Dodge,
Swim (Str). See Chapter 4: Skills in the Player’s Mobility or Spring Attack feats. Also, when using a spell

Handbook for skill descriptions. or magic item to fly, the character has his flying speed
Skill Points at Each Level: 2 + Int maodifier. halved (quartered for juggernaut armor)_

The armor is tailored for the gallowglass only and
requires regular upkeep. Once a month, the gallowglass
must work on the armor at a forge for a full day and
succeed at a DC 20 Craft (armorsmith) check to keep
it in working condition. Failing the roll or failing to
make the maintenance check reduces the armor’s
bonus by 1 point per week until repairs are made. A
significant change the gallowglass’s height, weight,
stature or physical form renders the armor useless until
appropriate changes are made.

Blocker (Ex): At 2nd level, the gallowglass has
learned how to interpose himself between an enemy
and his intended path of movement. In any round in -
which he has not yet used any movement, the
gallowglass can spend his attack of opportunity to
instead take a 5-foot step into the opponent’s square.
The opponent must win a contest of strength to force
his way past (or make a Tumble check to slip past)

Class Features

All the following are class features of the gallowglass
prestige class.

Weapon and Armor Proficiency: Gallowglasses are
proficient with all simple and martial weapons, and
all types of armor and shields (including ultra-heavy
armor and tower shields).

Great Expertise (Ex): At Ist level, the gallowglass
gains Great Expertise. This feat extends the standard
Expertise feat, allowing the character to take as much
asa—10 penalty to his attack and add the same amount
(up to +10) to his Armor Class. This amount may not
exceed the characrer’s attack bonus.

Create Ultra-Heavy Armor (Ex): Beginning at Ist
level, the gallowglass can build special armor with a higher
bonus than normal (see Table 2-3). At Ist level, he can
create veteran armor; at 5th level, he can make guardian
armor; at 10th level, he can create juggernaut armor.
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and continue moving. If the opponent fails, he is
knocked prone in his current location. This uses the
gallowglass’s atrack of opportunity and his 5-foot step
tor the round.

Reinforce Armor (Ex): Starting at 2nd level, the
gallowglass can build add-ons {or “reinforced armor”).
Each increases his protection at the cost of a magic
item slot (see Table 2-3). He can add one category of
reinforced armor to an existing suit per level. Add-
ons cannot be enchanted, and any special benefits from
construction materials do not apply, except for weight
reduction.- Each piece of reinforced armor stacks its
armor bonus with the gallowglass’s main suit of armor.
A 10th level gallowglass outfitted with nonmagical
juggernaut armor and all add-ons has a base +21 armor
bonus (including shield)!

Inexorable (Ex): Beginning at 3rd level, the
zallowglass becomes very difficult to stop once in
mwotion. If the character is wearing ultra-heavy armor
znd executes a bull rush, he receives a +1 bonus to his

Strength check for each gallowglass level above 2nd
(i.e., +1 at 3rd level, +2 at 4th level, and so on). He
also receives a similar bonus on all grapple checks made
to initiate a grapple, but not to escape from one.

Charging Blocker (Ex): At 4th level, the
gallowglass may move up to 10 feet to block an
opponent (unless his total speed is less than 10 feet).
Also, at 6th level and at every two levels thereafter,
the gallowglass receives a cumulative +2 bonus to his
Strength check when blocking, up to a total +6 bonus
at 10th level. »

Superior Armor Proficiency (Ex): By 6th level,
the gallowglass can wear armor to greater effectiveness.
He treats any armor check penalty as two points lower,
any attack penalty from armor as one point lower, and
regains 5 feet to his speed (up to his normal maximum).

At 10th level, the gallowglass treats the armor check
penalty as four points lower, any attack penalty as two
points lower, and he regains 10 feet to his speed (up
to his maximum).
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Masters of the arcane arts have long been aware of
the utility of gems in spellcasting, either as spell
components or in the creation of magical items and
formulas. Rarely are such baubles treated as anything
else, however. Those who truly understand gems know
these “tears of the earth” are capable of so much more.

Among the races who dwell under the ground —
chiefly dwarves, but to a lesser extent gnomes — exists
a rare breed of arcane masters who utilize gems to
enhance their own spellcasting. Schooled from an early
age to recognize, understand and work with jewels of
all kinds, these gemcasters soon discover that their
magic can be greatly improved when using what others
dismiss as simple rocks — pretty and valuable, yes, but
still nothing more than polished stones. Gemcasters
rarely bother arguing with such people, instead simply
nodding and keeping their secrets to themselves.

Gemcasters must be dwarves or gnomes — no other
race possesses the interest, training or understanding
required to employ their special breed of magic. In
addition to their ability to create beautiful articles of
jewelry with their inherent craft skills, gemcasters can
also urilize gems as spell foci, enabling them frequently
to avoid the requirements of spell components that .
can be expensive to find and/ or bulky to haul around.
Higher-level gemcasters can store spells in jewels,
employ gems as impromptu metamagic feats, and -
increase their spellcasting abilities across the board.
Not bad for just a few faceted baubles!

The primary disadvantage of this prestige
class is its expense. Gemcasters must be fairly -
wealthy, as many of their abilities result in
the destruction of the gems they use. In
addition, they tend to walk around virtually
encrusted in jewels and as such tend to attract
the attention of thieves. Any would-be robber
must, of course, contend with a mage's powers,
but even so, members of this class are definitely
going to draw attention wherever they travel.

Hit Die: d4.

Tobecome a gemcaster, a character must fulfill
all of the following criteria.

Race: Dwarf or gnome.

Skills: Appraise 6 ranks, Craft
(gemcutting) 8 ranks.

Feats: Eschew Materials, Scribe Scroll.

Spells: Able to cast 3rd-level arcane spells.

The gemcaster’s class skills {and the key ability
for each skill) are Appraise (Int), Concentration. ==
(Con), Craft (gemcutting) (Int), Decipher Script

N
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(Int), Knowledge (any) (Int), Profession (Wis) and
Spelleraft (Int). See Chapter 4: Skills in the Player’s
Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Features

All the following are class features of the gemcaster
prestige class.

Weapon and Armor Proficiency: Gemcasters gain
no proficiency with any weapon or armor.

Spells per Day: The gemcaster is an arcane
spellcaster. When the character gains a new level in
the gemcaster prestige class, he gains new spells per
day as if he had also gained a level in whatever
spellcasting class he belonged to before he added the
prestige class. He does not, however, gain any other
benefit a character of that class would have gained
(metamagic or item creation feats, for example).

Create Gemscroll: Gemcasters can employ gems
in lieu of scrolls. A gem used in this manner can hold
but a single spell. It must be of the appropriate type as
related to the school of magic involved (see Gem Foci,
helow) and of a value at least as high as the cost to
scribe a scroll of the spell’s level. Scribing a spell into
1 gemn requires the same procedure and time as scribing
ascroll bur uses no writing implements or special inks
— instead, the gemcaster discharges the spell into the
zem and locks it there using unique arcane methods.

Invoking the spell within the gemscroll is handled
as with a scroll, exceprt that a character with no levels
in gemcaster must make a successful Use Magic Device
check to use it; read magic still discloses what kind of
spell is locked within the gem. The gem crumbles to
rowder when the spell is triggered.

A gemscroll may be used as a gem focus (see below)
as long as the spell contained within is not used. If a
railed Spellcraft check destroys the gemscroll being
wsed as a focus, however, the spell within is discharged.
This is harmless, affecting nothing, unless the spell
has an area of effect (the gem acts as ground zero).

Gem Foci (Ex): A gemcaster can use various jewels
»x the focus for certain magical abilities. To do so, he
must have a jewel of the appropriate type in hand or on
<ome piece of jewelry he is wearing. A gem focus worn
== aring, amulet or similar item does not count as using
=mar magic item slot — unless, of course, it actually is a
magic item in its own regard. Gems must be unaltered

~d uncovered — the gemcaster could not conceal them
=h paint or by using reduce item, for example.

Each of the schools of magic is represented by a
cecific type of gem (see below). If the gem involved
-omes in several types (e.g., sapphire, star sapphire,
=zc.), any variant will do. The value of the gem is
mrortant for certain class abilities, so it is useful for
e character to have a well-developed Appraise skill.

ChApTER TWO: ChARACTER CLASSES
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School of Magic ~ Gem Focus
Abjuration Topaz
Conjuration Emerald
Divination Ruby
Enchantment Jacinth
Evocation Diamond
Tlusion Moonstone
Necromancy Opal
Transmutation Sapphire

L N

To use a special ability that involves a jewel, the
gemcaster must be able to touch the gem, and if it is
used as the focus for any spell that affects anyone other
than the gemcaster himself, it must be aimed or
pointed at the target. For a spell that requires touch,
the character need not touch the jewel to the rarget
— he only needs to be in contact with it himself while
he touches the recipient.

Gem Identification (Ex): A gemcaster is familiar
with gems and jewels of all types. When using the
Appraise skill on a gem or piece of jewelry that includes
gems, he earns a +1 per level bonus to determine the
value of the gems themselves. If this check succeeds,
he can also identify the exact type of gem by name
(opal, ruby, garnet, etc.). This bonus does not extend
to Appraise checks for nongem precious metals such
as gold or platinum, nor does it include similar objects
of value — such as pearls — that are not actually gems.

Gem Components (Ex): At 2nd level, a gemcaster
learns the art of using gems as an arcane spell focus
instead of material components. This is an extension
of the abilities learned when he received the Eschew
Materials feat.

When any spell requires a material component or
spell focus costing up to 25 gp, the gemcaster may
substitute a gem of the appropriate type worth 25 gp.
The gemcaster may substiture more valuable gems for
the same amount in material components as he gains
levels: up to 100 gp value at 3rd level, up to 250 gp
value at 5th level, up to 500 gp value at 7th level and
up to 1,000 gp value at 10th level.

S e
Component Value  Spelleraft DC
Up to 25 gp 10 + spell level
Up to 50 gp 11+ spell level
Up to 100 gp 12 + spell level
Up to 150 gp 13 + spell level
Up to 200 gp 14 + spell level
Up to 250 gp 15 + spell level
Up to 1000 gp 30
<~ N
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; ~ Table 2-5 The Gemcaster (Gem) “
- Base -..:  Fort Ref Wil - . = Spells
©  Level = 'AttackBonus ' Save Save Save ° Special - o perDay .
Ist +0 +0 40 +2  Create gemscroll, +1level of existing class
gem identification
2d o+ +0  +0  +3 - .Gemcomponents| = +1levelof existingclass -
3rd +1 N L =< +I|eve|ofexistingcléss =
4th- %2 . 4+l %4 Gemcomporients?2 +llevelof existing class
. 5th +2 +1 4l +4 Power gem +1level of existing class
L Bth . 43 42 42 45 . Gemcomponents3 °  +llevelof éxisting class:
7th +3 +2  +2 45 —— +1level of existing class 1
- Bth #4042 42 46 - Gemcomporents4 - +llevel of existingclass "
~ 9th +4 +3 43 +6 Greater power gém +1level of existing class
—eth - WS AEEST SR L O o2 Gem,t_:o‘mpdn_entsrfi RN - +Hevel of existing class
!L s : )

If the gemcaster employs a gem instead of the
normal components or focus, the gem may shatter in
the casting. On a successful Spellcraft check (DC based
on the component value), the gem substitutes for the
component. On a failed check, the gem shatters and
is destroyed (a roll of 1 on this check is always a
failure). For example, a 7th-level gemcaster casting
stoneskin while employing a 250 gp topaz to take the
place of the required diamond dust makes a DC 19
Spellcraft check (component value of 15 gp + 4th level
spell). The gold piece value is that of the required
component, not the gem irself; so a 1,000 gp topaz has
the same DC as the 250 gp one.

Power Gem (Sp): At 5th level, a gemcaster can
concentrate arcane energies into a gem focus of at least
500 gp value, granting it certain powers. By discharging
asingle Ist-level spell of the appropriate school into a
gem, he grants the resulting power gem certain special
abilities. These effects last for I minute per gemcaster
level regardless of which spell was actually used up. A
gemcaster may discharge as many 1st-level spells as
he has available into different gems, but no more than
one spell into any particular gem. A gem focus used
for this purpose must be nonmagical, and if it is being
used as a gemscroll, any spell it contains is lost when
the jewel is used as a power gem.

A power gem provides certain benefits to a gemcaster
when he uses it as the arcane focus for any spell he
casts (he may use such a gem regardless of whether or
not the spell requires components or a spell focus).
Using a gem in this manner does not affect the power
gem’s status, but it may be destroyed on a failed
Spellcraft check (DC and effect as described for the
gem component ability). The character may use only
one power gem as the arcane focus for any single spell.

Abjuration, Enchantment: The spell’s duration is
increased by 50%. This does not stack with the Extend
Spell feat.

Hlusion, Necromancy: The spell’s saving throw DC
is increased by 1. This stacks with the Spell Focus feat,
but does not stack with Greater Spell Focus.

Transmutation, Evocation: The caster gains a +1
bonus to his check to defeat spell resistance. This
stacks with the Spell Penetration feat.

Divination, Conjuration: The spell’s variable numeric
effects are increased by 15% in the same manner as
with the Empower Spell feat. This does not stack with
Empower Spell. If a conjuration spell is used to
summon a creature, the 15% bonus applies to the
creature’s hit points (up to its normal maximum).

Greater Power Gem (Sp): At 9th level, the
gemcaster can create more potent power gems. The jewel
must be of at least 1,000 gp value and a Znd-level spell
must be discharged into it to enjoy the advanced abilities
(a gem from 500-999 gp in value manifests only the
standard power gem effect even if a 2nd-level spell is
cast — thus, it is important to be accurate with
Appraisal). Improved abilities are as follows:

Abjuration, Enchantment: The spell is cast as if the
full Extend Spell feat was employed; this does not stack
with Extend Spell.

Hlusion, Necromancy: The spell’s saving throw DC
is increased by 2. This stacks with the Spell Focus and
Greater Spell Focus feats.

Transmutation, Evocation: The caster gains a +2
bonus to his check to defeat spell resistance. This
stacks with the Spell Penetration and Grearter Spell
Penetration feats.

Divination, Conjuration: The variable numeric effects
are increased by 30%, with restriction as with power gem.
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Pit Fighter

In many cultures, fighting has progressed beyond
just a means to defend oneself and one’s companions.
In some places it is a career, where the strongest and
most skilled can earn a decent living and a certain
amount of celebrity. Although illegal in more civilized
areas, arenas exist in many places across the world,
providing sport and entertainment at the expense of
those who fight there. Still, in a world where magical
healing awaits for those struck down by wounds, and
resurrection is available for the highest caliber of
warrior, the pain can be temporary — a worthy trade-
off for fame and glory.

In general, a fighter cannot simply walk into rown,
find the nearest arena, and challenge those who duel
there to a battle. Most pit fighting is highly organized.
Lawful areas provide specific rules and qualifications,
and require a warrior to prove himself in numerous
matches before he may progress to fighting in the

s arena. Furthermore, combat there is more than just
-d whipping out a sword and hacking your opponent to

bits. Much like professional wrestling, pit fighting is
C 10t just a sport but a form of entertainment. Promoters-

it want their warriors to put on a show at the same
-ime they are fighting each other. The gladiators
1 ‘n such arenas rarely hate or dislike one another,

s despite whar the audience might be led to
2elieve. In fact, they tend to develop a level of

ic “riendship and trust before engaging in formal

as combat. Generally, they tend to know just how

th much punishment they can dish out to defeat,

o but not slay, their enemy.

he The pit fighter makes an excellent
zddition to any adventuring party,

he primarily because of his improved

vel thysique and specialized

2l combatr skills. As aresult of

es their training, pit

he tighters know a variety {

| is ot dirty tricks they can ? {

ith rlay on enemies. In a bout, one will typically give a |
signal to his opponent to prepare for the move, but in \

I -rue combat they will employ whatever they need ‘?

ack T0 ensure victory. 5

Perhaps not surprisingly, the vast majority of pit "‘

DC nighters are humans or half-orcs. Elves tend to turn | '

sid up their noses at such brutal contests, although 4

| =xceptions are known. Dwarves and the other small E

+2 -aces tend to fight in their own arenas, but rarely in

his -hose of the “big folk,” where battles often move from

el ll-out combat to rossing contests.

Hit Die: d10.
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Requirements
To become a pit fighter, a character must fulfill all
of the following criteria.
Alignment: Any non-lawful.
Base Attack Bonus: +6.
Skills: Bluff 6 ranks, Climb 6 ranks.
- Feats: Improved Bull Rush, Weapon Specialization.
Special: The character must have participated in
organized pit or arena combat at some point.

Class Skills
The pit fighter’s class skills (and the key ability for
each skill) are Bluff (Cha), Balance (Dex), Climb
(Str), Craft (Int), Intimidate (Cha), Jump (Str),
Profession (Wis) and Spot (Wis). See Chapter 4: Skills
in the Player’s Handbook for skill descriptions.
Skill Points at Each Level: 2 + Int modifier.

Class Features _

All the following are class features of the pit fighter
prestige class.

Weapon and Armor Proficiency: Pit fighters are
proficient with all simple and martial weapons, all
types of armor, and shields (except tower shields).
Armor check penalties for armor heavier than leather
apply to the skills Balance, Climb and Jump.

Combat Performance: The pit fighter learns how
to play up the most dramatic elements of combat, able
to make a fight look far more exciting and lethal than
it actually is. He gains a +1 bonus each level to his
Bluff check for a feint, an attack for show or other
combat-related maneuver that meets the GM’s
approval.

Attack for Show: When using a slashing or
bludgeoning weapon, the pit fighter makes a Bluff
check opposed by the opponent’s Sense Motive check
(as with a feint). If successful, the pit fighter gives the
appearance of making a full, committed attack —
however, half the damage inflicted is nonlethal (round
down; the rest remains lethal). If the foe beats the pit
fighter's Bluff attempt, the pit fighter must make a
standard attack for nonlethal damage at—4 to hit.

Dirty Fighting (Ex): Over the course of his career,
the pit fighter learns several types of dirty tricks he can
employ on an opponent in battle. These are considered
unworthy of a “true” fighter and will evoke the ire of
some viewers — a paladin, for example, would never
use such tricks, and would frown on them if he sees
them used by an associate. At Ist level and again every
three levels thereafter (i.e., 4th, 7th and 10th), the pit
fighter selects one new trick from the list below. He
can use only one specific dirty trick per battle. If he
tries a trick on an opponent who has fought the pit
fighter before, or has seen the character use such a ploy,
the attempt is at a —2 penalty (where applicable).

Sand in the Eyes: A pit fighter can scoop up a handful
of dirt, sand or other debris and throw it in an
opponent’s face. He can do this only with a hand that
does not hold a weapon or shield, and must be on the
ground or have picked up the handful before the battle
started (some pit fighters carry around small pouches
of sand just for this purpose). To employ this trick, he
makes a normal off-hand attack at an opponent
standing no more than five feet away. If he hits, the
rarget must make a Fortitude saving throw (DC 10 +
the pit fighter’s attack bonus) or be blinded for 1d4+1
rounds. This ploy does not work against an opponent
that lacks eyes, or that is more than one size category
larger than the pit fighter.

Foot Stomp: A pit fighter frequently stomps on or
kicks an opponent’s foot to distract him during battle.
This is an extra attack that is treated as an off-hand
swing, but only for purposes of the kick itself (it does
not cause any penalties to the character’s other hands).
The attack scores 1d4 damage, or 1d4+1 if wearing
special spiked boots; critical 20 (x2). If the attack hirs,
the target is at —1 on all attacks on his next action.

. The target must (obviously) have feet and must be of

the same size or smaller than the pirt fighter.

Low Blow: A pit fighter knows just the right (ahem)
spot to hit for maximum pain. If using a blunt weapon
or unarmed attack, he may strike at a sensitive area
— eyes, throat, groin, etc. — at a —4 penalty. Should
the attack hit, it is treated as a successful sneak attack,
using the character’s sneak atrack bonus or +2d6,
whichever is higher. In addition, the target must make
a Fortitude saving throw (DC 10 + the pit fighter’s
attack bonus) or be stunned on the following round
as if hit by a monk’s stunning attack. The target must
have a known sensitive area and must be no more than
one size category different (larger or smaller) from the
pit fighter.

Salt in the Wound: Pit fighters can increase the pain
caused by their weapons by dipping or lacing them
with salt, or any other similar, common substance. The
weapon must be prepared this way in advance, or it
can be wiped with a cloth or similar item in battle as a
partial action. The first time the pit fighter makes a
successful hit with a salted slashing or piercing weapon,
the target must make a Fortitude saving throw (DC
10 + the pit fighter's attack bonus) or suffer an
additional 1d4 points of nonlethal damage, as well as
a —1 penalty to all die rolls on the next action. This
trick does not work against opponents that cannot feel
pain, do not have blood, cannot be stunned or
critically hit, or that have the feats Iron Will,
Endurance or Toughness.

Exotic Weapon: Pit fighters train in many different
and unusual weapon types. After all, the more
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F e T:\hle 2-6: The Pit quhtcr (P:t)

E - . Base. ~ Fort Ref Wil

£ Level . - Attack Bonus - Save Save Save  Special

o st +1 +2 +0 +0 Combat performance (+I BluFf) dlrty fighting |

E co2nd. 42 43040 +0 Combat performance (+2 Bluff) o

{ + : LS O ‘f. i Exotic Weapon Proficiency - i

€  3rd 3 +3 4l +1 Combat performance (+3 Bluff), reputation '

|  4th % SO CRER | +1  Combat performance (+4 BIuff), dlrty ﬁghtmg ¥
! | A ey, 5, . Exotic Weapon Proficiency

It Sth +5 +4 +1 +1 Combat performance (+5 Bluff), flashy item 1

Combat performance (+6 BIuff), -
Exotic Weapon Proficiency

B ey T EER3 Y. SEE SO

o B T

] Combat performance (+7 Bluff), dlrty Flghtlng 3
. 8th 8 - +6 P T | Combat performance (+8 Bluff), '
o 2F o Exotic Weapon Proficiency
=S 7th +9 +6 +3 +3 Combat performance (+9 Buff)
). R (¢ T R s PSR PR TR | “Combat performance (+10 Bluff), dirty fighting 4,
12 S E P o M Exotic Weapon f’roﬁciehciy,i flashy item?2 - .
3 T | ' T
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imreresting the fighter appears, the more famous and
memorable he will be. At 2nd level, and every two
‘evels thereafter, the pir fighter receives a free Exotic

‘Weapon Proficiency feat.

Reputation: Beginning at 3rd level, the pit fighter
cquires a reputation. His standard weapon and armor
mpe are decorated in a special manner made to identify
~im, and those familiar with organized arena combat
[l frequently recognize him in public. This could have
v of a variety of effects — members of the opposite
=« may throw themselves at the character, well-wishers
=av offer advice or gifts, rivals may issue challenges or
chreats, and so forth. The character’s Charisma score is
considered to be 4 points higher when dealing with
svone who recognizes him as a pit fighter, and other
enetits (or penalties) may apply depending on the
ruation. To determine if an NPC recognizes the
caracter, make a Knowledge (local) check (DC 20 -
== pitfighter's level). This applies only in areas where
== character is likely to be known — increase the DC
n appropriate amount for distance traveled based

he GM’s judgment of how fast information gets
md in his game world. A character several kingdoms

v from his standard stomping grounds is not likely

~z recognized. Also, apply a -4 penalty to the

=wrurmation check if the character is “out of uniform”

- wearing his usual armor and other fighting gear).

Flashy Item: Those who fight in the arena are often
remembered more for their equipment than their
actual appearance. At 5th level and again at 10th level,
the pit fighter’s patrons present him with a gift — a
flashy item guaranteed to attract attention. This could
be a weapon that throws off sparks when it hits, a piece
of armor that glows brightly, a hovering musical
instrument that plays a special theme song during
combat, or anything else that helps put on a better
show. The GM should create a custom magic item of
an appropriate power level (fairly good at 5th level
and much better at 10th level) that possesses some
sort of obnoxiously colorful or attention-grabbing
feature to it that can't be deactivated. The weapon,
armor or other item should be something desirable
enough that the character will want to use it despite
the comparatively slight annoyance it causes. When
the character receives his first flashy gift, he also earns
a special fighting name by which he will be known
thereafter. Someone with a spark-covered sword might
be the “Glittering Gladiator,” for example. This title
will follow the character for the rest of his career, and
even into retirement.

Ex-Pit Fighters: If the character ever ceases to fight
professionally, he may no longer advance in levels as
a pit fighter. He retains all the abilities received to
this point, including his reputation.
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Sidestepper

In the course of their careers,
many rogues find themselves
confronted with locks
they cannot pick, traps
they cannot bypass, and
walls they cannot
climb. Many a thief has
been turned away from
certain riches —
sometimes even within
sight — simply because
he cannot quite reach
them. To avoid such
failures, many have
dabbled in magical
and quasimagical
studies that give
them a secret edge in
such situations. Quite
simply, they have
learned the art of
“sidestepping” —
taking a brief jaunt
through the ethereal
plane in order to
accomplish  near-
instantaneous
teleporting  when
needed.

Not surprisingly, -
those who know this art |
closely guard its secrets.
Before a character can
undertake the path of -
sidestepper, he must seek out a /@
teacher who is willing to pass
along the necessary skills. Since the ability to sidestep
is closely guarded, this may prove to be a challenging
task. The potential teacher may require a service of
some kind to test the mettle of his new apprentice.
Since this art requires a significant amount of
discipline, and its secrets will not be given to those
who will not keep them, only those of lawful alignment
are eligible for this prestige class.

Most sidesteppers are gnomes or halflings, although
some humans and elves have learned of the ability.
While originally the ability to sidestep was prized
almost exclusively by thieves, lately it has been seen
in use by spies, scouts and explorers of deep caverns.

Hit Die: d6.
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' ~Table 2-7: The deesteppcr (Bde)
- - Base- . . Fort Ref Will
Level Attack Bonus Save Save Save Special
Ist +0 +0 +2 +0 Blink (1/day), shppery +l
“2nd 4l TR0 3 40 =
3rd +2 +1 +3 +1 Teleport (l/day) shppery +2
R e IS e 3N - o ) Blink (2/day) -~ - '
Sth 3 J 0 4 4l Ethereal jount (/day)., sippery +3
bth e IR +2 Teleport (Zfday) s
Tth S 42 +5 +2 B/mk(S/day) sllppery +4
LIRS s R w2 S T @ —
7th +6 +3 +b +3 Teleport(3/day) shppery +5
3 7! ST R MO & +3 Blink (4/day) ethereal ,aunc (2/day)
N -

Requirements
0 become a sidestepper, a character must fulfill

L of the following criteria.

Skills: Balance 8 ranks, Concentration 6 ranks,
Zscape Artist 8 ranks.

Feats: Lightning Reflexes.

Spells: Able to cast arcane spells and cannot be
o=ohibited from using teleportation or plane travel
magic.

ipecial The character must have experienced

-herealness at least once in his life and must find a-

ainer willing to reach him this art.

Class Skills
The sidestepper’s class skills (and the key ability
- each skill) are Appraise (Int), Balance (Dex),
_limb (Str), Concentration (Con), Disable Device
21), Escape Artist (Dex), Hide (Dex), Intuit
Cirection (Wis), Jump (Str), Listen (Wis), Move
= ently (Dex), Open Lock (Dex), Pick Pocket (Dex),
~-zession (Wis), Search (Int) and Spot (Wis). See
_naprer 4: Skills in the Player's Handbook for skill
—==criptions.
Skill Points at Each Level: 8 + Int modifier.

Llass Features
A1l the following are class features of the sidestepper
~==tize class.
Weapon and Armor Proficiency: Sidesteppers gain
oroficiency with any weapon or armor.
S :..1[ Like Abilities: The sidestepper gains a
~er of spell-like abilities. Specific effects emulate
~=!ls or are described below. Add the character’s

arcane caster level to his sidestepper level to determine
spell effects unless stated otherwise.

Slippery (Ex): Sidesteppers are difficult to hold
onto, because they can slide into etherealness for very
brief periods. Because of this, they appear to be
supernaturally slippery when bound or when trying to
fit through tight spaces. As a result, they receive a +1
bonus per two sidestepper levels to Escape Artist
checks.

Blink (Sp): At Ist level, a sidestepper may blink
once per day. He may blink one additional time per
day every three subsequent levels, to a maximum of
four times per day at 10th level. This is a standard
action at lst level, becoming a move action at 7th
level and a free action at 10th level.

Teleport (Sp): At 3rd level, the sidestepper may
teleport once per day. This increases to twice per day
at 6th level and three times per day at 9th level. Using
teleport is a standard action at 3rd level, a move action
at 6th level, and a free action at 9th level.

This functions like the spell, except that the
sidestepper is limited in range to locations that he can
see at the instant he teleports. Being skilled in noting
significant details the moment he teleports, the
sidestepper reduces the d% result by 3 for each
sidestepper level to determine whether he appears on
target (so, a 3rd-level sidestepper reduces the d% result
by 9).

Ethereal Jaunt (Sp): At 5th level, the sidestepper
can use a standard action to take an ethereal jaunt once
per day. This increases to twice per day at 10th level
and may be performed as a move action.
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Elite Prestige Classes

Most standard prestige classes are designed for easy
access. A quick review of the requirements for typical
examples, such as the loremaster or mystic theurge
from the revised DMG, shows that characters as low
as 60th level can meet the necessary requirements.

Elite prestige classes, hereafter referred toas “elite classes,”
have tougher requirements. A typical elite class requires a
character to be aminimum of 12th—15th level, often with a
wide range of abilities. The hierophant (DMG), which
requires the ability to cast 7th-level divine spells, is a good
example of what could be termed an elite class.

This section provides several elite class options. Many
represent rare archetypes not seen in a typical game world.
A GM should consider each before allowing PCs access
to them and warn players in advance if any are prohibited.
Also, given the unique nature of most elite classes, a PC
may need to find a teacher or patron capable of imparting
the knowledge required to even pursue that class. This
could be the subject of an entire adventure in itself!

Arcane warrior

In a world filled with magic, warriors often find it
difficult to survive. A single well timed spell can bring
down the mightiest fighter — or worse, bring him
under the control of an enemy. The only defense
against such opponents is often to have magic of one’s
own — or to be so skilled in melee that enemy
spellcasters can’t stand up to your power.

To protect themselves, fighters either adorn
themselves with magical items and defenses, or ally
with wizards capable of dealing with opposing
spellcasters. Sometimes this isn’t enough, however.
Friendly mages are not always available, magic items
can be stolen or disenchanted, and the fighter might
be on his own. Small wonder then that some fighters
turn to the magical arts to improve their own abilities.

The arcane warrior appeals to characters who are
skilled in combat but who also wish to gain some
benefit of magic. Through his own abilities and
practice, he has learned special ways to employ arcane
power for his own betterment in combat,

Although the arcane warrior does not gain spells per
se, it does provide a number of spell-like and supernatural
powers that duplicate certain spell effects. The primary
advantage of these abilities is that they are not affected
by arcane spell failure ratings, thereby allowing the arcane
warrior to fight more effectively in any situation.

Hit Die: d8.

Requirements
To become an arcane warrior, a character must
fulfill all of the following criteria.

Base Attack Bonus: +12.

R o N
Abilities: Constitution 15, Intelligence 5.
Skills: Concentration 6 ranks.
Feats: Any one metamagic feat, plus at least five
feats chosen from the list of those available as fighter
bonus feats.

Spells: Able to cast arcane spells, and cannot be
restricted from the Transmutation school.

Class Skills

The arcane warrior class skills (and the key ability
for each skill) are Climb (Str), Concentration (Con),
Craft (Int), Handle Animal (Cha), Intimidate (Cha),
Jump (Str), Ride (Dex), Spellcraft (Int) and Swim
(Str). See Chapter 4: Skills in the Player’s Handbook
for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Features

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

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

Spell-Like/Supernatural Abilities: The arcane
warrior can employ his spell-like abilities without
having to make arcane spell failure rolls. To determine
the effective level of any such ability, add the
character's arcane warrior level to that of any arcane
spellcasting class levels, unless noted otherwise. For
example, a Wizl/Bbn13/Arw5 is treated as a 6th-level
arcane spellcaster for his arcane warrior class abilities.

Aura of Protection (Su): The arcane warrior can
use his understanding of magical defenses to erect a
deflection aura similar to that a ring of protection
provides. He can raise an aura of protection as a standard
action once per day per level. The aura lasts for one
minute and offers a deflection bonus to Armor Class as
follows: +1 at st level, +2 at 2nd level, +3 at 4th level,
+4 at 6th level, +5 at 8th level, and +6 at 10th level.

Inherent Spell (Sp): Beginning at 1st level, the arcane
warrior selects one spell per level from the list below (he
may not choose a spell from a school he is prohibited
from using in another arcane spellcasting class). The
arcane warrior may employ one inherent spell once per
day as a spell-like ability. All inherent spells have a range
of personal and a target of the arcane warrior himself.

Auvailable inherent spells: detect magic, disguise self,
endure elements, enlarge person, expeditious retreat, feather
fall, jump, mage armor, reduce person, resistance, shield.

Magical Resistance (Ex): Starting at 1st level, the
arcane warrior’s study of magic provides him with an
inherent ability to avoid mystic atracks. The arcane
warrior receives +1 to his saving throws against one
magical attack type of your choice: acid, cold, death,
electricity, fear, fire, mind-affecting, polymorph, sonic.
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Increase this bonus by an
additional +1 for each arcane
warrior level, to a maximum of
+10 at 10th level. This bonus
stacks with any other saving
throw bonuses the character has.
Weapon Alteration (Sp):
Starting at 2nd level, the arcane
warrior can change the very nature
of his weapons. He may infuse it with
an alignment, apply an enchantment,
or even change the weapon’s physical
composition. The weapon must be of
masterwork quality and the arcane
warrior cannot change any existing
magical features — he cannot change the
alignment of a holy sword or change a +2
warhammer to a +3 warhammer. An
)) intelligent weapon that is not willing to
be altered is permitted a DC 15 Fortitude
save to avoid the effects.
The character can use weapon alteration
on a single weapon he holds or up to 50
rounds of missile ammunition. He may use it
(@ once per day for every two arcane warrior levels
(i.e., once at 2nd level, twice at 4th level, etc.);
each application lasts up to one minute per arcane
warrior level. The alteration ends automatically if the
weapon is sheathed or put away, or if someone other
than the arcane warrior wields it (but not if the
character is disarmed in combat). The degree of change
depends on the arcane warrior’s level, as follows:
Infuse Alignment: At 2nd level, the arcane warrior
can align the weapon to good, evil, law or chaos.
Enchant +1: At 31d level, the arcane warrior can
give the weapon a +1 enhancement bonus.

-

E
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Enchant +2: At 5th level, the arcane warrior
can give the weapon a +2 enhancement bonus.
Transmute: At 6th level, the arcane warrior
may transform the weapon's composition to any
substance with which he is familiar (wood,
crystal, silver, cold iron, adamantite, etc.).
Enchant +3: At 8th level, the arcane warrior can
give the weapon a +3 enhancement bonus.
Enchant +4: At 9th level, the arcane warrior
can give the weapon a +4 enhancement bonus.

Instead of an enhancement bonus, the
arcane warrior may enchant a weapon with a
special ability of equivalent power, as long as
the weapon retains a minimum +1

enhancement bonus. He must have used
a weapon with a similar power in combat
at some point as an arcane warrior. He
may not create an intelligent weapon,

- NI o
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. , Table 25 The Arcune W;\rrmr (Arw) .
.. Base - Fort Ref Wil
*Level - 'Attack Bonus ,Save- Save. 'Sa_vc,r - Special
Ist K| +2 +0 +0 Aura of protectlon +1, inherent spell,
= magical resistance +1
SR +2 o s Lyt SO ~ Aura b‘f"prbtect'ioﬁ +2, inherent spell, magical. s
S ALV ) g AR resistance +2, weapon alteration (infuse alignment)
3rd +3 +3 +1 +1 Body alteration (1/day), inherent spell, magical
resistance +3, weapon alteration (enchant +1)
“4th- ¥4 w4 4l - el Advanced inherent spell, aura of protectwn +3;
4 i ey S TR (. - -inherent spell ‘magical resistance +4,
5th +5 +4 +] +1 Advanced inherent spell, body alteration (Z/day)
inherent spell, magical resistance +5,
weapon alteration (enchant +2) , weapon touch
6th .~ %6 . +5 42 . 42 Advanced inherent spell, aura of protection +4,
i LRty 27 SN | el ] inheérent spell, magical resistance +6,
TR LR st o F -:weapon alteration (transmute), -
Tth +1 +5 +2 +2 Advanced inherent spell, body alteration (3/day),
inherent spell, magical resistance +7,
BRI BT S A ~ Advanced inherent spell, aura of protection +5,
Tl ot A o inherent spell, magical resistance +8,
UG, R i ARy T superior inherent spell- e
Tth +7 +6 +3 +3 Advanced inherent spell, body alteration (4/day),
inherent spell, magical resistance +7, superior
o inherent spell, weapon alteration (enchant +4),
10th #1047 %3 43 . Advanced inherent spell; aura of protection +6, .-
- - | : : . i AL inherent spell, magical resistance +10, ranged We'apbhv 3k
7 ~ “touch, superior inherent spell
A -y =

nor may he add powers that are naturally incompatible
or conflicting. See “Magic Weapon Special Abiliry
Descriptions” in the DMG for a list of special abilities.

For example, a 9th level arcane warrior could make
anonmagical longsword into a +4 longsword, a +3 keen
longsword or a +2 flaming burst longsword, but he could
not make it a +0 holy thundering longsword. He could,
however, create a +1 holy thundering longsword if he
used weapon alteration on a +1 longsword.

Body Alteration (Su): Beginning at 3rd level, the
arcane warrior may use any one of the following spells
as a supernatural ability upon himself once per day:
bear's endurance, bull’s strength, cat’s grace, eagle’s
splendor, fox’s cunning or owl’s wisdom. At higher levels,
the arcane warrior may use body alteration more
frequently and with any combination of listed spells:
two times per day at 5th level, three rimes per day at
7th level and four times per day at 9th level.

Advanced Inherent Spell (Sp): Starting at 4th
level, the arcane warrior selects one spell per level from
the list below. The same options and restrictions apply
as with the inherent spell class ability.

Available advanced inherent spells: alter self, blur,
darkvision, invisibility, levitate, mirror image, vesist energy,
see invisibility, spider climb.

Weapon: Touch (Ex): At 5th level, the arcane
warrior may use any held weapon for any spell he casts
that requires a successful touch atrack. Thus, he could
cast shocking grasp and then strike a foe with his
weapon, treating a successful hit as a successful touch
attack. As with any touch attack, the spell is held until
a successful melee hit is made.

Superior Inherent Spell (Sp): Starting at 8th level,
the arcane warrior selects one spell per level from the
list below. The same options and restrictions apply as
with the inherent spell class ability.

Auvailable superior inherent spells: blink, fly, haste,
heroism, protection from energy, water breathing.

Ranged Weapon Touch (Ex): At 10th level, the
arcane warrior may use a ranged weapon as the focus
for any spell he casts that requires a successful touch
attack. He uses his next ranged weapon shot after
casting the spell as the spell’s delivery mechanism. The
spell is lost if the shot misses.

Nl 0
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Plantmaster

Most druids, rangers and other outdoor travelers
appreciate the simple beauty of a wooded glade,
verdant forest or peaceful grassland but pay little
attention to plant life. After all, it is the animals that
are dangerous, particularly those that can think. The
rest is little more than decoration.

Plant life, however, is the heart of any ecosystem.
Plants provide not only food, but cover, water and
even the very air animals breathe. Most druids
understand this balancing role to some extent, but
only a few extend their interest beyond the most
basic level. Those who make the study of
natural vegetation their life’s work often

become plantmasters.
A plantmaster is a druid at heart,
although many also multiclass as rangers or

~

have access to divine spells (particularly
to be solitary in nature, spending most of
their time in the wilderness,
natural world remain in
kalance. Over time,

more and more

like the plants

until they come to realize the

cntire world is one interlinked

adividual is only a tiny part.

Thereafter, the plantmaster

nribody, seeking out and

fz<rroying that which is

~rotecting and enhancing
wose things thar benefit

those in the plant domain). Plantmasters tend
studying and helping rhe
they become - .
ey
‘hey observe, »
ate form, of which each
-rears himself as a kind of
ot healthy, while
the whole.

A typical plantmaster
=l=cts an area of related
“zrmain, such as a section of
“orest, desert or
= zins, and sets

mself up as \
~worector of that

zon's plant life.

2 hus role, he can
~=mare independently,

- zlongside druids,

szers or  hiero-
~onrs in the same

- Once set up in
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a particular spot, the plantmaster remains until the
environment there is in balance, and then moves on.
' Unlike druids, who tend to stay in one spot,
/ plantmasters know that once they set up a region’s
| biosphere, it usually runs itself. They do, however,
{ return from time to time to check on things.
Plantmasters have many specialized abilities, all of
them predictably related to plants. They are masters
of plant-based spellcasting, and many such spells are
enhanced when cast by a member of this elite class.

They can wild shape into vegetative forms and at
higher level can actually take on the capabilities and
/ features of plants in their natural state.

Hit Die: d6.

Requirements
To become a plantmaster, a character must fulfill
all of the following criteria.
A Alignment: Neutral.
Skills: Knowledge {nature) 16 ranks, Survival 16
ranks.
Feats: Endurance, Great Fortitude, Self-Sufficient.
Spells: Able to cast 4th-level plant spells, including
command plants.

Special: Wild shape ability.

/ Class Skills

{ The plantmaster’s class skills (and the key ability
for each skill) are Concentration {(Con), Craft (Int),
Diplomacy (Cha), Heal (Wis), Knowledge (nature)
(Int), Listen (Wis), Spellcraft (Int), Spot (Wis),
Survival (Wis) and Swim (Str). See Chapter 4: Skills
in the Player's Handbook for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

Class Features
: All the following are class features of the
plantmaster prestige class.
| Weapon and Armor Proficiency: Plantmasters are
k proficient with the same weapons and armor as druids,
] and follow the same restrictions on armor, weapons
| and shields as that class.
Spells per Day: The plantmaster is a divine
) spellcaster. When the character gains a new level in
) the plantmaster elite class, he gains new spells per day
! as if he had also gained a level in whatever spellcasting
class he belonged to before he added the prestige class.
He does not, however, gain any other benefit a
character of that class would have gained (metamagic
or item creation feats, for example), except as noted
below.

Plant Spell Affinity (Ex): When casting any plant-
based divine spell, the plantmaster treats that spell as
if he were two levels higher for purposes of duration,
range and the like. In addition, the plantmaster may

— chApTeR TwO: ChARACTER CLASSES <o

use the following spells to affect plants instead of
animals: animal messenger, greater magic fang, magic fang,
reduce animal, summon nature’s ally.

Wild Shape (Su): The character may add his
plantmaster level to his druid levels to determine his
wild shape ability.

Natural Armor (Ex): Beginning at {st level, the
plantmaster’s skin begins takes on the qualities of living
wood — it becomes a protective natural armor similar
to that provided by barkskin. The skin retains its normal
color and flexibility but gives the character a solid,
craggy appearance and confers a +2 natural armor bonus.
This bonus increases to +3 at 3rd level, +4 at 5th level,
+5 at 7th level and +6 at 9th level. This bonus does
not stack with any other form of natural armor.

Speak with Plants (Sp): At Ist level, the
plantmaster can speak with plants once per day for ten
minutes per level. The character adds his plantmaster
level to his Charisma score when determining the
initial reactions made by intelligent plants that he
encounters. At 10th level, a plantmaster can speak with
plants at will.

Plant Shape (Su): Beginning at 2nd level, the
plantmaster can use wild shape to take the form of
any natural plant between Tiny and Large size. The
plant does not take root, but is unable to move or take
any actions unless that plant can do so normally. The
plantmaster may use his normal senses (sight, hearing,
etc.) while in plant form, just as with a tree shape spell.
He may not communicate in this state, except to his
plant companion (see below), and may only cast spells
that have no verbal or somatic components.

The plantmaster may instead select the form of a plant
creature, such as ashambling mound, asa 12th-level druid
can do, even if he does not meet the requirements.

Root (Su): Beginning at 3rd level, the plantmaster
can take root while in plant form. Taking root is a
full-round action and must be performed in an area
with ground soft enough to permit roots to enter (e.g.,
sand, dirt, swamp and so on, but not solid stone or
metal). The plantmaster must spend one full round
uprooting to his narural form (or to assume a different
plant or animal form). He may root once for a given
plant form each day. He may not take root in a plant
form such as a treant or shambling mound.

While rooted, the plantmaster cannot be dislodged
without the use of force sufficient to move a plant of
his current type — e.g., tugging a fern from soft earth
is fairly easy, but tearing free an oak tree requires a
creature or creatures of tremendous strength. If the
character chooses a vine or ivy, he may climb walls or
other vertical services by taking root; movement is
limited to no more than 5 feet per round per
plantmaster level.
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A rooted plantmaster draws nourishment and power from
the ground itself. He heals 1 point of damage for every minute
he remains rooted and immobile, as long as the plant form
e has chosen is native to the terrain (e.g., cactus for deserts,
“ir tree in mountains, etc.). All time spent rooted counts
Jouble for purposes of required rest for the day and can be
used for meditation when regaining spells.

At 7th level, a plantmaster who roots in narural
terrain for at least 10 minutes is treated as having cast
commune with nature at that spot.

Plant Companion (Ex): At 4th level, the
plantmaster may cultivate an individual natural

noncreature) plant as his personal “companion.” This
plant must be from an area he frequents and knows well
ind is in addition to any animal companions that the
-haracter may have through other class levels. It cannot
~= of a type that the animal will be tempted to eat or
therwise disturb, however. The companion is treated
s a druid’s animal companion, except as noted herein.

Through its long association with the plantmaster, the

companion achieves a kind of vegerative intelligence,
:though this is difficult to express in human terms. The
companion offers the plantmaster its own special insight

‘enever he is within one mile of its location, providing
“he plantmaster with a +2 insight bonus and communicating

ith him mentally. The plantmaster also receives other
<cial abilities depending on the type of companion (see
Table 2-10), as long as he is within this range.

R

If the companion is a tree, the plantmaster may use
it as a destination for the tree stride spell, regardless of
range. If present in the plantmaster’s location, the
plant companion can be the subject of an entangle or
plant growth spell.

The companion can be carried along or left in one
location, although it must be cared for as any plant
(e.g., potted, or rransported using some other special
means). A handy haversack or bag of holding work well
to hold the dirt or other materials, with the plant
growing up from the opening.

Once per day, as a supernatural ability, the plantmaster
can animate his companion as per animate plants. This
effect lasts one hour per every three plantmaster levels.
The animated companion moves using a mode and speed
appropriate for its type (mushrooms hop, vines slither,
trees walk slowly, water plants swim, etc.) and cannot
enter terrajn it may not navigate (a cactus cannot go
underwater, while a tree cannot climb a sheer cliff face).
Smaller plants often run some errand for the plantmaster,
but larger familiars can attack (using vines, branches,
etc.). The plantmaster may also cast magic fang or greater
magic fang on an animated plant companion’s natural
weapons.

Seed Form (Su): At 6th level, the plantmaster can
use his plant shape ability to take the form of any
natural plant and then regress into the plant’s original
seed form. This takes one full minute to complete wile

7 Xeos S N
i T dble 29, Phnt Compaman Ahlf’ ties
Plant Type . _Ability Conferred Plant Notes
Algae Water breathlng Requnres constant immersion
Birch tree Lightning resistance 5 Canriot be transported
Cactus Doubles the Endurance feat beneht Requires almost no water
Climbing ivy _+10'to Climb " Requires no earth; can grow up the
gl plantmaster’s back
Cotton plant Cold resistance 5 Requires constant protection
from insects

Lichen - - Acts as a ring of sustenance Can grow on any surface
Mushroom Immune to poison Requires a dark, moist environment
Qak tree - . +2-to Str and Con, =2 to Dex Cannot be transported -
Phosphorescent fungi  60-foot darkvision Requires total darkness
Pinetree = - Cold resistance 5 7 Cannot be transported
Rose bush Automatic greater magic thorns Requires lots of attention

when animated )
Sundew - 1dose of 5ovéreign glue. per week  Eats insects
Sunflower +2 to Cha Can grow up to 6 feet hlgh
Venus flytrap - +4 to Disguise and Hide Requires boglike conditions;

il eats insects v
Watercress Fire resistance 5 Requires swampy ground
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7 Zetromty
: Base - Fort Ref Will
Level - Attack Bonus - Save Save Save
Ist +0 +2 +0 42
ARG e T T A N T
= 3rd +2 3 4 43
. A Sy NS P |
Sth +3 +4 1 44
bth = +4 . 4542 45
Tth +5 +5 +2 5
Bth - +I§: Y s 6 2 +6-
7th +6 6 43 46
10th 7 el Tl
N

=~ i able 2-10. The Plantmaster (Pla)

Special o
Natural armor +2,
plant spell affinity,
speak with plants

. Plant shape

Natural armor +3, root
Plant companion
Natural armor +4

- Seed form -

Natural armor +5

Natural armor +6

Spells
per Day

+1 level of existing class

+1level of existing class - -

+1level of existing class

+1level of existingclass

+1level of existing class

+1level of existing class

+1 level of existing class
+1 level of existing class

: Plént apotheosis

+1level of existing class
+1level of existing class

vines contract, leaves fold up, roots are absorbed, and
so on. The type of plant selected must be one that
produces seeds or bulbs of Fine size or larger (e.g., the
plantmaster could become an apple tree or pumpkin
vine, the seeds of which are approximately the size of
a fly, but not a mushroom, whose spores are too small
for the naked eye to see).

The plantmaster is unconscious and unaware of his
surroundings while in seed form, and can do nothing
but rest (regaining hit points and spells as normal).
He needs no air or sustenance to survive while a seed,
and may remain in this form for up to one week per
level unless a predesignated condition is met (after a
set time passes, being doused with water, contact witch
a certain person, etc.). After the duration ends or if
the activation condition is met, the plantmaster grows
back to the mature plant shape (see above) over the
course of a single minute.

A seed form that is treated in a fashion that allows
it to germinate grows as normal, even if these
conditions do not awaken the plantmaster. The
plantmaster is aware of any events that occur once his
plant form grows out of the ground and produces its
first shoots or buds, but only as a dreamlike memory.
He cannot intervene, nor can he abort his plant shape
until one of the normal reversion conditions are met.

Plant Apotheosis (Ex): At 10th level, the
plantmaster experiences the culmination of a long-
term, gradual shift in his body chemistry to achieve a
hybrid plant/ animal form. The character is no longer
a warm-blooded creature, but a type of hybrid with
the best features of both plants and his previous race.

——

® Constitution +4

¢ Immunity to all mind-affecting effects (charms, compulsions,
phantasms, patterns and morale effects) except those that
affect plants.

¢ Immunity to poison, sleep, paralysis, polymorph and stunning.

¢ Not subject to critical hits.

¢ No need to sleep.

® Vulnerable to conditions that affect plants.

The character may eat, drink and rest by rooting
for four hours per day (see above), drawing minerals
from the earth and producing food through
photosynthesis. He may also eat or drink in the normal
{humanoid) fashion.

The plantmaster may remain rooted as long as he
wishes, during which time he ages at half normal speed.
Uprooting resumes the normal aging process. Some
plantmasters, facing their own imminent passing,
select an appropriate spot in the wilderness and
become a tree, spending the next few centuries in quiet
contemplation of the world around them.

The plantmaster can use wild shape to assume an
animal form as standard, but loses all the listed abilities
except the Constitution bonus while in that form.

Ex-Plantmasters: A plantmaster who ceases to
revere nature and plants in general, changes to a
prohibited alignment, or aids willfully in the
destruction of plant life loses all his special abilities
(including his plant companion) and may no longer
progress in levels of this elite class. These
restrictions are lifted if he atones for these violations
as described under the atonement spell, as
appropriate to the situation.
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Roque Hunter

In most civilized areas, robbery and theft are constant
oroblems. Local constabularies face a constant struggle ;
against those who break the law for their own purposes. /
Worse still, in larger towns and more populated regions, !
-ogues often organize into thieves’ guilds or crime
-amilies. In the worst spots of all, criminals become
intertwined within the very government itself, pulling
-he strings from behind the scenes, or even going so far
as to run things openly. In such cases, attempting to
stand up to the crime lords is a sure way to find oneself
rubbed out in a dark alley somewhere, with one’s body
consigned to the depths of the city sewers.

Dealing with organized rogues can be a tricky
orocess. To help in such matters, local forces fight back
with special tools at their disposal. One of these takes ™2
-he form of trained operatives who use the criminals’
own weapons against them. Skilled in the very /
arts that make thieves so successful, these rogue
aunters slip undetected into guilds and other
rganizations, working to take them apart from
within. Some rogue hunters work for a specific
~rganization devoted to law and order, while ¢

—

rat b
«thers are on a personal quest. ]
Rogue hunters are also at home outside of cities, )
7g. . 1 -
where they use their skills in disguise and (J
information gathering to track down and 5
infiltrate local bandit and pirate ( '
bands. Once such agroup hasbeen ¢
I_:L_‘ £ -

located, the rogue hunter joins up, £
-*’n learns what he can, and calls in \'S
- local law enforcement to clean up
-he problem. In many cases, the \
‘ =rigands have no ideaa rogue hunter

was ever involved in their capture.
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Rogue hunters also adventure on the side, using
their skills in the manner of a typical rogue, while
always on the lookout for ways they can use their
abilities to stamp out organized criminal elements —
sometimes even before they become established. The
rogue hunter’s ability to contact and insinuate himself
wirhin thieves' guilds and other organizations can be
instrumental in accomplishing difficult missions in
foreign towns and the seedy undersides of large cities.
The GM should assist in creating a mission, goals and
patrons as applicable when this elite class is first
selected.

Most rogue hunrers were once rogues themselves,
but o use their talents toward the betterment of society
as a whole, many having served as investigators or
detecrives. Rogue hunters of other classes have simply
become disgusted with the amount of crime they have
seen and experienced on their journeys.

Hit Die: d6.

Requirements

To become a rogue hunter, a character must fulfill
all of the following criteria.

Alignment: Lawful neutral, lawful good, or neutral
good.

Skills: Bluff 16 ranks, Disguise 16 ranks, Forgery
16 ranks, Gather Information 16 ranks, Sense Motive
16 ranks.

Feats: Skill Focus in at least two of the listed
required skills.

Special: Must have the uncanny dodge ability. Also,
the character must have been responsible for
apprehending at least three rogues of equal or greater
level at some time during his career.

Class Skills

The rogue hunter’s class skills (and the key ability
for each skill) are Balance (Dex), Bluff (Cha), Climb
(Str), Craft (Int), Decipher Script (Int), Diplomacy
(Cha), Disable Device (Int), Disguise (Cha), Escape
Artist (Dex), Forgery (Int), Gather Information
(Cha), Hide (Dex), Intimidate (Cha), Jump (Str),
Knowledge (local) (Int), Listen (Wis), Move Silently
(Dex), Open Lock (Dex), Profession (Wis), Search
{Int), Sense Motive (Wis), Sleight of Hand (Dex),
Spot (Wis), Swim (Str), Tumble (Dex), Use Magic
Device (Cha) and Use Rope (Dex). See Chapter 4:
Skills in the Player's Handbook for skill descriptions.

Skill Points at Each Level: 8 + Int modifier.

Class Features
All the following are class features of the rogue
hunter prestige class.
Weapon and Armor Proficiency: Rogue hunters
are proficient with all simple weapons, including all

those available to rogues, and light armor. They are
not proficient with shields.

Cover Identity (Ex): Rogue hunters have two faces
— the one they show in public a rogue or other
unsavory type, and their secret face as an upholder of
the law and hunter of thieves. In effect, they are in
permanent “deep cover” roles as scoundrels while
working secretly toward the defeat of crime. Seldom
are even the rogue hunter's companions and friends
aware of his true face.

The rogue hunter's cover identity may be radically
different from his true one or similar in many respects.
Sometimes the two identities share the same name,
while other times the true face is a separare identity
who has disappeared from the public eye. Depending
on how the rogue hunrer comes ro his new calling,
the cover identity may be his original persona or a
new one manufactured for his new career. A former
criminal who now works on the side of the law
considers his old identity the cover, while a character
going undercover for the first time creates a brand new
cover identity.

A rogue hunter using his cover identity receives a
+2 bonus per level on Disguise and Bluff checks when
protecting his true identity. He also receives a +4
bonus to any saves to resist a magical compulsion that
might expose his true identity (or a new saving throw
as applicable, e.g., if charmed). A rogue hunter lies so
well about his true identity that this particular
falsehood may not be detected by magic.

Read Lips (Ex): With this unassuming skill, the
character can sit down in a bar or other location
frequented by criminal elements and “overhear” a great
deal with but a few minutes of observation. A rogue
hunter receives a +1 bonus per level for any Spot
checks to read lips and may be up to 35 feer from the
subject. He must still maintain line of sight with the
subject throughout the artempt.

A rogue hunter can carry on conversations using
read lips even if he is deafened or silenced. He reads
lips as normal to understand whoever is speaking to
him at each stage of the conversation. To deliver his
own message, he may speak normally (assuming the
other individual can hear him or can read lips) or
employ some sort of nonverbal communication
(gestures, etc.). Multiple rogue hunters are known
to carry on a full-blown conversation without
uttering a sound.

Rogue Flanking (Ex): The character treats his
rogue hunter levels as double when determining if he
can flank an entemy that may not be subject to
flanking. For example, a Rogl3/Roh5 is treated as 23rd
level when attempting to flank an opponent with the
improved uncanny dodge ability.
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. Table 2-11: The Roque Hunter (Roh)
Base “Fort Ref  Will e
Level Attack Bonus:  Save Save Save Special - )
Ist +0 +0 +2 +0 Cover identity, read lips, rbgue flanking,
[ rogue-hunting bonus +
; 2nd +1 S TR T +0 . Bonus feat B, _ !
3rd +2 +1 +3 +1 Improved uncanny dodge, rogue-hunting bonus +2,
special ability
“4th. . - 43 ) T +1 Counter-tumble PRgIL
~ 5th +3 +] +4 +1 Bonus feat, rogue-hunting bonus +3
bth +4 42 +5 +2 Special ability i)
Tth +5 +2 +5 +2 Rogue-hunting bonus +4
" 8th . 46 #2466 +2 Bonus feat = Sk Ny S
Fth +6 +3 +b +3 Rogue-hunting bonus +5, special ability
Wh AT R +3 Bonus feat i 3 G Y
A" ey S

Rogue-Hunting Bonus (Ex): The rogue hunter’s skills
are honed toward the detection and deception of rogues.
At 1st level, he gains a +1 bonus to skill checks under the
circumstances listed below. This bonus increases by an
additional +1 for every two rogue hunter levels gained (+2
at 3rd level, +3 at 5th level, +4 at 7th level, +5 at 9th level).

~= ———x
Skill Circumstance
Appraise Fencing items or identifying
stolen goods.
Bluff Attempting to deliver a secret
: message.

Decipher Script  Dealing with messages written in
code.

Diplomacy Speaking with members of an

established criminal organization

such as a crime cartel or thieves’

quild.
Disable Device  Disabling a mechanical trap.

Disguise Impersonating a rogue or other
sort of shady character.

Escape Artist  Escaping from rope bonds.

Forgery Detecting forgeries.

Intimidate Interrogating prisoners.

Sense Motive Attempting to intercept a secret

message delivered by the Bluff skill.

Sense Motive Whenever someone is bluffing him.

Sleight of Hand  Concealing a weapon or other
item on his person.

Spot Detecting a disguise, an identity
concealed by alter self,
invisibility or similar magic.

P N

Bonus Feat (Ex): A rogue hunter gains a bonus feat
from the following list at 2nd, 5th, 8th and 10th levels:
Acrobatic, Agile, Alertness, Deceitful, Deft Hands,
Diligent, Investigator, Negortiator, Persuasive, Stealthy.

Improved Uncanny Dodge (Ex): At 3rd level, the
rogue hunter gains improved uncanny dodge if he does
not already have it.

Special Ability: At 3rd, 6th and 9th level, the rogue
hunter selects one special ability from the list of special
abilities for a rogue of 10th level and higher (see the
Player's Handbook, Chapter 3). He may also choose
from the following list as well.

Counter Special Abilities (Ex): The rogue hunter’s
training makes him immune to certain rogue special
abilities. The rogue hunter cannot lose Strength
damage from a rogue’s crippling strike and cannot be
the target of an attack of opportunity made using the
opportunist ability. In addition, rogues he hits in melee
may not attempt to roll with the damage, even if the
blow meets the normal conditions for that ability.

Defensive Roll (Ex): The rogue hunter may select this
ability more than once. Each additional selection permits
the character to attempt a defensive roll one additional time
per day or to attempt an addirional save against any given
blow. For example, a rogue hunter who selects defensive
roll three times can make three attempts to save against a
particular attack, or three attempts in one day to avoid lethal
blows, or two saves against one blow and another attempt
against another blow, ot any similar combination.

Improved Opportunist (Ex): The rogue hunter must have

opportunist and Combat Reflexes to select this ability.
When fighting rogues, he may make as many opportunist
artacks per round as he has available attacks of opportunity.

IR
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Rogue Crippling (Ex): The rogue hunter must have
crippling strike to select this ability. The character’s
Strength damage is doubled when using crippling strike
against a rogue.

Slippery Mind (Ex): The rogue hunter may select
this ability more than once. Each additional selection
permits an additional saving throw, one round after
each previous attempt, against any enchantment spell
or effect. For example, a rogue hunter who selects
slippery mind rwo times may make a saving throw one
round after being affected by an enchantment, and a
second attempt (if needed) the following round.

Counter-Tumble (Ex): At 4th level, a rogue hunter
knows special techniques for anticipating and countering
tumbling moves. Whenever an opponent attempts to
tumble past him, the rogue hunter adds one-half of his
ranks in Tumble (round down) to the opponent’s Tumble
check DC. If the Tumble attempt fails, the rogue hunter
adds the amount by which the roll failed as a circumstance
bonus to any attack of opportunity he is allowed.

Example: A rogue tries to tumble past Carthon, a 6th-
level rogue hunter. Carthon has 19 ranks in Tumble, while
his opponent has a Tumble skill of 16. Tumbling past an
opponent at half speed is a DC 15 task — an automatic
success for this rogue, except that she must add half
Carthon’s Tumble ranks (9) to the DC, for a total of 24.
The rogue adds 5 from his d20 roll to his Tumble skill for
avesult of 21. She fails by four points, leaving Carthon a
+4 bonus to his attack of opportunity.

Ex-Rogue Hunters: A rogue hunter who changes
to a prohibited alignment or aids an organized
criminal operation (for some cause other than the
public good) may no longer progress in rogue hunter.
He can recover by turning himself in to a regional
authority and atoning in whatever manner the law
enforcement personnel deem fit. This will, in all
likelihood, require a difficult solo mission with a high
probability of failure. Should the rogue hunter
succeed, he may undertake advancement in this class
once more.
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b Temporal Mage

ile The power to control time itself is one of the most
g =agerly sought-after abilities in all the realms — and across
gic ill the various planes of existence. With such magic,

i 2 wizard could undo mistakes, alter

events to his choosing, redo
portions of his life, or even erase

- a1 enemy from existence.

The trouble is, controlling
e rime is not at all easy. Time
ed = not just another elemental
he torce to be shaped and

controlled. In fact, time is

inother dimension that

aw zorms the very framework of
all che Universe. Consider that if a
ieh wizard rolls time back one minute,
rer he does so not only for himself, but for the
s entirety of existence simultaneously! Not
sust he, but billions of other individuals
w1ll have another chance to do things
Aifferently. They may not be aware of
their new choices, but things may
change across multiple planes as a result
-1 an otherwise innocuous act.

Few wizards understand the nature of temporal
snergies well enough or are unwilling to risk meddling
vith forces so powerful they define the very universe.
Thus, most wizards are content to freeze time
sor brief periods. A few, however —

bsessed, perhaps, or merely
reckless — choose a path of study
-hat leads them to the very
sundation of time itself.

Hit Die: d4.

Requirements
Tobecome a temporal mage,
2 character must fulfill all of the
©ollowing criteria,
Alignment: Lawful
neutral.
Ability: Intelligence

I

Skills:
_oncentration 16 ranks,
spellcraft 12 ranks.
Feats: At least five
metamagic feats.
Spells: Able to cast haste,
b, SCrying, greater scrying,
nd 7th-level arcane spells. Also,
the character cannot be restricted from the
Transmutation school.
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Special: The character must have access to some
form of special training related to temporal magic. This
could be a tutor already schooled in the art, an ancient
text describing the various workings of temporal magic,
or an artifact capable of imparting this knowledge.

Class Skills

The temporal mage’s class skills (and the key ability
for each skill) are Concentration (Con), Decipher
Script (Int), Knowledge (any) (Int), Profession (Wis)
and Spellcraft (Int). See Chapter 4: Skills in the
Player’s Handbook for skill descriptions.

Skill Points at Each Level: 0 + Int modifier. The
temporal mage forfeits most other skills in his zeal to
study temporal magic.

Class Features

All the following are class features of the temporal
mage prestige class.

Weapon and Armor Proficiency: Temporal mages
gain no proficiency with any weapon or armor.

Spells per Day: The temporal mage is an arcane
spellcaster. When the character gains a new level in
the temporal mage elite class, he gains new spells per
day as if he had also gained a level in whatever
spellcasting class he belonged to before he added the
prestige class. He does not, however, gain any other
benefit a character of that class would have gained
(metamagic or item creation feats, for example).

Messages from the Future (Ex): Beginning at Ist level,
a temporal mage receives messages from his own future.
These take the form of occasional visits from a ghostly
image of his own older self, passing on some information
orawarning. A future message is assumed to be sent by an
advanced, high-level version of the character from a point
many years down the road, well after his studies have
advanced beyond those of normal mortals. To avoid
problems with causality, the message is short and cryptic.

There is no dialogue involved with the ghost image;
the temporal mage must puzzle out the message
himself. For example, he might see an aged version of
himself saying “Don’t get on the ship!” — but without
specification as to which ship, or even before he is aware
that sea travel lies in his future.

The character has no power over when, or if, he
receives a message from the furure. Frequency is up to
the GM, with the primary requirement being its use as
an adventure hook — either to spice up an encounter
or assist the PC in solving a difficult problem.

Personal Haste (Sp): At Ist level, the temporal mage
can control the flow of time in his immediate vicinity.
In effect, he can haste himself at will as a standard action
(canceling it is a free action). He may remain hasted no
more than one minute per level each day. Using this
power dispels slow on the temporal mage but cannot be
used as a counter against the spell itself.

—
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Temporal Edit (Su): At 2nd level, the temporal
mage can travel back in time once each day to undo
any one action he has taken within the last few seconds.
In game terms, the character can take a free action to
redo his action for a round if he is dissatisfied with the
initial result. He can undo only one sequence of events
and must live with the results of the second attempt.
Thus, the temporal mage could get a poor damage result
when casting fireball and decide to try the exact same
action again — or even decide to cast a different spell
or perform an entirely different action instead.

As far as anyone else is aware, the character’s first
sequence never happened — spells he used were not
actually cast, magic item charges were not expended,
damage he took or caused was never applied, and so
forth. Temporal edit is used at the very end of the
character’s turn and applies only to his own action for
the current round; once the next character takes an
action, the moment has passed beyond recall.

The temporal mage can perform temporal edit once
per day at 2nd level, twice per day at 6th level and
three times per day at 10th level, but never more than
once in any round.

Time Scrying (Sp): At 3rd level, the temporal mage
has discovered the means to pierce the veil of time to
view the past (the future remains too fluid to observe
with accuracy). The character can use greater scrying
to study any person or object up to 100 years per caster
level in the past. The spell elapses in the normal one
hour per level, but the effort of viewing through time
limits greater scrying to view past events up to only
one minute per caster level.

The mage must touch the individual or object in
the present that he wishes to view in the past, and
maintain this contact for the entire duration of
viewing. A person need not still be alive, and a
location need not be in the same condition as the past.
An unwilling target in the present may make a Will
save as normal to resist having his past scried upon.

Historical Knowledge (Ex): Starting at 4th level, the
temporal mage receives four bonus skill ranks each level
that he may apply to any Knowledge skill. Most temporal
mages spend a great deal of their lives scrying on the
ancient past, uncovering secrets long lost to history.

Personal Time Stop (Su): Beginning at 5th level, the
temporal mage’s control of his own passage through time
allows him to perform a personal time stop once per day
as a free action. The time stop lasts one (subjective) round
for every two temporal mage levels. The temporal mage
may not use temporal edit while time stopped.

The temporal mage can also use personal time stop to
extend a normal time stop spell duration; simply add the
class ability’s duration before the spell’s duration ends.

Temporal Anchor (Ex): At 6th level, the temporal
mage is immune to any spell that affects time on a
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rersonal level (haste, slow, temporal stasis and the like)

inless he chooses to be affected. Thus, he could allow

: friendly use of haste but ignore a slow, all in the same

round, and before they canceled each other out —

~ut only on his own person. He cannot ignore an effect
nce he has accepted it.

Temporal Jaunt (Su): Beginning at 7th level, once
rer day as astandard action, the temporal mage can move

ut of the normal time flow for a short time. This is a
rermanent shift; the character cannot go back. To those
i the normal time flow, temporal mage vanishes as if he
releported, but he actually vanishes from existence. He
cannot be conracted, scried upon, affected in any way,

r brought back by any means. On a successful DC 25
Spelleraft check, a character will understand that he
jumped out of time, but not which way or how far.

At 7th level, the temporal mage may make up toa one
hour jaunt. He may step from time for longer periods upon
reaching higher levels: up to one day at 8th level, up to
ne week at 9th level and up to one year at 10th level. He
must then wait one full day before making another
remporal jaunt. A high-level temporal mage could skip
aver hundreds of years of real time for every year he actually
lives — a big reason why it is often difficult to find a

remporal mage who can educate others in this elite class! .

The character must decide how far into the future
he goes when he initiates this ability. He sees and
experiences nothing during the jaunt; only a moment
passes for him, so he cannot take any other actions.
He returns as if winking in from a teleport, even
resuming his position in the initiative sequence as
relevant and able to perform a full action. He returns
:n the exact spot he departed from. If that space has
~ecome filled with solid matter, he suffers damage and
s shunted as described under ethereal jaunt.

Mass Time Stop (Su): At 8th level, the temporal mage
has sufficient command over time to slow down its effects
nagiven area. When he uses his personal tme stop class
:bility —not the spell — he can extend the effects to all
villing creatures and objects within a 5-foot radius of his
rosition. Everything affected operates normally, while
the rest of the world is halred. Unwilling creatures make
Will saves as if against an spellcaster of the temporal
mage’s level to resist this effect. Creatures not frozen in
rime may interact with each other as normal.

Time Travel (Sp): At 9th level, the temporal mage
zan travel back in time physically, taking up to six other
mdividuals and gear totaling no more than 1,000 pounds
vith him. Any people and objects not within 10 feet of
zhe mage when he uses time travel remain behind.

The temporal mage must have used time scrying to view
the desired destination prior to casting time travel, and
must go to a point at least 10 years in the past. Arrival
cannot be timed down to a specific moment — the

temporal mage appears 2d6 days ahead of or behind his
actual planned entry into the past (the GM rolls this in
secret). Only by investigating his surroundings can the
temporal mage confirm when he actually appeared.

Time travel lasts a number of days equal to the
character’s temporal mage levels. The mage and anyone
or anything with him return automarically once the
duration ends, upon the character’s death or when the
temporal mage decides to end the trip. Any travelers or
objects return to the present regardless of how far they
are from the temporal mage when the effect ends. They
return in whatever state and in whartever location they
were in at the time in the past (wounds, lost magic
charges, and so on persist). Anything that belongs in
the past stays in the past; the mage cannor use this ability
asa way to loot treasure, although he could copy ancient
texts or uncover lost secrets during the trip.

A temporal mage may never travel to a moment in
the past that he has already visited. Trying to do so wastes
that #me travel attempt. Should he be in a particular time

Time Travel
and the Campaign

A time traveler’s actions can have
profound effects upon the history of the GM’s
game world. For instance, time-traveling
adventurers could kill the current king’s great-
great-grandfather and discover an entirely
new monarchy upon their return. The GM
can handle this in several ways:

e Alternate Time Stream: The characters’
actions create a split in the time stream, with
the alternate past vanishing once they return
to their proper place in the present. This gives
the PCs free rein to do anything they want
in the past without consequences (other than
the potential of damage to themselves).

¢ Rewrite History: Also known as the
Back to the Future approach, the characters
return to a world drastically different from
what they left, requiring them to fix things
with another time-travel adventure. This
provides many adventuring possibilities,
though at the risk of throwing the world into
the utter chaos of temporal paradox.

* Rigid Temporal Flow: The charactersaren’t
permitted any action that causes drastic changes.
The GM simply rules that the characters didn’t
succeed in whatever they were attempting
(perhaps the great-great-grandfather survives the
attack, or they killed the wrong person).

ey
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e .~ Table 2:12: The Temporal Mage (Tem)
7 Base. .- Fort Ref Wil ' 3 - Spells
. Level - AttackBonus Save Save Save .  Special per Day \
Ist +0 +0 +0 +2 Messages from the future, +Ilevel of existing class
personal haste
2od 4. = *0  +0 " %3 - - Temporal edit (1/day) +1level of existingclass
3rd +1 ) o+l 43 Time scrying +| level of existing class
" 4th I e AT - 44 ,Hiﬁforical—kmwledge +!level of existing class
Sth +2 +1 4l +4 Historical knowledge, +1level of existing class
personal time stop :
<ibth - .43 .0 = 427 42045 Historical knowledge, +1 level of existingd_ass.' L
iy g L T 3 temporal anchor, | =
vy e i e . temporal edit (1/day) _
Tth +3 +2  +2 45 Historical knowledge, +1level of existing class
temporal jaunt
Bt - sde .. %2-- +2 "~ +6- . Historical knowledge, +1 level of existing class
: e e TS mass bime stop R
9th  +4 +3 43 +6 Historical knowledge, +1level of existing class
time travel
10th 45 +3 43 47 “Future rebound, +1 level of existing class -
' - “historical knowledge, [
" temporal edit (3/day) ;
L &

and overlap the period of a previous visit, he and his
companions return to the present immediately. Likewise,
a time-traveling temporal mage within the radius of a
Mord’s disjunction is forced back to the present along with
all his companions and their gear (in addition to
experiencing any other effects of the spell).

The character may use time travel once per week
and requires 10 minutes of total concentration to
occur. If the temporal mage is interrupted during this
time, the effort is disrupted and cannot be tried for
another week. He must also use time scrying on the
target location, meaning that he must stand in the
very spot that he wishes to visit in the past.

Future Rebound (Sp): Once per week upon reaching
10th level, the temporal mage can place a “mark” at a
particular moment in time. He experiences the next 10
minutes normally, after which he “rebounds” to the marker
he placed. He is no different physically, but he remembers
everything that happened in that time span. The character
can then act as normal, living that period again, but with
advance knowledge of what will come next.

If the temporal mage changes nothing, all events,
actions and die rolls during the 10 minutes occur as
before. If the character changes even one detail,
however, no matter how slight, he has disrupted the
time flow enough that randomness once again rakes
over. Characters may act differently, die rolls are made

anew, and events unfold in response to the different
events. Still, unless the temporal mage makes actions
drastically divergent from before, most individuals will
perform actions similar to the first time through.

The obvious use for this awesome power is to place the
temporal marker before a big battle, undertake the combat,
and undo it if things go horribly wrong. The wizard could
even die in the fight but will still rebound normally (and
will remember his death, but nothing that happened
thereafter). Because battles often take a long period of real
time to complete, a GM may limit this power to undoing
only certain portions of a fight (perhaps a single round),
assuming that the wizard relived everything up o that point
before diverging into a separate sequence of events.

The temporal mage cannot prevent himself from
rebounding. It a temporal jaunt is performed while a
rebound marker is in effect, the rebound occurs
normally and the jaunt never occurred unless the
character still decides to go through with it.

Placing the rebound marker requires a full-round action
that is treated as spellcasting. A marker has no physical
substance, and cannot be attacked, dispelled or recalled.

Ex-Temporal Mages: A temporal mage who ceases
to be lawful neutral loses his special temporal abilities
but may still cast spells normally. He may no longer
advance in levels of this elite class. If his alignment
returns to lawful neutral, these restrictions are lifted.
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Undead Bane

Sometimes, heroes fall in battle. Fortunately, raise dead
or resurrection returns them to the mortal world. For the
vast majority of people, being brought back from the dead
is remarkable but no more life-changing than any other
adventure — a footnote in the epic of their lives.

Some individuals are greatly moved by what they
see and experience beyond the veil. They know
firsthand what it means to perish and how horrible it
is to disrupt the natural process of life. These rare few
make it their mission to destroy all things that defy
natural life and death. Called undead banes, they are
the sworn enemy of the undead, as well as those who

deal in death or traffic in necromancy.

—— Having experienced what it truly
g B means to be mortal, undead banes hold
the dignity of life sacred. Those who
would profane its memory deserve
only to join their unfortunate victims
in the grave. To an undead bane,
all undead are a blight upon the
world, as are those who create
and control them. The undead
bane takes particular delight in
destroying undead creatures,
sending them back to the eternal

rest they so richly deserve.

The undead bane devotes his life
to the study, tracking and
elimination of these enemies of
life iself. Undead banes have

divine powers and

some paladin abilities,
insofar as they are used

destroy necro-
mancy in all its
forms.

Hit Die:
» ds.
A
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Requirements

Tobecome an undead bane, a character must fulfill
all of the following criteria.

Alignment: Any good.

Base Attack Bonus: +11.

Abilities: Charisma 18.

Skills: Knowledge (religion) 12 ranks.

Feats: Extra Turning, Improved Critical, Improved
Turning.

Spells: Able to cast Sth-level divine spells.

Special: The character must be able to turn undead.
He must also have once been killed and then restored
in his original form using some sort of life
restoration magic (raise dead, resur-rection, etc.).

Class Skills

The undead bane’s class skills (and the key ability
for each skill) are Concentration {Con), Craft (Int),
Diplomacy (Cha), Heal (Wis), Knowledge (arcana)
(Int), Knowledge (religion) (Int), Profession (Wis),
Ride (Dex) and Spellcraft (Int). See Chapter 4: Skills
in the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

Class Features

All the following are class features of the undead
bane prestige class.

Weapon and Armor Proficiency: Undead banes
gain no proficiency with any weapon or armor.

Spells per Day: The undead bane is a divine
spellcaster. For every two levels he gains in the undead
bane elite class, he gains new spells per day as if he
had also gained a level in whatever spellcasting class
he belonged to before he added the prestige class. He
does not, however, gain any other benefit a character
of that class would have gained (meramagic or item
creation feats, for example).

Turn Undead (Su): The character adds his undead
bane levels to any other class levels that also permit
turning undead. For example, a Clr10/Ftr5/Unb3 has
an effective level of 13 when turning undead.

Detect Undead (Sp): At st level, undead banes
may detect undead at will as the spell.

Purity of the Flesh (Ex): Undead banes have
learned how to protect their own bodies from takeover
by hostile spirits. If killed, their bodies can never be
raised by or turned into undead in any manner. They
may still be raised or resurrected normally, however.

Necromantic Resistance (Ex): At Ist level, an
undead bane receives a +1 sacred bonus to saving
throws against all necromantic spells and effects. This
bonus increases by an additional +1 every other level
thereafter (+2 at 3rd level, +3 at 5th level, +4 at 7th
level, and +5 at 9th level).

il N\

Threaten Undead Critical (Ex): At st level, the
undead bane has studied undead at such length that
he knows how to strike at them for maximum effect.
When employing any weapon for which he has the
Improved Critical feat, he may threaten critical hits
in the normal range. For example, an undead bane
with Improved Critical (longsword) threatens criticals
against ordinary targets on a roll of 17-20 and undead
on a roll of 19-20.

Smite Undead (Su): Beginning at Znd level, the
undead bane may smite undead with one normal melee
attack per day. The character adds his Charisma bonus
to the attack roll and adds his undead bane levels to
the damage scored.

If the undead bane confirms a critical hit with a
smite undead attack, the undead creature struck must
make a Will save (DC 14 + the character’s undead
bane levels) or be destroyed. This is similar to the
disruption ability of certain magical weapons, but
functions with any sort of weapon that the undead
bane wields. Smite undead has no effect on creatures
that are not undead, but using it in this fashion still
counts for the day.

An undead bane may smite undead a cumulative
once per day for every two full levels he has attained
— once per day at 2nd level, twice per day at 4th level,
three times per day at 6th level, four times per day at
8th level and five times per day at 10th level.

Death Ward (Su): At 3rd level, the undead bane
may cast death ward upon himself as a standard action
at will. The effect functions as the spell, except that
its duration is in hours equal to the character’s undead
bane levels, rather than minutes. The effect endures
even if he is asleep or unconscious, although undead
bane may lower it voluntarily at any time. It can be
dispelled, but the undead bane may raise it again in
the following round if he so wishes.

Improved Threaten Undead Critical (Ex): At 4th
level, when using any weapon for which he has the
Improved Critical feat, the undead bane may threaten
critical hits against undead at the full range.

Undead Resistance (Ex): Beginning at 4th level, the
undead bane gains special protections against natural
weapon attacks that undead make — bites, claws, touch
attacks and the like. The character gains damage
reduction equal to half his undead bane level (round
down) against these attack forms: 2/—at 4th level, 3/—at
6th level, 4/— at 8th level and 5/—at 10th level.

Furthermore, any such attack that hits the undead
bane reflects 20% (one fifth) the damage applied back
against the creature in the form of a positive energy
backlash (minimum 1 point of damage). This backlash
damage bypasses any damage reduction that the
undead may have and allows no saving throw (spell
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il - Table 2-13: The Undead Bane (Unb)

" Basé ~ ~Fort. Ref Will _ . - Spells
‘Level  Attack Bonus.  Save Save Save _per Day. J
Ist +0 +2 0 42 +1level of existing class

Special

Detect undead,
necromantic resistance +1,
purity of the flesh,
threaten undead critical,
turn undead

Smite undead (|/day)
Death ward,

necromantic resistance +2

f: g 7_'+] - 43 40 43
3rd +2 +3 4l +3

- +1 level of existing class
+1 level of existing class
+1 level of existing class
Improved threatenundead ~~ |

- eritical, smite undead (2/day),

~undead resistance (Zf;—} i

S Ah A +4 +1 RRFY

ad Sth +3 +4 +1 +4  Consecration aura, +1 level of existing class
it ! necromantic resistance +3
Smite undead (3/day), .

strength of soul,
undead rééistange (3/-)

Bth 4 45 42 45 +ITev'eIo'Fexistingrclassr

ill " Tth S5 +5 +2 45 Advanced threaten +1 level of existihg class
undead critical,

Ve necromantic resistance +4
CBth 46 46 .42 36 Immunityto |
el, - == 5 5 . T undeéd criticals,;
S i " -smite undead (4/day),

undead resistance (4/-) . :

_ +llevel of existing class . -

Necromantic resistance +5,  +1level of existing class

mne 9th +6 +6  +3 46
e power turning

ot Ay el © #7243 +7.  Improved consecrationaura, +1 levelof existing class
ad i : ' *smite undead (5/day), -, i Lipts:
Tes B - g . == superior threaten .

=5 . b e undeadlcr?lica}, _

- B s 0D - undeadresistance (5/--)

——ig

-esistance applies normally). This backlash increases
25% (one fourth) at 7th level and 33% (one third)
= 10th level.

Example: A vampire uses its slam attack to hit an 8th-

save, the undead bane suffers no level loss when |
restored through raise dead or resurrection. |
Advanced Threaten Undead Critical (Ex): At 7th l-.

level, the undead bane may threaten a critical against (

the cvzl undead bane for 12 points of damage. The
pral —avacter's damage reduction lowers this to 8 points of
ch —mage, and one fourth of this (2 points) reflects back
a0 cainst the vampire.
i Consecration Aura (Ex): At 5th level, the undead
3t ~:ne generates a personal aura of consecrate ar will.
This functions as the spell, but is centered on the
=5 -mdead bane. [t counters and cancels out desecrate but
ack _esnot dispel it — the desecrate effect resumes once
g == undead bane moves away.
Strength of Soul (Ex): At 6th level, the undead
e ~:ne’s passion for life links him with the material world
< «th tremendous strength. On a successful DC 20 Will

undead with any weapon in which he is proficient,
regardless of whether he has the Improved Crirical
feat for thar weapon. Such threats occur as if the
undead creature were subject ro critical hits normally.

Immunity to Undead Criticals (Ex): At 8th level,
an undead bane is immune to critical hits from an
undead’s narural actacks.

Power Turning (Su): At 9th level, an undead bane
can channel divine energy into any undead turning
attempt. The character may sacrifice one divine spell he
has available for that day, adding the spell’s level to his
turning check and turning damage. This stacks with any
other modifiers to the rurning attempt. Thus, an undead

S
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bane who expends a 5th-level divine spell adds +5 to his
turning attempt and turning damage, along with his other
bonuses. The character may use this ability as often as
he has spells and turning attempts available, but may
sacrifice no more than one spell per attempt.

Superior Threaten Undead Critical (Ex): At 10th level,
the undead bane doubles the threar range for all weapons
he employs when attacking an undead creature. This occurs
regardless of the weapon type, and this form of doubling
stacks with the keen ability or Improved Critical feat.
Doubling an already doubled feature counts as tripling, so a
threat range of 19-20 doubles (by keen or Improved Critical)
to 17-20, then triples to 15-20 with this class ability.

Improved Consecration Aura (Ex): At 10th level,
the undead bane’s consecration aura is treated as if it
is within range of an altar or shrine dedicated to the
undead bane’s deity. There is no additional effect if
the character is actually near such an altar or shrine.

Ex-Undead Banes: An undead bane who ceases
to be good, who aids or creates undead willfully, or
who performs any evil act that aids the aims of
necromancy loses all his undead bane abilities and
may no longer progress in levels of this elite class.
These restrictions are lifted if he atones for these
violations as described under the atonement spell, as
appropriate to the situation.

A e
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E pic Levels

The normal level cap for a campaign is 20th level. A
character may advance no further in that particular
reofession but must either multiclass, take up a prestige class,
= cease utilizing experience points. For an adventurer, the
amrer choice means retirement. Most simply choose another

__ass thereafter, but this-is anathema to a true specialist.
Epic levels provide an opportunity for characters to
~wvance beyond 20th level in any of the core classes
r==sented in the Player's Handbook. Furthermore, achieving

an epic level — while a difficult rask in terms of experience
points — is desirable because it gives access to new abilities
and powers not available to a standard character.

When using epic levels, the maximum
advancement cap is 30th level. Multiclass characters
can reach this level with any combination of class
levels, but the total still may not exceed 30.

Note that this section replaces the epic system
mentioned briefly in the DMG. You may use one
system or the other, but not both.

- Table 2-14: Epic Levels .~ = . =
" Character  Experience ~ ~Class Skill Cross-Class Skill. - Ability
- Level Points - . MaxRanks - © Max Ranks'. °. - Feats - flljc_’nasef
2lst 220,000 24 12 8th —
2nd - 250,000 25 B e T
23rd 285000 26 13 s —
24th -~ - 320,000 - 27 o L S L e =SB
25th 360,000 28 14 — —
26th - 400,000 - 29 - SRR e R
27th 450,000 30 15 10th —
28th . 500,000 317 I TR e e o T
29th 550,000 32 16 ' s —
30th - 600,000 33 N5 R | SECS T
- Epic levels are extensions of standard classes. Therefore, acharactemdvanc'ing:toﬂét levelasabarbarian -
would receive the usual skill points, hit dice and other abilities a5 he would if he advanced in a standard .-
- level in that class. Alterations and other abilities are coveréd in the corresponding listings of this section. |
Nl -
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E pic Barbarian

Barbarians who achieve epic status are rare. A
barbarian’s life is often short, and few survive to old
age. Those who reach epic levels are the toughest and
harshest of their breed, a facr represented in their
bodies themselves.

Hit Die: d12.

Skill Points at Each Level: 4 + Int modifier.

Cling to Life (Ex): The epic barbarian is tough
to kill. Srarring at 21st level, his chance of self-
stabilizing doubles to 20%. In addition, his death
threshold becomes equal to his barbarian levels
minus 10, expressed as a negative: —11 at 21st level, -
12 at 22nd level, and so on. A 30th-level

N -
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e i N
. Table 2-15: The Epic Bc\l‘bc\l‘lﬂd’l - e -
B PR T Fort Ref Will s Lo aabes
Level ~ Attack Bonus Save Save Save Speml b B
_ 2lst +21/+16/+11/+6/+1 +12 +7 47 Cling to life, Endurance, trap sense +7 .
< 22nd 22UNATIAN215T142 +13 7 47 Damage reductlon 6/~, powerful physique
23rd +23/+18/+13/+8/+3 +13 47 47 Fast movement (+5 ft) .
2th - +24/419/418/+91+4 14 48 +8 . Rage7/day,powerful physique, trapsense +8
25th  +25/+20/+15/+10/+5 +14 48 +8  Damage reduction 7/— '
“26th - +26/+21/5161+1/+6/41° 415 +8 . +8 - Fastmovement (+5ft.), powerful physique -
27th +271+221 171412147142 +15  +9  +9 Trap sense +7
28th ~ "+28/+23/+18/+13/+8/53° " +16 . +? . +«9 . Darmage reduction 8/,
e AN i el .. ... . powerful physique, rage 8lday
29th +29/+241+19/+14/+9/+4 416 +9  +9 Fast movement (+5 ft.)
30th”  +30/+25/+20/+15/+10/+5 . +17 410 - +10  Powerful physique, trap sense 10
A" e <4

~arbarian must be reduced to -20 hit points before he
ligs!

Endurance: Upon reaching 21st level, the epic
~arbarian receives the Endurance feat if he does not
:lready have it. In addition, the feat’s bonus increases
-v +1 for every two epic levels gained: +5 at 22nd
level, +6 at 24th level, +7 at 26th level, +8 at 28th
izvel and +9 at 30th level.

Trap Sense (Ex): The epic barbarian’s bonus
ncreases to +7 at 21st level, +8 at 24th level, +9 at
Z7th level and +10 at 30th level.

Damage Reduction (Ex): The barbarian’s inherent
“amage reduction becomes 6/— at 22nd level, 7/ at

Z3th level and 8/ at 28th level.

Powerful Physique (Ex): Starting at 22nd level,
the epic barbarian receives a +1 inherent bonus to
either Strength or Constitution for every two epic
levels he atrains. This bonus is in addition to those
received for standard level increases. Remember that
an inherent bonus may nort exceed +5 for a single
abiliry score.

Fast Movement (Ex): The epic barbarian adds +5
feet to his speed at each of 23rd, 26th and 29th levels.
This additional speed is subject to the same restrictions
as fast movement gained ar Ist level.

Rage (Ex): The elite barbarian may rage seven times
per day at 24th level and eight times per day at 28th
level.

—L
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E pic Bard

Most bards retire from the adventuring life long
before they reach an epic level. Those who stick with
the career amass tremendous knowledge and gain
reputations as legendary minstrels and authorities on
almost any subject.

Hit Die: db6.

Skill Points at Each Level: 6 + Int modifier. .

Improved Bardic Music : All of the bard’s songs
are increased in effectiveness at epic levels.

Fascinate (Sp): At 21st level, the character receives
a +1 bonus per two epic bard levels to any Perform
checks made to fascinate a single target creature. The
bonus applies only to one specific creature of his choice
even if he is fascinating multiple rargets,. The epic bard
may apply this bonus to two creatures at once. At 25th
level, the bard may apply this bonus against two
creatures at once. At 29th level, the bard may apply
this bonus against two creatures at once.

Inspire Competence (Su): At 21st level, an epic bard
using song or poetics can bestow a +3 inspiration bonus
to the target’s skill check; this bonus increases by +1
every three levels thereafter (i.e., +4 at 24th level, +5
at 27th level, and +6 at 30th level). _

Inspire Courage (Sw): At 22nd level, the epic bard §%
using song or poetics can bestow a +5 morale bonus
to saves against charm and fear attacks and a +5
morale bonus to attack and damage rolls. At 28th
level, this increases to a +6 bonus for each.

Suggestion (Sp): At 22nd level, targets suffer a —1
penalty to their save against the epic bard’s
suggestion. This penalty gains an additional —1 for
every two epic bard levels (+2 at 24th level, +3 at
26th level, and so on).

Countersong (Su): At 23rd level, the bard’s
countersong lasts up to 20 rounds. At 30th level,
he may sustain a countersong for
as long as the battle lasts :
{maximum 2 hours). O i

Inspire Greatness '
(Su): At 25th level,
the epic bard using
sONg Or poetics can grant
affected creatures 3 banus Hit

Dice, along with all corresponding
bonuses. At 30th level, this —.

",

increases to 4 bonus Hit Dice. ‘_c,l

e
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—— ,—ub
I Te\hle 2-16: The Epic Bc\rd
. ‘Base Fort Ref Will e
Level - Attack Bonus Save Save Save Special . g |
21st +15/+10/+5 +7 12 412 Fascinate +1 (1 creature),
inspire competence +3, reputation
22ad - H16/+11756741 +7 +13 +13 Inspire courage +5, suggestion +l
23rd 171412147142 +7 #1313 Countersong 20 rounds,
fascinate +2 (1 creature)
2Ath - -+18/+13/+81+3 ~+8  +14 +14 - lInspire competence +4, suggestion +2 -
25th  +18/+13/+8/43 +8 414 +14  Fascinate +3 (2 creatures), '
inspire greatness (3 bonus HD)
(26th H19/+141590+4 48 415 415 . suggestion+3 :
27th +20/+15/+10/45 9 415 15 Fascinate +4 (2 creatures)
inspire competence +5
28th - +21+16/+11/+61+1- - - -~ +9- " +16 +16 " Inspire courage +6, suggestion +4.
29th +21/+16/+11/+6/+1 +7  +l6 +l6 Fascinate +5 (3 creatures)
30th  +22/+417/+12/47/+2 [ v A CodnhersbngZhour’s inspire competence +6,
- = B o hsplregreatnessﬁfl bomsHD) e
il e ;suggestron+5[lc i
. 'E pjc Bc\rd SpeHs per Dé.y _
Level 0 1 2 e 5 o T et 8 7
21st 6 6 5 5 5 5 4 2! — —
757, SRR TR - e ) SEUO - D = B
23rd 7 6 6 6 6 5 5 3 — —
e T2 S B S TRTT § b S DU el S e ey
25th 7 7 7 6 6 6 6 4 2 —
T BV L I e, AN S B IHEl | m) B ROl g |
27th 7 7 7 7 7 6 6 5 4 —
28th 7 e A T FIISE 6 . -4 "
2%th 7 T 7 7 7 7 7 6 5 —
30th . 7 NN S 7 11 7 ERTT R
= 'Prowded fhe 'bard has suFfment Charlsma to havea bonus spellof this level ' ' '
A e 1

Knowledge: The epic bard has learned a tremendous
mount of information about a variety of subjects over
e course of his career. Each time he achieves an epic
-v¢l, he receives a +4 bonus to any one Knowledge skill

= his choice.
Reputation: Epic bards achieve a significant
r=putation in the regions they frequent. Even simple
ansfolk have heard of them; the arrival of such a
=l known personality is sure to throw the locals into
sir of excitement. Anyone encountering an epic bard
~=-oenizes him (or at least knows his reputation) on a

successful Knowledge (local) check with a DC equal
to 31 minus the epic bard’s full character level (so,
DC 10 at level 21, DC 9 ar level 22, etc.). An epic
bard traveling incommunicado must use Bluff, Disguise
or similar means to avoid being recognized on the spor.

Recognizing the epic bard can have a variety of
effects depending on his deeds of renown and on the
nature of those who encounter him. A heroic bard
might be honored with a celebration, while one known
to be a troublemaker could well find himself booted
out of town.

el
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E pic Cleric

Sustaining faith and performing deeds in the name
of one’s god for long enough to reach epic levels is a
tremendous accomplishment. Indeed, clerics
inevitably gain the attention of their deity upon
reaching epic level.

Hit Die: d§. ]

Skill Points at Each Level: 2 + Int modifier. 4

Deity’s Favor (Su): Starting at 21st level,
the epic cleric may gain a special favor from
his deity once per week. The deity’s favor
increases by one for every two epic cleric
levels (twice per week atr 23rd level,
three times per week at 25th level, four
times per week at 27th level and five
times per week at 30th level). The
characrer cannot ask for the favor
directly, although the player can make
asuggestion. Typically, deity favors rake
the form of feelings of impending
danger or fear, spontaneous bonuses to
rolls, unexpected beneficial results
from a spell and the like. The exact
nature of the favor depends on the
circumstances and is at the GM'’s
discretion, but cannot exceed a +4
sacred (or profane, if the character
worships an evil deity) bonus to a
single attack roll, saving throw, skill
check or turning attempt. The
favor is never flashy nor does have
adirecr visible effect or otherwise
draw attention to the cleric or
his deity.

Turn or Rebuke Undead
(Su): Starting at 22nd level, the
characrer receives a +1 bonus on
all turn or rebuke checks every
two epic cleric levels (+1 at
22nd level, +2 at 24th level,
and so on). The bonus is
sacred if the cleric turns
undead and profane if the
cleric rebukes undead.

Additional Turning
(Su): At 231d level, the
epic cleric may make one
additional attempt to turn or
rebuke undead per day. This
increases to two attempts per day

at 26th level and three per day at
29th level.

N0
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X - Table 2-17: The Epic Cleric . . '
© o Base Fort Ref Will - =
Level . Athck Bonu! . Save Save Save  Special
st +15/+10/+5 ' #1247 412 Deity's favor |
- 22nd " #16/4H[46/41. " +3 47 413 Turn or rebuke undead +1 - -
23rd +171412/+71+2 +13 47 +13 Additional turning (+1/day), deltysfavorZ
“24th © +18/+13/+8/+3- - +14 +8 +14 Turn or rebuke undead +2 :
25th +18/+13/+8/+3 +14  +8 +14 Deity’s favor 3
C26th  +19/414049044 +15 +8 +15  Additional turning (+2/day), -
= A turn or rebuke indead +3
27th +20/+15/+10/+5 +15 +7 415 Deity’s favor 4
28th 7¥_2]/+]'6/+",+6!fl_ v +16  +9 416 Turn or rebuke undead +4.
2%th +21/+16/+11/+6/+1 +16  +7 +16 Additional turning (+3/day) deuty s favor 5

30th- j+23;'.1?.u12_u71+2 47 410 417 Divine intervention,
s - S x furn orrebuke undead+5

Ep]c Clerk: Bpella per ﬂc\yA'

Level | . B R it ik ek U TiE

-
2lst 7 6+1 5+1 5+ 5+1 5+1 5+1 4+] 4+] 4+1
22nd T T Ceel 64l S Sel Sl 5el U Sel- 4sl 441
23rd 7 64 6+l B+l Sel  Sel 54l Sel Sel 44l
7 Rl TR - T ol < NG 7 IR % [N [E L ™ Bl 1 Rl ) OO "
25th 7 6+l 6+1 6+1 6+1 6+1 5+1 5+1 5+1 5+1
th 7 6l bl bl bl - Bal - 6l 5l 5el 7Byl
27th 7 6+1 6+1 6+l 6+1 6+l 6+1 6+1 5+l 5+1
28th 7 6H 6l bl 6 bel bl . bel bsl Bal -
29th 8 7+1 7+ 6+l 6+ 6+l 6+1 6+l 6+l 641
. 30th AR R R 7% U 1 TR £ T ' P = R < 1
A = ' - oy
Divine Intervention (Su): At 30th level, the epic create an unnatural fog to confuse the opposition.
“leric’s deity may take direct action on his behalf ~ Orther possibilities include the appearance of a
o times of great difficulty. Such intervention occurs  powerful extraplanar ally; the character being
~2 more than once per three months, and is at the  spirited away on a floating cloud; the sudden and
~M's discretion. The manner of intervention complete healing of the cleric’s wounds; and so on. '
‘epends on the deity — a god of battle might  The epic cleric is immediately aware of his god’s |
manifest a huge flaming sword to engage the  presence when the intervention occurs, though he ‘
character’s enemies, while a god of secrets might ~ may not communicate directly with the deity. f
|
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Epic Druid

Epic druids become so attuned to nature that they

are almost one with the land itself. Most druids of

epic status turn their backs on civilization and

become hermits, very rarely, if ever, visiting
urbanized regions.

Hit Die: dS.

Skill Points at Each Level: 4 + Int modifier.

Animal Companions (Ex): Upon reaching 2 Ist
level, the epic druid may have any number of
animal companions up to twice his class
level (excluding any levels that do not
entitle him to an animal
companion). Animal companions
are otherwise handled as normal.

Wild Shape (Su): Starting
at 21st level, the epic druid can
take the form of an animal one
additional time per day every
three levels (7 times/day at
21st level, 8 times/day at 24th
level, 9 times/day at 27th
level and 10 times/day at 1
30th level). At 25th level,
the epic druid may change (
to the form of a Diminutive {
animal; at 28th level,
he can change to an
animal of Gargantuan
size.

At 23rd level, the epic
druid can take an
elemental form four times
per day. This increases to
five times per day at 29th
level.

Resist Nature’s Lure (Ex):
Starting at 22nd level, the
epic druid’s bonus against fey
spell-like abilities becomes
+5. This bonus increases an
additional +1 ever two
epic druid levels (+6 at
24th level, +7 at 26th
level, +8 at 28th level,
and +9 at 30th level).

/
&
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e B ' Tdble.zls The Epic Druid e ' S
- Base . Fort Ref Wil 1
- Level .. Attack Bonus Save Save Save  Special A=
21st +15/+10/+5 12«7 +12 Animal companions, speak with anlma/sl
wild shape (7/day)
22nd . +16/+11/+6/+1 : +13  +7 +13 Resist nature’s fure }5,_spgakm_'thqmmaisl
25id 4171412147142 +13  +7 413 Speak with animals 3,
wild shape (elemental, 4/day)
C 2th 41834813 0 414 4B 414 - Resist nature’s lure +6, speakw:thanlmafﬂ'
Y= e * um T o o - IW||dshape(8fday)
25th +18/+13/+8/+3 +14  +8 +14 Speak with anlma/s 5,
wild shape (Diminutive)
2th H9AMAA4 415 4B 415 Resistnature'slure +7, speak with animolst -
27th +20/+15/+10/+5 +15  +7 415 Speak with animals 7, wild shape (7/day)
28t s2UH6/IMe6/s0 0T 46 49 416 Resistnature’slure+8, speakw;thammafsB
ERA4, e e NS R - wild shape (Gargantuan) . .
29th  +21/+16/+11/+6/+1 +6  +9 416 Speak with animals 9,
wild shape (elemental, 5/day)
30th  «22/417/+12047142 #7410 7. Resistnature’shre+9, speak w:l:hammafslﬂ
a 1 R " deshape('lﬂlday)
. . Epic Dru]d Speﬂ& per Day
Ea R N e e e e e R ear T |
2lst 6 6 5 5 5 5 5 4 4 4
22nd 6 6 6 By GRS W s
- 23rd 6 6 6 6 5 5 5 5 5 4
0/ T A AT et 2 R - S - S R e 5
Bth 6 6 6 6 6 6 5 5 5 5
L26th T -6 -6 - b6 b0y & b 5 e
2Tth 6 6 6 6 6 6 6 6 5 5
28th RN = -SR] R Y R -t - 6 5
27th 7 7 7 6 6 6 6 6 6 6
W - T T T 7Y e 6 b b7
Speak with Animals (Sp): Starting at 21st level, but cardinals or finches; not just “amphibians” but |
~¢ epic druid may select one type of animal thathe  frogs or toads, etc. ]
1 use speak with animals to communicate with at Aswith the spell, such conversations are limited by the |
Il He may choose one additional breed at each creature’s Intelligence — a bird that saw an army hauling :
mew epic druid level. Each must be a specific type —  a catapult toward a castle might only know to say, “many |
= <imply “rodents” but mice or rats; not just “birds”  men drag a big tree with no leaves or branches.” |
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E pic Fighter

Fighters achieve epic status only after long, difficult
lives of constant warfare. They are veterans of many
kinds of battle and often carry their combat scars like
badges of honor or like heavy weights. Many continue
their careers beyond their logical retirement ages,
becoming generals in armies or otherwise lending
leadership to the bartlefield.

Hit Die: d10.

Skill Points at Each Level: 2 + Int modifier.

Bonus Feat: Starting with 22nd level, the
epic fighter continues to earn bonus feats
every other level as a standard fighter does.

Initiative Increase (Ex): Epic fighters are
so seasoned that they adjust to sudden % :
conflict with a kind of automaric reflex / /’ Y
unmatched by other classes. Starting at /gl
21st level, the character gains a +1 bonus f' v“
to initiative for every two epic fighter b/ —
levels he attains (to a maximum +5 at 1 -
29th level). This bonus stacks with any other
initiative bonuses the character has.

Leadership: At 21st level, the epic
fighter gains the Leadership feart if he
does not already have it. In addition,
every two epic fighter levels the
character gains a +5 bonus to the
levels of followers that he may
lead (i.e., +5 at 22nd level,
+10 at 24¢th level, +15 at
26th level, +20 at 28th
level and +25 at 30th
level). These levels
may be divided up
as the character
requires when
assembling his
followers. For
example, a 22nd-
level epic fighter could attract additional followers (£
in any one of the following combinations: five Ist- }
level; two 2nd-level and one Ist-level; one 3rd-level
and two lst-level; one 4th-level and one Ist-level; or
one 5Sth-level. The toral number of followers he has
in any given level may not exceed that of any lower
level — so, an epic fighter could not have three 4th-
level followers but only two 3rd-level followers.

L)
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Vg~ - e o N
: _ . Table 2-19: The Epic Fighter
I - Base . Fort Ref Will
_Level - Attack Bonus Save Save Save  Special :
o st +2U/+16/411/+6/+] #1247 47 nitiative increase, Leadership
220d T +22/4171+12/471+2 #1347 47 Bonus feat, +5 follower levels
22rd  +23/+18/+13/+8/+3 #1347 +7  Fearless
th T +241419150409044 414 +8  +8  Bonus feat, +10 follower levels
25th +25/+20/+15/+10/+5 +14  +8 +8 Anticipate
26th - +26/+21/+16/411/+6/+] . 415 +8 +B . Bonus feat, +I5 follower levels = -
27th +201+2214171412/+71+2 15 +9  +9 Fearless +4
28th© +28/+23/+18/+13/+8/+3  +16 47 49 Bonis feat, +20 follower levels
29th  +29/+28/+19/514149/+4  +16 +9  +9  —
30th  +30/525/+20/+15/+10/45 +17 410 +10 ~ Bonus feat, fearless (immune-to fear), -
1 e W 425 Follower fevels - o
T s

Fearless (Ex): Epic fighters have been in so many
~attles that they have little fear of anything. At 23rd
-vel, an epic fighter can re-roll once a failed save
zainstany fear effect, or make a standard saving throw
' o save is allowed normally.
At 27th level, the epic fighter gains +4 to any fear
‘es, including the re-roll. At 30th level, the epic
*zhter becomes immune to any fear effects, regardless
- their source.
Anticipate (Ex): At 25th level, the epic fighter is
wch a grizzled veteran of battle that he can often
~rzdict what an opponent is about to do. At the start
- =ach round, the character can make a Sense Motive

check as an opposed roll against the Bluff check of
each foe who he’s in direct combat with (as if each
foe was performing a feint maneuver, in other words).
Each opponent who does not bear the fighter’s Sense
Motive result must tell the fighter his intended action
for the round. The epic fighter then performs his action
in the normal initiative sequence, taking into account
what his foes plan to do.

The opponent must state what feats or
extraordinary abilities he’s using, if any, but need not
specify what magic or spell he’s using if he plans to
cast a spell or utilize a magic item or a supernatural
or spell-like ability.
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E pic Monk

The discipline and raw ability this class demands
are attributes that few mortals possess. Those who
persevere to epic level achieve a rarified mastery of
their physical form.

Hit Die: d8.

Skill Points at Each Level: 4 + Int modifier.

Superior Evasion (Ex): At 21st level, whenever
the epic monk is struck by an attack that permits a
Reflex save for half damage, he takes no damage if
the save succeeds and only one-quarter damage
(round down) if the save fails.

Wholeness of Body (Su): Upon reaching 21st
level, the character’s monk levels (standard and
epic) count triple for determining the number of
hit points of damage he can heal each day.

At 25th level, the character’s monk levels
count quadruple for determining the number
of hit points of damage he can heal each day.

Quivering Palm: At 22nd level, the epic
monk can use this deadly artack twice per
week. At 27th level, he can use it three
times per week.

Superior Still Mind (Ex): At 22nd
level, the epic monk’s saving throw bonus
against enchantment increases to +3. This
bonus increases to +4 at 24th level, +5 at
26th level and +6 at 28th level. At 30th
level, the monk is immune to all enchantment
spells and effects.

Abundant Step (Su): At 23rd level, the monk may
use this ability twice per day. At 26th level, he can
use it three times per day and at 29th level, he may
employ it four times per day.

Damage Reduction (Su): At 23td level, the
epic monk’s damage reduction gained from
perfect self increases to 13/magic. At 28th level,
his damage reduction becomes 18/magic.

A" —xsmm

ADVANCED PLAYER'S GUiDE




ChApTER TWO: ChARACTER CLASSES
/ B—: _ _ m

N
‘o= - Table 2-20: The Epic Monk. )
- - Base.. F Fort Ref Will
Level -~ Attack Bonus  Save Save Save  Special =
oo 2lst +15/+10/+5 +12 412 +12 Superior evasion, wholeness of body (x3)
22nd - #16/411/46/41 #1313 +13  Quivering palm (2/week),
L . R 'k superior stifl mind (+3)
23rd 17141207142 #13  +13 413 Abundant step (2/day);
Damage Reduction 20/+2
24th - +18/+13/48/+3 - +14  +14 +14 Superior still mind (+4). -
- 25th +18/+13/+8/+3 +14  +14 +14 Wholeness of body (x4)
0 26th o #19/31414 9144 B R SR R Abundant step. (5fday)
o B ‘ R O v oS - superior still mind (+5)
 2Tth +20/+15/+10/+5 +15 +15 +15 Quivering palm (3/week)
28th = +21/+16/+11/+6/+1-- - 416 +16  +16 . Damage reduction 20/+3, - - - -
=L - .- e superior still mind (+6) |
2%th +21/+16/+11/+6/+1 +16  +16  +16 Abundant step (4/day), perfect evasion
30th - '+22;'+I?}+i2h?-!+2 S IT #17#7 Superior still mind (immure
3o W A e — -7 toenchantment) total ﬁeahng 3
A E plc Monk Unarmed Attdcks 7
: : Unarmed Unarmed - AC - Unarmored
© Level - -Attack Bonus - A _ . . .Damage - Bomus - A$pe_edr '
21 H6/+13/+10/+ 705411 1d20+1d6 +4 100
22 HTL1ANI8)450+2 o 1d2041d6° . +4 . - 100ft
23 +18/+15/+12/+9/+6/+3 1d20+1d6 G 100 ft.
24 +|‘71+]6/+13/+.]0/+7/+4l+l -~ - 1d20+1d8 - n TR E Ho
25 +20/+17/+14/+11/+8/+5/+2 1d20+1d8 +5 110 f.
26 - - +2U/+18/+15/+12/+91+6/+3 . T 1204148 T 46 -~ NOfe
27 +22/+191+16/+13/+10/+7/+4/+] 1d20+1d10 +6 120 ft.
28 +23/+20/417/514/+11/+8/+5/+2. - 1d2041d10 .+ - - - 120t
29 +24/+21/+18/+15/+12/+9/+6/+3 1d10+1d12 +7 120 ft.
30 +251+22/+19/+16/+13/+10/+7/+41+1 ~1d10+1d12 Rl PR .
Perfect Evasion (Ex): At 29th level, the monk’s complete refreshing of his body that has all the benefirs '
sion ability becomes automatic. He automatically  of a heal spell. This ability requires one full minute of '
=< no damage from any atrack that permitsaReflex  total concentration to complete. Any interruption |
= for half damage. requires a successful Concentration check as if the epic i:
Total Healing (Su): Once per day at 30th level, monk were casting heal, or the ability is disrupted and \
= monk may enter a trance state and perform a  lost for the day. J
-
. " ——
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) Epic paladins are the paragons of virtue. All those

who follow good look up to them as the ultimate
achievements in their class. They are leaders,
champions and the bane of all evil, yet they remain
humble servants of all those in need.

-Hit Die: d10.

Skill Points at Each Level: 2 + Int modifier.

Remove Disease (Sp): Every three levels, the
paladin continues to increase the number of
times he may use this ability per week (to a
total of 10/week at 30th level).

Spell Resistance (Su): Upon reaching
21st level, the character gains spell
resistance equal to his paladin level
(standard and epic) plus his Charisma
modifier, This spell resistance functions
only against magic cast upon him by evil
creatures. The paladin’s mount enjoys
this spell resistance also whenever it is in
conract with the paladin.

Superior Mount (Sp): At 21st level, the
epic paladin is eligible to receive a new
mount or enjoys some change to his
existing mount. A quest may be required
in either case. A new mount is a
spectacular creature with some
supernatural ability — anything from a
pegasus to a griffin is acceptable, pending
the GM'’s approval. If the current mount
is changed, it gains some ability as a boon
from the character’s deity — whether
growing functional wings or having hooves
that strike as magical weapons. The mount
progress as noted in the chart below.

~- -
Paladin Bonus Natural Str
Level HD  Armor Adj. Adj. Int
21st=26th +10  +I12 +5 10
27th=29th +12  +14 +6 1
30th +14  +16 +7 12

The mount retains the special abilities listed
in the Player’s Handbook. Any new special
abilities depend on the mount, as determined
for this class ability.

T
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o Table 2-21: The Epic P;\lddln
_ . Base.. - o Fort Ref Will 3
.- Leyel * " Attack Bonus - Save Save Save Speual : s
st +21/+16/+11/+6/+1 +12 +T  +7 Remove disease (7/week)
spell resistance, superior mount
T 22nd - - £22/:\212/47 142 ¥y #T 7 Aura oftouragé (+6;'15 feet),
o, Sy L o charismatic radiance (Charisma +1)
23rd  +23/+18/+13/+8/+3 A3 47 47 Smite evil (6/day)

D 24th  324/41914140591+4 - 14 +8 +8 Charismatic radiance (Charisma +2),
: P Ty - -'rémp_ve disease (Blweek)
- 25th  +25/+20/+15/+10/+5 +14  +8 +8  Auraof courage (+8, 20 feet)
© . 26th - +26/+21/+16/+11/+6/+1  +15  +B.  +8  Charismatic radiance (Charisma +3),
wul Lk by 1= L L smite evil (T/day) :
27th +201422/+17/12/+71+2 415+ +9 Remove disease (1/week)
28th - +28/+23/+18/+13/+8/+3 - +16  +7- +9 Aura of courage (+10; 25 feet),
' A e AN - - charismatic radiance (Charisma +4)
29th +29/+241+19/+14/+9/+4  +16  +7  +9 Smite evil (8/day)
30th :',+30f+25{,+4201+t5/+1oh5' 417 410 +10  Charismatic radiance (Charisma +5),

remove disease {IOI week)

, E pic Paladin Spells per Lchl
Level - 1. . 3 5 5
- 2st 4
- 22nd -4
23rd 4
“24th 4
25th 4
4
4
4
5
5

|

- 26th-
27th
.28th. .
29th
"'30th~ 5.

L N N N
B~ B = |

T I N S O O S G TR S RO N
O O N U SV TR SV SV SO
A nad o Nn— — 0O

Aura of Courage (Su): At 22nd level, the paladin’s ~ receives a +1 inherent bonus to Charisma for every two

aura of courage confers a +6 morale bonus on saving  epic levels he attains. This bonus is in addition to those
:nrows against fear effects to all allies within 15 feet. received for standard level increases. Remember that an '
This becomes a +8 bonus to allies within 20 feet at  inherent bonus may not exceed +5 forasingle ability score.
25th level, and a +10 bonus to allies within 25 feet at Smite Evil (Su): An epic paladin may smite evil
25th level. one additional time each day every three levels (i.e., |
Charismatic Radiance (Su): Upon reaching 22nd level,  six times per day at 23rd level, seven times per day at

=1 epic paladin is almost supernaturally charismatic. He  26th level, and eight times per day at 29th level).

i N0 e P20
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Epic Ranger

Epic rangers are loners, often avoiding civilization
and sticking to the wilderness that they know and love.
Many become obsessed with ridding the world of the
creatures they despise so greatly, some even stirring
up entire crusades against their favored enemies.

Hit Die: d8.

Skill Points at Each Level: 6 + Int modifier.

Long Stride (Ex): At 21st level, the epic ranger’s
land speed becomes faster than the norm for his race
by +10 feet. This benefit applies before modifying any
load or armor adjustments, but may be used only when
he is wearing no armor, light armor, or medium armor
and not carrying a heavy load.

The epic ranger also moves five times his normal speed
when running (if wearing light or no armor and carrying
no more than a light load) or four times his speed (if
wearing medium or heavy armor or carrying a medium
or heavy load). He may run for a number of rounds

equal to his Constitution score + epic ranger level

prior to making the DC 10 Constitution check to
continue running, and the rime between checks increases
by one round for every two epic levels (every two
rounds at 22nd level, every three rounds at 24th
level, etc.). See “Run” in Chapter 8 of the Player's
Handbook for details. :

Unerring Aim (Ex): Starting at 21st level, the
epic ranger may take a full-round action to attempt
a single aimed shot at any target. This precludes
any multiple attacks that round. The ranger earns

an attack bonus equal to one third his current level,
rounding down (+7 at 21st level, +8 at 24th level,
+9 at 27th level, +10 at 30th level).
Superior Tracker (Ex): At 22nd level, an
epic ranger becomes even more skilled at
tracking. He receives a cumulative +1
bonus to any tracking-related
checks for every two epic
levels attained (+1 ar
22nd level, +2 at 24th level, and so on).

Improved Camouflage (Ex): At 23rd level.

the epic ranger gains a +3 cumulative bonus
to any Hide and Move Silently checks while
alone and in natural surroundings (i.e., the
wilderness). This bonus increases to +6 at
26th level.

Favored Enemy (Ex): The epic ranger gains
additional favored enemies at 24th and 29th levels.
in the same fashion as described in the Player's
Handbook. Also at this time, an epic ranger mav

v

ey S, S
wo(n

A" —aam L

ADVANCED PLAYER'S GUIDE




ChApPTER TWO: CHARACTER CLASSES

N\

_ _ e
B A e —
, o ] Table 2-22: The Epic Ranger - .~
[ -~ Base. : Fort Ref Will e
F . Level - Attack Bonus Save Save Save  Special L,
st +2U/+16/411/+6/+] H2 4T 47 Long stride, unerring aim (+7)
L 22nd 4224171412057 142 +13 T 47 Superior tracker (+1). -
| 23rd  +23/+18/+13/+8/+3 +13 47 +7  Improved camouflage (+3)
P & 24th - 2414191+141+91+4 +14 +8 +8  bthfavoredenemy,superior tracker (+2),
F L - 5 unerring aim (+8) ¢ e
25th +25/+20/+15/+10/+5 +14  +8 48 Combat style superiority
1 S 26th  +26/+21/4+160s11/56/+1 415 48 . +8  lmproved camouflage (+6), -
< ) L il _ superior tracker (+3) .
27th +271+2211T1+121471+2  +15  +9 49 Unerring aim (+9) »
- - 28th +28/+23/+18/+13/+8/+3  +16  +9 +9 - Superior tracker (+4) 7
= - 2%th +291+2414191+141+91+4 416 49 49 7th favored enemy, superior camouflage
i 30th- ~ +30/+25/+20/+15/+10/+5 17 410 +10  Advancedcamouflage, superior tracker (+5),

Level [} 2 3
21 4
22 4
23 4
2% - 4
25 4

26 o P
27 4
28 4
29 5
30 5

U s S5 D DSBS W

Epic Ranger Spells per Level

s DD DD W W w

unerringaim (+10)

4 5 6
3 0 —
3 1 L
3 1 —
3 2 =
3 2 -
WA =
4 3 1

S n e AR
4 4 2

Sy N R

Sl™

szlect one type of enemy as his crusade enemy — the
-ne favored enemy that he loathes and despises the
most. His favored enemy bonuses are doubled against
the crusade enemy. These benefits are in addition to
iy favored enemy bonuses applied at the standard
wve level interval. The ranger may change to a
Jitferent crusade enemy upon reaching a new favored
=nemy plateau, but the crusade enemy bonus applies
“nly to one favored enemy at a time.

Combat Style Superiority (Ex): At 25th level, a
manger’s aptitude in his chosen combat style (archery
7 two-weapon combat) improves again. If he selected

rchery at 2nd level, he has become such an

accomplished archer that he can rake advantage of
the tiniest chink in an opponent’s armor. An
opponent’s armor bonus is reduced by one-third (round
down to a minimum of +1) against the epic ranger’s
archery artacks. If he selected two-weapon combat at
2nd level, his two-weapon fighting penalties are
reduced by an additional —1.

As before, the benefits of the ranger’s chosen style
apply only when he wears light or no armor.

Advanced Camouflage (Ex): At 29th level, the
epic ranger is a master at moving unseen in the wild.
He is treated as invisible and silenced while alone and
in natural surroundings.
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[t's unclear how many epic rogues exist, mainly
because they're almost impossible to track down. They
can pursue careers as thieves, spies, investigators and
the like with such skill that they seldom leave a trace
of having been there at all.

Hit Die: d6.

Skill Points at Each Level: 8 + Int modifier.

Sneak Attacks: The epic rogue’s sneak attack
damage increases by +1d6 at every odd-numbered level
(+11d6 at 21st level, +12d6 at 23rd level, and so on).

Trap Sense (Ex): The epic rogue’s bonus increases
to +7 at 21st level, +8 at 24th level, +9 at 27th level
and +10 at 30th level. :

Luck of the Streets (Ex): Starting at 22nd level,
the epic rogue gains a +1 luck bonus every even-
numbered level that he may apply to one saving
throw category of his choice (Fortitude, Reflex or
Will). The epic rogue cannot switch the bonus
once it is allocated, but can increase the luck
bonus gained through this class ability. This
does not stack with luck bonuses from other
sources, however.

Special Abilities: Every three levels
above 19th (so, 22nd, 25th and 28th
levels), the epic rogue continues to select
new special abilities from the options in
the Player's Handbook, or from the
additional choices below.

Improved Crippling Strike (Ex): An
opponent damaged by an epic rogue’s
sneak atrack also rakes 2 points of
Strength damage and 1 point of
Dexterity damage. The character must
have crippling strike to take this
special ability.

A" —xsmm
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, Table 2-23: The Epic Rogue -
. Base Fort Ref Wil all -

Level  Attack Bonus - Save Save Save  Special :
st +15/+10/45 +7  +12 +7  Sneak attack +11d6, trap sense +7

" 22nd  H16/401/56/4] - - +7  +13 +T  -Luckof the streets 1, special ability -
23rd +171+12/+71+2 +7 +13 7 Sneak attack +12d6
24th - +18/+13/+8/+3 +8 414 +8 Luck of the streets 2, trap sense +8 -
25th +18/+13/+8/+3 +8  +14 +8 Sneak attack +13d6, special ability

< 26th +19/+14/+91+4 +8  +15 48 Luck of the streets 3, ultimate luck |-
27th +20/+15/+10/+5 +7 +15 49 Sneak attack +14d6, trap sense +9
28th - +20/+16/+11/+6/+1 +9 416 49 Luckof the streets 4, special ability
29th +21/+16/+11/+6/+1 +7 416 +9 Sneak attack +15d6
30th +220+171+121+71+2 +10° - #17° "+10 - Luck of the streets 5, trap sense +10,

’ ' : = | - l.l|t1mate hck :
N ——y

Improved Defensive Roll (Ex): The rogue may make
1 total of two defensive rolls per day. In addition, if
the character fails a defensive roll attempt and he has
: defensive roll remaining, he may use it to make a
«econd attempt, resolved as normal. The character
must have defensive roll to take this special ability.
Improved Slippery Mind (Ex): Against an enchantment
spell or effect, an epic rogue gains a +2 bonus to saving
throws and gains a total of two additional saving throws,
needed. For example, an epic rogue who fails his initial
saving throw may make a second saving throw one round
srer. If that roll also fails, the character may make one
wore attempt in the following round. The character must
nave slippery mind to take this special ability.

Superior Evasion (Ex): Whenever the epic rogue is
struck by an attack that permits a Reflex save for half
damage, he takes no damage if the save succeeds and
only one-quarter damage (round down) if the save fails.
The character must have improved evasion to take
this special ability.

Ultimate Luck (Su): At 26th level, the epic rogue
manifests a supernatural degree of luck. Once per week,
he can change any one die roll result that he makes
by 50% (round down). So, a d20 result of 13 can be
reduced or increased by 6. This applies only to a roll
that the epic rogue’s player makes.

At 30th level, the epic rogue may use ultimate luck
twice per week.

L
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Those rare sorcerers who reach epic status enjoy a
number of special benefits in addition to a greater spell
selection.

Hit Die: d4.

Skill Points at Each Level: 2 + Int modifier.

Cantrip Mastery (Sp): ‘At every odd-numbered
level, the epic sorcerer selects one O-level spell that
he can cast a number of times per day equal to his
Intelligence modifier (so, a character with Intelligence
16 can cast a selected O-level spell three times per day).
The spell selected is considered a spell-like ability, and
no longer takes up a 0-level spell slot. He may enhance
the spell with metamagic feats as normal, but doing
so requires using the necessary spell slots.

Familiars: An epic sorcerer may call for a second
familiar at 23rd level and a third at 30th level. Each
familiar is handled as normal (see “Familiars”
in Chapter 3 of the Player’s Handbook),
including the benefits listed in Table 2-25.
Treat each familiar independently for
abilities that have limired uses per day
— a 30th-level sorcerer could scry on
each of his three familiars twice daily, for
example. Similar abilities conferred by
multiple familiars do not stack.

, Table 2-24 Familiar Ah]ﬂtr Baneﬂtsr
. “Master - - Natural .
" Class Level Armor Adj. Int Specna!

21st-22nd  +11 16 Sery on familiar
(2/day)

23rd—24th ~ +12 17 . - Familiar Spell’

25th-26th  +13 [ —

27th-28th . +14 = 19 Deliver touch
: Sl Y o0 ispells (range)
- 29th-30th  +15 20 —
~ Scry on Familiar (Sp): The master may scry on hxs
familiar twice per day. :
i '.fam,/,arsperr(spmmsemspeuofsmxevelmm
- the Familiar can cast this spell once per day as a spell-
_like ubllnty as a caster of a level’ equal to the masten
 caster level. Spells with a material component cost of
more than 1 gp, or with any XP cost, are ot eligible.
_ Deliver Touch Spells (Range) (Su): The familiar may
 still be designated the master’s “toucher” if they are-
' within (10 x master’s class level) in feet of one another.

Nl o> — i
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" Table 2-25. The Epic Sorcerer .
N _Base Fort Ref Will

Level - Attack Bonu’s’ Save Save Save Special ;

- 20st +10/+5 +7 +7T  +12 Cantrip masteryi

S 22nd 146141 47«7 13 Specialtyspell T - _
23rd +11/+6/+1 +7 o+ 413 2nd familiar, cantrip mastery?
 2th - 12047127 +8 +8 +l4 Specialty spell 2-

. 25th +120+7142 +8  +8 +14 Cantrip mastery 3

26th . +13/+8/43° 48 _+8 415  Specialty spell 3
27th +13/+8/+3 +7  +7 415 Cantrip mastery 4

(28th 414149154 +9 49 16 Specialty spell 4
2%th +14/+9/+4 +7 +9  +l6 Cantrip mastery 5
30th - +15/+10/45 £10. +10 417 - SrJfamlhar specnaltyspellS

. e Eplc Sorcerer ﬁpeﬂe. per Day - i

L7 I DN I e ST FRT H 6 1 B q
2st 7 7 7 6 6 6 6 6 6 6
1 e O (R o S g S S e (SRR TR 6 6 6
23rd 8 8 7 7 7 77 6 6 6
T o Sl PR o o A e ¥ 7 7 6 6
25th 8 8 8 8 7 7 7 7 7 6
g e T VA . AN SR 7 7 7 7 7
2Tth 8 8 8 8 8 8 7 7 7 7
T g A ey (R 8 8 8 8 7 7 7
29th q 9 q 8 8 8 8 8 7 7
<41 T S AR S - 8 8 8 '8 8 7
. = Epic Sorcemr Spells }{nown e

level 0 1 2 ¥ L % .8 AR 7
2lst 7 5 5 5 5 4 4 4 3 3
i e AT RN Sy = Wl T L PP S ER AL
23rd 7 6 5 5 5 5 5 5 5 4
24th 9 TR RSO SISO SRR RSOy - MU TR 5
25th 7 6 6 6 6 5 5 5 5 5
TothLE T R G G, Ll 8 6 .5 5 - 5
27th T 7 7 6 6 6 6 5 5 5
28th e T S S B e e BT
29 9 8 7 7 7 7 6 6 6 6
-30th A T A N e AR SRS G
= o

Specialty Spell: At every even-numbered level, the
soic sorcerer may select one lst- through 9th-level
cell that he knows as a specialty spell. This spell is
-onsidered to take up a spell slot one level lower, but
« cast as if the caster were one level higher than

normal. For example, a 22nd-level epic sorcerer
chooses fireball; it is considered to take a 2nd-level
spell slot, but he casts it as if he were a 23rd-level
sorcerer. The epic sorcerer may use this ability once
per day for each specialty spell he knows.

- g
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Most epic wizards settle down from an adventuring
life, constructing a tower or other sanctum in which
he can conduct whatever arcane experiments interest
him. Others travel the planes, seeking out new realities
and magics to explore.

Hit Die: d4.

Skill Points at Each Level: 2 + Int modifier.

Improved Familiar: At 21st level, an epic wizard
gains the Improved Familiar feat (see Chapter 6 of
the DMG for a full description). This feat allows
spellcasters to acquire a familiar of a type beyond those
listed in the Player's Handbook. The list below,
extracted from the DMG, presents only a few possible
improved familiars. Almost any creature of the same
general size and power as those on the list makes a
suitable familiar, pending GM approval.

Improved familiars otherwise use the rules for regular
familiars and use the abilities listed on Table 2-25,
with two exceptions: If the creature’s type is something
other than animal, its type does not change; and
improved familiars do not gain the ability to speak
with other creatures of their kind (although many of
them already have the ability to communicate).

~ —
Familiar Alignment Familiar Type/Subtype
Shocker Neutral Celestial Good
lizard hawk!'
Stirge Neutral Fiendish Tiny Evil

viper snake?
Formian Lawful Elemental, By element
worker neutral Small
Imp Lawful evil  Homunculus®  Undead

Pseudodragon Neutral good Ice mephit  Cold

Quasit Chaotic evil

"Or other celestial animal from the standard familiar list.

2 Or other fiendish animal from the standard familiar list.
*The master must first create the homunculus, substituting ichor
or another part of the master's body for blood if necessary.

P, N

Spellcraft Mastery (Ex): Masters of magic,
epic wizards gain a +1 bonus per every odd-
numbered epic level (i.e., +1 at 21st level, +2

at 23rd level, etc.) to all Spellcraft checks. This
bonus is doubled for spells in the wizard's
specialty, if any.

Special Abilities: At 22nd, 26th and 30th
levels, the epic wizard selects one ability from
the list below. An ability’s benefits stack with
those gained from feats and other powers, unless
noted otherwise.

=7 =N
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’ 5 - Table 2-26: The Epic Wizard -~ *
- . ‘Base - - ' Fort Ref Will :
Level . Attack Bonus - Save Save Save Speual‘ :
2lst +10/+5 +7  +7 12 Improved Famlhar, Spellcraft mastery +1
22nd  #46/+1 : +7  +7 +13 Special ability - _ :
Brd 41146041 T 4T 413 Spellcraft mastery +2
o 24th T H120470420 . - 48 +8 +14 —
25th +12/+71+2 » +8 +8 414 Spe!lcraft mastery +3
C26th - +13/+8/+3 no) +8 48 415  Special ability. - '
27th  +13/+8/+3 +7 49 +15  Spellcraft mastery +4
28th T wAAT4 T 48 a9 a6 — _
- 29th +141+9/+4 +9  +9  +l6 Spellcraft mastery +5
" 30th - +15/+10/4+5 o Sy FIO +10- S LCa Spec:al ablhty e
— A Epu.': W]md &peﬂs per Level  y
Level S T s e . S 6 7 8 7
21 5 5 5 5 4 4 4 4 4 4
2 T, TR T TR - 5 4 4 4 4
23 6 6 5 5 5 5 5 4 4 4
24 6 6 b 5 5 5 5 5 4 4
25 6 6 6 6 5 5 5 5 5 4
ST A Y e 6 6 5 5 5 5 5
27 6 6 6 6 6 6 6 5 5 5
28 6 6 6 6 b 6 6 6 5 5
29 6 6 6 6 6 6 6 6 6 5
80 | sre R W ey Ah P TRT T
N =t e 4

Damage Reduction (Su): Select one type of energy
acid, cold, electricity, fire orsonic). The character gains
Jamage reduction X/~ against that energy type, with X
=qual to his epic wizard class levels + Intelligence
modifier. So, a 24th-level epic wizard (four epic wizard
levels) with Intelligence 16 (+3 modifier) has DR 7/
»zainst a single energy type of his choice. This ability
may be selected multiple times; its effects do not stack.
Zach choice is applied to a different energy type.
Magic Defense (Su): Choose a school of magic
ahjuration, conjuration, divination, enchantment,
vocation, illusion, necromancy or transmutation).
The character gains a saving throw bonus equal to his
“pic w rizard class levels against spells cast upon him
rom that school. So, a 26th-level epic wizard (six epic
= els) gains a +6 bonus to saving throws against a
«ngle school of magic of his choice. This ability may

be selected multiple times; its effects do not stack. The
saving throw bonus is applied to a different school each
time. A specialist wizard may not choose his restricted
school of magic.

Spell Focus (Su): The character gains the Spell Focus
feat for a school of magic of his choice. If the epic wizard
has thar feat for the school already, he may add the
benefit of Greater Spell Focus for spells cast from that
school. If the epic wizard has both feats for the school
already, he may take Superior Spell Focus, which adds
an additional +2 to the Difficulty Class for all saving
throws against spells he casts from that school.

This ability may be selected multiple times. Once a
character has Spell Focus, Greater Spell Focus and
Superior Spell Focus for a single school, this ability'’s
benefits no longer stack. Any subsequent choice is
applied to a new school.

ADVANCED PLAYER'S GUIDE
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Combat in-the d20 System remains, at its heart -
very much like it was when the first incarnation of

the game was released decades ago. A character rolls

to hit, and if he exceeds the target’s armor class, he.

tolls for damage. Score enough damage, and the enemy
is knocked unconscious or dies. Then move on to the
next opponent, and so on.

With the revised Third Edltion rules, d20- combat -

has been streamlined and refined to a relatively simple

system that works well. As with any set of well worn- -

rules, however, it can become stale and predictable after
a while, Game Masters looking to spice up their battles

should consider the optional rules provided in this -

section, which focus on virtually every aspect of combat.

Advanced |
Initiative Systems

When considering the way d20 combat works, the

standard initiative system is designed for one thing only

—determining who goes next in combat..Simple, isn’t
it? In fact, it’s about one of the simplest systems of its

kind in any game (roleplaying or otherwise), and yet

rolling initiative is one of the most important things in
- the entire process. That single die roll determines
‘whether or not a character moves first in a round, and

-that can often be the difference between life and death. -
Three different initiative options are covered here:
- fast, secret and variable. Each has its own benefitsand -

disadvantages. Some Game Masters might choose to
combine some of these attributes if they wish (such as
elements of fast and secret initiative). After all, this
book is all about encouragmg new options and
alternatives!
Fast Initiative

Players looking for a way to speed up combat should

consider this system. [t’s extremely simple and removes

nearly all of the “whose turn is it now!” moments that

_frequently arise around the table. Best of all, the fast
‘initiative system can bé expanded depending on the

interest level of the players. It can be as useful to a
group that prefers to deliberate as to one that just
wishes to keep things moving. :

- Fast initiative uses a standard deck of playmg cards.
Choose one primary and one secondary suit — clubs,

- diamonds, hearts or spades — for the PCs {which

includes player characters and any non-player
character allies) and the NPCs (all characters opposing
the PCs). So, the PCs might chose ¢lubs primary and
diamonds secondary, while the NPCs take hearts
primary and spades secondary. =

Séparate the respective suits into four stacks and put

- the PC stacks within easy. reach of the players and the

NPC stacks near the Game Master.-Each group draws
cards from their primary stack (the secondary stack
comes.into-play only under certain circumstances; see
below). For.battles with larger numbers of monsters.
ase thirteen cards for either side and double up the
weakest opponents. Aces count as one, while jacks
count as eleven, queens twelve, and kings thirteen.
When combat begins, each player draws one card from
the primary PC stack (in order from highest to lowest
initiative bonus) and places it face up in frontof himself.
or on top of his character sheet. The Game Master draws
one card from the primary NPC stack for each monster
and records the result but does not show which enemy
drew which card. The combat round then proceeds.
beginning with the kings, followed by queens, and so on
in descending order. If the same card is drawn from the
PC and NPC stacks, the character with the higher
initiative bonus goes first: These are the only times that
acharacter’s initiative bonus is used with fast initiative.
A character who uses the delay maneuver and winds
up-adjusting his position in the initiative sequence
discards his primary suit card and draws the new

" ADVANCED PLAYER'S GUIDE -
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number from the secondary suit. For example, if a PC
with a 9 delays until an enemy with a 6 moves, the
PC’s player discards the 9 he'd drawn from the primary
stack and takes a 6 from the secondary stack.

Fast Initiative Enhancements

® Ordered: This factors in respective initiative
bonuses. Instead of players drawing their own cards,
the GM deals one per character from the primary PC
stack into a pile. The cards dealt are then allocated
from highest to lowest to the PCs in descending order
of initiative bonuses. For example, four characters with
+6, +4, +3 and +1 initiative bonuses are dealt a 10, 6,
3 and ace. The PC with the +6 initiative bonus takes
the 10, the PC with +4 takes the 6, the PC with +3
takes the 3 and the PC with +1 takes the ace.

¢ Preplanning: An irritaring aspect of the standard
initiative system is that no matter how much time you
have to prepare for combat, you're always at the mercy
of the initiative roll. With preplanning, a group that
has at least one full minute to prepare for battle can
oreselect its cards in whatever order the players choose.
Deal out cards as with the ordered option (above),
Hut the players choose which PC gets which card. For
any dispute over allocation, the player whose character
has the higher initiative bonus makes the final choice.
To prevent bickering and overdiscussion of the fight
-0 come, the GM should allow no more than one or
“wo minutes for the group to come to a consensus.

_ .’—m

After that, any unallocated cards are assigned in
initiative bonus order.

Preplanning can be very effective depending on the
group’s structure — wizards could move first, dropping
ice storms or party enhancements, then other
characters could make ranged attacks, with fighters
making a charge at the end of the round. The GM
should allow preplanning only in certain
circumstances. A party cannot assume a fight will
occur behind every door — it must be aware of the
danger and its nature, and must achieve at least some
measure of surprise over the opposition. For example,
using clairaudience/clairvoyance to see what's behind a
door creates a viable preplanning opportunity, but a
random dungeon encounter does not.

® Trading: Fast initiative can be enhanced through
the use of card trading, where a player may trade cards
with the person next lowest in the sequence. The
second character is not permitted to refuse this trade
unless he has traded at least once during that
encounter already. A character may initiate only one
trade per combat. Trades can be performed only at
the start of the encounter.

Fast Initiative Example
The four intrepid adventurers Ellisia (clevic, O mitative
bonus) , Protor (wizard, —1 initiative bonus) , Suvorkin (rogue,
+7 initiative bonus) and Tarla (fighter, +2 initiative bonus)
are creeping through a dark catacomb when they notice a light

1
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ahead. Coming around a blind comner, they confront five huge,
shadowy creatures huddled around a small five. Before the
party can decide what they're facing or whether a parley is
possible, the monsters notice them and attack.

The PCs have encountered bugbears who are cooking
up some stew. Unknown to the party, a shaman is just
a short distance away, around another corner.

For this example, the GM is using both the trading and
preplanning options with fast initiative. The party doesn’t
have time to study their opponents before the monsters
attack, so preplanning isn’t possible in this encounter.

The players chose hearts as their primary suit with
spades secondary; the GM chose clubs as his primary suit
with diamonds secondary. The GM shuffles each primary
stack; the players draw one card from the PC stack while

the GM deals six cards from the NPC stack (one for

each monster). Ellisia draws the queen, Protor the 10,
Suvorkin the 8 and Tarla the 5. The monsters draw the
ace, 3, 6, 7, queen and king (the shaman gets the 6).

The players decide that they want to move Suvorkin
and Protor as high as possible in the initiative sequence,
to make maximum use of sneak attacks and the wizard’s
cone of cold wand. This requires trading, initiated by the
character with the highest current initiative. Ellisia, with
the queen, is first to trade. She can swap with Protor to
move the wizard up to the highest spot, but that leaves
Suvorkin unable to improve his position (Ellisia can't
make a second trade, and Protor would drop back to a
less advantageous position). Instead, Ellisia trades with
Suvorkin, who then trades with Protor. This leaves Tarla
moving last, but she's comfortable with that, figuring she
can take advantage of potential flanking opportunities.
The order is now Protor (queen), Suvorkin (10), Ellisia
(8) and Tarla (5).

Meanwhile, the GM trades the bugbear shaman’s 6
with one of the other bugbears’ king so that the shaman
can move first. This allows the shaman to go first
overall; he moves up secretly and uses Silent Spell to
cast shield of faith. Protor and one of the bugbears go
next; Protor’s initiative bonus is —1, so the bugbear
goes first, charging forward to attack Tarla. Protor then
triggers cone of cold, affecting other four bugbears (the
shaman is still around the corner). Battle progresses
from there, in descending order of playing card value.

Secret Initiative

This system is simple, a little more realistic, and
provides a nail-biting aspect to the game that can spice
up combat dramatically. It does, however, require more
work and management by the Game Master, as well
as a greater measure of trust from the players.

To use secret initiative, the GM notes all the
characters’ initiative bonuses and makes every initiative
roll secretly. He then sorts everyone out himself, either
by hand, with index cards, or using a computer with a

spreadsheet or other application. Instead of calling out
initiative numbers in the standard manner, the GM
simply announces whose action is next. None of the
players know in advance whose turn will come in what
order during the first round of combat (the routine is
established after this, of course).

If one of the party’s opponents does not take an
action, the GM is not required to announce why or to
otherwise call attention to the NPC. The NPC could
be delaying or holding his action, or he might be doing
nothing that round. He could also be a target the group
has not yet seen, and who does not wish to give up his
location by taking an action.

Secret Initiative Example
Let’s revisit Ellisia (+0 initiative bonus), Protor (=1),
Suvorkin (+7) and Tarla (+2), using secret initiative for
the encounter instead. The GM rolls secretly for all four
PCs and for the six NPC monsters, applying each
character’s initiative modifier. He gets the following
initiative results:

Character Initiative Result
Suvorkin 24

Bugbear #1 19

Tarla 16

Bugbear shaman 15

Protor and bugbear #2 12

Bugbear #3 n

Bugbear #4 6

Ellisia 5

Bugbear #5 2

The GM announces that Suvorkin is the first to go
Since he has the rest of the field flat-footed, the agile
rogue makes a sneak attack thart kills bugbear #2 (wha.
unknown to the players, had initiative 12). The GM nexz
announces that one of the bugbears (#1) moves, stepping
up to smack Suvorkin over the head. This sets up some
good drama after only the second character’s move —
having no idea who goes next, Suvorkin wonders whether
bugbears will overwhelm him before any of his
companions have the chance to take an action!

Suvorkin breathes a sigh of relief when Tarla’s turs
is announced next. The fighter charges another bugbear
(#3); although she misses on her attack, Tarla does block
the monster’s path to the rogue. Next, outside the party’s
view, the bugbear shaman moves up, takes stock of the
situation and uses Silent Spell to put up shield of faith.
Protor the wizard goes next. He circles around for =
cone of cold strike — and spots the shaman hiding i
the darkness! Protor doesn’t know if the shaman has
raken his action yet, and the party won’t know where
the monster falls in the initiative sequence until next
round. Protor must now choose whether to use his wanz
on the three bugbears who aren’t yet engaged in melee
or target this newly-discovered threat....
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Variable Initiative

A This is a throwback to previous incarnations of the

E game and represents combat in a much more chaotic,
i unstable manner. Instead of rolling once for initiative
E at the start of an encounter, everyone rolls initiative

anew at the start of each combar round.

This system has advantages and disadvantages. If a
player rolls poorly one round, he has a chance to make
5 up for his character’s slowness with a good roll in the
S next round. Unfortunately, the reverse is true — the
B character risks going from a superior initiative position
S to a spot far lower in the sequence. Variable initiative
can be slower to manage, especially in large-scale
battles, but is ideal for players who prefer an additional
element of uncertainty in an encounter. Also, this
system provides better rewards for characters with high
initiative bonuses, which strengthens feats and other
abilities that provide such increases.

=

If a character uses a hold action or delay maneuver,
keep track of how many initiative steps are lost and
apply that as a negative penalty to the character’s
initiative roll in each subsequent round. For example,
a character with a 15 initiative result delays so that
he moves on initiative 9; he then suffers a -6 penalty
to his initiative roll on each successive round.

Variable Initiative Example
Let’s return one last time to the catacomb battle
between the bugbears and Ellisia (+0Q initiative bonus),
Protor (-1), Suvorkin (+7) and Tarla (+2). Let’s
further assume that the initiative rolls for the first
round are the same as listed in the secret initiative
example (except that each player knows what his result
i was). For the first round, combat proceeds as described
n the secret initiative example — one bugbear is down
and the rest are engaged in a fierce battle with the
PCs — Tarla faces off against two bugbears while
Ellisia and Suvorkin each fight one apiece; Protor and
| the shaman stand on opposite sides of the cave, each
-utside of melee range.

At the start of the second round, each player rolls a
- new initiative for his character while the GM does
Z__ the same for the bugbears. This time, the results are:
el Character Initiative Result
B Tarla 20
the= Bugbear shaman 19
| -3 Bugbear #1 15
F Suvorkin 13
EE Ellisia 1
[ Bugbear #5 g
[ = Bugbear #3 5
= Bugbear #4 3
= Protor |
= Bugbear #2 (Dead)

Tarla kills bugbear #3, but misses with his follow-
up Cleave attempt on the other bugbear (#5) with
whom she’s engaged. The shaman goes next, casting
hold person on Protor, who fails his saving throw.

Unfortunately for Suvorkin, the bugbear who
attacked him after his move in the first round beat his
initiative this round; Suvorkin is atracked again before
he can react. Instead of attacking his vircually
undamaged opponent, Suvorkin tumbles (successfully)
to flank Tarla’s other opponent, bugbear #5. Suvorkin’s
sneak attack hits and kills the bugbear before it takes
its action for the round. The battle continues....

Critical Fumbles

Critical hits are an integral part of the basic game
system. What about the other end of the spectrum? A
tremendous blunder can be just as interesting in a
roleplaying game as a memorable critical strike.

This section provides several systems for critical
fumbles. These range from the simple to the highly
complex. In general, a campaign should include
fumbles of a level equivalent to its critical system. If
using the optional advanced critical hits from this
book, use a level of fumbles to match. If your game
includes only standard critical hits, stick with the
simple fumble rules, or none at all.

Basic Fumbles

Under this basic system, any natural “1” rolled on
an attack threatens a fumble. The character should
immediately roll another attack. If this roll misses, a
fumble has occurred. Otherwise, no adverse effects
occur. Include all standard bonuses in the second roll
as if an actual attack were being made — this would
include penalties for off-hand swings, negatives from
power attacks and so forth. No “hit" is possible,
however, only the avoidance of a fumble.

The effect of the fumble is dependent upon the
weapon type, as listed below.

Slashing: The weapon hits something else in the
vicinity (a low ceiling, part of the target's armor, the
ground). The cutting edge catches long enough thart
the weapon is wrested from the character’s grasp. Treat
this as if the character has been disarmed. If using locked
gauntlets, use the fumble for blunt weapons instead.

Blunt: The weapon slips in the wielder's hand to a
position from which it is unusable. The character must
spend a standard action maneuvering it back into
place. If the character has another artack still to come
in the same round, and chooses to do so, he can spend
that attack moving his weapon back into place instead
of using an action. If he has no further attacks or
actions in that round, he may use his first attack in
the next round to reset the weapon but may make no
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attacks of opportunity with that weapon in the
intervening period.

Piercing: The weapon sticks into something within
five feet of the wielder's position — a wall, a table,
the floor or some other obstacle. The character must
spend a standard action (or a second arrack, as
described above for blunt weapons) freeing it. Pulling
it loose requires a Strength check (DC 10).

Ranged: The weapon misses its intended target but
has a possibility of hitting someone else in the vicinity.
The shot is so bad that literally anyone within the
character’s line of sight (a cone extending out from
his present facing), and within the weapon’s effective
range is eligible for rargeting. The GM should roll
randomly to determine who is threatened — it could
be friend or foe, or even a neutral target. Once the
target is selected, the characrer makes an involuntary
attack roll using all standard bonuses, as if he were
intentionally shooting at that particular rarget. Critical
hits are possible, but a fumble is not — a natural “1” is
simply a miss.

Double Fumble (Botch): Any fumble threat roll
that comes up a natural “1” is a complete and utter
botch. Regardless of weapon type, the character
somehow manages to slip up so badly that he actually
hits himself instead of his intended target. A sword
comes down on his foot, a mace clubs the attacker in
his own head, an arrow ricochets back, or something
equally bad happens. No atrack roll is necessary —
just score damage as if the arrack had hit normally
(except that it goes on the attacker instead of the
defender).

Complex Fumbles

This system begins very much like the simple fumble
method (above). On a natural “1,” a fumble is
threatened and is confirmed if the subsequent threat
roll misses. A second natural “1” is also a double
fumble, or “botch.” Instead of a single, simple effect,
however, roll 1d20 on the following table whenever a
fumble is confirmed. If a botch occurred, add +1 to
this roll, and a more severe version of the resulting
effect is applied. All penalties from such effects stack
with each other or repeated fumbles of the same type.

® Minor Slip: The weapon turns in the attacker’s
hand. He can either spend his next atrack or action
readjusting it, or take a -3 penalty on his next atrack,
at the player’s option.

Botch: The slip results in a temporary muscle strain
or pull, resulting in a—1 atrack penalry with that hand
for the remainder of the battle. This stacks with any
other penalties of a similar type.

® Major Slip: The weapon shifts to a position from
which it cannot be used. The character must spend

© Table 31 Comp!ex F umbles
. DieRoll . Effect B
- 1-4 Minor weapon slip
NEET Major weapon slip -
8-10  Weapon damaged
1113 - . Weapon dropped .
. 14-15  Weapondroppedand flies some distance away
16-18 Weapon stnkes,someo_ne else nearby
19+ Strike self with weapon

his next attack or action readjusting it. The weapon
may not be employed until this is done.

Botch: A temporary muscle pull results in a -2
penalty to attack with that hand for the remainder of
the battle, and a —I penalty until the character receives
a good night’s rest or at least a cure light wounds spell
cast specifically on the muscle itself (resulting in no
healing, but the elimination of the penalty). Repeated
instances of this penalty stack.

® Weapon Damaged: Roll for damage as if a hit
were scored, but do not include any special effects
(acid, fire, etc.) in this calculation. This amount of
damage is scored on the weapon itself, not the
intended target. (Note that this means large and
powerful characters are more likely to break their
weapons with this fumble — a realistic result.)

Botch: Regardless of how many hit points of damage
are actually caused on the weapon — if any — after its
hardness is considered, some noticeable effect occurs to
the weapon’s performance as a result of this fumble.
Slashing weapons receive nicks, dents or bends; piercing
weapons have their points dulled; blunt weapons become
cracked; and ranged weapons are twisted in some way.
The weapon scores —1 to damage thereafter until repaired
by a DC 20 Craft check. Access to proper repair facilities,
such as a forge or carpenter’s tools, is required. Repeated
fumbles of this type stack, although a weapon can never
do less than 1 point of damage on a hit.

* Weapon Dropped: The character drops the
weapon as if he had just been disarmed. The weapon
falls in the character’s current square. If using locked
gauntlets, use the Weapon Damaged result (above).

Botch: The weapon also hits the character in the
process. Score damage as if a standard attack
succeeded.

® Weapon Dropped Some Distance Away: The
weapon is dropped as above, burt instead of falling in
the character’s square, it flies off 2d6 squares in a
random direction. (Ranged weapons that are not
moved around when attacking cannort be flung away.
Use the previous fumble instead. A sling could ke
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tossed, but a crossbow would not.) The weapon will
bounce off walls during its flight like a billiards ball,
and if it lands in a hole or other depression, it will
drop inside. This fumble can be disastrous if fighting
in the air or under water!

Botch: The weapon also hits someone else nearby,
using the next critical as a guideline. Anyone within five
feet of the weapon’s flight path is eligible for targeting.

¢ Weapon Strikes Someone Else Nearby: The
weapon hits someone else within its area of reach (ranged
weapons use the rules described under “Simple Fumbles,”

4 above). Choose a target randomly. The original target is
not eligible for selection. If no other targets exist, use the
next fumble instead. When a subject is chosen, make
an attack roll against him as if he were the original
rarget of the attack. All relevant bonuses (including
ilanking if applicable, and even sneak attacks) must
e applied to this roll, even if the target is an ally.

Botch: An ally is automatically chosen if anyone
meets the criteria; if not, the weapon hits the
wielder. In addition, a hit is automatic, and a
critical is automatically threatened. Make the
atrack roll only to see if the critical hit succeeds.

¢ Strike Self with Weapon: Roll damage
~ormally, as if a hit had been achieved, and score it
-n the attacker. No need to roll to hit; a hit is scored
zutomatically. :

\ /1Y
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Botch: The attack is automatically a critical hit.

Alternative
Combat Rules

This section includes a variety of new rules options
rar combat, from a phased combat system to weapon
speeds to an entirely new method of determining and
:pplying damage.

Phased Combat

In this system, combat is handled in a series of phases
-ather than in an initiative order. The aim of phased
combat is to increase the uncertainty factor in battle.
This system forces players to think about their battle
~lan beforehand and then react to changes on the fly.
“hased combat may seem cumbersome at first, but
~<cause every player moves simultaneously, the “real
=me” speed of combat is increased dramatically. In

“dition, players do not become bored waiting for their
sext turn to finally roll around in large battles.
~omething is almost always going on that involves
==ch participant.
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In the phased system, the GM sets up the battle
= the game table as he would in standard combat.
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character begins the round by determining what he
intends to do and jotting this down on any handy sheet
of paper. This is referred to as his battle plan. Once
written, the battle plan may not be changed, although
the character may make certain reactionary
adjustments described later in this section.

At the start of any round, the players involved in the
battle are permitted a brief period to discuss their battle
plans. To keep the game flowing, this should be no longer
than a few minutes of real time, unless the characters
have had a long period of time to set up an ambush. It is
assumed that the characters under the control of these
players are close enough to communicate during the fight
and are not prohibited from doing so by some special
condition, such as silence. If the party has been broken
into two or more groups through the course of the fight,
the subgroups should carry out battle discussions
independently, out of hearing range of each other. Other
communications disruptions affecting a character should
also be applied to the player during planning sessions.
For example, a player whose character who has been
blinded or is within a darkness zone should not be allowed
to look at the game map. By the same token, a player
managing a deafened character may not listen to the
arguments of others, though he could call out his own
ideas and suggestions.

Although the assembled party may come up with an
overall strategy, individual players are still permitted
to write their own battle plans. Followers, cohorts,
summoned creatures and the like have their plans
written by the GM after listening to suggestions from
the controlling players. If desired, Bluff and Intimidate
checks may be used to influence these decisions further.
A player may not use these skills to force another player
to determine his actions, however, unless influenced
by magic or some other special situation.

Of course, while the players decide what their
characters are doing, the GM must do_the same for
the creatures under his control. He should do this
without listening to the players if at all possible, so as
to not be influenced by the plan they have come up
with. (Certain prescient creatures may be able to read
the characters’ minds enough to permit this, but in
general the GM will not want to know what the
characters are intending.) Setting up secret battle plans
can be quite beneficial and enjoyable for game play
purposes, as it lends an air of surprise and intrigue to

both sides of the GM’s screen.

Combat Round
After battle plans have been determined, the
combat round ensues. Each round takes place in several
phases, which occur in the order listed. Note that the
ability to take action is dependent upon that action
being declared in the character’s battle plan. If he does

—————— N\

not write down an action in his plan, he may not take
it, except as detailed in the reaction rules hereafter.

1. Free Actions: Creatures capable of taking free
actions may do so before anything else happens in the
round. Free actions may also be taken during any other
phase hereafter, if available, and precede or follow any
other events in that phase at the character’s option.
Note that some free actions may not be used multiple
times in a round, or require a certain delay time to
take effect. For example, changing a dodge opponens
can be done in any phase but may not be altered again
until at least the same phase of the following round.
Characters wishing to take actions that affect the
entire round, such as fighting defensively, should
declare it during this phase.

2. Fast Casting: Quickened spells and similar fast-
paced spell-like abilities are executed next. This
includes any magical ability that is assumed to take
place in the space of a single heartbeat. If desired, these
actions can be delayed until any of the ensuing
spellcasting phases.

3. First Step: All creatures that are capable of taking
a 5-foot step may do so at this point. Note that all 3-
foot steps are taken simultaneously. A creature thas
moves into a spot formerly threatened by an opponens
who just moved in the opposite direction does nit
provoke an artack of opportunity.

4. Standard Spellcasting: Any spells that can be casz
as standard actions are executed next. These precede
any attacks made by creatures involved in the battle
but can of course produce attacks of opportunity if the
caster is threatened by an opponent. Characters whi
are casting full-round spells begin doing so at this time.

5. First Attack: All creatures capable of attackinz
may do so now. Combat spells may also be cast during
this phase or any other attack phase as long as they are
standard actions (or faster). Creatures with multiple
methods of attack (e.g., a character with two weapons.
a beast with a claw/claw/bite attack) may swing wit
each of their weapons. A creature is not required
attack at this point but may do so at any of the combzar
steps that follow. Note that all attacks taken during
this phase are simultaneous. Two opponents could, i
theory, slay each other during this phase.

6. First Half Movement: All creatures use half theis
available movement at this point, or take either =
move-equivalent or standard action, or start a full-
round action. For example, a character capable o
moving 30 feet per round may move up to 15 feet in
this phase, or 30 feet if he is taking a double move
Movement is not required, of course, and s
simultaneous. Attacks of opportunity are not executes
until all movement is completed, unless one of the
two creatures remains motionless during this period
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(in which case the immobile one would be eligible to
take an attack of opportunity). Two creatures could,
in theory, go right past each other — within each
others’ threat ranges — but wind up too far apart for
an attack of opportunity. This is a realistic approach
to representing a fast-placed battle on the tabletop.

7. Second Attack: All creatures capable of making
a second attack may do so now. Alternatively, if they
did not take their first attack in the earlier phase, they
may take it at this time.

8. Second Half Movement: All creatures rake the
-emainder of their eligible movement, if desired, or
may take an unused move-equivalent or standard
action. A full-round action started during the first half
movement phase is completed at the end of the second
half movement phase.

9. Remaining Attack(s): All creatures take their
next available attacks. This phase may be repeated
several times, as necessary, until all creatures have
raken all arracks available to them. A high-level
“haracter with several attacks could, in theory, delay

Il his attacks until this phase if desired, but each would
~e¢ execurted in a separate individual step,
simultaneously with other delayed artacks by other
“haracters or opponents. For example, if an 11th-level
“zhter with three attacks per round uses his first attack
Zuring the first attack phase but does not use a second
stack during the second atrack phase, he has two
»wracks remaining. If facing an opponent who still has
-neatrack left, each will rake one simultaneous swing,
nd then the fighter gets his last swing unopposed by
the opponent. -

10. Final Spellcasting: Any spellcasters who did
1ot cast spells earlier in the round have one final
~portunity ro do so now. Spells casrar this point take

=ect immediately and can threaren attacks of
cportunity as normal. In addition, any spells started
= the beginning of the round are finished ar this point.

11. Final Actjons: Any remaining actions are
completed at this point. This would include any final
=c= actions, such as calling for a general retreat or

==ploying some other sort of instantaneous ability. 1f
creature has not already moved during the previous
“hases, it may rake a 5-foot step during this phase.

Seactions

311 creatures may assign some or all of their
ilable movement for purposes of reacting to other
cmons during battle. Reactionary movement must be

ened to one of the following uses:
* Defend: The character notes in his battle plan
: he is defending a particular character, object or
~mion. If the defended individual or item moves, he
= tollow it in such a way as to remain in the same
«=mon relartive to that person or object. He may cast

defensive or healing spells on the defended individual
if circumstances require it. He may attack any enemy
that enters his threar range during the course of this
action. A character may defend himself if moving
through an area where combar is expected and will
thus engage any opponent who enters his threat range.

e Intercept: The character indicates in his battle
plan that he will react to entry into a specific zone,
such as a hallway, section of a room, or doorway. His
action could be to move into the area, attack anyone
entering that zone, cast a spell, or anything else he is
capable of doing. If nothing enters that area during
any of the movement phases, he can atrack any other
viable rarget within range thereafter, but cannot move
except to take a 5-foot step.

® Pursuit: The character designates a specific target
or group of targets and records in his battle plan thar
he will pursue and engage one or more creatures in
that group. If one of these opponents moves away, the
character is required to pursue at whatever movement
rate he designated for the pursuit (standard move,
double move, run, etc.). If the character selects
multiple possible targets, he must assign each a priority,
and if presented with several choices during the round
must pursue the one with the highest priority raring.
Note that if the situation changes after the first
movement phase, the character may change to a
different target for the second movement phase. A
pursuit course may involve a charge if so declared in
the characte’s battle plan.

® Trigger: The character’s battle plan specifies an
action he will take only when certain other
circumstances occur. This could be used for anything
that the Ready action can normally rake in the normal
combar system, such as setting a weapon against a
charge or preparing a counterspell for use against an
enemy caster. A character may not do anything else
while waiting for the trigger event, except for free
actions or a 5-foot step.

Most of the time, characters will choose one or
another of these reaction movements in their battle
plans, as they provide the grearest flexibility in combat.
Creatures of low intelligence, such as animals,
generally do not use reactionary movements other
than pursuit, although some can be trained to defend
or intercept. Constructs and summoned creatures are
often set to defend or to activate on a particular trigger.

Other Combat Notes
® Delay/Ready: A character may not take these
actions per se, but simply writes his battle plan such thar
his actions take place later in the round. Some reaction
maneuvers are similar to delaying or readying an action.
* Entering an Occupied Square: With battle plans
being what they are, sometimes movement will result
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in one creature inadvertently attempting to enter a
square occupied by another. If this occurs, treat it as
an inadvertent overrun as described in Chapter 8 of
the Player’s Handbook. If a battle plan results in two
creatures attempting to enter the same square
simultaneously, treat both as overrunning each other.
If both attempt to block each other, resolve both
attempts simultaneously. It is entirely possible that
both will knock each other prone — the realistic
equivalent of two combatants colliding in the heat of
battle. Individuals using reaction movements will
always move to avoid overrunning an opponent unless
they specifically noted otherwise in their battle plans.
¢ Initiative: [nitiative is generally not used in this
_system. As an optional rule, two opponents facing off
against each other during a given phase may use
initiative bonuses {or rolls) to determine who goes first.
e Surprise: If one or more creatures in the battle
are surprised, they may not produce a battle plan for
the first round. They may also not engage in discussions
regarding the group’s actions.

Example of Phased Combat
Let’s return to the bugbear combat example first
covered under Advanced Initiative Systems, above.
The GM announces that the five visible monsters have
spotted and are attacking the party consisting of Ellisia,

Protor, Suvorkin and Tarla. The GM draws a map and
places miniatures on the table indicating the initia®
battle set-up. As he has planned ahead for this
encounter, he knows the bugbears’ initial battle plas
and needs no time to contemplate their actions.
The players spend a few minutes discussing the tactica:
situation and decide that Protor needs to fire off a cone &=
cold from his wand before melee begins. Protor is in the
back of the group, however, so the others need to step
aside. The plan is for Protor to use his first half movemens
to step up while the other characters form a wall to either
side of him. He will fire the wand during the second attack
phase, while the fighter and rogue guard his flanks. The
wizard may be subject to attacks from one or at most twe
bugbears if they both happen to move forward to the
exact spot he intends to reach before firing, but the playes
all agree the damage potential he can cause to lead o=
the combat is worth the risk. In the second half ¢
movement, the wizard will retreat behind his shield «
allies, while the cleric Ellisia uses a defend action
protect him, and Tarla and Suvorkin use intercept order
to catch anyone stepping into melee range.
As it turns out, the GM has written down that +=
the bugbears will pull out weapons and charge the
invaders, except for the shaman, who uses a shield &
faith during the standard spellcasting step (the PCs &
not detect this, as the shaman uses the Silent Spell fear
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No one is within range during the first attack step,
so play proceeds to first half movement. The remaining
bugbears all use pursuit orders against the PCs, while
the shaman moves down a dark corridor toward the
group but still out of sight. After the first half
movement step, all the bugbears have reached the
characters’ lines and are within range to attack, and
one is close enough to swing at Protor. Everyone except
Ellisia swings simultaneously during the second attack
step, and Protor fires off his wand at an angle of his
choosing, wounding all but one of the bugbears. He
-akes a hit in the process, but two of the monsters fall
-5 hits from his allies.

During the second half movement step, Protor
-ztreats and the other fighters stand their ground, while
the shaman moves closer but remains hidden from
view. The other bugbears cannot pursue Protor as they
plotted a simple pursuit against the opposing group,
not at anyone in particular — of course, if they had
-zrgeted Protor and followed up, they would have
spened themselves up to numerous attacks of

cportunity). No attacks are left in the remaining
zrrack phase, so that step is skipped. Ellisia, who is
~sing a defend order to cover Protor, steps back with
im; as she has not yet employed a standard action

e

.

this round, she casts cure light wounds on the injured
wizard during the final spellcasting phase.

At this point all characters may take any final
actions they have available, such as an unused 5-foot
step, any free actions, a few final shouted words, or
anything of that nature. Since everyone moved, no
one has any last steps, and all characters took both
move and standard actions, so nothing is left to do.

Play now proceeds to the next round. GM and
players should determine their plans for the round
separate from one another (no fair for the GM to
overhear what the players plan — and besides, he still
has the wild card of the still-unseen shaman!).

Weapon Speeds

Using this option, each weapon is assigned a speed factor
based on size, weight and ease of use. This speed factor is
applied as a bonus (or penalty) to the wielder’s initiative
roll at the start of combat. In addition, the bonus (or penalty)
isalso applied asan adjustment to initiative at the conclusion
of each combat round. Faster weapons increase initiative
ratings, allowing a character to potentially “pass” an enemy
in the sequence, giving the equivalent of a double action
against that opponent. Slower weapons, on the other hand,
could allow enemies to do the same in return.

Gpeertilr Factor Weapon or 'Weapon Type -

R E B

in hand)

'

3 i

2 Dagger; dart; sap; shuriken
i 7 :

0

'ERAA N

)

urgrosh or orcish double axe
Composite iongbow

'f 'VMp_difijer—' P Description

_ adjacent foes: -

Td\ble 5 2 Weapon Sp::cds '

3 Unarmed attacks (bonus is prowded only if the character actually intends to Flght
unarmed; it does not apply just because a character is caught off guard without a weapon

"~ Preloaded crosshow (bonus applies only at the start of combat).

- Sling; shortbow; rapier; light r melee weapon not listed-elsewhere on this chart
Staff; one-handed melee weapon not listed elsewhere
- missile weapon not listed elsewhere o
N Two-handed melee weapon not listed elsewhere compos1te shortbow ’
-2 Greatsword; greataxe; dire flail; double weapon such as a two-bladed sword,

: Addltlona! modlﬁers also apply as l'lsted be)‘ow All modlffers are cumufatwe
: ' Weapon Speed modjfmrs

+1 Character is wearmg no armor

; ,_—,2 ~ o Reach weapon that :annot be wielded agalnst

[ 2 Not proficient in wielded weapon
=1 A “Character is carrying a heavy load
-1 Character is wearing heavy armor
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[f a character is wielding multiple weapons, he uses
the speed factor of the slowest weapon he has in hand.
[f the character draws a new weapon, drops a weapon
or otherwise changes his armament during a round,
his initiative bonus changes only at the end of that
round, not instantly.

Creatures with inherent weapons, such as claws,
teeth, and the like, do not use the above rules. They
are assumed always to have a zero speed factor with
natural weapons (this also applies to characters with
similar combar capabilities).

® Rapid Strike: This new weapon enhancement is
available when using this system. A weapon with this
improvement has a +2 bonus to its speed. Adding rapid
strike to a magical weapon costs the same as a +1
enhancement. It requires a caster level 6+ and the
ability to cast haste.

Armor Damage

One area the d20 System glosses over is the effect of
blows on armor. In the basic system, a character can
put on a suit of plate armor and wear it forever without
needing to make repairs. The following system allows
for greater realism and better rewards characters that
spend skill points on blacksmithing and other crafts.

Under this system, each armor type is given a set
number of hit points as well as a series of damage
increments. Each rime a damage increment is reached,
the armor’s protection level drops by 1 point. Should
the armor ever reach zero hit points, it becomes useless
and falls off the character’s body in pieces. Armor can
always be repaired in the field until the point it breaks
apart, after which it requires a forge, tailor’s shop or
other repair facility.

Optional Rule: Under this system, a fully repaired,
mint-condition suit of armor provides an additional +1
armor bonus until it suffers its first point of damage in
combat. This encourages characters to repair their armor
whenever possible and keep it in top condition. Characters
mvolved in a long series of combats may not have enough
time to keep their armor fully repaived, especially when

using large, cumbersome suits that absorb a lot of damage .-

A character wearing armor should record a separate
Armor Class value for himself as if he were wearing
no armor at all. For example, a fighter wearing standard
full plate might have a base AC 18 and armorless AC
10. If any attack misses him but would have hit his
armorless AC, then his armor has absorbed the damage
and must mark off hit points as if the blow had struck
the character. In the example above, an attack roll of
10 through 17 indicartes this condition. The attacker
rolls damage normally and applies it to the character’s
armor. Damage reduction and hardness possessed by
the character are ignored for this purpose. Similarly,

—- N

if the attacker threatens a critical but fails to confirm
because of armor, the attacker determines the bonus
damage he would have scored from the critical hit and
applies that to the character’s armor (in addition s
normal damage he causes by hitting the character). &
running total of hit points scored against armor shou!:
be tracked at all times.

A 2 EE

[f a character is using a shield, he may accepr damage
to the shield instead of his main armor only if the
difference between the attack roll and the character «
armorless AC is equal to or less than the shield’s AL
benefit. For example, a fighter with plate mail and =
large steel shield and no other bonuses has AC 20 ant
armorless AC 10. Either the shield or armor cou's
absorb an atrtack roll of 18 or 19 at the characrer
option, while an attack roll of 10 through 17 could &
absorbed only by armor.

If using the optional combat defense rules presens
elsewhere in this chapter, armor takes damage only
the Armor Defense avoids an attack. Similarly, shie
suffer damage only if Blocking Defense is employet
Under this system, armor will take damage less ofter.
so the GM may wish to alter the values in Table 3—
perhaps lowering them by one quarter, or possibly me

Piercing attacks score only half damage against 2=
type of armor because they tend to punch through en
a very small area. Bludgeoning atracks do not dam
padded, leather or hide armor and score only h
damage against chain armor. Slashing attacks sc
only half damage against chain armor or plate armo«
Area effect attacks, such as damage from a fireball, 3.
not affect armor, with the sole exception of acid. Ars
acid attack thar damages a character scores identica!
damage to any metal armor and half damage to leather
hide or padded armor.

Each magical plus increases a suit of armor’s hit poing:
by 10%, but thresholds are not improved. When recorde’
damage reaches or exceeds each threshold mark, the
armor’s protection drops by 1, to a minimum of 0.

Mithral armor increases hit points by 20% an:
thresholds by 10%. Adamantium armor increases kit
points by 40% and thresholds by 20%.

e Fortified Armor: This new armor improvemers
is available for magical armor when using this syste
Fortified armor increases all thresholds and hit poin
by 50% and confers a +1 armor enhancement. |
requires caster level 7+ and the ability to cast stonesi=

Example: Tarla th