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e MLAYERS

DesiheR's Nore

Sick and wrong.

That's bound lo be someone’s first impression on seeing the rules for
Slayers d20. Sick and wrong. I mean, the power scale is way, WAY off
Compatible with other d20 games? Yeah, so long as you don’t mind the
relationship between the Slayers-based character and the regular d20
characters being something akin to a hero and his trusty servants. Heck, the
Mazoku out-dragon the d20 dragons in many ways for sheer nastiness, and
the magic system dvesn't exactly lead players toward conservation of resources.

There is a reason for everything, though.

You see, our mission was to make the game hew as close as possible to
the Slayers anime series, in both letter and spirit. | like to believe that's exactly
what we've done.

In a monty-haul, min-maxing sort of game, players find bad guys, beat
them up, and take their stuff. In Slayers... well, Lina and company find bad
guvs, beat them up, and take their stuff, Bad guys also find them, Sometimes
the bad guys have no stuff to take, and somelimes the group of freasure-seckers
(a valid term for Slayers player characters) just hasto be satisfied with having
siaved the world and getting dinner at the best restaurant Atlas Gity has to
offer. That's the way life is in the Slavers series. Therefore, that's the way the
game 15 10,

Designing the system for Slavers d20 was inleresting, because it
necessitated taking d20 1 a direction it doesn't normally go. We basically took
alf the rules for d20 game design, looked at them carefully, and began
considering whether Lo toss them out or not in an atfempt to bring a comedic,
anime feel lo a system that is usually far more strait-laced. Most of them we
kept, but a fow got the hool.

Feats only have a positive effect? That one got tossed early on, and some
feats were given comedic “downsides” as well, Prestige classes should be
narrowly focused, often lied to an arganisation or group with a specific goal?
Not possible given the source material. so away that one went too. Limits on
spells cast per day? Nope, just cast them until you wear yourself out.

While the game system sounds overpowered or unbalancing in a Iot of
ways, it really isn't. it is overpowered in many ways as compared to the
standard d20 system, bul we believe it to be balanced within itself. It is not so
mich unbalanced as rebalanced — recalibrated and reset to accurately
represent the source material from which it was drawn,

In truth, we could have toned down the power level a lot. We could have
Jound a way around giving some feats a negative side. We could have made a
larger effort to make the spells fit into the traditional magic system. In the end,
though, that wouldn't have been Slayers. That would have been d20 with some
Slayers-inspired classes or races. Frankly, if all you want is regular d20 in the
Slayers universe, you can do that yourselves. Our job was to give you
something more, and that's what we tried to do.

Playing Slayers d20 requires the players and GM 1o enter into the game
in the spirit of high-powered, blow- em-up-and-let-Prince-Phil-sort- em-out
exuberant play. If you're ready to toss caution to the winds and just have a
good time, then we think that you will really enjoy this system. After all, it's all
about the good fun, baby, That's why we're here.

In the end, we werent out to tear anything down, but o transform and
rebuild, In the words of the beautiful sorcery genius, Lina Inverse, “The world
You want isn't created after destruction, We build it, every day, step by step.”
Have fun adding your own subdivision; I know we did,

Chprer. ONE:
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Where monsters rampage, I'm there to take them down! Where ireasure
Yitters, F'm there to claim it! Where an enemy rises to face me, victory will be mine!

— Beautiful sorcery genius Lina Inverse

Good, you're here! We've been waiting for you and — Hey, hands off
that food! That's mine!

Now that we have that straight, we're glad to welcome you to the Sayers
Universe, a colourful world filled with crude bandits, dashing swordsmen,
beautiful sorceresses, glittering treasure, and a host of restaurants to suit any
taste. This book covers the rules and guidelines needed to play in the Slayers
Universe. This product uses the d20 System and requires the use of the
Player's Hundbook and DMG, version 3.5.

Stayers is a unique setting in that it seems almost custom made for use
with the d20 System. If you're looking for a fun game capable of both low
humour and high drama, you need look no further than this book. In the rules
that follow, we've attempted to keep true to both the system and setting.
Where the two diverge in letter if not spirit, we have gone with the
terminology of the setting over the system in order to stay true to the series
that inspired us to make this book from the beginning. We have tried to stay
close to the core of the d20 System, and yet at the same time bend it into a bit
more of an anime-inspired configuration, taking humour from being merely
the skin-deep diversion it appears as in many games to a bred-in-the-bone
structural component of the system, making it a source of role-playing,
character development, and even drama instead of just a passing joke.

This book will cover new races, classes, skills, and feats specific to the
Slayers setting. It will introduce a new magic system, as well as changes in
combat and other areas that will allow a greater role for comedic play. In
addition, alignment, religion, money, and equipment will all be discussed,
allowing the GM to give his or her game that extra Slayers touch. A listing of
common monsters will be given as well, giving the GM plenty of baddies to
throw at an intrepid group of treasure-seekers... er, upholders of justice, that is.

CHoRACTER CREATION IN SLAYERS

Creating a character in Slayers is much like creating a character for any
other game, except that in the Slayers Universe, being based on a stereotype or
cliché is a good thing. This is not to say that every Slayers character should be




amere caricature — far from it. It is, however, a good reminder that the world
of Slayers is based on both humour and drama, and one of humour’s primary
tools is a broad brush with which everyone can be painted.

Slayers’s characters should be a mixture of humorous and serious sides.
Characters in this game don't have multi-page backgrounds detailing their
lives before the game's inception, Parents, siblings, education, or former
lovers rarely rate mention unless they somehow figure into the plot. Treasure
hunting, cooking, and getting a good price on that mystical doo-hickey that
could save the world are what drive these people, none of which require a
detailed history Lo establish. At most, there will be one significant event that
drives a character forward, but even that isn’t always necessary. For example,
Zelgadis seeks a way to return his body to normal after being turned into a
Chimera by his ancestor and nemesis, Rezo. Gourry Gabriev, on the other
hand, is just your average 17-year-old swordsman, looking for a pretty girl to
impress and a good restaurant with an all-you-can-eat buffet and affordable
prices. Both are equally valid concepts for this setting, though the latter is
usually funnier than the former.

Comepy IN CHARACTER DESIGN

When designing a character, one of the most important decisions to make
is “how much drama (or comedy) do I want?" As with the example above,
Gourry is a far more comedic individual than Zelgadis. Amelia is far more
humorous than Sylphiel. The latter two have their moments as well, but they
stick more closely to the drama side of the scale than comedy. The difference
hetween the two has as much to do with their concepts as anything else.
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Amelia, as an example, is a princess with an over-developed sense o
hero worship and a desire to follow in her darling father’s footsteps. Her
black-and-white philosophy and earnest portrayal of stereotypical “lawful-
good” behaviour, combined with her cute appearance and naiveté, make her
amusing to watch at all but the most serious moments. Sylphiel, on the other
hand, is a shrine maiden who worships the holy tree Flagoon and secretly
loves Gourry. She has little to draw her out of the realm of the ordinary as far
as her personality goes, allowing her to be overshadowed by the antics of her
companions until a dramatic twist brings her abililies to the fore.

Humour is created by making stereotypes and walking clichés, then
poking fun at them when they inevitably trip over obstacles of their own
making. By incorporating those elements into Slayers characters, the player
can decide in advance how much comedy or drama a given character will
attract, outside of what may be generated by the GM’s plot or storyline.
Decide what is appropriate for you as a player, then set about making a
character that will best suit that style of play.

HA-HAH! Time 10 Maxe the Funwy!

When creating a comedic character, don't be afraid to include
incongruous or oppositional elements in his or her personality or
background. Amelia is passionate about justice, but eternally naive
about people. Lina is a powerful sorceress who throws tantrums when
she doesn't get her way. Gourry is a strong and skilled fighter who is
dumb and continuously kicked around by Lina. Including those
oppositional elements is one way of creating humour, a natural reaction
to seeing the juxtaposition of things that should be at odds, but aren't.

In addition, the clichés or stereotypes that most games urge
players to avoid are right at home in Slayers, and only serve to increase
the humour potential of a character. A big, strong fighter who is dumb
as a brick? Check. Wizened old wizard who knows too much? Check.
Mind-blowingly intelligent spellcaster with no social skills? Check. Cute
thief who'll steal the party blind but can't stand up to a dust bunny by
herself? No problem.

Add the two types of elements listed above, and you'll have a
guaranteed recipe for funny. Don't over think the concept, and don't be
afraid to run with things once you've chosen them. This game (and
anime in general) is far more reliant on visual, slapstick humour than it
is on clever puns or other word games, Remember to incorporate these
things, and a comedic character will be yours in no time.

ChiapTer ONE:

INTRODUCTION

ANIME CONVENTIONS

In order to keep that anime feel to Slayers characters, there are some
conventions for the genre as a whole that are useful to keep in mind. These
themes below are very prevalent in Slayers. They are held true to a greater or
lesser extent throughout most comedic anime series, though they are not
always present to the same degree.

Names [Heoic vs. Vrttaivous)

In anime in general, and specifically in Slayers, a character's name is
intrinsically lied to his or her personality. Heroes have heroic-sounding
names, villains have villainous-sounding names. Heroic names tend to use the
vowels A, E, T and Y, and are often traditional names or names that sound
similar to something that has a heroic connotation. Gourry's last name, for
example, is Gabriev — a relatively close match to Gabriel. Villainous names
often use V, Z, and R, with vowels of O and U present. As an example, Rezo is




Initially described as being a wise priest with the name of a villain. Vrumugun
is a villain, as is Zangulus for all of the first season.

While there are no rules regarding naming characters, the NPCs of the
world may well decide a hero with a possibly villainous name is truly a villain
and act accordingly, or vice versa. A comedic setting such as Slayers is
superficial in many ways, with the truth of the situation often being readily
apparent to the audience, if not the characters themselves. It succeeds by
presenting obvious types and situations and then turning them on their
collective ear. Playing to that sort of obvious ( ypecasting (or ignoring it, and
then providing amusement with the hijinks that result) can be fodder for a
campaign’s worth of running jokes and plot hooks. A player should consider
it, however, and be prepared for the situations that may follow.

Unusuat Har aNp Ev Cotour

A common trope in anime is for a person with unusual powers to have
that represented in their appearance. This happens especially often in
comedic anime, though serious series aren’t immune to the phenomenon,
In Slayers, it can be seen in a number of places. Lina's status as a
preternaturally gifted sorceress is apparent in her red eyes, an aspect she
shares with Halcyform. Rezos purple hair says there’s something odd about
him, more than just his wisdom or spellcasting ability. The Copy Rezo has
mismatched irises, again indicating his “false” nature and setting him apart
from the real Rezo,

R R

If your character has unusual ancestry, is a magical construct such as a
copy or chimera, has a contract with a Mazuko or is otherwise supernaturally
touched in some way, it would be appropriate to choose a strange hair or eye
colour to reflect this. NPCs do not typically notice such things unless one's
appearance is truly monstrous, but it is appropriate to the setting and can
evoke a definite anime feel.

PoINT OF ORIGIN

The first question that a player needs to ask when creating a Slayers
character is, “Which side of the barrier am I from?" The magical barrier that
has separated the subcontinent from the rest of the world for a thousand years
has created some pretty significant cultural and technological changes on
both sides. The divergence has presented options for technology on one side
and magic on the other, with very little crossover between them. It is
important that a player know what is in store for a beginning character given
his or her native lands.

CHapTer One:

INTRODUCTION

Inside the barrier, in the subcontinent, magic is the predominant form
of technology. Entire cities are planned around its laws and rituals, such as
Seyruun and Sairaag. Sorcerers research esoteric magical subjects such as
copying living beings, melding creatures, the secrets of life and death, and
the nature of the universe. Powerful people keep wizards for bodyguards,
and establish magical corps of spellcasters for their armies to deal death to
their enemies.

Outside the barrier, in the outer world, magic is considered little more
than a side show or special effect. Its practitioners are considered entertainers
more than keepers of arcane secrets. On the other hand, the development of
gunpowder and advanced engineering techniques have given mundane
technology a significant advantage over its counterpart in the sub-continent.

While all the core classes listed in the Classes chapter (page 17) are
available on both sides of the barrier (with the base arcane class, Wizard,
being somewhat less common in the Outer World with fewer spells readily
available), the availability of prestige classes varies greatly depending on
location. When creating a character, remember to take into account not only
where the character is from, but where and when the campaign will be set and
whether the barrier will be in place at that time, so as to make sure that your
concept is possible in the upcoming campaign. The prestige classes will
include sections on availability in their descriptions.




RACES

Well, too bad for you, but you see my body is part rock golem and... B- Oh!”

— Zelgadis, after bouncing a cannonball off his head

Races in Slayers are a bit different than in your standard d20 System
fantasy game. The following races from the PHB are unayailable: dwarves,
elves, gnomes, halflings, halfelves, and half-orcs. The cosmology of the
Slayers universe (page 57) is such that a GM could allow a character of one of
the aforementioned races to cross in from a plane where such things are
available, but doing so would be highly unusual (planar travel is largely
unknown in Slayers) and would subject the character to a significant amount
of attention — not all of it necessarily desirable. Extra-planar magic users
would suffer other effects as well. See Magic, page 57 for more information.

(oRe Races

In the Slayers universe, there are only a few core races found universally.
The following are the races available for player character use in Sayers.

BEASTMEN

Beastmen are creatures formed from a combination of human and
animal attributes. There are numerous types of Beastmen, ranging from bear
to fish, and goat to wolf. Nearly every type of animal known to man is
represented, though only a few are seen in enough quantity to merit
consideration as a significant group. Most come from predatory, camivorous
or ommnivorous animals, though the occasional herbivore has been seen as
well. Some even include attributes or traits from magical or mythical animals,
though those are very rare.

PERSONALITY

Beastmen vary in personality much as humans do. There is very little in
the way of an-overriding culture to colour their attitudes and actions, though
what culture there is seems to be tribal in nature. Consequently, Beastmen
lean toward a culture where “might makes right,” and the strongest rule by
force of arms,

PHysiaL DESCRIPTION

Beastmen (or man-beasts, if you want to be insulting to them) come in
all shapes and sizes. They range in height from 5 to 8 feet tall, depending on

e SLAVERS
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RaCEs

an individual’s base animal type. Coloration varies as well, ranging across™
natural colours for a given animal species and moving into blue, green,

purple, and other unusual hues. They typically have fur or scales as
appropriate to their base animal type, and many have some variety of horn or
horns even if their base animal type would not possess such things. Males are
typically taller and heavier than females.

Fish people differ widely from other Beastmen in appearance, having
the body of a fish (a perch, specifically) and huran-like arms and legs. They
are roughly five to six feet long, from head to tail, and five to six feet in height
as well. Body colour for males is usually some shade of blue or green, with
vertical stripes in a darker shade of the same colour. Females range from red
to pink to purple, with similar dark vertical stripes.

RELATIONS

Beastmen are insular by nature. They are looked down upon by the
dominant Human population as monsters and savages (at least in Lina's
homeland). They are rarely found in or among Human settlements, unless as
raiders, bandits, or bodyguards for sorcerers. By the same token, they seem to
have little use for the trappings that Humans value, preferring a more austere,
primitive existence. They are capable of great loyalty to those who find a way
for them to be productive, but their respect has to be earned, and is often
reserved for the individual who proves him or herself to be the strongest or
most capable,

-
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o NUGNMENT

Beastmen can be of any alignment.

ENVIRONMENT

Beastmen are found on both sides of the barrier. The fox breed is
especially populous outside the barrier, with fullfledged settlements and
farms. The fish breed is found both in and near water, in both freshwater and
oceanic environments. They must immerse themselves in water periadically
to keep their skin from drying out. Aside from the fish breed, there are no
specific terrain types that Beastmen prefer.

Exampie Names

MatE: Dilgear, Gravos, Honar, Jillas, Noonsa, Paulu, Rahanimu.
FEMALE: Lila, Greela, Treena, Miran, Selian, Willemeena, Peelar.

Raciat Trarrs

Racial ability adjustments among Beastmen vary depending on an
individual's base animal type. The table below lists the racial ability
adjustments for the different breeds of Beastmen available. If a player wishes
to create a Beastman character based on an animal ather than the ones listed
below, we recommend that the player take the racial ability modifiers for the
animal below that seems closest to the desired breed, adjust them
appropriately (keeping the same ratio of bonuses and penalties), and have the
finished breed approved by the GM for that game.

Avmat Tyee —— ABILTY AbusTmENT Favoure» Cass
Bear Str+4, Con +2, Int -2, Cha -4 Warrior
Boar Str+2, Con +2, Wis 2, Cha-2 Warrior
Bull Str 46, Con +2, Int -4, Cha -4 Warrior
Dog Dex +2, Wis +2, Int -2, Cha -2 Bounty Hunter
Fish Dex +2, Int -2 Bandit
Fox Dex +2, Int +2, Str -2, Con -2 Rogue
Goat Con 42, Int +2, Wis -2, Cha -2 Bandit

Lizard Str +2, Con +2, Int -2, Cha -2 Bandit
Racoon Dex 4, Int +2, Str -2, Con -2, Wis -2 Rogue
Wolf Dex +2, Con +2, Wis -2, Cha 2 Bounty Hunter
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DRAGON

The smallest of dragonkind, Golden Dragons are considered the wisest
and most powerful of all dragons, and are the only ones known to be able to
change their forms. They regularly appear as humans when interacting with
non-dragonkind, for ease in communication, if nathing else. Although
dragons can communicate telepathically with humans while in their true
dragon form, assuming a human appearance and speaking normally allow
mortals to more easily adapt to and accept the dragon as a peer.

All Beastmen receive the following additional racial traits:

Medium: As Medium creatures, Beastmen have no special bonuses or

penalties due to their size.

* Beastmen base land speed is 30 ft.

* Low-light vision: Beastmen can see twice as far as a Human in starlight,
moonlight, torchlight, and similar conditions of poor illumination. They
retain the ability to distinguish colour and detail under these conditions.

» Bonus Feat: Choose from the following — Endurance, Great Fortitude,
Iron Will, Lightning Reflexes, Loyal, Run, Scent, Toughness, Track.

* Scent: Beastmen may select Scent as a bonus feat at Ist level. This ability

works like the scent ability described in the MM, It is not otherwise

available as a feat (after 1st level).

* +2 racial bonus on Listen and Spot checks.

* +2 racial bonus on Survival checks.
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The Dragons worship the Gods of the Slayers universe; the Water
Dragon King and the Fire Dragon King are both specifically mentioned, with
the followers of the Water Dragon Kinglargely living within the sub-continent
and the Katahto Mountains. Followers of the Fire Dragon King live te the
south of the Desert of Destruction, outside the Barrier.

Dragons are corporeal creatures, giving birth and raising young within
their culture. Dragons are hatched from eggs, but those eggs are rare and
treasured by their parents. Dragons have family groups just like other races.

PERSONALITY

Just as Monsters/Mazoku are the servants of the Dark Lords, the
Dragons are the servants of the Gods. Each are a lesser reflection of the forces
that created them. Dragons are lords of the light, of peace and harmony and
order. They are not necessarily good, however, at least not in the way that
humans might think of “good.” Good for a Dragon could mean serving his or




her god, sacrificing one world to save another, fighting a dangerous foe, or
betraying a lesser being (a human, for example) for the greater good. They are
perfectly capable of cold-blooded, unspeakable acts if they believe those acts
are for the benefit of the world as a whole.

In keeping with their nature as a reflection of the Gods, Dragons lack
the ability to empathise with an individual’s dark impulses. It can be argued
that they are as incapable of feeling negative emotions as the Mazoku are of
feeling positive ones — able to experience them in a fleeting, superficial
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UnL OF THE ANCIENT DRAGONS

There was one other type of intelligent, shape-shifting dragon.
They were known as the Ancient Dragons, and were far more powerful
than even the Golden Dragons. They were wiped out long ago, in a
genocidal war begun by the golds in an effort to win possession of a great
and terrible weapon. At the time of the Slayers series, there are no
Ancient Dragons left in the world.

Sort of.

The exception to this, of course, is Valgaav, formerly Val of the
Ancient Dragons. Val was wounded in the war between the dragons. He
would have died of his wounds, but Gaav, the Demon Dragon King
found him. Gaav offered him a chance to survive in exchange for service.
Val agreed, and Gaav ran him through, letting him be “reborn” as a
member of the Monster race and effectively making him half-Mazoku,
half-Dragon until the end of Shayers Try, when he is truly reborn as a
baby Ancient Dragon, stripping away his corrupted Mazoku side.

In this game, we have not included the racial abilities for Ancient
Dragons for two reasons. First, they are extinet throughout most of the
world for hundreds of years before the beginning of the series, making
characters unlikely to run into them. Second, it is extremely difficult to
determine what the abilities of an Ancient Dragon might be, given that
Val is actually Valgaav for all but a few minutes of his time in the series.
Establishing what might come from his Mazoku nature and what might
come (rony his Dragon nature cannot be done with any certainty, given
the small number of specimens we have to observe.

Given those two aspects, we have chosen not to include Ancient
Dragons as player character races. For those who feel that an Ancient
Dragon player character would be an asset to their game, we suggest that
you use Golden Dragon statistics, possibly increasing strength, spell
resistance and damage resistance as the GM feels is appropriate,
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way, but never deeply or intimately. They are incapable of despair. Their
anger is closer to righteous fury; their sadness closer Lo pity. They are often
bemused by the actions of Humans or Beastmen, finding them
incomprehensible, as the lesser races have motivations that the Dragons
cannol understand or experience.

PHysicaL DESCRIPTION

Dragons are extremely long-lived, to the point of near-immortality.
They do age, but very slowly. Monsters do the same. Both can be killed, but
only rarely do they die of natural causes, In dragon form, Golden dragons are
a light. bright shade of gold. Eye colour varies from gold to brown to blue.
Hair colour is typically gold, though they can haye brown hair as well, or can
even be bald. Males typically have beards, especially older males with status
among the Dragon race, E

In human form, Dragons are always attractive. Their hair and eye colour,
remain constant between forms, as do any signature items (Filia's headband
and pink bow, for example). They are usually seen wearing the robes of their
chosen deity, though they can choose to wear other clothing as well. They will
appear as a human of the same relative age as their dragon form,

RELATIONS

Dragons hate Mazoku and monsters of all forms, not only due to their
antithetical natures, but also from the legacy of the War of the Monster’s Fall,
a contlict that is still fresh in the minds of both races. Due to that, they hate
and revile all Mazaku, and will only deal with them under the most strained
circumstances. They have little to do with the short-lived races, such as
Humans and Beastmen, but harbour no such ill feelings toward them. They
are distrustful of those races, thinking of them as "lesser” and inconstant, but
are willing to give an individual the benefit of the doubt, so long as he or she
is not evil.

ALGNMENT

Golden Dragons can be any non-chaotic and non-evil alignment.

ENVIRONMENT

Dragons exist on both sides of the Mazoku barrier. They seem to prefer
mountains or high craggy areas for homes, places where they can see all
around and soar into the sky at a moment's notice. They rarely spend any
significant amount of time in human settlements, having little need for
human food or waler, Dragons have their own culture and cities, and are
descended from the Gods of the Slayers universe,

et
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RAMPLE Names
MALE: Bazzard, Milgasia, Selvaria, Talis, Val.
FemALE: Filia, Kaly, Rilenia, Criana, Mirai.
SURNAMES: Ul Copt, Ul Bradt, 1l Misar, Al Isden.

Racat Trarts

The racial traits given below are for Golden Dragons, and may nol
reflect accurately on other breeds of dragons. Dragons are considered to be
type “dragon,” and are not affected by spells that specifically target
humanoids.

s +65tr, +2 Con, 42 Int, +2 Cha racial ability adjustments.
* Dragon base land speed is 30 ft.

* Medium: As a Medium creature, a Dragon gains no bonuses or penalties
due to size.

* Low-light vision: Dragons can see twice as far as a Human in starlight,
moonlight, torchlight, and similar conditions of poor illumination. They
retain the ability to distinguish colour and detail under these conditions.

¢ Breath Weapon (Su): A Golden Dragon has two types of breath weapons,
laser breath and diflasher. Laser breath and diflasher are both single target
attacks and allow a Reflex save (DC 10 + half the Dragon’s character level +
the Dragon’s Con modifier) to avoid damage; laser breath shoots a 100-fi.-
line of searing energy that inflicts 1d8 points of fire damage per character
level of the dragon.

Diflasher shoots a sphere of sparkling golden astral energy that deals 1d10
points of damage per character level to outsiders or other creatures
susceptible to astral damage. Overworlder creatures are not affected by
this attack.

Alternate Form: Golden Dragons have an alternate dragon form which they
can assume at will, making a Control Shape check (see below). Changing
forms takes a standard action. The dragon form of a golden dragon is size
Huge. The dragon’s speed improves to 40 ft. and he or she gains a fly speed
of 200 ft. (poor). Apply the standard modifiers for changing size (see the
MM). Thus, a golden dragon in dragon form gains +16 Str, -4 Dex, +8 Con,
+5 natural armour, -2 size penalty to attacks and AC.

Dragon Magic (Ex): Dragons receive a +5 racial bonus to all checks for

White magic spells.

* Hunger Resistance: Dragons are resistant to hunger and thirst. They can go
twice as long as a Human without food or water, and only have to make
checks for starvation or dehydration every two hours, instead of every
hour.

* Dragons have Spell Resistance equal to 11 plus character level.

* Damage Reduction: Dragons have DR 10/magic.

» All Golden Dragons have Control Shape (Con) as a class skill. They must

make a Control Shape check (DC 15) to change from one form to another.

The GM can require a check in stressful or provoking situations to see if the

character can retain his or her human form (DC 20 or higher, depending

on the situation).

Dragon Faith. A golden dragon priest does not need a staff to call on that
class’s abilities.

» Favoured Class: Priest. A multiclass dragon’s priest class does not count
when determining whether he or she takes an experience point penalty.

¢ Level Adjustment; +6.
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Human

Humans are the most populous race in the Sayers universe by far. Less
powerful than monsters or dragons, their ability to work together and
adaptability have allowed them to establish great cities and make amazing
strides in both magical and technological studies. It is they who provide the
political framework upon which nations stand, as well as the overriding
cultural and artistic sensibilities for the land in which they live. They are
constantly exploring, using their skills to test their boundaries and learn more
about the world around them. With this in mind, it is small wonder that the
majority of adventurers are human,

PersonaLITY

Humans are diverse in their habits, outlooks, experiences, and talents.
They are usually tolerant of others who arc unlike themselves, at least until or
unless they feel threatened. Customs and habits will vary from region to
region, and person to person,

PHysical DEscRIpTION

Adult Humans range in height from 4 and a half feet tall to nearly 7 feet
tall. They weigh from 90 Ibs. to nearly 300 Ibs., with the exact weight depending
on frame and lifestyle. Males are usually taller and heavier than females,
although not significantly so. Skin shades vary from dark to light; hair goes from

. black to blond in a variety of textures (straight, curly, wavy), with odd colours

occasionally occurring such as red, blue, purple, green, or aqua. Adult males also




grow facial hair that typically matches their overall hair colour. Questions of
dress and hairstyle vary according to nationality, region, and profession.

RELATIONS

Humans mix well with other races. They are more easily influenced by
appearances than some races, so most other races that can adopt a human
guise do so when travelling in human cities. The more alien a creature appears,
the more likely humans are to shun or be aggressive towards that individual.

ALIGNMENT

Humans can be of any alignment.

ENVIRONMENT

Humans are found in nearly every environment. Even in barren
wastelands, Humans can find a way to make a living and support families.
Only in aquatic environments are they unable to thrive, since they cannot
breathe water for any length of time, even with the aid of magic.

ExnmpLe Names

Humans use surnames, but the nature of those names varies depending
on kingdom and culture,

MaLE: Fruk, Gourry, Halley, Philionel, Randy, Rodimus, Zelgadis.
Femate: Amelia, Cally, Lina, Lily, Lulu, Lala, Martina, Paula.

RaciaL Thars
Racial traits for Humans can be found in the Player’s Handbook, Chapter 2.
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Race TEmPLATES

Unlike many other d20 games, Slayers has relatively few races available
for characters to play. This seeming dearth of choices, however, is alleviated
by the presence of race templates, a tool for creating some of the more esoteric
types found in the Slayers universe.

Slayers is home to a number of oddly mixed characters: Dilgear is a half-
troll Beastman; Zelgadis is a Chimera: part human, part golem, and part
demon. Vrumugun is a Copy (or many Copies), as is Copy Rezo. These are
only the ones we see regularly — there are certainly more, given the high
levels of magic and cultural interaction between the races. The purpose of the
terplates is to allow a player to vary his or her abilities and background
while staying within the feel of the Slayers series. Some of these templates
could have a far-reaching effect on a campaign, so we highly recommend that
a player obtain GM approval before taking any of these templates during
character creation.

CHapTer Two:
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Mazoky, or THE MonsTer Race

While Xellos, a main character in the Slayers Try and Slayers Next
series, is a pure-bred member of the Mazoku, we feel that opening up Mazoku
as a full-fledged player character race is not in keeping with the spirit of the
series. This is not a question of the Mazoku being "too powerful” for the other
characters — after all, we're allowing Dragons as a character race. Instead, it
goes back to the idea of Slayers as a light-hearted fantasy with dramatic
moments. The goal of the Mazoku is to plunge the world into primordial
Chaos, destroying it. Mazoku literally feed on terror, pain, and any other
negative emotion you ean think of. “Light-hearted” just really isn't a part of
their repertoire, with attempts at it inevitably coming across as creepy rather
than appealing It is simply an alien concept to them. ’

Pure-bred Mazoku are not born as other races are. Instead, they are
created by more powerful Mazoku, brought into being as a servant for their
creator with a very specific purpose and place in the Mazoku hierarchy. The
idea of one randomly leaving the Mazoku and running around doing good is
nearly inconceivable— Mazoku are incapable of doing so, being crafted out of
the pure stuff of chaos, hate, and terror. Should one manage to do so, he or she
could never act on it. His or her actions would surely be noticed by the Mazok
and dealt with in swift order, as they would threaten to undermine the very
goals the Mazoku have pursued for years, Even Gaav, who wished to rule the
world, was considered a traitor to the Monsier race and hunted down,

An alternate way of inserting a Mazoku as « player character would be
as an operative for the Monster Race as a whole, acting through agents on his
or her master's orders. In the end, however, this pits one player against the rest
of the group, and again serves to undermine the comedic sensibilities of the
series as a whole. Xellos may help the group on occasion because it serves his
purposes, but that does not mean he would not be just as happy to frighten
them all into submission and tum them into a light snack, his plans
notwithstanding. In truth, his semi-constant efforts lo undermine, belittle,
and inconvenience the party are a plain indicator of his personal tendencies.
The same could be said for Saygram or any other Monster.

For those players and GMs who feel that Monster Race player
characters would be an asset to their game instead of a liability, the rules for
creating Mazoku on page 220 of the Bestiary chapter can easily be adapted to
creating a player character. Alternatively, we have included half-Mazoku and
half-troll templates for use. These can allow a player to dabble in the dark

side, as it were, without being chained into the Mazoku hierarchy or nature.




CHIMERA

Chimeras are a type of magical creature, created from blending two or
more other types of creatures into a new entity. Chimeras are created from
black sorcery, and are a speciality of those who devote themselves to studying
black magic and its sources. The science of chimera creation is closely related
to that of copying, both concerning themselyes with the effects of Mazoku-
pawered magic melding with Living beings.

To create a Chimera, the body of a base creature type is blended with the
best features of one or more other creatures. The best known case, Zelgadis
Greywords, was initially a human who was combined with a rock golem and
a demon. Valgaav, a dragon that became part-Mazoku, was created by the
Demon Dragon King, Gaav. The process is 4 complex one, taking extremely
powerful magic to accomplish, Only the most skilled sorcerers or powerful
Mazoku can create Chimeras. Their creations are naturally expected to serve
them, as very few black magic practitioners would go to the trouble and
expense of creating a Chimera strictly for altruistic reasons. Most will have
some sort of a control trigger built in, to allow their creator to bring the
Chimera under control should it ever run amok.

Chimeras are primarily created from creatures that are considered non-
intelligent or semi-intelligent. Beastmen are commonly used as the base race
for Chimeras, as are Monster-kin such as trolls. Humans are rare in
Chimeras, if only because their strong sense of self tends to make controlling
them difficult.
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CReaTING & CHIMERA

In order to create a Chimera, take one of the core races for Slayers as
your base race. Other templates may then be added using the half-creature
templates listed below. The Chimera package allows you to pick up any
number of acquired or inherited templates. It also allows the integration of
typically unavailable types, such as magical constructs, outsiders, and non-
corporeal creatures. Any templates added to a Chimera are considered
acquired templates,

Templates are applied normally, adding their effects and level
adjustments (see Chapter 4, MM). Where the same special attack or special
quality is included in more than one template, only the best value is used.
When more than one template included in the Chimera changes its type, the
Chimera is considered to be of both types.

Each template used in the creation of a Chimera takes up an equal share
of the creature’s essence. Thus, a Chimera created by adding the half-demon
and half-troll templates to a Beastman is one-third Beastman, one-third
demon, and one-third troll,

Chimeras may be created using templates other than the ones listed
below. The GM must approve any template before use.

Copy

Among the wonders of the Slayers Universe is a magical technique
known as copying. Using a series of arcane procedures, magical rituals,
samples of hair or tissue from a living being, and a magical device called a
copy cultivator, an individual can be completely replicated, creating a living
copy with the memories and abilities of the original person, or donor. The art
of making Copies is largely the realm of black magic sorcerers, with its secrets
closely related to those of making chimeras. There are very few who are able
to do it, and even large cities with wealthy sorcerers’ guilds may not have the
capability to create Copies.

Copy cultivators are never for sale, though one might be able to obtain
acopy of oneself by volunteering as a test subject in the guild’s research — an
arrangement not without risk. If someone wished to purchase a Copy of him
or herself, there is no way to predict what the price might be. A sorcerer who
can create Copies would probably not wish to advertise the fact, as many
regions take a dim view of copying living creatures, Someone with such power
is unlikely to be in need of money, either, as the resources needed to build and
maintain a copy cultivator ensure that its owner is beyond worrying about




cost. Tt is far more likely that any fees for such a service would be
astronomical, tens of thousands of gold pieces at the least, or would take the
price of favours or quests.

The current level of magical technology allows full Copies to be made
of any ordinary individual, with all the skills, abilities and memories the
ariginal possessed at the time the sample was taken. In other words, anyone
with no levels or levels in NPC classes only can be fully replicated, with all
abilities and skill levels intact. Copies are intelligent, and while their base
personalities are those of the donors, time and experiences can mould them
into very different people.

Copies seem to be created with the knowledge that they are not the
original person. It is unknown at this time whether continued environmental
stimulus could disabuse Copies of this information, convincing them that
they were the originals instead of the creations. While Copies could be
activated at any time, they act as independent agents and are not bound by
the will of the original. Mind controlling magic may be used to keep a copy
under the donor’s {or creator’s) control, but such procedures are expensive
and take a high degree of effort. More commonly, a sample is preserved until
the death of the donor, whereupon a Copy is made. The inconvenience of
dealing with another identical individual trying to accomplish the same thing
is simply not worth having a loose copy around.

Physically, Copies seem to be near-perfect replicas of the people from
whom the sample tissue or hair was taken. There are often small differences,
such as a subtle change in eve colour or a slightly diferent scar, or a minor
deformities, such as Vrumugun's pupil-less eyes. These small quirks are rarely
debilitating in any way, sometimes escaping notice altogether. Research into
whether or not an ill or maimed person would create a copy who shares their
handicap is still pending. It takes very little tissue to create a Copy, meaning
that a large sample could create any number of copies over time. Tissue from
a Copy cannot be used to create another Copy.

CReaTING 0 COpY

Copies take a day and a night to make, and one must have access to the
arcane machinery necessary to create them — a copy cultivator, which is a
very large arcane machine and cannot be moved. The process cannot be
successfully rushed.

When a Copy s created, it possesses the memaries the original had at
the time the tissue or hair sample was taken. At this time, it is impossible to
create a copy that has the full range of skills and abilities of a highly skilled or
experienced individual.

To determine the level of a Copy, take the number of levels of the donor
and divide by 2, rounding up. The resultant number is the Copy's starting
level. T the case of donors who were multiclassed, the Copy may split those
levels among the classes the donor possessed. It is not held to the same
distribution the donor had, but the Copy may not possess a level in any class
higher than the original's level in that class. Copies are an inherited template.
The following restrictions apply to creating a Copy character:

+ Beginning Copies cannot exceed the class level the original held in any
specific class.

+ Beginning Copies have the same physical Abilities (Strength, Dexterity,

and Constitution) as the original at the time the sample was taken. For
mental Abilities (Intelligence, Wisdom, Charisma), roll 3d6 for each
Ability. Add the original's Ability Modifier Lo the result to get the Copy's
Ability. Note that if the result exceeds the original’s corresponding Ability,
it must be set as equal to the original's Ability score,
For example, Copy Rezo rolls 3d6 for Intelligence and gets a 12. He adds +5
(the original Rezo's Intelligence was a 20), getting a 17, Ifhe had rolleda 15
or higher, he would have been limited to a 20 (equalling Rezo’s Intelligence
at the time the sample was taken).

» Beginning Copies have the appropriate skill points and feat slots for their
starting levels, to be spent choosing from among the skills and feats the
original possessed.

* No beginning Copy may exceed the skill point total possessed by the donor
at the time the sample was taken.

» Copies have access to all the spells the original character knew, but get
none of the class-based spellcasting bonuses the donor may have possessed
unless they also have levels in the appropriate classes.

+ A Copy's skill or class levels may be raised past what the donor possessed
through experience, but cannot exceed the donor at the time of creation.

Exampte Copy

Miwan, a Warrior 3/ Wizard 3/ Loremaster 1, wishes to have a Copy
created, Once created, the Copy Miwan would be 4th level, and could spend
those levels in Warrior, Wizard, Loremaster or all three. Given that Miwan
was 3rd level in two classes, Copy Miwan could freely tuke three levelsin either
Warrior or Wizard. He would be limited lo one level of Laremaster, however, PAGE
and would be forced to spend the additional levels elsewhere. Copy Miwan B
would then choose his skills and feats, as appropriate for his classes, from the
ones possessed by the original Miwan. At no time could he exceed the level of
points the original possessed in any one skill
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Demons are the lesser creations of pure-bred Monsters, or Mazoku.
They belong to the Monster race, but only as one of the hordes of Monsterkin
that flooded the world after the War of the Monsters' Fall. They have no
society or culture, instead acting as servants or pawns at the beck and call of
¢, more powertul, pure-bred Mazoku. For more information on demons, see
page 212.

Demons are true Monsters, meaning that they possess an astral body
that can manifest in the physical world. They are typically green or grey in
colour, with leathery wings and hairless skin. They are innate spellcasters,
making up what they lack in intelligence or wits with natural ability.

Half demons rarely share the physical aspects of their demonic ancestor.
While it is not impossible that a demon might pair with a mortal to produce
offspring, it is far more likely that a half-demon individual is a chimera or is
somehow possessed by a demon.

CReaTiNG A Hatr-Demow

“Half-Demon” is an inherited template that can be added to any
Beastman or human character. He or she uses all the core race's statistics and
special abilities except as noted here.

SIZE AN TYPE: The base creature’s size and type remain unchanged.

SPEciaL ATIACKS: A Half-Demon retains all the special attacks of the base
creature and gains those described below.

Spells: Half-Demons may cast all Common spells following the normal
spell casting rules, regardless of class. Advanced White, Black, and
Shamanistic spells are only available if the Half-Demon takes the appropriate
classes to acquire them,

Speant QuALITIES: A Half-Demon retains all the special qualities of the
base creature and gains those described below.

Intuitive Magic (Ex): Half-Demons gain a+2 racial bonus to all Fortitude
saving throws and any control checks made to cast spells.

Spell Resistance (Ex): Half-Demons have spell resistance of 10 + character

Wi level,
]"I ABILTIES: Increase from the base creature as follows: Dex +2, Con +2.
SHILLS: +2 racial bonus to Spelleraft, Summoning, and Use Magic Device
checks.

LEueL ADUSTMENT: Same as base creature +2.
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Hatr-DracoN

Dragons are the servants of the Gods, lesser forms of the entities that
embody all the positive qualities of life. They are the mirror of the Mazoku,
with each race holding the same role in their respective pantheons, the light
versus the dark, order versus chaos. Dragons are explained in more detail on
page 213.

As Dragons are corporeal creatures that can mate and create offspring, a
character can have a dragon parent. The dragon was likely in human form at the
time of conception, so the other parent may not have known about his or her
partner’ draconic nature. Half-Dragons can be included in Chimeras, but are
more likely to be of black dragon, blue dragon, lake dragon or sea dragon stock.

Crearing o Hatr-Dracon .

“Half-Dragon” is an inherited template that can be added to any core
race. He or she uses all the core race’s statistics and special abilities except as
noted here,

SIZE AND T9PE: The base creature’s size and type remain unchanged.

SPECIAL ArTacks: A Half-Dragon retains all the special attacks of the base
creature and gains those described below.

Breath Weapon (Su): Half-Dragons may use the laser breath of dragons.
This is a single target attack that allows a Reflex save (DC 10 + half the
character’s level + the character's Con modifier) to avoid damage. Laser
breath shoots a line of searing energy that inflicts 1d6 points of damage per
character level of the Half-Dragon.

Specint. Quatmes: A Half-Dragon retains all the special qualities of the
base creature and gains those described below.

Damage Reduction (Ex): A Half Dragon has damage reduction 5/magi.

Low-Light Vision (Ex): Half Dragons receive low-light vision.

Hunger Resistance (Ex): Half Dragons are resistant to hunger and thirst.
They can go twice as long as a Human without food or water, and only have to
make checks for starvation or dehydration every two hours, instead of every
hour,

Intuitive Magic (Ex): Half-Dragons gain a +2 racial bonus to all Fortitude
saving throws and any control checks made to cast White magic spells.

Spell Resistance (Ex); Half-Dragons have spell resistance of 5 + character
level.

Abilities: Increase from the base creature as follows: Str +4, Cha +2.

LEVEL ADIUSTMENT: Same as base creature +2.




Hatr-GoLem

Golems are the creations of magic users, though typically only sorcerers,
They can be created out of stone or metal, though golems formed from stone,
called “rock golems,” are far more common. They are unnatural creatures —
magical constructs whose only purpose is to serve the will of their creator.
They have no will of their own, and are often set to remain dormant until a
certain event triggers them to perform their assigned duty. For more
information on golems, see page 217.

Golems have no culture or society. They are unable to mate, being only
magically animated stone. A character with the half-golem template is, by
necessity, either a chimera or some other magically changed individual. It is
not possible to have a rock golem parent.

QReaTiNG A Hate-GoLem

“Half-Golem” is an inherited template that can be added to any core
race. He or she uses all the core race’s statistics and special abilities except as
noted here.

Sizt aND TYPE: The base creature’s size and type remain unchanged.

ArmOuR ClAsS: Natural armour improves by +4.

SpEAL QUALITIES: A Half-Golem retains all the special qualities of the base
creature and gains those described below.

Damage Reduction (Ex): A Half-Golem has damage reduction 10/magic.

Immunities (Ex): Half Golems are immune to poison and disease.

ABILITIES: Increase from the base creature as follows: Str+4.

LEVEL ADIUSTMENT: Same as base creature +2.
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Hatr-Mazoky

The Mazoku are the Monster Race, the pure-bred Monslters who battled
the Dragons during the War of the Monsters’ Fall, who serve the Dark Lord
Shabranigdo (at least in theory) and embody all the negative aspects of
existence, such as pain, terror, hatred, sorrow, and jealousy. Monsters are
truly alien in appearance, often keeping to a general humanoid shape but with
any number of monstrous qualities, such as tentacles, elemental forms, or
elongating appendages. They can also take on other forms, including those of
the core races. They often possess powers over certain aspects of existence,
such as the ability to create pocket dimensions or manipulate elements, For
more information on the Mazoku, see page 220,

In the Slayers universe, the Mazoku do not appear to be able to mate
with humans, Beastmen, or dragons. Mazoku do not seem to mate at all, in
fact, with new Monsters being created asexually, summoned into existence by
their master/creator to. serve a set goal. Mazoku are also generally too
powerful to be bound into a Chimera, having a will of their own and no small
degree of power to prevent such a thing from occurring,

The one thing that does occur to Mazoku, however, is being bound into
human form, to be reborn as a human again and again with no knowledge of
its former life. As an example, Gaav was bound into human form for centuries
before finally escaping. One of the seven parts of Shabranigdo was also bound
into a human, into Rezo's eyes to be exact. The nature of a Mazoku can tend
to corrupt the vessel who holds the malign creature, but it is possible that the
individual could display monstrous powers, and possibly come to an
understanding with the Mazoku trapped inside.

CreatiNg & Hatr-Mazoky

“Half-Mazoku" is an inherited template that can be added to any core
race. He or she uses all the core race’s statistics and special abilities except as
noted here.

SIZt AND TYPE: The base creature’s size remains unchanged. Type changes
to outsider (native).

ARmouR. (1SS Half-Mazoku receive their Charisma modifier (if positive)
as a deflection bonus to their Armour Class.

SpectnL Quaumes: A HalfMazoku retains all the special qualities of the
base creature and gains those described below.

Damage Reduction (Ex): A Half-Mazoku has a damage reduction
10/magic.

et




- Darkvision (Ex): Half-Mazoku can see in the dark up to 60 feet.
Darkvision is black and white only, but it is otherwise like normal sight, and
Half-Mazoku can function just fine with no light at all.
Hunger Resistance (Ex): Hall-Mazoku are resistant to hunger and thirst,
They can go twice as long as a Human without food or water, and only have to
make checks for starvation or dehydration every two hours, instead of every
hour.

Immunitics (Ex): Half-Mazoku are immune to poison and disease.

Spell Resistance (Ex): Half-Mazoku have a spell resistance of 15 + their
character level,

Astral Phasing (Su): HalfMazoku have the ability to shift from the
Material Plane to the Astral Plane and back again at will. They can shift once
per day for every two full character levels the individual possesses. If the
character wishes, he or she may bring extra people along in exchange for
giving up one phasing opportunity that day. The accompanying characters
' must be touched by the Half-Mazoku in order to be phased along with the
Half-Mazoku, and must stay in contact the entire time.

Characters on the Astral Plane can make a Vision check (DC 25) to see
I and hear events or individuals on the Material Plane. One can travel through
the Astral Plane, covering long distances almost instantly; the Astral Plane is
home to countless Mazoku of all types, however, and most of them are hostile
lo trespassers or those with different allegiances.

ABILTES: Increase from the base creature as follows: Str +2, Dex +2, Con
+2,Int +4, Cha +4.

SKILLS: Half-Mazoku receive Vision as a class skill, regardless of their
actual class. They receive a +2 racial bonus on Bluff, Intimidate, and
Summoning checks.

LEVEL ABIUSTMENT: Same as base creature +4.

PhGE
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Hatr-Trout

Trolls are one of the Monster-kin, lesser breeds of Mazoku that live in
the Slayers universe. They are brutish creatures, with a rudimentary society.
They are often used as grunts by bandits or sorcerers. They have amazing
healing capabilities, and are extremely large and tough. For more information
on trolls, see page 225.

A half-troll character could have either a troll parent or be a chimera,
with the abilities of  troll magically blended with that of another race. Fither
background is appropriate.

Creaning A HatrTrout

“Halftroll” is an inherited template that can be added to any core race,
He or she uses all the core race’s statistics and special abilities exceptas noted
here.

SIZE AND TYPE: The base creature’s size and type remain unchanged.

ARMOUR €1As5: Natural armour improves by +2.

Soectat. (NAUTIES: A HalfTroll retains all the special qualities of the base
creature and gains those described below.

Recovery (Ex): A troll's — or in this instance half-troll’s — ability to
heal itself is unsurpassed in the Slayers universe. Tremendous innate
magical energies are constantly devoted to healing any injury the troll might
sustain. For a hal-troll, this power works as though a recovery spell is
constantly in place, healing either lethal or nanlethal damage at a rate of
one-half' the character’s level plus one-half his or her Constitution bonus in
hit points per round (round down). For more information on the recovery
spell, see page 94,

ABILTIES: Increase from the base creature as follows: Str +4, Con +4,Int -
2,Cha-2.

LEuEL ADIUSTMENT: Same as base creature +1.
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Soulless fiend who thrives on evill Taste now the swift sword of Justice!

— Amelia Wil Tesla Seyruun, princess of Seyruun

Sorceress. Swordsman. Shrine Maiden. Wizard. Priest. Bounty Hunter.

These are only a fraction of the professions to which treasure seekers
can aspire in the Sfayers universe. From bandits Lo wilches, priests o warriors
of justice, there’s a job with a time-honoured tradition behind it for anyone
with a taste for adventure,

The following chapter is divided up into two halves: core classes and
prestige classes. The core classes are available from character generation on,
and are seen as the most basic Lypes of adventurers in Slayers d20: bandit,
bounty hunter, loremaster, priest, rogue, warrior, and witch/wizard. Prestige
classes are likely more familiar to fans of the series, and consist of
cleric/shrine maiden, master-at-arms, pistoleer, shaman, sorcerer,
swordsman, and warrior of justice. Multiclassing is handled as per the
Player’s Handbook.

i SLAVERS

THe DeviL’s IN THE DETalts

When we were writing this, we ran onto a number of small, yet
significant problems where naming is concerned. A sample conversation
was as follows:

Michelle: “Okay, Gourry is called both a warrior and a swordsman,
and this other guy is called a warrior too. I guess we need to call that class
“Warrior."”

David: “But there’s already an NPC class in d20 called Warrior.”

Michelle: “Well, dang.”

A tad bit on the tame side, but still indicative of the problems we
faced. In the end, we decided that the nomenclature of Slayers should
take precedence over that of the 118 and DMG where the two collide.
Due to this, we encourage the reader to cast off any assumptions they
might have of the nature of the rules based solely on the names they see.
Our sorcerer is nothing like the one from the Player’s Handbook. The
same goes for the warrior and cleric. Things in other sections have been
changed as well, such as altering the way certain feats will work in Slayers
without changing their name or basic function. While this may prove
confusing to long-time d20 players, we felt in the end that it was the only
way to stay true to the source material — Slayers. We ask you to bear
with us, and hope that this will not impede your enjoyment of this game.

(lass ABBREVIATIONS

Bdt  Bandit ShM  Shrine Maiden
BnH  Bounty Hunter MrA  Martial Artist
Lrm  Loremaster MaA  Master-at-Arms
Nbl  Noble Plr Pistoleer

Pri Priest Sha  Shaman

Rog Rogue Sor Sorcerer

War  Warrior Swd  Swordsman

Wiz Witch/Wizard Wo]  Warrior of Justice
Clr Cleric
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Corr CLasses

Given both the level of detail in the Slayers, Slayers Next, and Slayers Try
anime series and the sheer amount of information provided through the 78
episades, we decided to use this opportunity to move away from the core
classes as listed in the Player's Handbook and instead focus on classes that were
more in tune with the series as a whole. As a result, the core classes in the PHB
are not available in Slayers 420, with the exception of the Rogue. That class has
been altered to fit the setting better, and so the variant listed in this chapter
should be used instead of the standard version.

Banit

It's days like this that make me glad I'm a bandit! -

— The leader of the Dragon Fangs, after throwing handfuls of gold coins to
his gany, ’

Some people live off the land — bandits live off the people of the land.
Most bandits are thugs and brigands waiting in the wilderness to assault
travellers. Others use their straightforward and brutish manner in claiming
the treasures of ancient tombs and temples. Bandits care little for anything
beyond their own comfort, wealth, and reputation. Unfortunately for them,
comfort, wealth, and reputation are often hard to come by for a bandit. Thus,
a bandit is often resigned to take those things where he or she can, regardless
of the consequences. While most bandits are career criminals, many are




itself. Until then, though, there are people to rob, guards to avoid, and
treasure to steal around the next turn,

ALIGNMENT: Any nonJawiul
Hir i d1o

Class SkiLLs

The bandit's class skills (and the key ability for each skill) are Appraise
(Int), Bluff (Cha), Climb (Str), Craft (Int), Disguise (Cha), Gather Information
(Cha), Handle Animal (Cha), Hide (Dex), Intimidate (Cha), ] ump (Str), Move
Silently (Dex), Profession (Wis), Reputation (Cha, Search (Int), Sleight of
Hand (Dex), Survival (Wis), Swim (Str), Taunt (Cha), and Use Rope (Dex)

SRitt PoiTs a1 15T LEUEL: (6 + Int modifier) x 4

SkiLL PoiNs a1 Eaci ApbmoNaL LEUEL: 6 + Int modifier
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- willing to leave a life of banditry behind should a better opportunity present

d! )
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(1ass FeaTures
All of the following are class features of the bandit.

WeapoN AND ARMOUR PROFICENCY: Bandits are proficient in the use of all
simple and martial weapons, and with light armour and shields (but not
tower shields).

Quicas [EX): As outcasts, bandits are shunned and feared by the

common people. Bandits gain a +2 competence bonus to all Intimidate skill
checks.

Supuivor [Ex): Bandits learn to rely on themselves and to survive
without the benefit of civilisation. All bandits get a+2 bonus on Survival skill
checks.

Ganatie Up (EX): Bandits learn early in their careers how to make best
use of their superior numbers in horde tactics. When a bandit of 2nd level or
higher performs the Aid Another option in combat, he or she provides double
the normal bonus — +4 to attack or AC against that specific opponent,

SNEAR ATTACK: This ability functions like the rogue ability of the same
name.

Ger ‘em! [Ex): Bandits are used to working in groups Lo defeat their
enemies. At 4th level, bandits learn to take advantage of numbers and
manoeuvrability to gain a greater flanking bonus against opponents. Any
flanking bonus gained by a bandit of 4th level or higher increases from +2
to+4.

BaN: At 8th level, a bandit can gather a band of followers. The bandit
may collect a cohort and followers as if he or she had the Leadership feat. If
the bandit already has this feat (or gains it later), his or her leadership score is
increased by +2. Followers gained by this ability (additional followers gained
if the character also has Leadership) are in it for the money. They are not
immediately loyal to the bandit, but if he or she treats his or her followers well
they may become so.

-
Tre Banpir
Bast Armack fom R Wi Derence
Levet Bowus e Smue St Bowus SPECAL
1 +0 +2 +) +0 +1 Qutcast, survivor
2 +1 +3 + +0 +1 Ganging up
3 +2 +3 +1 +1 +2 Sneak attack +1d6
4 +3 +4 41 +1 +2 Get ‘em!
5 +3 +4 +1 +1 +3 -
6 +4 +D +2 +2 +3 Sneak attack +2d6
7 +5 +5 +2 +2 +3 :
8 +6/+1 +6 +2 +2 +4 Band
f +6/+1 +6 +3 43 + Sneak attack +3d6
10 +7/+2 +7 +3 +3 +5 -
u +8/+3 +7 +3 +3 +5 Gang
12 +9/+4 +8 +4 +4 +5 Sneak attack +4d6
13 +9/+4 +8 +4 + +b -
14 +10/+5 +9 +4 +4 +6 Mob
15 +11/+6/+1 +9 45 45 +7 Sneak attack +5d6
16 +12/+7/+2 +10 45 +5 +7 -
17 +12/47/+2 +10 45 +7 Clan
18 +13/+8/+3 +11 +b +6 +8 Sneak attack +6d6
19 +14/49/+4 +11 +6 +8 +8 -
+15/+10/+5 +6 +9 Ravening hordes
ChapTer THeet:
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GANG: At 11th level, a bandit’s leadership score increases by +2. This
bonus stacks with the previous bonus for the band class ability.

Mos: At 14th level, a bandit’s leadership score increases by +2. This
bonus stacks with the previous bonus for the band and gang class abilities.

1k At 17th level, a bandit’s leadership score increases by +2, This
bonus stacks with the previous bonuses for the band, gang, and mob class
abilities.

Ravening HOES: At 20th level, a bandit's leadership score increases by
+2, This ability stacks with the previous bonuses for the band, gang, mob, and
clan class abilities,

Bounty HuNTER

I've warked hard up till now following them all over creation for that money
Yyou promised me, hut from here on out I'm fighting for my own reasons!

— Zangulus, leaving the service of Eris and Copy Rezo.

Bounty hunters live by their ability to track their prey. Bounty hunters
usually work for themselves, tracking down criminals for the rewards offered.
Other times, they work for criminal, legal, or community organisations using
their skills to find people and things that need to be found.

Bounty hunters are skilled and dangerous combatants and have a
variety of abilities that may be useful. They specialise in working alone, or
with small groups of characters with different skills. A bounty hunter may
flourish when supported by the skills and abilities of other characters, but
they prefer to avoid other bounty hunters except when tracking the most
difficult and dangerous of foes. They have pride in their accomplishments and
are protective of their missions.

RUCHMENT: Any

Hi DI a8

Ctass Sk

The bounty hunter’s class skills (and the key ability for each skill) are
Balance (Dex), Bluff (Cha), Climb (Str), Concentration (Con), Craft (Int),
Forgery (Int), Gather Information (Cha), Handle Animal (Cha), Hide (Dex),
Intimidate (Cha), Jump (Str), Listen (Wis), Move Silently (Dex), Profession
(Wis), Reputation (Cha), Sense Motive (Wis), Spot (Wis), Survival (Wis),
Swim (Str), Tumble (Dex), and Use Rope (Dex)

SkiLL Poiws ar Tst LEveL: (6 + Int modifier) x 4

SHiLL Poiws AT Eac Abbmonal LEVEL: 6 + Int modifier
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Clnss FenTures

All of the following are class features of the bounty hunter.

Weapon ANb ARMDUR PROFCIENGY: Bounty hunters are proficient with all
simple and martial weapons, and with light armour and shields (but not
tower shields).

TrACK: Bounty hunters receive Track as a [ree feat at 1st level.

Wip Emeathy [EX): A bounty hunter can improve the attitude of an
animal. This ability functions just like a Diplomacy check to improve the
attitude of a person, The bounty hunter rolls 1d20 and adds his or her bounty
hunter level and Charisma modifier to determine the wild empathy check
result. The typical domestic animal has a starting attitude of indifferent, while
wild animals are usually unfriendly.

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

Bowus FEATS: At 2nd level and every 4 levels thereafter, bounty hunters
gain a bonus feat. This bonus feat must be selected from the following list.
Code, Combat Expertise (lmproved Disarm, [mpmved Trip], Dramatic
Zeal, Endurance (Diehard), Exotic Weapon Proficiency, Improved Unarmed
Strike (Improved Grapple, Stunning Fist), Skill Focus (with any class Skill),
Skill Speciality (with any class Skills), Toughness, and Weapon Focus,
Bounty hunters must still meet all prerequisites for a bonus feat before
selecting that feat.

Uncanny posae [Ex): Starting at 3rd level, a bounty hunter can react to
danger before his or her senses would normally allow him or her to do so. The
character retains his or her Dexterity bonus to AC (if any) even if caught flat-
footed or struck by an invisible attacker, He or she still loses any Dexterity
bonus to AC if immobilised.

Ifa bounty hunter already has uncanny dodge from a different class, he
or she automatically gains improved uncanny dodge (see below) instead.

ZAERER |

Taap Sewse (Ex): At sth level, a bounty hunter gains an intuitive sense
that alerts him or her to danger from traps, granting a+1 bonus on Reflex saves Mt
made to avoid traps and a+1 dodge bonus to AC againstattacks made by traps. w
These honuses rise to +2 when the bounty hunter reaches 10th level, to +3
when he or she reaches 15th level, and to +4 when he or she reaches 20th level.

Trap sense bonuses gained from multiple classes stack.




Improvep Ucanky Dot (Ex): A bounty hunter of 8th level or higher can
no longer be flanked.

This defence denies a bandit or rogue the ability to sneak attack the
character by flanking him or her, unless the attacker has at least four more
levels than the target does.

If a character already has uncanny dodge from a second class, the

' character automatically gains improved uncanny dodge instead, and the

levels from the classes that grant uncanny dodge stack to determine the
minimum bandit or rogue level required to flank the character.

Swirt TrackeR (EX): Beginning at 8th level, a bounty hunter can move at
his or her normal speed while following tracks without taking the normal -5
penalty. He or she takes only a -10 penalty (instead of the normal -20) when
moving at up to twice normal speed while tracking.

Evnsion (EX): At 9th level and higher, a bounty hunter can avoid even
magical and unusual attacks with great agility. If the character makes a
successful Reflex saving throw against an attack that normally deals half
damage on a successful save, he or she instead takes no damage. Evasion can
be used only if the bounty hunter is wearing light armour or no armour. A
helpless bounty hunter does not gain the benefit of evasion.

Fust Movement (EX): At 12th level, a bounty hunter’s land speed
increases from the norm for his or her race by +5 feet. This benefit applies
only when he or she is wearing no armour or light armour. Apply this bonus
before modifying the bounty hunter’s speed because of any load carried or
armour worn. At 16th level, the bounty hunter’s land speed increases an
additional +5 feel, for a total increase of +10 feet.

e ALAVERS B

LOREMASTER

As long he has wisdom and a fighting spiril, nothing is impossible for a man!
— The secret master of dragon cuisine to his student, Ashford.

Steeped in the lore of the ages, the loremasters of Slayers possess
knowledge beyond the ken of most mortals. Most are specialised in a lightly
focused area of study, such as magic items, the creation of Copies, or the
delicacies of dragon cuisine. Loremasters, however, are hardly limited to
being scribes locked in a dusty tower. Many subjects require active
experiences, travel, or even dragon-slaying as a matter of course. Those who
wish to unlock the mysteries of the universe have to be able to handle
whatever comes their way in order to master their chosen fields of study.

ALIGNMENT: Any
Hir DiE: d6
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Tre Bouxty Huter
Bast Arinck fmr Re W DEFENCE

Lever Bowus SAUE  SAUE  Saue Bowus SPECIAL

1 +1 +2 2+ +1 Track, wild empathy
2 +2 +3 +3 +0 +1 Bonus feat

3 +3 +3 +3 +1 +2 Uncanny dodge

4 +4 +4 +4 +1 42

5 +5 +4 +4 +1 +3 Trap sense +1

b +6/+1 +5 +5 +2 +3 Bonus feat

7 +7/+2 +5 42 +3 Improved uncanny dodge
8 +8/+3 +6 +6 +2 +4 Swift tracker

9 +9/+4 +6 +6 +3 +4 Evasion

10 +10/+5 +7 +7 +3 +5 Bonus feat, trap sense +2
1 +11/+6/41 +7 +7 +3 +5 -

12 +12/+7/+2 +8 +8 +4 45 Fast movement +5
13 +13/+8/+3 +8 +8 + +6 -

1 +14/49/+4 +9 H o 46 Bonus feat

15 +15/+10/+5 +9 +9 +5 +7 Trap sense +3

16 +16/+11/+6/+1 +10 +10 +5 +7 Fast movement +10
17 +17/+12/47/+2 +10 +10 +5 +7 -

18 +18/413/48/+3 +11 +11 +0 + Bonus feat

19 +19/+14/+9/+4 +11 +11 +6 +8 -

20 +20/415/+10/+5 +12 +12 +6 +9 Trap sense +4

ChapTer TheEE:
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(1ass SKILLS

The loremaster’s class skills (and the key ability for each skill) are
Appraise (Int), Coneentration (Con), Craft (Int), Decipher Script (Int),
Diplomacy (Cha), Forgery (Int), Gather Information (Cha), Heal (Wis),
Knowledge (arcana) (Int), Knowledge (religion) (Int), Knowledge (all skills,
taken individually) (Int), Profession (Wis), Search (Int), Sense Motive (Wis),

spellcraft (Int), Use Magic Device (Cha), and Vision (Int).

SgitL Pots ar 15T LEVEL: (10 + Int modifier) x 4

Swit Poivs ar Eace ApbimioNaL LEVEL: 10 + Int medifier
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(lass Features

All of the following are class features of the loremaster.

WeapoN aNb ARMOUR PROFICENCY: Loremasters are proficient with simple
weapons, but not with armour or shields.

Loremaser RNOWLEDGE: A loremaster picks up a lot of stray knowledge
while wandering the land and learning stories and secrets from other
loremasters. The character may make a special loremaster knowledge check
with a bonus equal to his or her loremaster level + Intelligence modifier to see
whether he or she knows some relevant information about local notable peaple,
legendary items, or noteworthy places. If the loremaster has 5 or more ranks in
Knowledge (history), he or she gains a +2 synergy bonus on this check.

A successful loremaster knowledge check will not reveal the powers of
amagic item but may give a hint as to its general function. A loremaster may
not take 10 or take 20 on this check — this sort of knowledge is essentially
random. The GM can determine the DC of the check by referring to the
table below.

PC  Tyve o KNowtisce

10 Common, known by at least a substantial minority of the
local population.

20 Uncommon but available, known by only a few people in the
area.

25  Obscure, known by few, hard to come by.

30 Extremely obscure, known by very few, possibly forgotten by
most who once knew it, possibly known only by those who
don't understand the significance of the knowledge.

SEQET: In their studies, loremasters stumble upon all sorts of applicable
knowledge and secrets. At 2nd level and every two levels afterward (4th, 6th,
8th, etc.), the loremaster chooses one secret from the list below.

Applicable Knowledge: The loremaster gains any one feat for which he or
she meets the prerequisites. This secret may be learned more than once.

-

THE LoREmAsTER
Bast Armcy fr Rer Wi Derence
LeueL Bowus SaUE Saue  Seue Bawus SPECAL
1 +0 + + +2 +1 Loremaster knowledge
2 +1 +) +0 +3 +1 Secret
3 +1 +1 +1 +3 +2 -
4 +2 +1 +1 +4 +2 Secret
5 +2 +1 +] +4 +2
] +3 +2 +2 +5 +3 Secret
% +3 +2 +2 +5 +3
8 +4 +2 +2 +6 +3 Secret
9 +4 +3 +3 +6 +4
10 45 +3 +3 +7 +4 Secret
1 +5 +3 +3 +7 +4
12 +6/+1 +4 +4 +8 +5 Secret
13 +6/41 +4 +4 +8 +5
14 +7/+2 +4 +4 +9 +5 Secret
15 +7/+2 +5 +5 +9 +6
16 +8/+3 +5 +5 410 +6 Secret
17 +8/+3 +5 45 +10 +6 -
18 +9/+4 +6 + 1l +7 Secret
19 +9/+4 +6 +6 +11 +7
20 +10/+5 +6 +6 +12 +7 Secret
Chapen THRee:
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Lore of Advanced Casting: The loremaster gains access to one type of
advanced magic. Choose either sorcery, shamanism, or white magic spells.
The loremaster can now learn spells of this type (see Learning Spells, page 60).
This secret may be learned more than once, but its effects do not stack. Each
time the loremaster may learn a new type of advanced spells.

Lore of Auras: The loremaster can see the auras of magic ilems, and may
use the Search Skill to identify the basic properties of any item he or she
encounters, or the approximate power level of any spells or effects currently
on the item. See the Search skill (page 44) for details. This secret may only be
learned once.

Lore of Common Knowledge: The loremaster may select any one cross-
class skill. That skill becomes a class skill for the loremaster, and he or she
gains a +2 bons on checks with that skill. This secret may be learned more
than once, but its effects do not stack. Each time, it applies to a different skill.

Lore of Defence: The loremaster gains a +1 dodge bonus to AC. This
secret may be learned more than once, and its effects stack.

Lore of Magical Power; The loremaster may select a type of magic
(common, shamanistic, sorcery, or white magic). When casting spells of that
type, he or she gains a +5 bonus to Fortitude saving throws and control
checks. This secret may be learned more than once, but its effects do not
stack. Each time the bonus applies to a different type of spells.

Lore of Skills: The loremaster gains 4 additional skill points. These skill
points may be spent normally. This secret may be learned more than once,
and its effects stack,

CHAPTER THREE:
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Lore of Spells: Loremasters may learn additional spells, just as wizard or
sorcerer can. A loremaster who learns the lore of spells may increase his or her
maximum number of spells known by three per loremaster level.
Additionally, the loremaster adds his or her loremaster level to control checks
just as for any other spellcasting class (see Casting Spells, page 62). This secret
may only be learned once.

Lore of Weapons: The loremaster gains a +1 bonus on attack rolls. This
secret may be learned more than once, and its effects stack.

Nerve Bundle Strike: The loremaster can make a special attack once per
day, either to kill or paralyse the victim. This special attack is made with a
normal melee weapon. He or she must declare the special attack before any
dice are rolled. If the attack hits, the target must make a Fortitude saving
throw (DC 10 + damage actually dealt by the attack). If this saving throw is
failed the target is killed, or paralysed for 16 minutes plus 1 minute per
loremaster level. If the saving throw succeeds, the target takes normal damage
from the attack. This secret may be learned more than once. Bach time the
loremaster may make one additional special attack per day.

Secret Strike: The loremaster learns to make a secret sirike. Once per day,
he or she may make a secret strike with one normal melee attack. The
loremaster adds his or her Intelligence bonus (if any) to the attack roll and
deals one extra point of damage per loremaster level. This secret may be
learned more than once. Each time, the loremaster may make a secret strike
one addilional time per day.

NOBLE

A prince is dignified, refined, and really handsome, foo!

— Lina Inverse, referring to Crown Prince Philionel of Seyruun,

The Sfayers universe is full of traditional fantasy lands, most of which
necessarily involve a ruling class that lives in castles, has fabulous wealth, a
long heritage and princes on white horses who sweep beautiful maidens off
their feet. This class is designed to represent people who were raised to rule
the land. Born diplomats, generals and scholars, the noble is intended to be
a leader of men and the epitome of his or her people’s culture and values.
Nobles are expected to carry themselves with dignity and grace, though
many find ways to escape the pressures of palace life and wander the world
for a time.

ALIGHMENT: Any
Hir DiE: dg
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The noble’s class skills (and the key ability for each skill) are Bluff (Cha),
Craft (Int), Diplomacy (Cha), Disguise (Cha), Gather Information (Cha),
Intimidate (Cha), Knowledge (all skills, taken individually) (Int), Perform
(Cha), Profession (Wis), Reputation (Cha), Ride (Dex), Sense Motive (Wis),
Swim ($tr), and Taunt (Cha)

SkL PoTs AT 15T LEVEL: (6 + Tnt modifier) x 4

kit Powts A Ench AppiTIONL LEVEL: 6 + Int modifier

Qlass FenTures

All of the following are class features of the noble.

WeapoN AN ARMOUR PROFAICENCY: Nobles are proficient with all simple
and martial weapons, and with light and medium armour and shields (but
not tower shields).

Fasanate [54): A noble with 3 or more ranks in a Perform skill can use a
speech Lo cause one or more creatures to become fascinated with him or her.
Each creature to be fascinated must be within 90 feet, able to see and hear the
noble, and able to pay attention to him or her. The noble must also be able to
see the creature. The distraction of a nearby combat or other dangers may
prevent the ability from working. A noble can target one creature per class
level at a time with this ability.

Nobles usually use Perform (Oratory), or sometimes Perform (Sing). At
the GM'’s discretion, other types of performances may be used to fascinate.

INspiRE CDuRAGE [Sll]: A noble with 3 or more ranks in a Perform skill can
use a speech to inspire courage in allies (including the noble), bolstering them
against fear and improving their combat abilities. To be affected, an ally must be
able to hear the noble. The effect lasts for as long as the ally hears the noble and
for 5 rounds thereafter. An affected ally receives a +1 morale bonus on saving
throws against charm, domination, and fear effects and a +1 morale bonus on
attack and weapon damage rolls. At 8th level, and every six noble levels
thereafter, this bonus increases by 1(+2 at 8th, +3 at 14th, and +4 at 20th).

Nobles usually use Perform (Oratory), or sometimes Perform (Sing), to
inspire their allies. At the GM's discretion, other types of performances may
be used to inspire,

RECOGNITION: Nobles are better known throughout the world than other
people are. Their faces and names are regularly recognised by others. A noble
may make a Reputation check as a free action. If the Reputation check result
isless than 10, he or she does not suffer a penalty (but gains no bonus). Nobles
often use this recognition Lo gain special favours or get around rules that
hinder other characters.

(aprer THREE:

(LssEs

INspiRe CompeTence (Su): A noble of 3rd level or higher with 6 or more
ranks in a Perform skill can use a speech to help an ally succeed at a task. The
ally must be within 30 feet and able to see and hear the noble. The noble must
also be able to see the ally. Depending on the task that the ally has at hand, the
noble may use a speech to lift the ally’s spirits, to help him or her focus
mentally, or in some other way, The ally gets a +2 competence bonus on skill
checks with a particular skill as long as he or she continues to hear the noble. ¥
The effect lasts as long as the noble concentrates, up to a maximum of 2
minutes. A noble can't inspire competence in him or herself.

Nobles usually use Perform (Oratory), or sometimes Perform (Sing), to
inspire their allies. At the GM's discretion, other types of performances may
be used Lo inspire.

LNE 0F CREVIT: A noble of 4th level or higher may rely on his or her line
of credit. This allows nobles to make purchases, including food, travel
expenses, and gear, even when they do not have money on hand. In areas near
or within the noble’s home, this line of credit is automatic. Further away, or in
hostile kingdoms, the line of credit may be more difficult to use (requiring the
use of Diplomacy or Intimidate skill checks) or may be unavailable altogether.
Similarly, if the character is a noble of a bankrupt or destroyed kingdom (such
as Xoana) he or she may experience problems using his or her line of credit.

The GM must decide what constitutes a reasonable expense to be put on
a line of credit. In any event, the debts incurred on a line of credit will still
come due. The noble, or his or her family or kingdom, will later be required
to pay the debt. Nobles who run up large debts for their kingdoms may find
themselves in an uncomfortable situation when those debts come back to
haunt them,

LEADERSHIP: A noble gains Leadership as a bonus feat at 5th level,
regardless of prerequisites.

IMPRESSIVE ARGUMENT: A noble of 6th level with 9 or more ranks in a
Perform skill can use a speech to instil a desire in his or her audience to do as
he or she asks or commands. The noble must have already fascinated the
target of this ability. A Will saving throw (DC 10 + 1/2 noble’s level + noble’s
Charisma modifier) negates the effect. This ability affects only a single
creature, and if following the noble’s suggestion puts the target at risk, he or
she may attempt another saving throw (with a bonus of +2 to +4 if
appropriate).

Nobles usually use Perform (Oratory), or sometimes Perform (Sing). At
the GM's discretion, other types of performances may be used to argue.

Mt



INspiRE GREATNESS [SU): A noble of 9ith level or higher with 12 or more
ranks in a Perform skill can use a speech to inspire greatness in himself or a
single willing ally within 30 feet, granting him or her extra fighting capability.
For every three levels a noble attains beyond 9th, he or she can target one
additional ally with a single use of this ability (two at 12th level, three at 15th,
four at 18th). To inspire greatness, a noble must be able to speak and an ally
¢ must hear him or her. The effect lasts for as long as the ally hears the noble and
for 5 rounds thereafter. A creature inspired with greatness gains 2 bonus Hit
Dice (d10s), the commensurate number of temporary hit points (apply the
target's Constitution modifier, ifany, to these bonus Hit Dice), a +2 competence
bonus on attack rolls, and a +1 competence bonus on Fortitude saves.

Nobles usually use Perform (Oratory), or sometimes Perform (Sing), to
inspire their allies. At the GM’s discretion, other types of performances may
be used to inspire.

INspiRatioNaL LeAveR (Ex): Nobles of 12¢h level or higher may inspire their
cohorts and followers for greater effect. When using any inspire class ability
on his or her followers, the effect is increased by 50% (round up). For example,
a l4th-level noble inspiring courage in allies grants those allies a +5 morale
bonus on appropriate saving throws and attack and weapon damage rolls,
rather than the usual +3. When the same noble inspires greatness in his or her
cohort, that cohort gains 3 bonus Hit Dice, with the appropriate hit points, a
+3 competence bonus on attack rolls, and a +2 competence bonus on
Fortitude saves.

Nobles usually use Perform (Oratory), or sometimes Perform (Sing), to
inspire their allies. At the GM’s discretion, other types of performances may
be used to inspire.

INspire Heroics [Su): A noble of 15th level or higher with 18 or more
ranks in a Perform skill can use a speech to inspire tremendous heroism in
him or herself or a single willing ally within 30 feet, allowing the target to fight
bravely even against overwhelming odds. For every three noble levels the
character attains beyond 15th, he can inspire heroics in one additional
creature. To inspire heroics, a noble must be able to speak and an ally must
hear him or her for a full round, A creature so inspired gains a +4 morale
bonus on saving throws and a +4 dodge bonus to AC. The effect lasts for as
long as the ally hears the noble and for up to 5 rounds thereafter.

Nobles usually use Perform (Oratory), or sometimes Perform (Sing), to
inspire their allies. At the GM's discretion, other types of performances may
be used to inspire.

GRear LEADERSHID: A noble of 18th level or higher gains even more
followers than nobles of lower levels. He or she may have an additional
cohort, and twice as many followers of each level.

i)
' T Nobi
L Base Arack Fomr R Wi Dertnee
\ Levet Bows SWE  Saue  Saue Bowus Specia
: 1 +0 +0 +2 + +1 Fascinate, inspire courage +1, recognition
] 2 +1 +0 +3 43 +1
' 3 +2 +1 B34 +2 Inspire competerice
¥ 4 +3 +1 +4 + 42 Line of credit
i 5 +3 +1 +4 + +2 Leadership
'. 6 + +2 +5 +5 +3 Impressive argument
' 7 +5 +2 +5 45 +3
8 +6/+41 42 +6 +6 +3 Inspire courage +2
9 +b/+1 +3 +6 +6 +4 Inspire greatness
10 +7/+2 +3 +7 +7 +4
1 +8/+3 +3 +7 +7 +4
12 +9/+4 +4 +8 48 +5 Inspirational leader
13 +9/+4 +4 +8 +8 +5
14 +10/45 +4 8 49 +5 Inspire courage +3
15 +11/+6/+1 +5 +9 +9 +6 Inspire heroics
M 6 +12/+7/42 ¥ #0410 +6
2'1 17 +12/47/42 +5 +10  +10 +b
. 18 +13/+8/+3 +6 +11  +1 +7 Great leadership
19 +14/+9/+4 +6 +1 411 +7
+15/410/+5 +6 +12 412 +7 Inspire courage +4
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Dragon priests are unusual in that they prefer to serve the gods directly,
working at a temple. They do not concern themselves with the welfare of other
races and are unlikely to choose the life of a wandering priest,

ALIGAMENT: Any

Hir DiE: dé

Class Sk

The priest’s class skills (and the key ability for each skill) are
Concentration (Con), Craft (Int), Diplomacy (Cha), Gather Information
(Cha), Handle Animal (Cha), Heal (Wis), Knowledge (local) (Int), Knowledge
(religion) (Int), Listen (Wis), Perform (Cha), Profession (Wis), and Sense
Motive (Wis), Spellcraft (Int)

SHitt PoiNTs a7 15T LEUEL: (4 + Int modifier) x 4.

Siite Pomrs ar Enck AbDIONAL LEVEL: 4 + Int modifier

PRIEST

Rezo, the Red Priest, who clothes himself in the robes of the priesthood and
Bears with him all the respect of the Great Shrine. He travels through all lands
helping people; one of the five Wise Men of the Age.

— Lina Inverse, describing Rezo the Red Priest,

Priests are the servants of the gods in Slayers, devoting themselves to a
simple life of reflection and service. Most priests are not held to a specific
shrine or temple, and very few set out to convert others to their faith. Instead,
they wander through the world, attempting to help those in need as they learn

more about the gods. Some can use magic and some cannot, but all are
equally respected. Actions, not titles, are what give a priest his or her
reputation among the people. High level priests are considered Wise Men and
are generally accorded great respect.
== _ = E—— -
T Prist
Base Arinck o R Wi Derinc
Livel Bowus SAUE  SMUE  Saut Bowus Sheaal
1 +0 +0 +H 42 +1 Detect evil, smite evil 1/day, staff
2 +1 +0 +#  +3 +1 Divine grace, lay on hands
3 +1 +1 + 43 +2 Divine health
4 +2 +1 +1 +4 +2 -
5 +2 +1 +1 H +2 Smite evil 2/day
) +3 +2 +2 +5 +3 Remove disease 1/week
7 +3 +2 +2 45 +3 Bonus feat
8 +4 +2 +2 +8 +3
9 +4 +3 +3 46 +4 Remove disease 2/week
10 +5 +3 +3 47 +4 Smite evil 3/day
il +5 +3 +3 +7 +4 Spellcasting
12 +6/+1 +4 +4 +8 +5 Remove disease 3/week
13 +6/41 +4 +4 +8 +5 Bonus feat
14 +7/+2 +4 + 49 +h s
15 +T/+2 +5 +5 49 +6 Remove disease 4/week, smite evil 4/day
16 +8/+3 ¥5 45 40 +6 Longevity PAGE
17 +8/43 +5 +  +10 +6 = 25
18 +9/+4 +6 +H  +11 +7 Remove disease 5/week .
19 +0/+4 +6 +6  +l1 +7 Bonus feat
20 +10/+5 +6 + 412 +7 Smite evil 5/day
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Clnss Fearures
All of the following are class features of the priest.

Weavow N> ARMOUR  PROFIGENGY:  Priests are proficient with simple
weapons, but not with armour or shields.

Derect Eum [Sp): At will, a priest can sense the evil in another person.
This requires a Sense Motive check (DC 15). The target may oppose this check
with a Bluff skill check of his or her own. Success on the Sense Motive check
allows the priest to discern whether the individual is a good or evil person.

Lay 0N Hawos [Su): Beginning at 2nd level, a priest with a Charisma score
of 12 or higher can heal wounds (his or her own or those of others) by touch.
Each day the priest can heal a total number of hit points of damage equal to
his or her priest level times Charisma bonus. A priest may choose to divide
this healing among multiple recipients, and he or she doesn’t have to use it all
at once. Using lay on hands is a standard action.

Diive Heat (Ex): At 3rd level, a priest gains immunity to all diseases,
including supernatural and magical diseases.

Bowus Frars: At 7th level and every 6 levels thereafter, priests gain a

4 T T ) N— bonus feat. This bonus feat must be selected from the following list. Code,
¥ almm ul : *Onee perday, s o — ?f MO yionified, Dramatic Zeal, Iron Will, Loyal, Skill Focus (any class skill), Skill
" n;tlm;{ n;ffeegtlljal l; ITEPL;;ESI E{d(tib ?zurher Chansm E(]mui (llfat? )0 ,Ihi Speciality (any two class skills), and Weapon Focus (staff).
attack roll and deals 1 extra point of damage per priest level. If the pries

g accidentally smites a creature that is not evil, the smite has no effect, but the
¥ ability is still used up for that day.

.} At 5th level, and at every five levels thereafter, the priest may smite evil
! one additional time per day, to a maximum of five times per day at 20th level.
‘| STFF: The priest’s stafl is a symbol of his or her service. The staff of a

' priest is usually adorned near the top with bells, but other decorations are
¥ possible and a priest’s staff need not be adorned at all. The priest’s staff is

' required for the use of his or her class abilities. If the priest loses the staff or sets
¥ il aside to leave the life of a priest, he or she cannot use any priest class abilities.

| The staff does not always have to be in hand, but must be kept with the priest.
! Diuiwe Grace [SU: At 2nd level, a priest gains a bonus equal to his or her

‘p Charisma bonus (if any) on all saving throws.

REmoUE Distast [SP]I At 6th level, a priest can remove the diseases from
another once per week. He or she can use this ability one additional time per week
for every three levels alter 6th (twice per week at 9th, three times at 12th, etc.).

SPHLCASTING: At 11th level, a priest is considered a spellcaster. He or she
may leamn additional spells, just as a wizard or sorcerer can. A priest may
increase his or her maximum number of spells known by four per priest level
above 10th. Additionally, the character adds his or her priest level - 10 to
control checks (see Casting Spells, page 62). A priest may only learn white
magic spells.

Lowgeurry: Upon reaching 16th level, priests age more slowly. The priest
ages only one year for every five vears that pass.
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ROGUE

[ don’t really care if anyone steals the jewels on my shoulders since they're
fakes, but it's not my fuult if they explode when you remove them.

— Lina Inverse, after inadvertently blowing up Martina.

Rogues are the urban equivalent of bandits. Though they vary in their
particular specialities, all rogues seem to share a common quickness and
adaptability. They make their way by finding what they want and taking it,
whether by force, guile, or cunning. Rogues usually have more Skills and other
abilities than any other adventurers, as well as the disposition to put them to
good use.

AUGNMENT: Any

Hir Die: ds

(Lass Sk

The rogue’s class skills (and the key ability for each skill) are Appraise
(Int), Balance (Dex), Bluff (Cha), Climb (Str), Concentration (Con), Craft (Int),
Disable Device (Int), Disguise (Cha), Escape Artist (Dex), Forgery (Int), Gather
Information (Cha), Hide (Dex), Intimidate (Cha), Jump (Str), Listen (Wis),
Move Silently (Dex), Open Lock (Dex), Perform (Cha), Profession (Wis),
Reputation (Cha), Search (Int), Sense Motive (Wis), Sleight of Hand (Dex),
Spot (Wis), Swim (Str), Taunt (Cha), Tumble (Dex), and Use Rope (Dex)

SiLtL Poiwts A 15T LEVEL: (8 + Int modifier) x 4

Suitt Poiws a1 Eaci AppimionaL LEVEL: 8 + Int modifier

(1ass FEATURES

Rogues have all the class features of the rogue class except as listed
below. See the Player's Handbook for more information on rogue class abilities.

Weapon AND ARMOUR PROFICIENCY: Rogues are proficient in light armour

Warrior

Laok owt sea dragon! { will slay you with one blow!
— The great hero Volun, slayer of villains and monsters without number,
whose name resounds throughout the heavens!

A warrior is an adventurer who lives by the strength of his or her
weapons, Warriors are found in every place, in every walk of life. From town
militias to city guards, from bodyguards to mercenaries: they fight for money,
love, or loyalty, proving themselves daily by means of blood and steel. They
specialise in the use of arms as a profession, typically hiring on with those who
need either protection or a strong arm to do their fighting for them, taking
each new challenge as a way of testing their skills against the world.

ALGNMENT: Any

and in the use of all simple weapons. Hir Die: d10 »
The Roque
Bast Ariack for R Wi DN
Levet Bowus Smoe  Seur  Sve Bowus Speaat
1 + +0 # +2 Sneak attack +1d6, trapfinding
2 +1 +0 +3 +0 +3 Evasion
3 +2 +1 +3 +1 +3 Sneak attack +2d6, trap sense +1
4 +3 +1 H# o+l +4 Uncanny dodge
5 +3 +1 +4 +1 +4 Sneak attack +3d6
6 +4 +2 +5 +2 +5 Trap sense +2
7 +5 +2 +5 +2 +5 Sneak attack +4d6
8 +6/+1 +2 6 +2 +6 Improved uncanny dodge
9 +6/+1 +3 +# 43 +6 Sneak attack +5d6, trap sense +3
10 +7/+2 +3 +7 3 +7 Special ability
i1 +8/+3 +3 +7 +3 +7 Sneak attack +6d6
12 +9/+4 +4 +# +8 Trap sense +4
13 +9/+4 +4 +§ +8 Sneak attack +7d6, special ability
14 +10/+5 A4 +9 +4 +9 -
15 +11/+6/+1 +5 +9 +5 +9 Sneak attack +8d6, trap sense +5
16 +12/+7/+2 45 +10 45 +10 Special ability
17 +12/+7/+2 +5 +10  +5 +10 Sneak attack +9d6
18 +13/48/+3 +6 +1 46 +11 Trap sense +6
19 +14/49/+4 +6 +11 46 +11 Sneak attack +10d6, special ability
20 +15/+10/45 +6 +12  +6 +12 -

CiopTen THReE:
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“Uass SRILLs

The warrior's class skills (and the key ability for each skill) are Climh
(Str), Cratt (Int), Handle Animal (Cha), Intimidate (Cha), Jump (Str), Listen
(Wis), Profession (Wis), Ride (Dex), Spot (Wis), Swim (Str), Taunt (Cha),
Tumble (Dex), and Use Rope (Dex)

SHILL POINTS AT 15T LEVEL: (4 + Tnt modifier) x 4

Skitt PoiwTs ar Eaci ApDITIONAL LEVEL: 4 + Int modifier

(1ass Fearures

All of the following are class features of the warrior.

WeapoN aN> ARMOUR PROFCIENCY: Warriors are proficient in the use of all
simple and martial weapons, and with all armour (light, medium, and heavy)
and shields (including tower shields).

S1ytE (EX): At 1t level warriors select a favoured style. Examples include
single weapon, two-weapon fighting, weapon and shield, thrown weapons, or
crossbows. Each time the warrior gains the style bonus, it may be applied
cither to attack rolls, damage rolls, or AC. These bonuses apply only while
fighting in the selected style, and characters may apply each style bonus to the
same style or different styles. AC bonuses gained from style are dodge bonuses
and only apply when the warrior is fighting with that style,

Once a particular style bonus has been selected and applied, it may not
be changed later. The GM must approve the style selected.

For example, at Ist level Gourry selects a favoured style of single
weapon. He applies his+1 bonus to attack rolls. At 7th level, he gains another
bonus and may apply this to attack rolls (increasing his bonus to +2), to
damage rolls (gaining a +1 Lo all damage rolls while fighting in this style), or
10 AC (improving his armour class while fighting in this style). Alternatively,
he may select a different style with which to apply the bonus (perhaps gaining
a+1 on attack rolls with two-handed weapons).

Bowus Fear: At 2nd level and every three levels thereatter, warriors gain
a bonus feat. This bonus feat must be selected from the following list. Blind-
Fight, Combat Expertise (Improved Disarm, Improved Feint, Improved Trip,
Whirlwind Attack), Combat Reflexes, Dodge (Mobility, Spring Attack),
Exotic Weapon Proficiency, Improved Critical, Improved Initiative, Improved
Shield Bash, Improved Unarmed Strike (Improved Grapple, Deflect Arraws,
Snatch Arrows, Stunning Fist), Mounted Combat (Mounted Archery, Ride-By
Attack, Spirited Charge, Trample), Point Blank Shot (Far Shot, Precise Shat,
Rapid Shot, Manyshot, Shot on the Run, Improved Precise Shot), Power
Attack (Cleave, Great Cleave, Improved Bull Rush, Improved Overrun,
Improved Sunder), Quick Draw, Rapid Reload, Two-Weapon Fighting (Two-
Weapon Defence, Improved Two-Weapon Fighting, Greater Two-Weapon
Fighting), Weapon Finesse, Weapon Focus (Weapon Specialisation, Greater
Weapon Focus, Greater Weapon Specialisation). Warriors must still'meet all
prerequisites for a bonus feat before selecting that feat.

rTm Warkior
Bast Ariach fomr R Wi Derne
LrveL Bowus SAUE SUE St Bawus SPECAL
1 +1 +2 +# +0 +2 Style +1
2 +2 +3 +0 +) +3 Bonus feat
3 +3 +3 +1 +1 +3 -
4 +4 +4 +#1 o+l +4 Judge opponent
5 +5 +4 +1 +1 +4 Bonus feat
e, f +6/+1 +5 +2 42 +5 .
7 +7/+2 +5 2 2 +5 Style +2
8 +8/43 46 +2 +2 +6 Bonus feat
9 +9/+4 +b +3 +3 +6
10 +10/45 +7 +3 +3 +7
11 +11/46/+1 +7 +3 +3 +7 Bonus feat
12 +12/+7/+2 +8 +4 +4 +8 -
13 +13/48/+3 +8 H o H +8 Style +3
14 +14/49/+4 +9 +4 +4 +9 Bonus feat
15 +15/+10/+5 +9 +5 +5 +9
PhGE 16 +16/+11/+6/+1  +10 4+ 45 +10 .
Zﬂ 17 +17/412/47/+2 +10 +5 +5 410 Bonus feat
d 18 +18/+13/+8/+3 +11 +6 +6 +11 -
19 +19/414/49/+4 +11 +6 +6 +11 Style +4
20 +20/+15/410/+5 46 +12 Bonus feat
CHapren THete:
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Jusie OppoNet (E)): A skilled warrior can determine the extent of
another’s skills just by watching him or her fight (or by fighting against the
opponent personally). A judge opponent check is d20 + the warrior’s level +
Int modifier. By making this check at a DC of 15, a warrier can determine if
the opponent is better, worse, or about the same skill as him or herself. With
a check at DC 20, a warrior can determine an opponent’s total attack bonus
and AC. A judge opponent check at DC 25 can determine other characters’
identities (even when in disguise), where they learned to fight or where
they're from.

As a guide to determine which combatant is better, compare the total of
their total attack bonus (with the weapon used at the time) and AC. If the two
characters' totals are within 3 points, their skills are roughly equal. An
opponent who wishes to conceal this information may oppose the judge
apponent check with a Bluff check.

Tie Wircn/Wizarp

Judge opponent may also be used on a character who is not in combat ™
(by absen-'ing the opponent’s stance or how he or she moves). I\-‘la]dng acheck
to judge a character not in combat incurs a -10 penalty on the check,

If the character has judge opponent as a class ability in another class,
add the levels of both classes to the check.

Wit/ Wizarp

Even an idiot can learn one trick. You can't be the best without knowing the
big and the small spells.

— Lina Inverse

Witches and wizards are basic spellcasters: those who have not yet
learned to master any of the more powerful and complex forms of magic. Few
spellcasters remain witches or wizards for their entire career, choosing instead
to seek out greater skill and power by specialising, Those who remain as witches
and wizards, however, can be capable and well-rounded spelleasters. They often
seek employment as bodyguards or advisors in small towns or cities, or else set
up shop on their own, working for those with a middling ameunt of coin. The
average townsperson is far more likely to have encountered a witch or wizard
than anyone in one of the more specialised spellcasting classes

Witches and wizards typically go on to become sorcerers (or shamans) and
are often called sorcerers, whether or not they actually have any sorcerer levels.
For more skilled spellcasters, being called a witch or wizard can be a serious
insult, indicating someone who has not completed training or who is unskilled.

ALIGNMENT: Any

Hir Die: d6

(lass Sk

The witch’s and wizard's class skills (and the key ability for each skill)
are Concentration (Con), Craft (Int), Decipher Seript (Int), Diplomacy (Chra),
Knowledge (arcana) (Int), Knowledge (all skills, taken individually) (Int),

Bast ATiacy for ReF Wik Derike
] Bowus Save  SauE  Saue Bowus SpEanL
1 +0 +2 +# 42 +1 Spellcasting, magical training, bonus feat
2 +1 +3 +0 +3 +1 Defence barrier +5
3 +1 +3 +1 +3 +2
4 +2 +4 +1 +4 +2
5 +2 +4 +1 + +3 Bonus feat
& +3 +5 +2 +5 +3 Defence barrier +10
7 +3 +5 +2 45 +3 Advanced casting
8 +4 +6 +2 +6 +4 -
9 +4 +6 +3 +b +4 z
10 +5 +7 +3 +7 +5 Bonus feat, defence barrier +15
1 +5 +7 +3 +7 +5
12 +6/41 +8 +4 +8 +0
13 +6/+1 +8 +4 +8 +6 -
14 +7/+2 +9 +4 +4 +6 Defence barrier +20
15 +7/+2 +9 45 +9 +7 Bonus feat
16 +8/+3 +10 +5 +10 +7
17 +8/43 +10 +5 +10 +7 -
18 +9/+4 +11 +6 +11 +8 Defence barrier +25
19 +9/+4 +11 +6 +11 +8 .
20 +10/+5 +12 +6 +12 +9 Bonus feat
Chnprer Theee:
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Swim (Str), Use Magic Device (Cha), and Vision (Int)
SHILL PoINTS AT 15T LEVEL: (4 + Tnt modifier) x 4
SitL Poiwts At Each AppITIONAL LEVEL: 4 + Int modifier

(lass FeaTuEs
All of the following are class features of the witch and wizard,

WEAPDN AND ARMOUR PROFCIENCY: Witches and wizards are proficient with
all simple weapons, but are not proficient with any armour or with shields.

SPELLCASTING: Wiitches and wizards are spellcasters. A witch or wizard
may increase his or her maximum number of spells known by four per witch
or wizard level. Additionally, witches and wizards add their level in this class
to control checks (see Casting Spells, page 62).

Unless the witch or wizard gains a class ability from another class that
allows him or her to learn more advanced spells, he or she may only learn
common spells (see Learning Spells, page 60).

MackaL TRANNG: Witches and wizards are trained to use common
spells. They may add their witch or wizard level to Fortitude saves made to
cast common spells (see Casting Spells, page 62).

Bowus Fear: At 1st level and every 5th level thereafter, witches and
wizards gain a bonus feat. This bonus feat must be an item creation feat,
metamagic feat, or Spell Mastery.

PEFENCE BARRIER: At 2nd level, witches and wizards learn to establish a
defence barrier to protect themselves against magical attacks (see Defence
Barriers, page 68). As the witch or wizard progresses in levels, the defence
barrier increases in effectiveness.

ADUANCED CASTING: At 7th level, witches and wizards may select one type
of advanced magic (shamanist, sorcery, or white magic). The character may
now learn spells of that type. The benefit of magical training does not apply to
these advanced spells, '

i JLAYERS

Profession (Wis), Reputation (Cha), Search (Int), Spellcraft (Int), Spot (Wis),

CapTer Theet:

(LssEs

PRESTIGE CLassEs

While the core classes cover most of the active adventuring professions
available in the Slayers universe, there are a number of specialised fields to
which treasure seekers aspire. In Slayers d20, these professions are
represented as prestige classes. Some of these classes do have organisations
associated with them, but only in the most nebulous terms. There are
sorcerers’ guilds for sorcerers to join and temples for clerics and shrine
maidens, as examples. The exact relationship between these groups and the
people who hold those titles is never strictly defined, but is instead left to the
GM to specify as needed.

In addition, there are other classes that have no associated
organisations to speak of. Swordsmen, for example, have no overriding guild
or committee to which they must answer. The only thing that determines
whether a swordsman is worthy of the title is his or her skill. Pistoleers,
shamans, and warriors of justice are much the same: it is their actions that
grant them the right to be called by that name. Despite the lack of organised
and defined tasks and hierarchies, though, the prestige classes all convey a
very real status within the world of Slayers and should not be taken lightly.

CLERIC/ SHRINE MalbEN

Blessed, humble hand of God, life and breath of Mother Earth. 1 pray thee
come before me, Show your great compassion to this person and deliver them.

— Sylphiel, incanting a spell to heal Lina,

Throughout the Known World, temples to all manner of good and
ancient forces abound, from the holy tree Flagoon in Sairaag to the Fire
Dragon King’s temple in the Outer World. Each of these temples require
people to staff it, peaple well versed in the rituals and magic required to
venerate the gods, honour the magical forces present, and help worshippers
lead better and more fruitful lives. These people are known as clerics, or
shrine maidens.

While priests are also individuals who are devoted to the service or
veneration of a god, they are often itinerant and unattached to any specific
temple. Many are very wise, but their wisdom comes from independent study
and meditation. They take the world as their holy text and derive lessons from
it accordingly. Clerics and shrine maidens come from a completely different
set of needs: those of organised religion.

Clerics and shrine maidens must both study for their positions, passing




a series of tests or being chosen at a young age for their vocation. Most spend
at least a short time in another vocation before preparing for a religious life,
A shrine maiden or cleric is expected to perform various functions within the
faith including defence of the temple or god, fulfilment of assigned tasks,
providing succour and sanctuary when asked, and otherwise serving the
community according to the will of his or her superior. He or she is tied to a
specific temple, more often than not, and rarely is allowed to leave unless duty
to the god demands it.

Hi Die: ds

REQUIREMENTS

To qualify to become a cleric or shrine maiden, a character must fulfil all
the following criteria.

AUGNMENT: Any nonchaotic

$HILLS: Diplomacy 5 ranks, Knowledge (religion) 8 ranks, Sense Motive 5
ranks

(tass Skis

The cleric’s and shrine maiden’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), Perform (Cha),
Profession (Wis), Search (Int), Sense Motive (Wis), Spellcraft (Int),
Summoning (Int), Use Magic Device (Cha), and Vision (Wis)

SKLL PaNTs AT Eact LEVEL: 4 + Int modifier

i SLAYERS

d )

System

(lnss FeaTuRES

Weapon N> ARMOUR PROFICIENCY: Clerics and shrine maidens gain no
proficiencies with any weapon or armour.

DEFENCE BARRIER: A cleric or shrine maiden learns to establish a defence
barrier to protect him or herself against magical attacks (see Defence Barriers,
page 68). As the character progresses in levels, the defence barrier increases in
effectiveness.

GReAr FAITH: The character adds his or her cleric or shrine maiden level
as a bonus to all Fortitude saving throws made to cast white magic spells.
Additionally, the character no longer needs his or her staff to access any priest
class abilities, if he or she also has levels in that class.

SPELICASTING: Clerics and shrine maidens are spellcasters. A cleric or
shrine maiden may increase his or her maximum number of spells known by
six per cleric or shrine maiden level. Additionally, clerics and shrine maidens
add their level in this class to control checks (see Casting Spells, page 62).

Clerics and shrine maidens may learn any type of spells (common,
shamanist, sorcery, or white magic). White magic and commen spells are
their speciality, however, and a cleric or shrine maiden learning a shamanist
or sorcery spell must dedicate one additional spell slot to each of those types
of spells he or she learns. For example, a shrine maiden learning the dragon
slave must dedicate four spell slots to that spell.

Bawus Fears: At 2nd, 6th, and 10th level clerics and shrine maidens gain
a bonus feat. This bonus feat must be selected from the following list.
Augment Summoning, Code, Holy Magic, Loyal, Spell Mastery, or any item
creation or metamagic feat.

SENsE AURA: The cleric or shrine maiden can see the auras of magic items,
and may use the Search Skill to identify the hasic properties of any item he or
she encounters, or the approximate power level of any spells or effects
currently on the item. See the Search skill (page 44) for details.

SENSE EUIL: Through their great faith and divine connection, clerics and *
shrine maidens have the holy power to sense the presence of evil. This ability
allows the cleric or shrine maiden to determine if any Mazoku are in his or her
area, or in what direction the nearest powerful evil aura lies. The character can
also gain a sense of the power level of the evil, but only in the most general
terms (weak, strong, powerful, overpowering). Sense evil cannot be used to
determine anything about any particular person — it is only effective at
determining areas in which an evil presence lies.

Chaprer THReE:
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The Ceric/SHRiNe Marex
Bast Amack forr R Wt DereNc
Levet Bawus SIE  Saue  Seue Bowus SPECIAL
1 +0 +0 +0 +2 +1 Defence barrier +15, great faith, spellcasting
2 +1 +) +0 +3 +1 Bonus feat
3 +1 +1 +1 +3 +2 Sense aura, sense evil
4 +2 +1 +1 +4 +2 Defence barrier +30
5 +2 +1 +1 + 42
6 +3 +2 +2 +5 +3 Bonus feat
T +3 +2 +2 +5 +3 Detence barrier +45
8 +4 +2 +2 +6 +3
9 +4 +3 +3 +6 +4 -
10 +5 +3 +3 +7 +4 Bonus feat, defence barrier +60
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MarniaL ARTIST

This is an enchanted fan! And you ve seen our martial arts skill! So if you're
gonna leave, now'’s the time!

— Mimi and Nene, martial artists extraordinaire and singing sensations,

Martial artists are warriors who have abandoned traditional fighting
techniques and instead use unusual weapons and unarmed fighting techniques
to defend themselves and others, Many martial artists are women, though by
no means all of them. Bounty hunters and rogues are the most common
martial artists. Warriors also make good martial artists if they are willing to
learn to fight without weapons. Some use their skills to wrest lost secrets from
ancient ruins, while others travel and defend the weak and helpless wherever
they may be. While martial artists are rare in the Sub-Continent, they do exist.
The Outer World is also a wild and mysterious place, and many masters of
unknown arts may thrive in the wild places beyond the Barrier.

Hir Di: dio,
REQUIREMENTS

To qualify to become a martial artist, a character must fulfil all the
following criteria,

Base Ariack Bowus: +5
SHILL: Climb (8 ranks), Jump (8 ranks), Tumble (8 ranks)

Feats: Improved Unarmed Strike, Weapon Focus (unarmed strike or
p p
grapple), Weapon Specialisation (unarmed strike or grapple)

Class Sk
The martial artist’s class skills (and the key ability for each skill) are

Balance (Dex), Climb (Str), Concentration (Con), Craft (Int), Diplomacy

(Cha), Escape Artist (Dex), Hide (Dex), Intimidate (Cha), Jump (Str), Listen

(Wis), Move Silently (Dex), Perform (Cha), Profession (Wis), Reputation

(Cha), Spot (Wis), Swim (Str), Taunt (Cha), and Tumble (Dex)

SKiLL Pomts a1 Eac LEVEL: 6 + Tnt modifier

Class FeaTuRes

Weapn AMp ARMOUR PROFIGIENCY: Martial artists gain no proficiencies
with any weapon or armour.

UNaRMED PAmAGE: A martial artist deals more damage with his or her
unarmed strikes than a normal person would. The unarmed damage for
martial artists is listed on the table below,

Eunsion (Ex): Martial artists can avoid even magical and unusual attacks
with great agility. If he or she makes a successful Reflex saving throw against an
attack that normally deals half damage on a successful save, he or she takes no
damage. Evasion can be used only if the martial artist is wearing light armour
or no armour. A helpless martial artist does not gain the benefit of evasion.

Hiew Sex Puwn [E5): Once per day, a martial artist may attempt to make
a hien sen puuda attack with any normal melee attack. The martial artist adds
his or her Wisdom bonus (il any) to the attack roll and deals 1 extra point of
damage per martial artist level. Every three levels, the martial artist may make
an additional hien sen puuda attack per day.

Toe Marniat Armist
Base Arick for R Wt Derence Unarmep
LEvEL Bowus SaUE  Save  Sur Bowus Damact SpEciaL
1 +0 +2 2+ +2 1ds Evasion, hien sen puuda 1/day
2 +1 +3 +3 4 +3 1d8 Spell resistance, uncanny dodge
3 +2 +3 43 +1 +3 1d8 Ho-oh ranbu kick
4 +3 +4 + 4] +4 1d10 Hien sen puuda 2/day
5 +3 +4 +4 +1 +4 1d10 Improved uncanny dodge
6 +4 +5 +5 +2 +5 2d6 Improved evasion
7 +5 +5 #4542 +5 2d6 Hien sen puuda 3/day
8 +b +6 +6 +2 +6 2d8 Ki strike
g +6 +6 +6 +3 +6 2d8 Embu toh-ketsu ha!
10 +7 +7 47 # +7 2d10 Hien sen puuda 4/day
Chapren Three:
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Speit. REsIsTANCE (Su): A martial artist of 2nd level or higher learns to
protect him or herself from magical attacks. The character gains spell
resistance equal to his or her martial artist level + 15.

Uncanwy podt [EX): A martial artist of 2nd level or higher can react to
danger before his or her senses would normally allow him or her to do so. The
character retains his or her Dexterity bonus to AC (if any) even if caught flat-
footed or struck by an invisible attacker. He or she still loses any Dexterity
bonus to AC if immobilised.

If a martial artist already has uncanny dodge from a different class, he
or she automatically gains improved uncanny dodge instead.

Ho-On Rawsu Kicg [[II] At 3rd level, the martial artist gains Stunning
Fist as a bonus feat, and may make a Stunning Fist attack once per day per
martial artist level, plus once per day for every four levels in other classes.
Additionally, when he or she makes a Stunning Fist attack, the target’s
Fortitude save DC is increased by +2,

[mprovep Uncanny Dovge [EK] A martial artist of 5th level or higher can
no longer be flanked.

This defence denies a bandit or rogue the ability to sneak atlack the
character by flanking him or her, unless the attacker has at least four more
levels than the target does.

If a character already has uncanny dodge from a second class, the
character automatically gains improved uncanny dodge instead, and the
levels from the classes that grant uncanny dodge stack to determine the
minimum bandit or rogue level required to flank the character.

Improvep Evasion (EX): At 6th level, a martial artist's evasion ability
improves. This ability works like evasion, except that while the martial artist
still takes no damage on a successful Reflex saving throw against attacks, he or
she henceforth takes only half damage on a failed save. A helpless martial
artist does not gain the benefit of improved evasion.

i Strike [SU): At 8thlevel or higher, a martial artist's unarmed attacks
are empowered with ki, His or her unarmed attacks are treated as magic
weapons for the purpose of dealing damage to creatures with damage
reduction.

Emsu Tow-Rersu Hal (Su): The embu toh-ketsu ha! allows the martial
artist to make a ranged attack by projecting a bolt of energy from his or her
hands or other weapon. The character makes a ranged touch attack and if the
attack hits, the target takes damage equal to the martial artist’s normal
unarmed damage. This attack has a range increment of 20 feet.

S
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MasTer-AT-ARMS

Clear the mind and nothing will defeat you.
— Rodimus, during his evening meditations.

In every fighting force, there are the officers who direct the course of
battle and the men who make those plans happen. The masters-at-arms are

the ones who make things happen. Experienced in fighting, masters-at-arms

are no-nonsense warriors who specialise in beating bad-guys and staying alive
while doing so. They don't seek the glory of swordsmen or fight for mere gold,
like bounty hunters. Instead, masters-at-arms fight for loyalty and honour. No
mere gold is worth their blood: only a person or cause is worth dying for. This
prestige class commonly altracts warriors, bandits, and bounty hunters.

Hir Die: d12

REQUIREMENTS

To qualify to become a master-at-arms, a character must fulfil all the
following criteria.

Bask Artack Bowus: +8

Feats: Armour Proficiency (Light, Medium), Martial Weapon
Proficiency (any), Power Attack, Shield Proficiency, Simple Weapon
Proficiency, Weapon Focus, and Weapon Specialisation

(lnss Sk
The master-at-arms’ class skills (and the key ability for each skill) are
Climb (Str), Concentration (Con), Craft (Int), Handle Animal (Cha),
Intimidate (Cha), Jump (Str), Listen (Wis), Profession (Wis), Reputation
(Cha), Ride (Dex), Spot (Wis), Swim (Str), Taunt (Cha), and Use Rope (Dex)
Skl PainTs a1 Encti LEVEL: 4 + Int modifier

(Lass FeaTures

WenpoN AND ARMOUR PROFIGENCY: Masters-at-arms are proficient with all
simple and martial weapons, and with all armours and shields (including
tower shields).

Armour COMPATIBILITY: Masters-at-arms retain half their defence bonus
(round down) even when wearing armour.

Bowus Fear: At every 2nd level, masters-at-arms gain a bonus feat. This
bonus feat must be selected from the following list. Cleave (Great Cleave),
Improved Bull Rush, Improved Critical, Improved Overrun, Improved Shield
Bash, Improved Sunder, Mounted Combat (Ride-By Attack, Spirited Charge,

Trample), Toughness, Weapon Focus (Weapon Specialisation, Greater.

PAct
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“Weapon Focus, Greater Weapon Specialisation). Masters-at-arms must still
meet all prerequisites for a bonus feat before selecting that feat.

STULE: This is exactly like the warrior ability of the same name, except
that a master-at-arms may only apply his or her style bonuses to two-handed
weapons or weapon and shield styles.

JupGe OPPONENT: This is exactly like the warrior ability of the same name.
§ If the master-at-arms already has this ability from another class, he or she
gains a+2 competence bonus on any judge opponent checks.

ImpRovED ARMOUR COMPATIBILITY: Masters-at-arms learn to make the best
use of their mobility in armour to protect themselves from attack. Upon
reaching 9th level, a master-at-arms retains his or her full class-based defence
bUI'lllS EVEN Wheﬂ Weu':l.l'i.l'lg armour.,

PIsToLEER

Anyone who doesn't want to die had better clear out!

— Jillas

In the Quter World, firearms have replaced magic as the martial weapon
of choice. Swords are great for close combat and self-defence, but nothing
equals a well-place pistol or rifle shot for mowing through the opposition.
Pistoleers are warriors who have embraced the firearm and made it their
weapon of choice, mastering the secrets of gunpowder and puttingit Lo use in

o
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way in the world in style. Even a non-skilled pistoleer will find that his skills
are worth money to the right employer. People in many different professions
are attracted to the life of a pistoleer, though spellcasters from the Sub-
Continent tend to disdain guns as being a poor-man's-firehall,

Hir Die: ds
REQUIREMENTS

To qualify to become a pistoleer, a character must fulfil all the following
criteria.

Base ATack Bowus: +5

SHILLS: Craft (gunsmithing) 9 ranks

Feats: Exotic Weapon Proficiency (firearms), Weapon Focus (any
firearm), and Weapon Specialisation (any firearm)

SPEAINL: Bombs, firearms, and gunpowder are normally only available in
the Quter World. The character must have access to these resources to
become a pistoleer.

QLass Sk

The pistoleer’s class skills (and the key ability for each skill) are Balance
(Dex), Bluff (Cha). Climb (Str), Craft (Int), Disable Device (Int), Gather
Information (Cha), Intimidate (Cha), Jump (Str), Listen (Wis), Profession
(Wis), Reputation (Cha), Search (Int), Sense Motive (Wis), Sleight of Hand
(Dex), Spot (Wis), Swim (Str), Taunt (Cha), and Use Rope (Dex)

SwiLt Paints a1 Eaci LEVEL: 6+ Int modifier

new and ever-more-destructive ways. A skilled pistoleer can always find his
THe Master-Ar-firms
Bast Arncy foor R Wi Derence
Levet Bowus SauE Save  Saut Bowus SpEciaL
)L +1 +2 42 +1 Armour compatibility
2 +2 +3 +0 +3 +1 Bonus feat
3 +3 +3 +1 +3 +2 Style +1
4 +4 +4 +1 +4 +2 Bonus feat
5 +5 + +1 +4 +3 Judge opponent
6 +6 +5 +2 +5 +3 Bonus feat
7 +7 +5 +2 45 +3 Style+2
8 +8 +6 +2 46 +4 Bonus feat
9 +9 +6 +3 +6 +4 Improved armour compatibility
10 +10 +7 +3 +7 +5 Bonus feat
(HAPTER THREE:
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(unss FEaTuRES

WeapoN AND ARMOUR PROFICIENCY: Pistoleers gain no proficiencies with
any weapon Or armour.

Bowus FET: At 1st level and every other level thereafter, pistoleers gain a
bonus feat. This bonus feat must be selected from the following list. Dodge
(Mobility), Improved Critical, Improved Initiative, Mounted Archery, Point
Blank Shot (Far Shot, Precise Shot, Rapid Shot, Manyshot, Shot on the Run,
Improved Precise Shot), Quick Draw, Rapid Reload, Weapon Focus (Weapon
Specialisation, Greater Weapon Focus, Greater Weapon Specialisation).
Pistoleers must still meet all prerequisites for a bonus feat before selecting
thal feat.

TRick SHOT: Pistoleers learn to make ranged attacks in the most unlikely
of situations. Reduce any penalty to a ranged attack roll, whether from long
range or other circumstances, by one-half the pistoleer’s class level (round
down). In addition, at 2nd level the pistoleer no longer provokes an attack of
opportunity from the target of his or her attack for making a ranged attack in
a threatened area. Other enemies threatening the area may make an attack of
opportunity normally, and a pistoleer who provokes an attack of opportunity
for any reason other than making a ranged attack suffers the attack of
opportunity as usual.

STYIE: This is exactly like the warrior ability of the same name, except
that a pistoleer may only apply his or her style bonuses to ranged combat

styles.
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DESTRUCTIVE GENIS: At 6th level, a pistoleer may add his or her class level
to any check made to design, build, or use explosives. This bonus applies to
Craft (gunsmithing) checks to make bombs and gunpowder, but not to attack
rolls made when throwing hand-held bombs. Using destructive genius, a
pistoleer may construct a makeshift rocket with the same destructive force as
the most powerful spells. The GM may also rule that this ability is useful in
designing other types of destructive devices (such as orihalcon tanks).

PoRTaBLE ARMOURY: Most of a pistoleer’s weapons need to be reloaded
after a single shot, and pistoleer’s focus on ranged combat. Consequently, a
pistoleer can be caught at a disadvantage if he or she does not have enough
weapons at hand. Master pistoleers overcome this weakness with a portable
armoury. At 10th level, the pistoleer is never without a weapon (or several),
except in the most extreme circumstances. He or she seems to have an untold
number of bombs and small firearms tucked away under cloaks, in boots and
belts, and all manner of other locations. This portable armoury does not slow _
the character down, nor is it visibly obvious to others looking at him or her.
The character can reveal his or her portable armoury when attempting to
Intimidate an opponent and may receive a bonus to the Intimidation check
(GM discretion).

Extended battles may exhaust even the pistoleer's portable armoury. If
the character relies on his or her portable armoury extensively without time
to rearm him or herself, the GM may decide a Sleight of Hand check is
required to continue to produce new weapons. The DC of such checks may be
as low as 20 for a long day of battle, or as high as 40 when the character has
gone months without a reasonable chance to restock.

THE Pistotee
Bast Arinck fmr R W DEFENCE

Levet Bowus SAUE  Saue  Seu Bowus SpecinL
1 +1 +0 +2 +2 +2 Bonus feat
2 +2 +) +3 +3 +3 Trick shot
3 +3 +1 +3 +3 +3 Bonus feat

4 + +1 4 + Style +1
5 +5 +1 +4 +4 +4 Bonus feat

6 +6 +2 +5 +5 +5 Destructive genius
7 +7 +2 +5 +5 +5 Bonus feat
8 +3 +2 +6 +6 +6 Style +2
9 +9 +3 +6 +6 +6 Bonus feat

10 +10 +3 7+ +7 Portable armoury
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SHAMAN

What we need here .. is that spirit spell with all the spirit! The Rah Tilt's our
ouly hape!

— Gourry Gabriev, displaying his grasp of shamanist magic.

Shamans are the least structured of any of the advanced spellcasting
classes. They call upon elemental forces with their spells, staying deeply tied
into the earth and its spirit. The Astral Plane is the source of their magic,
allowing them to walk a line of careful neutrality between the Gods and
Mazoku, owing allegiance to neither, obeying only their own hearts, They are
the most likely of all the spellcasting classes to pursue different career paths in
addition to their spellcasting class, seeking to experience as much of life as
possible. Witches and wizards are often drawn to shamanist magic, as are
loremasters. In addition, non-spellcasters who seek to gain magical
understanding will often end up shamans as well.

Hit Die: ds
REQUIREMENTS

To qualify to become a shaman, a character must fulfil all the following
criteria.

SKILLS: Knowledge (nature) 5 ranks, Spellcraft 8 ranks

SPELLS: Able to cast at least 12 common spells or 1 shamanist spell

SPEAAL: Advanced magic is rare in the Outer World. The character must

have access to shamanist lore or a qualified teacher to learn advanced
shamanistic magic.

THE SHAmAN

(1ass SR

The shaman’s class skills (and the key ability for each skill) are
Concentration (Con), Craft (Int), Heal (Wis), Knowledge (arcana) (Int),
Knowledge (nature) (Int), Listen (Wis), Profession (Wis), Ride (Dex), Search
(Int), Sense Motive (Wis), Spelleraft (Int), Spot (Wis), Summoning (Int),
Survival (Wis), Swim (Str), Use Magic Device (Cha), and Vision (Wis)

SHitt PoiNTs a7 Eac LEVEL: 4 + Int modifier

Class FeaTures

Weapon and Armour Proficiency: Shamans gain no proficiencies with
any weapon or armour.

DEFENCE BARRIER: A shaman learns to establish a defence barrier to
protect him or herself against magical attacks (see Defence Barriers, page 68).
As the character progresses in levels, the defence barrier increases in
effectiveness.

SHAMANIST FOCUS: The character adds his or her shaman level as a bonus
to all Fortitude saving throws made to cast shamanist spells.

SPELLCASTING: Shamans are spellcasters. A shaman may increase his or
her maximum number of spells known by six per shaman level. Additionally,
shamans add their level in this class to control checks (see Casting Spells, page
62).

Shamans may learn any type of spells (common, shamanist, sorcery, or
white magic). Shamanist and common spells are their speciality, however,
and a shaman learning a white magic or sorcery spell must dedicate one
additional spell slot to each of those types of spells he or she learns. For
example, a shaman learning the dragon slave must dedicate four spell slots to
that spell.

Bowus Feats: At 2nd, 6th, and 10th level shamans gain a bonus feat. This
bonus feat must be selected from the following list. Augment Summoning,
Code, Dignified, Spell Mastery, or any item creation or metamagic feat.

SENSE AURA: The shaman can see the auras of magic items, and may use
the Search Skill to identify the basic properties of any item he or she
encounters, or the approximate power level of any spells or effects currently
on the item, See the Search skill (page 44) for details,

Bast Armc for R W DeseNce
Levet Bowus S Saue  Saue Bawus SpEciaL
1 +) +0 +0 +2 +1 Defence barrier +10, shamanist focus, spellcasting
2 +1 +0 +0 +3 +1 Bonus feat
3 +2 +1 +1 +3 +2 Sense aura
4 +3 +1 +1 +4 +2 Defence barrier +20
5 +3 +1 +1 +4 +3
6 + +2 +2 +5 +3 Bonus feat
7 +5 42 +2 +5 +3 Defence barrier +30
8 +6 +2 +2 +6 i -
9 +6 +3 +3 +6 +4 -
10 +7 +3 +3 47 +5 Banus feat, defence barrier +40
(HapTER THREE:
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SORCERER

Darkness beyond twilight, crimson beyond blood that flows. Buried in the
stream of time 1s swhere your power grows. 1 pledge myself to conquer all the foes who
stand against the mighty gift bestowed in my unworthy hand.

__ incantation for the Dragon Slave

Sorcerers are the magicians most people think of when the word
“magic” is used. Secretive and obsessed with their research, sorcerers call
the dark forces in the universe o power their spells. Sorcerers are not
evil, regardless of the entities with whom they align themselves, but they are
the most morally flexible of all advanced spellcasters. The secrets of creating

ies and clones rest with sorcerers alone, and the more ambitious ones have

 even been known to sign pacts with Mazoku in exchange for power.

Nearly every major city has a sorcerers’ guild present where magical
research is carried out. The apparatus for creating copies and clanes are
typically found within the guilds, as few sorcerers are wealthy enough to have
their own. Witches and wizards are more likely to become sorcerers than any
other class, though loremasters are a common leap to this class as well

Hir Die: dé
REQUIREMENTS

To qualify to become a sorcerer, a character must fulfil all the following

AUCKMENT: Any nonlawful

$RILLs: Knowledge (arcana) 5 ranks, Spellcraft 8 ranks

SPELLS: Able to cast at least 12 common spells or 1 sorcery spell

SPEAAL: Advanced magic is rare in the Outer World. The character must
have access to sorcerous lore or a qualified teacher to learn advanced sorcery
magic.
Cinss Skius

The sorcerer’s class skills (and the key ability for each skill) are Bluff
{Cha), Concentration (Con), Craft (Int), Disguise (Cha), Intimidate (Cha),
Knowledge (arcana) (Int), Knowledge (religion) (Int), Profession (Wis),
Reputation (Cha), Search (Int), Sense Motive (Wis), Spelleraft (Int), Spot (Wis),
Summoning (Int), Taunt (Cha), Use Magic Device (Cha), and Vision (Wis)

Skie Poits a7 Enct LeveL: 4 + Int modifier
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(lass FeaTuREs
WeapON AND ARMOUR PROFCIENCY: Sorcerers gain no proficiencies with

any weapon or armour.

DEFENGE BARRIER: A sorcerer learns to establish 2 defence barrier to
protect him or herself against magical attacks (see Defence Barriers, page 68).
As the character progresses in levels, the defence barrier increases in
effectiveness.

SORGERY FOCUS: The character adds his or her sorcerer level as a bonus to
all Fortitude saving throws made to cast sorcery spells.

SPELLCASTING: Sorcerers are spellcasters. A sorcerer may increase his or
her maximum number of spells known by six per sorcerer level. Additionally,
sorcerers add their level in this class to control checks (see Casting Spells,
page 62). i

Sorcerers may learn any type of spells (common, shamanist, sorcery, or
white magic). Sorcery and common spells are their speciality, however, and a,
sorcerer learning a shamanist or white magic spell must dedicate one additional
spell slot to each of those types of spells he or she learns. For example, a sorcerer
learning the rah-tilt must dedicate four spell slots to that spell.

Bowus Feats: At 2nd, 6th, and 10th level sorcerers gain a bonus feat. This
bonus feat must be selected from the following list. Augment Summoning,
Bold, Dramatic Zeal, Spell Mastery, or any item creation or metamagic feat.

StNst AURA: The sorcerer can see the auras of magic itemns, and may use
the Search Skill to identify the basic properties of any item he or she
encounters, or the approximate power level of any spells or effects currently
on the item, See the Search skill (page 44) for details.

- THE SORGERER
Bast Arnck Fort Re W Desence
Levet Bawus SauE S SauE Bowus Spraal
1 +0 +0 +H 42 +1 Defence barrier +5, sorcery focus, spellcasting
2 +1 +0 +0 +3 41 Bonus feat
3 +2 +1 +1 +3 +2 Sense aura
4 +3 +1 +1 +4 +2 Defence barrier +10
5 +3 +1 +1 +4 +3
6 +4 +2 +2 +5 +3 Bonus feat
7 +5 +2 +2 +5 +3 Defence barrier +15
8 +6 +2 +2 +6 +4
9 +6 +3 +3 +6 +4 :
B 10 +7 +3 +3 +7 +5 Bonus feat, defence barrier +20
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If Igave you my name, you'd get it dirly.

— Gourry Gabriev

For those warriors who are truly skilled in the art of swordplay, who
desire a new level of challenge, who wish to use their skills for the greater (or
§ at least high profile) good — the class of swordsman is the answer to their
aspirations. Swordsmen are masters of attack and defence, parry and riposte;
for them, it is as much an art as a style of combat, Many swordsmen dream of
glory and seek out high-profile jobs as a means of honing their skills and
gaining prestige in the eyes of others swordsmen. Warriors and bounty
hunters are naturals for this prestige class, though many rogues have been
known to find their way among its ranks as well.

Hir Die: d12

| !*-P
W REQUIREMENTS
To qualify to become a swordsman, a character must fulfil all the
!"' following criteria.
Bast ATinck BONGs: +8
SHILLS: Reputation 5 ranks, Taunt 5 ranks, Tumble 5 ranks

lili' FeaTs: Combat Reflexes, Dodge, Martial Weapon Proficiency (any
sword), Weapon Focus (any sword), Weapon Specialisation (any sword)

i SLAVERS
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The swordsman’s class skills (and the key ability for each skill) are
Balance (Dex), Climb (Str), Craft (Int), Intimidate (Cha), Jump (Str),
Profession (Wis), Reputation (Cha), Ride (Dex), Spot (Wis), Swim (Str),
Taunt (Cha), and Tumble (Dex)

Skile Powts a7 Eactt LEVEL: 6 + Int modifier

(lass FeaTuREs

WeapoN aNp ARMOUR PROFICIENOY: Swordsmen gain no proficiencies with
any weapcn Or armaour.

GLAMOROUS REPUTATION: Swordsmen are well-regarded as master wartiors,
All swordsmen gain a +2 bonus on all Reputation checks.

EnsION: At 2nd level a swordsman can avoid even magical and unusual
attacks with great agility. If the character makes a successful Reflex saving
throw against an attack that normally deals half damage on a successful save
(such as a fireball spell), he or she takes no damage. Evasion can be used only
if the swordsman is wearing light armour or no armour. A helpless
swordsman (such as one who is unconscious or paralysed) does not gain the
benefit of evasion,

STYLE: This is exactly like the warrior ability of the same name, except
that a swordsmen may only apply his or her style bonuses to two-handed
weapons, single weapon, or two-weapon styles when using any type of sword.

Bowus Fear: Au dth, 8th, and 10th levels, swordsmen gain a bonus feat.
This bonus feat must be selected from the following list. Combat Expertise
(Improved Disarm, Improved Feint, Improved Trip, Whirlwind Attack),
Improved Critical, Improved Initiative, Mobility, Spring Attack, Two-Weapon
Fighting (Two-Weapon Defence, Improved Two-Weapon Fighting, Greater
Two-Weapon Fighting), Weapon Finesse, Weapon Focus (Weapon
Specialisation, Greater Weapon Focus, Greater Weapon Specialisation).
Swordsmen must still meet all prerequisites for a bonus feat before selecting
that feat.

June OppONENT: This is exactly like the warrior ability of the same name.
If the swordsman already has this ability from another class, he or she gains a
+2 competence bonus on any judge opponent checks.

ImpRavED EunsioN: At 6th level, a swordsman's evasion ability improves.
This ability works like evasion, except that while the swordsman still takes no
damage on a successful Reflex saving throw against attacks, he or she
henceforth takes only half damage on a failed save. A helpless swordsman
does not gain the benefit of improved evasion.

THE SWORDSMAN
Base Arinc Forr R Wi Derece
Levet Bowus SAVE  SAuE  SauE Bowus SPECAL
1 +1 +2 +2 4 +2 Glamorous reputation
) +2 +3 +3 +) +3 Evasion
3 +3 +3 +3 +1 +3 Style +1
4 +4 +4 +4 +1 +4 Bonus feat
5 +5 +4 +H#H o+l +4 Judge opponent
et 6 +6 +5 +  +2 +5 Improved evasion
38 7 +7 +5 5 42 +5 Style +2
' 8 +8 +6 +6 +2 +6 Bonus feat
g +9 +6 +6 +3 +6 Price of fame
+7 +7 +3 +7 Bonus feat
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PRice 0F FAME: Master swordsmen are famous, but that fame comes with
aprice. Young hotshots and experienced warriors alike consider a fight with a
master swordsman to be an honour and an opportunity. Though these
challenges need not be to the death, it can be inconvenient to have others
constantly hounding the character for the chance at a glorious showdown.

Since master swordsmen become used to fending off the attacks of eager,
wild-eyed warriors, they become adept at defending themselves. When using
the total defence option in combat, a swordsman of 9th level or higher may use
his or her base attack bonus to defend him or herself. He or she makes a 1420
roll + base attack bonus + Dex modifier + 6 dodge bonus for total defence. If
the result of this check is higher than the character’s normal AC, this becomes
the character’s effective AC against melee attacks for one round. The use of this
ability does not affect the character’s AC against ranged attacks.

Warrior oF Justice

Villain whose body hosts evil! Prepare o die!

— Prince Philionel, charging into battle.

Within the breasts of a chosen few beat hearts devoted to love, peace,
and justice. Idealism is the food which nourishes their souls, and they spend
every waking moment locked in the struggle to make the ideal reality for
everyone they meet. Righting wrongs, bringing evil to justice, spreading love
to all mankind — some call them rebels, dreamers, or idiots, but they have
another name for themselves: warriors of justice.

e SLAVERS B0

Warriors of justice do not belong to an overriding organisation, though™®
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the capital city of Seyruun is home to a surprising number of them. Instead,
each warrior of justice finds him or herself drawn to the occupation in answer
to their heart’s inexorable call. Blinded by the beauty of love, peace, and
justice, they make the pursuit of these ideals their occupation as naturally as
drawing breath. Their unshakeable belief in these cornerstones of existence
allows them to access inner reserves of power that would otherwise remain

untapped.
Hir Die: dio

REQUIREMENTS

To qualify Lo become a warrior of justice, a character must fulfil all the
following criteria.

ALIGNMENT: Lawful Good

Bast ATinck Bowus: +5

SKILLS: Intimidate 5 ranks, Jump 5 ranks, Perform 5 ranks, Tumble 5
ranks

FeATs: TImproved Unarmed Strike, Iron Will, Weapon Focus (unarmed
strike or grapple)

SPECIAL: Warriors of justice are obsessed with love, peace, and justice,
and must have an appropriate obsession selected for the Iron Wil feat.

(s Skis

The warrior of justices class skills (and the key ability for each skill) are
Balance (Dex), Climb (Str), Craft (Int), Diplomacy (Cha), Disguise (Cha),
Escape Artist (Dex), Gather Information (Cha), Heal (Wis), Hide (Dex),
Intimidate (Cha), Jump (Str), Listen (Wis), Move Silently (Dex), Perform
(Cha), Profession (Wis), Reputation (Cha), Sense Motive (Wis), Spot (Wis),
Survival (Wis), Swim (Str), Taunt (Cha), and Tumble (Dex)

Swite Powts ar Eai LEVL: 4 + Int modifier

(lass FenTuRES

Weapon N> ARMOUR PROFIGERCY: Warriors of justice gain no proficiencies
with any weapon or armour.

Opnimism oF Justice (Ex): Warriors of justice are imbued with
extraordinary optimism. A warrior of justice always believes that justice will
triumph, and refuses to accept any alternative, Due to their persistent
optimism, warriors of justice are immune to fear caused by psychological
attacks. He or she is still subject to magical or supernatural fear effects.

Seant Ariack (EX): At every level, a warrior of justice gains a new special
attack. These special attacks focus the power of love, peace, and justice into
the character’s actions and enable him or her to accomplish amazing things.
Multiple special attacks cannot be combined in a single attack, though a
warrior of justice can use more than one special attack with different attacks
in the same round,

-

A warrior of justice may make a number of special attacks per day equal
to his or her warrior of justice class level. Some special attacks may be selected
more than once, bul no special attack may be selected more than three times.

All Men Brothers, Hand in Hand: The warrior of justice may make an
additional unarmed strike attack at his or her full base attack bonus, but all of
his or her attacks (both normal and the additional attack) suffer a -2 penalty
on the attack roll. The warrior of justice may select this special attack more
than once. Each time, he or she may make one additional attack at his or her
tull base attack bonus during his or her action, and all attacks made during
the round suffer a -2 penalty per additional attack made. For example, a

Mt
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varrior of justice who has selected this special attack three times may make
three additional attacksin a round, but all artacks (the normal attacks and the
additional attacks) suffer a -6 penalty on their attack rolls.

Benevolent Giant Swing: This special attack may only be used during a
grapple. The warrior of justice swings his or her opponent around in  circle
and throws the enemy. The warrior of justice makes a grapple check with a
bonus equal to twice his or her class level. The result of this check is the
distance in feet that the opponent travels. For every 10 feet travelled, the
victim suffers 1d6 damage on impact. The warrior of justice may select this
special attack more than once. Each additional selection grants a +10 bonus
on the grapple check made to throw an opponent. The benevolent giant swing
is a full-round action and ends the grapple.

Ghost Touch: The warrior of justice’s unarmed strikes and grappling
attacks gain the ghost touch ability. Ghost touch attacks deal damage
normally against incorporeal creatures. An incorporeal creature’s 50% chance
to avoid damage does not apply to attacks with ghost touch. This ability
affects all of the character’s unarmed attacks, including other special attacks.
Use of ghost touch is automatic and does not count against the warrior of
justice’s daily limit on special attacks.

Goodwill Towards Men Smash: This special attack grants the warrior of
justice Stunning Fist as a bonus feat, regardless of prerequisites. Goodwill
towards men smash attacks work as described in the Stunning Fist feat, except
that the targets Fortitude save DC is increased by +2. Stunning attacks made

with this special attack do not count against the number of Stunning Fist
attacks usable per day. The warrior of justice may select this special attack
more than once. Each time, the Fortitude save DC of the special attack is
increased by +2.

Hammer of Justice: The hammer of Justice never fails to find its mark,
This special attack is resolved as an unarmed strike with +1 on the attack roll
per warrior of justice class level.

Joyful Reunion Bearhug: This special attack grants the warrior of justice
Improved Grapple as a bonus feat, regardless of prerequisites. When making
a joyful reunion bearhug attack, the warrior of justice does an additional 4
points of damage with his or her grapple attack. The warrior of justice may
select this special attack more than once. Each time, his or her grapple
damage for the special attack increases by 2.

Justice Shoulder Attack: The justice shoulder attack allows the warrior of
Justice to embrace his or her love of justice and use that power to enhance his
or her strength. The character gains an enhancement bonus Lo Strength equal
to his or her class level. This bonus lasts for one round. This attack may be
used to start grapples, during a bull rush or overrun attempt, or as an attempt
to force open an obstacle. The warrior of justice may select this special altack
more than once. Each additional selection of this special attack extends the
duration of the effect by one round.

Kindness to All Creatures Kick: This special attack focuses the warrior of
justice’s love of kindness and benevolent feelings for all creatures into a
devastating unarmed strike against an unjust creature. The kindness to all

Warnior oF Justice
Base Arinck for R W Devee
LEver Bowus SMUE SAUE  Saue Bowus SPEcaL
1 +0 +2 +2 42 +2 Optimism of justice, special attack
2 +1 +3 +3 43 +3 Special attack
3 +2 +3 +3 4 +3 Fists of justice, special attack
4 43 +4 +4 +4 +4 Special attack
5 +3 +4 +# +4 Oplimistic aura, special attack
6 +4 +5 #4545 +5 Special attack
7 +5 +h +# 45 +5 Combo attack, special attack
8 +6 +6 +  +6 +6 Special attack
9 +6 +6 +# 46 +6 Fists of joyous parting, special attack
10 +7 +7 7 47 +7 Special attack
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kick is resolved as an unarmed strike, with base damage of 1d6 for

- three levels of the warrior of justice (round up), up to 46 base damage

for 2 10th level warrior of justice.

Pacifist Crush: The pacifist crush renders an oppenent peaceful by
smashing them senseless. This special attack is resolved as an unarmed strike
with+1 damage per warrior of justice class level,

Royal Special Thunder: The royal special thunder ability may be used to
enhance any normal melee attack or special attack. The warrior of justice may
choose to subtract a number from the attack roll (up to -5) and add double
that number as a bonus to the damage roll. A special attack modified with the

ial thunder ability counts as two uses of the warrior of justice’s

 special attacks for the day.

Seyruun Tornado: The Seyruun tornado attack is a spinning leap kick

that focuses all of the warrior of justice’s righteous fury into a single slow but
attack. The warrior of justice makes a Jump check and leaps towards

fﬂs or her opponent. If this attack hits, the target suffers the normal unarmed
strike damage plus 1d6 damage for every 10 feet of height the warrior of

 iustice attained in his or her jump. The warrior of justice also suffers 1 point

m‘damage for every 10 feet of the jump. The Seyruun tornado attack is a full-
round action. Note that if the warrior of justice jumps more than his or her
hmspeed during the Jump check, he or she will not be able to complete the
attack until landing in a subsequent round.

Smashing Burst fump: The smashing burst jump is not an attack in the
usual sense. It allows the warrior of justice to display a burst of speed and
}mnp farther and faster. Generally, this special attack is used to charge unjust
persons or creatures. When using the smashing burst jump, the warrior of
justice doubles his or her base speed and gains a +5 bonus to his or her Jump
skill per class level. These bonuses last for one round. The warrior of justice
may select this special attack more than once. Each additional selection of this
special attack extends the duration of the effect by ene round.

Fists of Justice [5“]: At 3rd level or higher, a warrior of justice’s unarmed
attacks are empowered with his or her love of justice. The character’s unarmed
attacks are treated as magic weapons for the purpose of dealing damage to
creatures with damage reduction.

OprimisTic Aura [Ex): At5th level, the warrior of justice is imbued with
an infectious optimism that has a tendency to spread to those around him or
her. Nearby characters friendly to the warrior of justice gain a +4 morale
bonus on checks or saves against fear.

i SLAVERS
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Coms Ariack (“Peace awp Love Douste Impact!ll”): Warriors of justice

learn how to work and fight together. A warrior of justice of at least 7th level
may make a combination attack with another warrior of justice. Each
character gains a+2 bonus to the attack and damage roll. A combo attack may
be made as a special attack, but both warriors of justice must make the same
special attack in that case. Only one of the two characters needs to have this
ability. A warrior of justice may make a combo attack three times per day.

Fists oF Joyous PARTING: The warrior of justice can use his or her unarmed
attacks to rid the world of creatures that do not belong. Any time the
character strikes an outsider with an unarmed attack, the creature must make
a Will save (DC 10 + 1/2 warrior of justice’s class level + warrior of justice’s
Wisdom modifier). If this save is failed, the outsider is banished and returned
ta its place of origin. It may not return for a number of hours equal to the

difference between its Will save result and the DC, either through its own

abilities or through Summoning,

Cooe 0F CoNput

A wartior of justice must be of lawful good alignment and loses all class
abilities if he or she ever willingly commits an unjust act. Additionally, a
warrior of justice’s code requires that he or she respect legitimate authority,
act with honour (not lying, not cheating, not using poison, and so forth), help
those in need (provided they do not use the help for unjust ends), and punish
those who harm or threaten innocents.

AssociaTes

While he or she may adventure with characters of any good or neutral
alignment, a warrior of justice will never knowingly associate with evil
characters, nor will he or she continue an association with someone who
offends his or her moral code.

Ex-WaRRIoRs 0F JusTice

A warrior of justice who ceases to be lawful good, who wilfully commits
an unjust act, or who grossly violates the code of conduct loses all class
abilities. He or she may not progress any further in levels as a warrior of
justice. He or she regains his or her abilities and advancement potential if he
or she atones for his or her violations, as appropriate.
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You're pretty resourceful in a pinch,

— Gourry Gabrie, as Lina goes fishing for lunch

Skills are learned abilities that characters develop through study,
practice, and training, Each class is skilled in different areas. The table below
lists which Skills are class or cross-class Skills for each class. A character may
spend a maximum number of Skill points on any Skill equal to his or her level
+ 3. For class Skills, each Skill point buys 1 rank. For cross-class Skills, every
two Skill points buy 1 rank in the Skill.

UsiNG CURRENT SKiLLS

Most Skills in Slayers work just as they do in other d20 games. Where
these Skills are different, the changes have been noted here. As a note, the
Speak Language skill is not used in Slayers d20. The peoples of both the

i SLAVERS

SKILL SYNERGIES

> DR MORE RANKS IN... GIVES A -2 BONUS ON...

Craft (Cooking)  Craft (Poison) checks

Craft (Cooking) ~ Bluff checks (for appropriate targets)

Craft (Cooking)  Diplomacy checks (for appropriate targets)

Craft (Cooking) ~ Gather Information checks (for appropriate targets)
Craft (Cooking)  Intimidate checks (for appropriate targets)
Intimidate Taunt checks

Knowledge (history) Loremaster knowledge checks (class feature)

subcontinent and the outer world all seern to speak, read, and write the same
language, suggesting that although other racial or cultural dialects may exist,
they are so rare as to be of negligible effect. For suggestions on how to handle
rare or ancient dialects or writings, see the Decipher Script Skill, page 43.

BIUFF (i)

In addition to the normal uses of Bluff, characters can use this Skill to
disguise spellcasting.

CHeck: If a spellcaster chooses not to use either incantation or naming,
he or she may attempt to “fake out” an opponent by using the incantation of
a different spell. This imposes a -5 circumstance penalty on the Fortitude save
and any control checks made with the casting (see Casting Spells, page 62).
The spelleaster makes a Bluff check, the result of which becomes the DC for
any Spellcraft checks to identify the spell being cast (see Spellcraft, below).

The Biuff skill may also be used in psychological warfare (see
Psychological Warfare, page 101).

TRy AcIN: When the Bluff Skill is used to change the attitude or
behaviour of another character, the normal penalty applies for bluffs that put
the target at risk (or go against their nature, such as an attempt to convince
Lina to give up a valuable magical statuette). If the Bluff fails, but the
difference berween the Bluff check and the corresponding Sense Motive check
was less than the penalty, the target believes the bluff but is reluctant to go
along because of the risk or cost. In this case, the character may try to Bluff
again with a cumulative -2 penalty to retries.

The character may continue to “push the bluff” until he or she succeeds
or unfil the margin of failure exceeds the penalty for risk. Failing by more than
the penalty for risk or cost means the character can no longer push the bluff
as the target has seen through it.

Reputation Reputation checks with any other Reputation SYNERGY: A character with at least 5 ranks of Spelleraft gains a +2 synergy
Search Decipher Script checks to decipher a code bonus on Bluff checks to disguise a spell. o
Spelleraft Bluff checks to disguise a spell

SHiLL BDT BNH LRM NBL PRI ROG WAR WIZ Sk BOT BxH LRM NBL PRI ROG WAR Wiz
Appraise G aige o Qi g e e g Listen i SER CEEE—ETT = it
Balance R S ¢ | U R O (U Move Silently € G # e Se S B e
Bluff £ € w € W € &5 o Open Lock & € & % & € W g
Climb E £ w @ ¢ g W® Perform e e e & € € w e
Concentration e C & € € @& Profession & € £ £ ¢ ® ¢ ¢
Craft R SO | O (A Reputation (G N S
Decipher Script e e O e e ow @ € Ride € W % € W o € &
Diplomacy e g G € B mE e € Search E ® T @ & € & ¢
Disable Device e o owe o 0 @ %@ Sense Motive g T g © w8 & w
Disguise C g e € @ & @ .0 Sleight of Hand € B w W W €& @ e
Escape Artist 6 ¢« o e oxe € oo ow Spellcraft e e ¢ e ¢ o g €
Forgery e C L e w C o q Spot W ¢ W O W g g T
GatherInformation ¢ C € € C C ¢ o« Summoning M W om W & &'
Handle Animal C € = w € o £ Survival € € & W & w B ®
Heal e, ¢ € w € e e € Swim ¢ € ®w & @ @& €& %
Hide € € W e w € 0 uxx Taunt € e @ € w ¢ ¢ @
Intimidate C € ¢ € o € T e Tumble . L w w w €& € &
Jump E ¢ w oo e € T Use Magic Device gLl C 6 @ e B €
Knowledge(arcana) cc e« € e w w o« C Use Rope 00 e o wm g R g
Knowledge (religion) c¢ ¢« C e C e co c Vision e - € & @ e @
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cc = Cross Class, C = Class

CHnpTeR Four:

SKILLS




(ONCENTRATION (@)

It is distracting to maintain a spell with a duration of “concentration.”
Trying to cast any other spell while concentrating to maintain another requires
4 Concentration check (DC 10 + 10 per spell being maintained). Spells with a
duration other than concentration do not require the Concentration skill to
maintain them, and do not require a check before casting another spell. See
Concentration and Spells (page 64) for more information.

Characters may also cast spells defensivel}', to avoid provoking an attack
of opportunity. Doing so requires a Concentration check (DC 15 + one-fifth
spell's DC). For example, casting a flare arrow defensively requires a
Concentration check (DC 20).

RAFT (e ()

Alchemy is a quasi-magical field of study, but it does not require a
character already know magic or spells. Characters in Slayers can learn and
use Craft (alchemy) even if they have no spellcasting class levels.

Craft (alchemy) is also used to work the metal orihalcon.

CRAFT (oo ()

The ability to cook well is a popular one in Slayers and some loremasters
choose to focus their abilities on this Skill

SYNER®Y: A character with at least 5 ranks of Craft (Cooking) gains a +2
synergy bonus on Bluff, Diplomacy, Gather Information, and Intimidate

i LOYERS B2

when any of these Skills are used against either characters with the Great
Fortitude feat or any character wha has an obsession with food.

A character with at least 5 ranks of Craft (Cooking) gains a +2 synergy
bonus on Craft (Poison) checks.

CRAFT Guwsmming) v

The ability to craft guns, gunpowder, and explosives is all but unknown
inside the Mazoku barrier, except for special effects used in theatre
productions and celebrations. It is relatively common in the outer world,
though. This Skill is used to make gunpowder, firearms, and explosives.
Construction of these types of weapons follows the same procedure as other
forms of Craft.

I1em (RafT StinL Crarr DC
Bomb Gunsmithing 15
Cannon Gunsmithing 30
Gun Gunsmithing 20
Gunpowder Gunsmithing 15
Rifle Gunsmithing 25
Smoke Bomb Gunsmithing 18

(RAFT possi) v
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Many poisons can be extracted from animals or plants and used directly
with effective results. Other types require processing or synthesis to work
properly, and some poisons are fashioned entirely from safe or inert
materials.

(HEQK: This Craft Skill works much like any other, including the
calculation of cost. The most rare and dangerous poisons require the most
rare and expensive reagents, The base DC for the Craft (Poison) check is equial
to the poison’s DC + 10. Contact poisons are more difficult to ereate — the DC
to make 4 contact poison is increased by +5. ]

SYNERGY: A character with at least 5 ranks of Craft (Cooking) gains a +2
synergy bonus to Craft (Poison) Skill checks.

DECIPHER SCRIPT [iv: mamves o)

Most writing in Slayers shares a common language. For those rare
writings in other languages, characters use the Decipher Script Skill.
Sometimes, however, messages are written in a code rather than another
language. Deciphering (and creating) these codes is also the province of
Decipher Seript.

Characters with Decipher Script can create a code to use in any written
document. The DC of the code is the result of the Decipher Script check. A
character attempting to decipher this code later must beat the DC.

ACTION: A Decipher Script check to create a code takes 10 minutes. This
does not include the time to write out the document after the code has been
devised. A Decipher Script chieck to decipher a code takes 1d4+1 hours, not
including the time required to actually read the coded writing.

SYNERGY: A character with at least 5 ranks of Search gains a +2 synergy
bonus to Decipher Script checks to decipher a code.

DIPLOMACY ()

The Diplomacy skill may be used in psychological warfare (see
Psychological Warfare, page 101).




The Intimidate Skill allows characters to browbeat and bully others, to
frighten opponents, or to interrogate.

CHEK: Use of the Intimidate Skill can change the behaviour of other
characters, This application of the Skill works exactly as described in the
¢ Players Handbook.

Intimidate may also be used to demoralise opponents in combat. This
option is described in Psychological Warfare (see page 101).

AdION: Varies. Changing another’s behaviour requires 1 minute of
interaction. Using Intimidate for Psychological Warfare is a standard action.

TRy AGAIN: Yes, but each additional attempt after a failed Intimidate
sutfers a cumulative -4 circumstance penalty.

SPECAL: Characters gain a +4 circumstance bonus on Intimidate checks
for every size category they are larger than their target. Characters suffer a -4
circumstance penalty on Intimidate checks for every size category smaller
they are than their target.

A character immune to fear (such as a character with the Bold [eat)
cannot be intimidated, nor can non-intelligent creatures.

SYNERGY: A character with at least 5 ranks of Bluff gains a +2 synergy
bonus to Intimidate checks.

W JUMP (5m; svmowk catcs pevam)

Use this skill to leap over pits, vault low fences, or reach a tree's lowest
branches.

(HECK: Tn Slayers, jumping is a common and effective means of moving
from place to place. There is no maximum jump distance, though especially
long jumps might still take more than one action to finish.

Long Jump: The DC of a long jump is one-half the distance Lo be covered,
in feet. This DC assumes the character has a running start. Without a running
start, the Jump DCis doubled.

High Jump: The DC of a high jump is equal to the distance to be covered,
in feet. This DC assumes the character has a running start. Without a running
m start, the Jump DC is doubled.

I'l"l Hop Up: A character may jump onto an object as high as his or her waist
witha DC 10 Jump check. Doing so does not take any of his or her movement, so
he or she may hop up and still move his or her full normal movement allowance.
Jumping Down: A character jumping down takes no damage on a
successful Jump check. On a failed check, the character takes damage normally.

i SLAYERS

SEARCH ()

The Search Skill is used to find details and irregularities. It can also be
used to find information within books and libraries.

(HECH: Search can be used to do research when a character has access to
a library (or a particular book if a more detailed search is required). If a
character is familiar with the book or library in question, the Search check is
DC 10. For research in an unfamiliar or especially complex source, the DC can
be anywhere from 15 to 25 or higher,

A character with the appropriate class ability or spell can also use Search
to examine and interpret the magical aura surrounding an enchanted item (or
otheritem, creature, or area with an active spell, curse, or magical effect on i),
The character can tell what type of magic is involved (some items may have
more than one type) and its general power with a Search check (DC 20).

— A Power ——
Tyve oF Macic Fanr  Moverare  StRoNG  DuerwHEMING
Active Spell (DC) 0-25 30-35 40-45 50+
Curse (magnitude) 12 3-4 5 -
Magic ltem (caster level) ~ 0-5th  6th-1lth 12th-20th  2Ist+
(artefact)
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Additionally, the character can determine the properties of the item.
The DC of the Search check depends on the subtlety of the magic being
investigated. Obvious powers and properties — such as the enhancement
bonus of magical weapons or armour, or the basic use of a wondrous item —
usually require a check at DC 20. Secondary powers, esoteric magic, or
obscure or hidden abilities — such as the special attack of the Howling Sword
or the exact effects of a cursed item — generally have a DC of 30 or more. In
general, the DC of the Search check to identify a power is equat to the DC of
the Use Magic Device check to activate a power.

Characters can continue Lo examine auras in to learn all the properties
of a magic item. In effect, the character takes 10 or 20 on a Search check to
determine each property in turn until they can learn no more. Each attempt
to examine an aura requires a full-round action (20 rounds when taking 20)

Naturally occurring magical effects cannot normally be examined in this
way — understanding such effects requires the Spelleraft Skill. Magical devices
created by Mazoku or the Gods (such as Gorun Nava) have inscrutable auras
and will require special means to discern their secrets (GM discretion),

SINERGY: A character with at least 5 ranks of Search gains a +2 synergy
bonus to Decipher Script checks to decipher a code.




SPELLCRAFT (v Taneep ows)

In Slayers, there are no spells to read magical writing, identify magic
items, or detect the use of magic. These abilities are gained using Spelleraft.

SYNERGY: A character with at least 5 ranks of Spellcraft gains a+2 synergy

bonus on Bluff checks to disguise a spell.

i SLAVERS

Spewiceart DC - Tnsk
Automatic  Identify any spell if the name is used or a familiar spell
if the incantation is used. No action required. This
does not require the Spellcraft Skill.
15 Identify a familiar spell being cast if neither
incantation nor naming is used. No action required.

20 Identify a familiar spell already in place and in effect.
The character must be able to see or otherwise sense
the effects of the spell. No action required. No retry.

20 Draw a magic circle (such as those used in Summoning
or spell casting). Time required varies, depending on
the size and complexity of the magic circle.

25 Identify an unfamiliar spell already in place and in
effect. The character must be able to see or otherwise
sense the effects of the spell. No action required. No
retry.

25 After rolling a saving throw against a familiar spell
targeted on the character, determiné what spell that
was, No action required. Na retry.

30 After rolling a saving throw against an unfamiliar spell
targeted on the character, determine what spell that
was. No action required, No retry.

15-30 or higher Identify an unfamiliar spell being cast if the spell’s
incantation is used. No action required.
20-40 or higher Identify an unfamiliar spell being cast if neither
incantation nor naming is used. No action required.
300rhigher  Understand a strange or unique magical effect, such as
a naturally occurring magic aura, or areas and items
blessed by the Gods. Time required varies. No refry.

Spell'sDC  Learna new spell from a book. Retries are allowed, but
each attempt requires 10 minutes. Bhuff check result
Identify a disguised spell being cast (must still beat the
normal DC to identify the spell).

Use Macic DEVICE ()

In Stayers, the Use Magic Device Skill is used to activate magic falismans
or call on the power of magical devices. A few talismans and many
miscellaneous magic items function on their own and require no Skill check
to activate.

CHECK: Some magic items, particulnrly magir talismans and weapons
with special attacks, require skill to activate. Each time a character wishes to
activate such an item, he or she must make a Use Magic Device check. A
natural 1 is not an automalic failure, and carries no special penalties.

Once activated, the magic item will function normally for its standard
duration — generally instantaneous for special attacks or a few rounds for
talismans. A character may activale a magic item or talisman without
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knowing exactly whatit does, but doing so is more difficult. If a character does
not know the power he or she is trying to activate, a -10 penalty applies to the
Use Magic Device check.

The GM may decide that powerful magic items are simpler to activate (if
the creator wished them to be easy to use) or more difficult (if only powerful
and skilled characters were meant to use the power).

ACTION:  Activating a talisman requires a standard action. Activating
other magic items may require a standard or full-round action or their
activation may be part of another action, depending on the item.

SPECIAL: The DC of the Use Magic Device check to activate an item's
power is the same as the DC of a Search check to identify the power with the
sense aura class ability,

NEW SKILLS

Some Skills used in Slayers d20 are unique to this setting. We have added
them in an effort to better represent unique aspects of the Slayers universe,
specifically as regards both social interaction and magic use.

REPUTATION (Gon: manen ow)

The character's name and exploits are known and respected by others.
This added weight can help give weight to his or her words, whether others
are fearful, admiring, or amused.

Like Craft, Knowledge, Perform, and Profession, Reputation is actually
a number of separate Skills. A character might have a reputation as a great




warrior, as a bandit Killer, or as a heartless mystic swordsman. Each
Reputation must be purchased as a separate Skill

CHECH: When making a Reputation check, a character refers to his or her
name or Reputation. The recognition and reaction of others adds weight to
the character's words, making the famous (or infamous) character more

believable and intimidating than he or she might otherwise be.

By making a Reputation check (DC 10), a character can gain a bonus
with his or her next Skill check with Bluff, Diplomacy, Gather Information,
Intimidate, Perform, or Taunt. This bonus can also be applied to any other
check that the GM feels is appropriate to the situation.

Characters in a foreign area where none of the locals have heard of them
will suffer a circumstance penalty to Reputation checks. Similarly, when
dealing with groups or people inappropriate to their Reputation or who do not
care about their particular Reputations, characters will also suffer penalties.

If the Reputation check fails (*Yeah..? Never heard of you.”) the
character suffers a -2 circumstance penalty on his or her next check with any
of the affected Skills. It is hard to impress others when they think you are
already overly impressed with yoursell.

Resuir Bowus
Less than 10 2
0 10-14 +1
? 1519 +2
| 20-24 +3
2529 +4
| 30 or higher +5
| ACTION: Making a Reputation check is usually a standard action, but may

take longer if the situation warrants.
TRy AGHIN: Usually, no. It is hard to overcome a first impression.

| SPECIAL: Nobles can make Reputation checks more easily and more
effectively than other characters (see Noble, page 22).

| If a character has the Leadership feat, his or her highest Reputation
bonus (ranks + Cha modifier) determines the maximum level of cohort and
the number of followers he or she may attract.

SYNERGY: A character with at least 5 ranks of Reputation gains a +2
synergy bonus on Reputation checks made with any other Reputation. These
bonuses stack. This synergy bonus also applies to attracting a cohort and
followers with the Leadership feat.

SUMMONING (INT; TRAINED ONLY)

Summoning is the ability to call on supernatural creatures, whether of
Mazoku or Godly nature, or powerful creatures from other worlds. To
summon a specific creature, the summoner must know the creature’s name.
Otherwise, the summoner must know the particular type of creature he or she
wishes to summan,

(HEK: A Summoning check can be made to call astral creatures
(generally outsiders) to the presence of the character, often to a specially-
prepared magic circle (see “Spellcraft,” page 45). Summoning physical
creatures, such as animals or humans, requires a specific spell, not the
Summoning skill,

The DC of a Summoning check depends on the power and number of
creatures to be summoned. The table below lists the DCs for Summoning
different types and numbers of creatures,

CREATURE Typ DC  Base D
Lesser demon, divine minion, etc. 15 1d6
Bras demon, magic beast, etc. 20 2d6
Mazokuy, lesser 25 3d6
Mazoku, master 30 5d6
Mazoku, noble 35 7d6
Dark Lord or a God 50 or higher ~ 10d6
Single creature + x1
Pair +5 xl
Gang (3-6) +10 x2
Moh (7-15) +15 x3
Swarm (16-30) +20 x4
Horde (more than 30} +25 x5
Summening from another world (overworlder)  +10 x2
Specific creature +creature’s level x1
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Obviously, if a specific creature is being summoned no more than one
can appear. If a type of lesser creature is being summoned, the number
summoned may add to the DC of the Summoning check. Mare powerful
creatures (most Mazoku and all Dark Lords and Gods) can only be
summoned individually, and generally require specific methods to summon
them. If the GM wishes, individual creatures may be allowed to make a level
check to resist the Summoning. Summening an individual creature adds the
creature’s class levels (or Hit Dice above the base Hit Dice for a creature of that
type) to the DC of the Summoning check.




Whether the Summoning check succeeded or not, a Fortitude save must
also be made at the same DC as the Summoning check. Depending on the
result of the Fortitude save, the character will take an amount of nonlethal
damage based on the base drain of the Summoning. The type and number of
creatures summoned determine the base drain. For example, the base drain
for Summoning a gang of lesser demons is 2d6.

FORT $AVE RESULT PraiN pamaGE

DC + 10 or higher One-half base damage
DC or higher Base damage

DC — 10 or higher Double base damage
Lower than DC —10 Double base damage

Once summoned, the target creature is free to act as it chooses. Most
Mazoku are open to bargaining with their summoner; many of the lesser
creatures fear and respect the power of a summoner enough to be easily
intimidated. More powerful creatures may react unpredictably.

Aaion: Summoning requires a standard action.

TRy AGAIN: Yes.

SPECIAL: A Mazoku has a +4 racial bonus on Summoning checks used to
summon demons, lesser monsters, and other Mazoku.

A character using a part of a specific creature to summon it, or
something created with its power, gains a bonus to the Summening check.
This bonus may also be gained on the Fortitude save following a Summoning,
at the GM's discretion.

If the character uses Spellcraft to draw a magic circle before making the
Summoning check, he or she may add a +1 bonus to the Summoning check

for every five full points by which he or she beat the Spellcraft check (DC 20).

A magic circle also offers resistance against the attacks of summoned
ereatures. This can be used to protect a summoner inside the circle or to
attempt to contain the summoned creatures. In the latter case, the creatures
are summoned into the magic circle and must destroy the circle before
moving outside of it. The circle has spell resistance, damage reduction, and hit
points equal to the Spelleraft check result used to make it.
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TAUNT ()

Taunt is used in psychological warfare as a method of distracting and
embarrassing enermies.

CHECK: Making a Taunt check allows a character to embarrass an enemy
(or a friend!) using psychological warfare (see page 101).

A Taunt check can also be used to cause a spellcaster to lose their
concentration on a spell. In this case, the Taunt check is opposed by the
spellcaster’s Concentration check.

ACTION: Making a Taunt check requires a standard action.

Toy fcaiv: Yes, but each additional attempt after a failed Taunt suffers a
cumulative -2 circumstance penalty.

SPECAL: A character immune to embarrassment (such as a charactgr
with the Oblivious feat) cannot normaily be Taunted, nor can non-intelligent
creatures. »
SINERGY: A character with at least 5 ranks of Intimidate gains a +2
synergy bonus to Taunt checks.

VISION (wis: mae» ovs)

Wisdom, mystic power, and divine favour may all grant a character the
ability to foresee places and events, whether separated by time or distance.
Characters skilled in Vision may descry distant places, tracking their enemies
and allies, or tell powerful prophecies of the future.




CHECH: A Vision check may be used in an attempt to gain information, to
sense a distant location, or to foretell the future, The DC of the check varies
depending on how well known the target of the Vision is to the character, or
how distant in the future and specific a prophecy is to be.

Characters attempting to gain information through Vision use some
form of divination, such as automatic writing, praying to the Gods, or

f knocking over a mace and hoping it points the right way. Characters may

perform this type of divination unconsciously as well, gaining foresight as to
possible dangers or a “feeling” for where his or her companions are. Simple
Vision checks also allow Mazoku to get a glimpse of the material world from
the astral and to more easily travel between the worlds with accuracy.

Vision checks used to descry other locations are easier if the serying
character has a connection to the target. If scrying for a specific person, a
strong emotional connection (love or hate) or possessing something that
belongs to the target makes the check easier.

Prophesying is a more difficult form of Vision. It is generally held that
the Gods give prophecies only to their devoted servants. A Vision check is
easier if the prophecy is about something specific and immediate. More
general, vague, or distant prophecies become inereasingly difficult.

A specific prophecy is one in which the character asks a particular
question. Vague or general prophecies are called for when characters seek
guidance but have no clear question in mind. Generally, if the character is

ginaking a Vision check to prophesy while looking for an answer to a problem

[ CHapTer Four:

SKILLS

he or she is facing, that prophecy is a specific one. Prophecies given as
guidance or warnings of the future in general are considered vague.

Prophecies tend to be cryptic or poetic, and may be difficult Lo interpret,
but they should give clues as to their meaning. For example, the meaning of
the Prophecy of Destruction became clear when it was important that Lina
take action to stave off the prophesied end of the world.

PC Uision Resur

20 Minor divination (*Which passage should we take?”),

25 Major divination (“Galvayra is definitely in this direction!,”
or “where is Amelia now?”). Scrying an immediate location
(on the other side of the door, into the material plane from
the astral) or scrying a nearby location (in the same city)
with a strong connection.

30 Scrying a nearby location or a distant location (in the same
country) with a strong connection.

35 Scrying a distant location, or scrying a remote location {on
the same continent) with a strong connection.

40  Serying a remote location. Specific short-term prophecy
(what will happen if we enter the temple?).

45  Vague short-term prophecy (what should we do from here?)

or specific long-term prophecy (how can the kingdom of
Xoana be rebuilt?).

50 Vaguelong-term prophecy (the Prophecy of Destruction).

ACTION: Varies. Divinations range from a standard action to one minute.
Serying can take from one minute to an hour. Prophesying may take as little
as a standard action, but might also take days or weeks. The Gods do not
always give prophecies when they are requested.

TRy AGalk: Varies. Divinations and scrying can be fried again, but
prophecies generally cannot. If the Gods do not grant a vision, asking again
normally does not help.

SPECRL: The GM can make Vision checks for the characters when they
should not know of the success or failure of the check. The GM may decide
that Vision checks failed by 10 or more lead to misleading or dangerous
results, rather than simply being ineffective or inconclusive.




Frars

Keeping starving people from eating after they finally make it to land is
inexcusable and worthy of divine punishment!

— Lina [nverse, suffering from the darker side of the Greal Fortilude feat

Feats are one of the most entertaining parts of the d20 system, a flexible
method of differentiating characters and adding colour to a possibly
otherwise bland background. We've taken advantage of that for Slayers and
have used feats to bring some of the more entertaining quirks of the series into
the game.

Some feals are not used in Slayers, either because they are inappropriate
to the setting and system, or because other feats or rules have replaced them.

The general feats that are not used in Slayers are Acrobatic, Agile,
Alertness, Animal Affinity, Athletic, Deceitful, Deft Hands, Diligent, Eschew
Materials, Extra Turning, Improved Counterspell, Improved Turning,
Investigator, Magical Aptitude, Natural Spell, Negotiator, Nimble Fingers,
Persuasive, Self-Sufficient, and Stealthy.

The following item creation feats and metamagic feats are also not used:
Craft Rod, Craft Staff, Craft Wand, Forge Ring, Seribe Scroll, Silent Spell, and
still Spell

Using CurreNT FeaTs

Many feats used in Slayers function differently than in other d20 games.
These feats are noted here.

AUGMENT SUMMONING [Geveaad]

Summoned creatures are more powerful than normal,

PREREQUISITE: Summoning 1 rank.

BENEHT: Each creature the character summons gains a +4 enhancement
bonus to Strength and Constitution. This bonus only applies for one scene,
but creatures summoned before battle to lay a trap should be able to retain
this bonus until after the ambush. This feat affects creatures summoned
through the Summoning skill or through specific spells (such as ferious breed,
olem, or zelas goto).

SPECAL: This feat only affects creature types summeoned. Specific
ereatures summoned do not gain the bonus (see Summoning, page 46).
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BREw POTION (e Gaeanon]

The character can create magical potions, which are a physical form of
a spell,

PREREQUISITE: Caster level 3rd.

BENEFIT: This feat allows characters to create a potion of a spell they
know. The effects of the spell are applied directly to whomever drinks the
potion. The base price of a potion is the spell’s base DC times 50 gp. To brew
a potion, a character must spend 1/25 of this base price in XP and use up raw
materials costing one-half this base price.

Craft Macic Arms AND ARMOUR [ien Curamon]

The character can create magic weapons, armour, and shields.
PREREQUISITE: Caster level 5th.

-

BENEFIT: With this feat, characters can create magic weapons, armour, or ,

shields. Enhancing a weapon, suit of armour, or shield takes one day for each
1,000 gp in the price of its magical features, To enhance a weapon, suit of
armour, or shield a character must spend 1/25 of its features’ total price in XP
and use up raw materials costing one-half of this total price.

Characters can also mend a broken magic weapon, suit of armour, o
shield if it is one they could make. Doing so costs half the XP, half the raw
materials, and half the time it would take to craft that item in the first place.

Crarr WoNpRous [TEM [irem Geeanon]

The character can create a wide variety of magic items, such as crystal
balls or a lantern that sheds magical light.

PREREQUISITE: Caster level 3rd.

BINEAT: Characters with this feat can craft miscellaneous magic items.
Enchanting a wondrous item takes one day for each 1,000 gp in the price of
its magical features. To enchant a wondrous item, a character must spend
1/25 of the item’s base price in XP and use up raw materials costing half of
this price.

Characters can also mend a broken wondrous item if it is one that they
could make. Doing so costs half the XP, half the raw materials, and half the
time it would take to craft that item in the first place.
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“MPOWER SPELL [Memead

Spells can be cast for greater effect.

BENEAT: All numeric effects of an empowered spell are increased by one-
half, An empowered spell does half again as much damage as normal, recovers
hall again as many hit points per round, and so forth, as appropriate. For
¢ example, an empowered fireball deals 1-1/2 times its normal damage (roll 1d6
@§ per caster level and multiply the result by 1.5). Saving throws and opposed
rolls are not affected, nor are spells without numeric effects. The base DC of
an empowered spell is increased by +10.

I
ly
Iy ENLARGE SPELL [memmnad
“' Spells can be cast al greater range.
BENEFIT: The range of an enlarged spell is doubled. A spell may be
|i’ enlarged more than once, and each time it increases the range by the original
range value (a spell enlarged twice has triple range, a spell enlarged three times
|l’ has quadruple range, etc). Spells whose ranges are not defined by distance
q P B B 8 Y
||, cannot be enlarged. The base DC of an enlarged spell is increased by +5.
" Exoric Weapow Proriciency (Firearms] cosad

The character has learned how to use firearms effectively.
] PREREQUISITE: Base attack bonus +1

| BENERT: The character may make attack rolls with guns and rifles
) ) normally.

NORMAL: A character who uses a weapon with which he or she is not
proficient suffers a -4 penalty on attack rolls.

SPEIAL: This feat is rare inside the Mazoku barrier, and the GM may
restrict its use.

EXTEND SPELL [Memmad]

Spells may be cast to make them last longer.

BENERIT: An extended spell lasts twice as long as normal. Most spells that
have a duration of concenlration, instantaneous, or permanent are not
affected by this feat. Attack spells with an instantaneous duration are cast as
sustained spells (duration concentration) if extended (see Casting Spells, page
62). The base DC of an extended spell is increased by +5,

e SLAVERS
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GREAT FORTITUDE [Genena]

The character is healthy and resilient.

BENEAT: Great Fortitude grants a +4 bonus onall Fortitude saving throws,

SPECAL: Characters with Great Fortitude have a healthy appetite. They
must eat three times as much food as normal. If a character cannot eat enough
in a day, he or she loses the benefit of this feat. Additionally, characters with this
feat suffer a -4 penalty to all Constitution checks to resist starvation and thirst,

GREATER SPELL Focus

Choose a type of magic to which the character has already applied the
Spell Focus feat. The character’s spells of that type are now even more potent
than before.

PREREQUISITES: Spell Focus with selected type of magic

BENEAT: Add +2 to the DC for all saving throws against spells from the
type of magic selected. This bonus stacks with the bonus from Spell Focus.

SPECIAL: Characters may gain this feat multiple times. Its effects do not
stack. Each time the character takes this feat, it applies to a different type of
magic to which the character has already applied the Spell Focus feat.

GREATER WEAPDN FOCUS [Goxena]

Choose one type of weapon, such as a greataxe, for which you have
already selected the Weapon Focus feat. You can also choose unarmed strike
or grapple as your weapon for purposes of this feat. You are especially good at
using this weapon.

PREREQUISITES:  Proficiency with selected weapon, Weapon Focus with
selected weapon, base attack bonus +8.

BENEFIT: You gain a +1 bonus on all attack rolls you make using the
selected weapon. This bonus stacks with other bonuses on attack rolls,
including the one from Weapon Focus. .

SPECIAL: You can gain this feat multiple times. Its effects do not stack.
Each time you take the feat, it applies to a new type of weapon.

GREATER WEAPON SPECIALISATION [Geneeat]

Choose one type of weapon, such as a greataxe, for which you have
already selected Weapon Specialisation. You can also choose unarmed strike
or grapple as your weapon for purposes of this feat. You deal extra damage
when using this weapon.

PREREQUISITES: Proficiency with selected weapon, Greater Weapon Focus
with selected weapon, Weapon Focus with selected weapon, base attack
bonus +12.

BENEAT: You gain a +2 bonus on all damage rolls you make using the
selected weapon. This bonus stacks with other bonuses on damage rolls,
including the one from Weapon Specialisation.

SPECIAL: You can gain this feat multiple times. Its effects do not stack.
Each time you take the feat, it applies to a new type of weapon.

HEIGHTEN SPELL [Memnacd]

Spells may be cast with more power in order to defeat the natural
defences of the target.

BENEFIT: The DC of any saves against a Heightened spell is increased. Also,
the spellcaster gains a bonus on his or her caster level with the spell — this
bonus also applies to a caster level check to penetrate the target’s spell
resistance (if any). For every +1, the base DC of the heightened spellis increased
by +5. The DC and caster level are both increased by the same number.




[RON WILL [Gevepar]

The character has considerable determination and strength of will.

BENEFT: Iron Will grants a +4 bonus on all Will saving throws.

SPECAL: Characters with Tron Will have zealous focus and obsessive
personalities. Their will and determination are sharpened through their focus
on a particular goal, event, or object (such as restoring themselves to human
form or serving a fictitious monster). The subject of the character's obsession
must be selected when the feat is taken, though it may be later changed with
the GM’s permission. If a character with Iron Will ignores or turns away from
his or her obsession (GM’s discretion), the benefit of this feat is lost.

LEADERSHIP [Gevenal]

A character with Leadership has learned how to get others to follow him
or her.

PREREQUISITE: A character must be at least 6th level to take this feat.

BENEFIT: Having this feat enables the character to attract loyal
companions and devoted followers, subordinates who assist him or her. The
number of followers and experience level of the character’s cohort depends on
his or her highest Reputation plus Charisma modifier.

-~ RepumanioN ConoRt Numser oF Foutowens By LEveL
 Tome lwe g 2 3w Y Sm bW
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. st - ——— . -—
3 2nd - - - -
4 3rd - - - . -

5 3rd - - - - -

6 4th - - - - - -
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12 8th 8 2

13 9th 10 1
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18 12th 35 3 1 1 -

19 13th 40 4 2 1 1

20 14th 50 5 3 2 1

21 15th 60 b 3 2 1 1

22 15th 75 7 4 2 2 1
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25 17th 135 13 7 4 2 2
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SPECIAL: The GM may increase or decrease the character’s effective
Reputation based on circumstances in the game. Any changes made will not
directly cause the character to lose followers (though he or she may be
unable to attract new followers), but some of his or her followers will
become less loyal.

CinpTer Fiue:

Fears

LIGHTNING REFLEXES [Geeeat]

The character has amazing reflexes and can react without having to
think about it.

BENEAT: Lightning Reflexes grants a +4 bonus on all Reflex saving
throws.

SPECAL: Characters with Lightning Reflexes can react quickly, often
quicker than they can think. At times, these “highly sensitive” reflexes lead
characters to react to nothing at all, or to over-react to stimuli. Others
interpret these times as bouts of clumsiness. On a natural 1 on any movement-
related dice roll (Reflex saves, attacks, some Skill checks, etc) they will drop
their weapon, trip & fall over, accidentally cut their pants so they fall, etc. The
GM may decide that such situations can cause embarrassment (see
Psychological Attacks, page 101). L

MaximIse SPELL [Menmnad

Spells may be cast lo maximum effect every time,

BENEFT: All variable, numeric effects of a spell modified by this feat are
maximised. A maximised spell deals maximum damage, etc. For example, a
maximised fireball deals 6 points of damage per caster level (up to a
maximum of 60 points of damage at 10th caster level). Saving throws and
opposed rolls are not affected, nor are spells without random variables. The
base DC of a maximised spell is increased by +15.

PGt
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Weapons may be drawn and readied with startling speed.

PREREQUISITE: Base attack bonus +1.

BENEFIT: The character can draw a weapon as a free action instead of a

move action, A character who has selected this feat may throw weapons at his

/-or her full normal rate of attacks. Similarly, if the character has enough firearms

available, he or she may use them to make a full attack, gaining his or her full

normal rate of attacks by rapidly drawing and shooting multiple weapons.
NORMAL: Without this feat, a character may draw a weapon as a move

action, or (if his or her base attack bonus is +1 or higher) as a free action as a

part of movement.

QUICKEN SPELL [memmnad

Spells can be cast with a moment's thought.

BENEFIT: Casting a quickened spell is a free action. A character can
perform another action, including casting another spell, in the same round as
casting a quickened spell. Only one quickened spell may be cast per round.
The base DC of a quickened spell is increased by +20. Quickened spells do not
provoke attacks of opportunity,

SPEAAL: When casting a quickened spell, the character cannot use
incantation or naming — there isn't time.

Rapid RELOAD [ceuerad

Characters with Rapid Reload can reload firearms more quickly than
normal.

PREREQUISITE: Exotic Weapon Proficiency (firearms).

BENEFIT: A character with Rapid Reload may reload one barrel of a gun or
rifle as a move action. If this feat is selected twice, firearms may be reloaded as
a free action. In this case, the character may use a single firearm to make a full
attack, gaining his or her full normal rate of attacks by quickly reloading the
firearm and shooting.

Normal: Reloading a single barrel of a firearm normally takes a
standard action.

SpELL Focus

Choose a type of magic, such as common or sorcery. The character’s
spells of that type are more difficult to resist.

BENEHT: Add +2 to the DC for all saving throws against spells from the
type of magic selected,

SPECAL: Characters may gain this feat multiple times. Its effects do not
stack, Each time the character takes this feat, it applies to a different type of
magic.

SPELL MASTERY

The character has mastered a handful of spells, and is better able to cast
and manipulate those spells.

PREREQUISIE: Int 12.

BENEFIT: Each time the character takes this feat, select a number of spells
equal to his or her Intelligence modifier that he or she already knows. When
casting any of these spells, the character gains a +5 bonus to Fortitude saves
and control checks.

SPECINL: Characters may gain this feat multiple times. Its effects do not
stack. Each time the character takes this feat, it applies to different mastered

spells.
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TOUGHNESS [Geneead

The character is tougher than normal.

BENERIT: A character with Toughness gains +1 hit point per character
level. The benefit of Toughness is gained when he or she increases levels 4
well — as the character gains levels, the number of additional hit points
gained from this feat increases as well.

SPECAL: Tough characters don't have to worry about things, and don't
bother with “minor” details. Consequently, characters with Toughness can be
a little forgettul. Whenever the character tries to recall details or importan
information, the GM may call for an Intelligence check (DC 10) to see if the
character can remember.

A character may gain this feat multiple times. Its effects stack. Each
additional Toughness feat gained increases the DC of required Intelligence
checks by +1.

WEapON SPECIALISATION [Geeead]

Choose one type of weapon, such as a greataxe, for which you have
already selected the Weapon Focus feat. You can also choose unarmed strike
or grapple as your weapon for purposes of this feat. You deal extra damage
when using this weapon.

PREREQUISITES: Proficiency with selected weapon, Weapon Focus with
selected weapon, base attack bonus +4.

BENEFIT: You gain a +2 bonus on all damage rolls you make using the
selected weapon,

SPECIAL: You can gain this feat multiple times. s effects do not stack.
Each lime you take the feat, it applies Lo a new type of weapon.

WIDEN SPELL [memmead

Spells can be cast to affect a greater area.

BENEAT: The area of effect of a widened spell is doubled. A spell may be
widened more than once, and each time it increases the area or range by the
original value (a spell widened twice has triple area or radius, a spell widened
three times has quadruple, etc). For example, a fireball spell (which normally
detonates in a 20-foot radius) that is widened now fills a 40-foot radius. The
base DC of a widened spell is increased by +15.

Spells whose areas of effect are not defined by distance cannot be
widened,




NEw FEATs

There are several feats used in Slayers d20 that are unique to this setting.

BaRBED TONGUE [Geveeal]

Some people really know how to hit where it hurts.

PREREQUISITE: Taunt 1 rank

BENEHIT: Characters with a Barbed Tongue deliver clever and embarrassing
jibes with great flourish. When doing embarrassment damage, the character
suffers only a 2 penalty on his or her Taunt check and delivers 2d6 + Cha
modifier embarrassment damage (see Psychalogical Warfare, page 101).

Normal: Normally, characters suffer a -4 penalty to Taunt checks made
to cause embarrassment damage, and cause only 1d6 + Cha modifier points
of embarrassment damage.

BEAUTIFUL [Goxena]

Some people are naturally beautiful. This may result from superficial
looks or a deep inner beauty. In either case, Beautiful characters seem to have
an easier time in life and a social life to be envied.

BENEFIT: Beautiful characters gain a +2 bonus to appropriate social Skill
checks, This bonus generally applies to Bluff, Diplomacy, Gather
Information, and Reputation. The GM must decide if the situation allows a
Beautiful character to apply the bonus.

SPEUAL: Beautiful characters get noticed, Usually, they enjoy this
attention, but it can make life difficult sometimes. Beautiful characters suffer
a-2 penalty on any attempts to avoid drawing attention to themselves, such as
Disguise and Hide Skill checks. Some uses of the Bluff Skill will suffer this
penalty instead of the normal bonus, at the GM's discretion.

Bestow CursE [irem Ceeanion]

Characters with this feat have learned how to curse their opponents,
using magical powers to bring misfortune, ruin, or general unpleasantness
down on the heads of their enemies.

PREREQUISIE: Caster level Lst.

BENEAT: The character must make a Spellcraft check to Bestow Curse.

The result of the Spelleraft check is the DC for any saving throws made to
tesist the effects of the curse.
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Curses are rated in magnitude, generally from 1 to 5. The magnitude of
the curse is based on the effect the curse has on the target, the area, or the
targets who might be affected by the curse (or who trigger the curse’s effect).
When bestowing a curse, the character’s Spellcraft check suffers a penalty
based on the magnitude of the curse. The penalty is -2 per point of magnitude
above 1 (thus, -2 for magnitude 2, -4 for magnitude 3, -6 for magnitude 4, and
-8 for magnitude 5).

Macwirwe  Sameie: Erftars

1 -1 to all checks; target emits a foul smell that nauseates
others; target suffers one-half the damage he or she
causes.

2 -3 to all checks; other characters dislike or avoid the
target; target suffers the same damage he or she causes;
victim attacks the target.

3 -5 to all checks; target suffers half again as much damage
as he or she causes,

Macwimuve ~ Sample Aren 0r Tarers
0 A particular person or small group is affected (members

of a certain family, shrine maidens of a certain temple,
ete.); victim is affected only in restricted areas or
circumstances (on holy ground or when wearing a
particular colour of clothes).

+1 A large group is affected (members of the opposite sex, an
entire race, etc.); victim is affected in larger areas or
circumstances (when in a given country or during the day
or night).

+2 Everyone is affected; victim is always affected.

CapTer FIVE:
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For example, a curse that forces all members of the opposite sex to avoid «

the victim has magnitude 3, while one that causes everyone to avoid the victim
is magnitude 4. Similarly, a curse that inflicts on the victim the same damage
he or she inflicts on any other creature is magnitude 4, while one that causes
the victim to suffer half-again as much damage is magnitude 5. A curse that
imposes a -1 penalty on the victim's checks each night is magnitude 2, while a
curse that imposes a -5 penalty at all times is magnitude 5.

For curses that cause the victim to suffer some direct effect (such as a
penalty to checks), the target is allowed a Will saving throw to avoid the effect.
Curses that affect others around the character allow the affected individuals a
Will saving throw to avoid the effect. Curses that cause damage normally
allow a Fortitude saving throw for half damage. The character is allowed a
saving throw each time he or she might be affected by a curse (each day, each
time he or she is forced to attack, etc.).

If a curse would force a character to act against his nature (such as a
pacifist forced to kill or a shopkeeper having to stand up to his wife), he or she
may be allowed a new saving throw. In extreme circumstances, this new
saving throw may be made at a bonus (GM's discretion).

Characters are encouraged to be inventive when creating curse effects,
but the overall power of a curse should be kept in line with the examples
presented. A curse placed on an area or a creature may be broken, either
through the flow break spell, similar magic, or some other method appropriate
to the curse (such as retrieving the personal item used in bestowing the curse).
Most curses should also allow a Will save on a daily basis to break the effect.
If the character wishes to create an “unbreakable” curse, he or she should
create a cursed item (see “Cursed Items,” page 73).
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Characters may also create “untargeted” curses. These incomplete
curses can take the form of any small object, which must then be attached to
the intended victim, or some part or property of the victim. As soon as the
curse is attached in this way, the victim must make a save or begin suffering
the curse’s effects.

SPECIAL: Curses have a ritual component, requiring some object
belonging to the victim, a part of the victim, or rely on the target of the curse
willingly accepting some token to establish the effect.

Curses are a magical effect and may be examined by the sense aura class
ability or appropriate spells.

BOW [evenal

Bold characters are courageous, facing down the most fearsome
opponents without losing their nerve.

BENERT: A Bold character is immune to fear caused by psychological
attacks. He or she cannot become shaken, frightened, or panicked, except by
magical or supernatural fear effects and as noted below.

$PECAL Nobody's perfect, and even the boldest adventurers are afraid of
something. A Bold character must select a phobia, such as slugs, spiders, or
heights. When confronted with this phobia, the character is automatically
shaken, Every round that the character is faced with his or her fear, he or she
must make a Will saving throw (DC 20 or higher). If this check fails, a shaken
character becomes frightened, a frightened character becomes panicked, and
J a panicked character passes out,

When the object of a character’s phobia is removed, he or she will
recover quickly. It takes 1d4+1 minutes for a passed out character to regain
consciousness, and only 1 minute each to recover from panicked to
frightened, frightened to shaken, and shaken to normal.

CODE [Govennt]

Some people refuse to break their word, or turn their back on those in
need. Such characters have a Code, and their adherence to this code grants
them resolve and determination when times grow dark.

BENEFIT: Characters with a Code gain a +1 to all attacks, Skill checks,
and saving throws made in support of their code. The GM must decide
when this bonus applies, and it will depend on the specific Code. A
character sworn to uphald justice, for example, gains the bonus whenever
he or she is pursuing criminals or fighting to right some wrong or correct an
injustice. Characters who follow a Code of chivalry gain the bonus when
defending the weak or helpless,
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Additionally, characters with a Code are less likely to break that Code.
‘This feal grants a +4 bonus to all saves or checks to avoid being forced to
break the Code. This can be a Will saving throw against magical domination
or control, a Skill check, or whatever else the GM decides is appropriate.

SPECIAL: If a character with a Code breaks the Code, he o she suffers a -1
penalty to all attacks, Skill checks, and saving throws until he or she can make
amends (GM discretion).

CRAFT TALISMAN [rem Cozamon]

The character can create magical talismans that protect against magic,
or increase the magic powers of a spellcaster,

PREREQUISITE: Caster level 3rd.

BENEFIT: Characters with this feat can craft magic talismans. Enchanting
a talisman normally takes one day for each 1,000 gp in the price of its magical
features. To enchant a talisman, a character must spend 1/25 of the item’s
base price in XP and use up raw materials costing half of this base price.

Characters can also mend a broken talisman if it is one that they could
make. Doing so costs half the XP, half the raw materials, and half the time it
would take to craft that item in the first place.

(UTE [Genenad]

Some people are just cute. They may have innocent looks or just be
unbearably endearing. Cute characters are endearing and often have an easier
time getling what they want if they know how to take advantage of it. They are
also more easily overlooked or ignored than others.

BENERT: Cute characters gain a +2 bonus to appropriate Skill checks.
This bonus generally applies to Bluff, Diplomacy, Hide, and Taunt. The GM
must decide if the situation allows a Cute character ta apply the bonus.

SPECIAL: Cute characters have a more difficult time getting others Lo take
them seriously, and suffer a -2 penalty to any checks Lo impress others, such
as Intimidate or Reputation Skill checks.

DIGNIFIED [Gexcnat]

Some characters are more difficull to frighten or embarrass because of
their dignity.

BENEFIT: Dignified characters gain a +4 bonus on all checks to resist
confusion, embarrassment, or fear (see Psychological Warfare, page 101).

SPECIAL: A Dignified character is more difficult to embarrass, but when
he or she hecomes embarrassed, it hurts. The penalty due to embarrassment
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increases from 2 to -3 for Dignified characters. Embarrassment damage
suffered is also increased by one-half (round down).

If a character is both Dignified and Touchy, he or she suffers a -1 penalty
instead of -3 for being embarrassed. The benefit of Touchy still applies.
Embarrassment caused by the Touchy character’s sensitive subject is treated
pormally, with a-3 penalty and no benefit from Touchy.

DRAMATIC ZEAL [Genenat]

When life gets hard, some characters just get tougher and fight back.
These characters have Dramatic Zeal, and it allows them to overcome all the
little difficulties and triumph when it is most important. It may be sheer
endurance and brawn that carries them through, or determination and

 willpower. The effect is the same.

BENEFIT: Once per day, the character may ignore penalties due to certain
conditions. A character may use Dramatic Zeal to ignore the effects of being
abashed, addled, befuddled, checked, cowering, dazed, dazzled, disabled,
distracted, exhausted, fatigued, flat-footed, flustered, frightened, mortified,
nauseated, panicked, shaken, sickened, staggered, or stunned.

To use Dramatic Zeal, the character must make a Constitution or
Wisdom check (DC 10) as a free action. If this check fails, the character does
not overcome his or her condition. If the check succeeds, the character may
ignore his or her condition for 3 rounds plus one round for every point by
which he or she beat the DC.

Whether the use of Dramatic Zeal fails or succeeds, the character cannot
make another attempt until a significant amount of time has passed (GM'’s

discretion),
FAsT LEARNER [gevenad]

Some individuals have the gift of picking up new abilities seemingly
without effort.

BENEFIT: Fast learners are able to take what they know and apply it to new
Situations or actions, giving them a headstart on learning new things. A
tharacter with this feat suffers only a -2 non-proficiency penalty for using a
weapon with which he or she is not proficient, assuming the character has
seen it used at least once. In addition, a Fast Learner can use any skill
untrained after minimal exposure to the use of that skill (GM’s discretion).

- Fast Learners also add +5 to any Spellcraft checks made to learn or
Invent spells (see Learning Spells, page 60).

Normal: Characters who are not proficient with a given weapon suffera
-4 penalty on attack rolls. Some skills cannot be typically be used untrained.
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FORK SPELL [Memmaad]

Spells may be cast to affect a greater number of targets.

BENEHIT: The number of targets of a forked spell is doubled. A spell may
be forked more than once, and each time it doubles the number of targets (a
spell forked twice has quadruple the number of targets, a spell forked three
times has eight times as many targets, etc.). For example, a flare arrow spell
(which normally affects only one target) that is forked now affects two targets.
The base DC of a forked spell is increased by +10, per fork.

Spells whose areas of effect are not defined by a number of targets
cannol be forked.

GLIB [Genenal

The character comes up with wilty retorts and can deliver them with
less effort than most.

BENEFIT: Glib characters may make a psychological attack as a move-
equivalent action (see Psychological Warfare, page 101),

Normal: Psychological attacks require a standard action.

Hoy MAcIC Gevenat, Memmad

The character knows how to cast the most powerful white magic spells
— holy magic!

PREREQUISITE: Wis 13, Cha 15, cleric o shrine maiden level Lst.

BENERIT: Characters with this feat can learn and cast holy magic spells.

Normal: Without this feat, the character cannot learn any holy magic
spells.

SPECAL: This feat is generally unavailable inside the Mazoku barrier, and
the GM may restrict its use.

HomiNg SPELL [masmaad

Spells may be cast to overcome the resistance of targets,

BENEFIT: Homing Spell causes a targeted spell to home in on the target. If
the target is able to dodge aside or deflect the attack, it comes back for another
try. The target of a homing spell must make two saving throws and use the
worst of the two results. A spell may have this feat applied more than once,
and each time it increases the number of saving throws required by one. The
target must always use the worst of the saving throws rolled. The base DC of
a homing spell is increased by +10, per use.




Spells that canniot be cast at a range cannot be made into homing spells.
Spells that do not allow or require a saving throw cannot be made into
homing spells. If the spell used affects an area (such as a fireball), only the
direct target of the spell must make more than one saving throw. Characters
caught in the blast but who are not the centre of the effect do not roll
additional saving throws,

f L0YAL [Genenat]

The character is dependable and trustworthy, and may make a better
follower than a leader.

BENEEIT: The Loyal character gains a +2 bonus to all saving throws.

SPECAL: Loyal characters always attach themselves to another person or
group, whom they feel is worthy of their devotion. To gain the benefit of this
feat, the Loyal character must declare with whom their loyalty lies. If he or she
fails to role-play this loyalty, the GM is free to remove the benefit of this feat.
The character may change their loyalties if the situation calls for it (such as the
| death of his or her old boss, or falling in love).

When attempting to use the Skills Bluff, Diplomacy, Gather
Information, Intimidate, and Sense Motive on the target of his or her loyalty,
the Loyal character suffers a -2 penalty to his or her Skill checks.

Magicar Bloop [Gexerat]

Some people are born with a touch of magical blood. This special nature
gives them an advantage in using powerful magic, but it can also leave visible
marks. Characters gaining this feat late in their career may just be learning
how to tap into their latent magical potential.

BENEFIT: Characters with Magical Blood gain a +2 bonus (o all checks
made to cast spells, including Fortitude saves to resist drain, control checks,
and Concentration checks used during spellcasting.

SPECAL: Magical Blood leaves a mark on the character, Most often, this
changes the character’s hair colour to something unusual and unnatural. Blue,
green, maroon, or other bizarre colours are possible. This mark may affect the
character’s dealings with normal people, at the GM’s discretion.

OBLIVIDUS [Geneead

Oblivious characters always seem to miss the obvious. When others
make fun of them, they usually join in the laughs and don't even know who or
what the joke is about.

BENEFIT: An Oblivious character is immune to embarrassment caused by
psychological attacks, and cannot normally become flustered, abashed, or
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mortified (see Condition Summary, page 104), except as noted below,
Furthermore, the character cannot suffer embarrassment damage (see
Psychological Warfare, page 101),

SPECINL: The character gains the benefit of Oblivious because he or she
doesn’t know any better. He or she suffers a -4 penalty to all checks made to
resist confusion (see Psychological Warfare, page 101).

Even Oblivious characters draw the line somewhere, A character who is
Oblivious must choose a subject about which he or she is particularly
sensitive. The character is subject to embarrassment normally with regard to
this sensilive subject.

A character may not have both Oblivious and Touchy.

SKILL SPECIALITY [Geverat] )

The character may choose two Skills in which to specialise.

BENEFIT: The character gains a +2 bonus on all checks invnlvfng those
Skills.

SPECAL: Characters may gain this feat multiple times. Tts effects do not
stack. Each time the character takes this feat, it applies to two different Skills.

The effects of Skill Speciality stack with Skill Focus.
TOUCHY [Gevera]

Some people just don't know how to take a joke, Touchy characters
don't like being teased; it makes them want to hit things.

BENEFIT: Taunting and embarrassing a touchy character makes them
angry instead of embarrassed. Whenever a Touchy character becomes
embarrassed, the -2 penalty to attack rolls does not apply, and he or she does
not try to run away or hide. Instead, the character gains a bonus on all melee
attack rolls for the duration of the embarrassment effect (see Psychological
Warfare, page 101). When a Touchy character is flustered, he or she gainsa +1
bonus to all melee attack rolls. While abashed, he or she gains a +2 bonus to
all melee attack rolls, and while mortified the bonus increases to +3.

When a Touchy character suffers embarrassment damage, all of his or
her melee damage rolls for the next round gain a bonus equal to the damage
he or she suffered.

Speaal: Touchy characters are especially sensitive about something in
particular. The character must select a subject about which he or she is most
sensitive. Any embarrassment caused by the subject of this sensitivity is
unaffected by Touchy.

A character may not be both Oblivious and Touchy.




Macic aNd RELIGION

Magic and religion are central to the action in the three series. Heroes
and villains alike make use of pawerful spells to defeat their foes, while
warriors who cannot cast magic still have mighty enchanted weapons. The
eternal struggles between the Gods and the Mazoku form the basis of religion
and lay the deep background for the unfolding stories. Over the course of 78
gp[scdes, the three seasons of the Slayers reveal much about the nature of the
universe, its origins and themes. Where they do not explain things directly,
they drop hints that allow a viewer to make reasonable guesses. This section
thus discusses the magical and religious universe of the Slayers.

(osmoLogy

According to the Claire Bible, everything began as one infinite sea of
formless chaos. In that sea intelligence and self-awareness came into existence
ina being called the “Lord of Nightmares.” This being, for reasons unknown,
created a series of universes, each with multiple planes and each ruled by a
God and a Mazoku. In Lina's universe, this was Fire Dragon King Ceiphied
and Ruby Eye Shabranigdo. In the Overworld, the divine rulers were Volphied
and Dugradigdo, the Dark Lord also know as “Darkstar.” In each of the Lord
of Nightmare's creations, God battled Mazoku for mastery of the universe.

The Slayers cosmology focuses on the struggle of creation versus
destruction, order against chaos. It is an eternal struggle in which both Gods
and Mazoku are trapped by the will of their “mother,” the Lord of
Nightmares. In the middle is humanity, which struggles to take the best from
both sides and just survive.

Although the series mentions only Ceiphied's universe and the universe
of the Overworld, Lina’s explanation to Gourry in Dash! Run For It! My Magic
Doesn't Work?! implies that there are many universes, each with their own
tuling God and Dark Lord. Each universe sits atop a staff — the same staff
that was the source of the Philosopher’s Stone Rezo so coveted — and rest
there like a plate or an egg on a fork. Travel between them is possible, but not
at all common.

Pranes WiTHiN Pranes

A universe itself comprises many planes. There is the astral plane, the
plane where a person's or object’s spiritual counterpart resides. This “astral
body” may not be the soul, as such, but a spiritual or ideal counterpart for
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every person and thing in the physical world. The power of the astral body '
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seems tied to the magical power of the physical being: when battling a
Mazoku, Zelgadis comments in shock that his astral bedy must be huge, fora
Ra Tilt spell had almost no effect.

The fact that Hellmaster Phibrizzo rules over the souls of the dead
implies that there is a place they go after their bodies die. The ghosts laid to
rest by Amelia in LOVELY! Amelia’s Magic Training! and Filia in Pandemonium!
Terror Of The Cursed Jar! hint at the same thing. Although Phibrizzo’s title was
“Hellmaster,” there is nothing to suggest that his plane is solely a place of
damnation. The events of Sinister Trap! The Mysterious City of Ghosts! show
that he has dominion over the souls of all the victims of Sairaag, even the
saintly Eruk. Other Lords among the Mazoku — and, presumably, the Gods
— likely have planes of their own, too.

SERUITORS

To aid them in their work, the God and the Dark Lord of each plane
created servants to carry out their will. Even if this being is defeated, the
servants would remain to carry out its will. In the Overworld, the God Race
carries on the work of Volphied to preserve their world. In Lina's world,
Ceiphied and Shabranigdo both created servitors. Though few are named,
Auntie Aqua reveals that she is the incarnation of the memories of the Water
Dragon King, implying that this servant of Ceiphied had been defeated and
perhaps killed.

Shabranigdo created five Mazoku to serve him, although only three are
named. Gaav, the Demon Dragon King, probably governed war and violence,
while Hellmaster Phibrizzo ruled the dead. While Lord Beastmaster is
mentioned, her role in unclear. From her title, it is likely she governs the wild
creatures of the wildemess, or that she is the patron of the Beastmen. After
Ceiphied defeated Shabranigdo and divided him into seven parts, his
servants, the Mazoku, carried on the battle and made several attempts fo
revive him.

SORCERY

Sorcery is the name applied to the working of magic in general,
whatever its type or origin. In the lands that are the setting of The Slayers and
Slayers Next, it is a force more powerful than armies, able to destroy cities and
slay gods. Workers of magic are powerful, respected, and feared — the last
being most true in the lands of the Outer World, where sorcery is weaker.
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Types 0F Macic

There are five types of magic in the Slayers setting. Black Magic is the
miagic of hate, anger, fear, and destruction —all things loved by the Mazoku.
Magicians skilled in Black Magic are fierce in combat. There is White Magic,
which is the magic of healing and growth. Temple priests, shrine maidens,
and holy men practice it. Shamanist Magic deals with the elements and does
its work by invoking spirils. Its most powerful spells, such as Ra-Tilt, are the
equal of the most damaging Black Magic spells.

4 The fourth magic, Holy Magic, is unknown in the lands behind the
w" j Mazoku Barrier, for knowledge of it was lost at the time of the War of the

& Monsters' Fall. It appears to be a higher form of White Magic, with very
powerful spells. The only known practitioniers are the Gold Dragons of the
Fire Dragon King Temple. It is unknown if the Dragons of Dragon Peak retain
knowledge of Holy Magie. Judging from Milgasia’s failure to use it during the
battle with Gaav, probably not.
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The fifth magic, Fusion Magic, is thought to be impossible, It is a
blending of Black or Demonic Magic and Holy Magic believed able to defeat
the most powerful Mazoku. It was accomplished once by bringing the
artefacts of Alto and Baritone together. Lina then successfully cast a Fusion
SH spell by having Filia and Xellos feed her their magic power to defeat Valgaav.
It is likely a way of recreating some of the magical power of the Lord of
Nightmares without summoning that being directly.
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The PRINGIPLES OF MaciC

Magic in the $layers universe operates by certain laws that all
practitioners must obey, whether they are weak conjurers of the Quter World,
or a living force of destruction like Lina. They apply to all types of magic,
whether Black, White, Shamanist, or Holy.

For magic to affect a target, that target must have an astral body present in
the astral plane. Magic appears to work by affecting the astral body of the target
— destroying it then destroys or kills the physical body. Surprisingly, this is true
even with gross destructive spells like Fireball. When Lina realises in shock that
her magic has no effect on the Overworlders in Slayers Try, it is explained that
their astral bodies reside on the astral plane of their own world. They are thus
immune to mosl magical attacks when on Lina’s plane. Presumably, she would
be immune to their magical attacks were she to venture to the Overworld.

Another principle concerns Black Magic, specifically. In Give Up! But, Just
Before We Do, The Sure Kill Sword Appears!, Lina incorrectly tells Gourry that
Mazoku are immune to magic. The truth is that they are affected by Shamanist
Magic, and probably White and Holy Magic, but Black Magic is an exception,

The incantations of Black Magic are really prayers to the Lords of the
Mazoku, Ruby Eye Shabranigdo and his five servants. The sorcerer makes his
or her request using the ancient formula and, if the Dark Lord agrees, the spell
works, When a Black Magic spell works against a Mazoku, it is because his
lord agreed to it. As Shabranigdo and Gaav explain in their separate
confrontations with Lina, hurling Black Magic at them is essentially asking
them to hurt themselves.

Why would the Lords of the Mazoku ever do this? Why would they let
their servants be hurt? They do this because, to a Mazoku, all the violent
emotions — hate, jealousy, anger, terror — are like a fine wine. They feed on
them. The terror a Mazoku feels as he is about to be destroyed must be especially
sweet to a demon lord. This same lord may also let the mortal feel like he or she
iswinning, so the eventual defeat produces even more intense emotions,

The third principle of sorcery is that the magic of the Lord of Nightmares
trumps everything. No matter which universe a being comes from, the Lord of
Nightmares can affect them with her power. Being the creator of all, she can
also destroy all. She drives Hellmaster Phibrizzo to madness and kills him with
minimal effort. Magic cast by a mortal that draws on her power is also
effective. Against Shabranigdo, Lina uses the giga slave: Black Magic that called
on his power could not harm him, but drawing on that of his creator succeeds.
Lina uses the ragna blade against both Gaav and Almayce. Since it summoned
the Lord of Darkness’ power it could harm these beings even though one was a
demon lord and the other was not even from Lina’s universe.
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RELIGION

Religion in the Slayers universe is important, but it plays mostly a
packground rale. Most people are either ignorant of the overall cosmology or
imply don'L care about it. Organised religion is at most a minor presence in
the daily lives of the common people. To the extent they think about religion,
most people conceive of it in nebulous terms of “good” and "evil.” This section
discusses religion in the setting and the role of temples and priests. It also
talks about humanity’s place in the universe.

O Cars aNb PRIESTS

Priests in the Slayers setting have very different roles from those to
which most residents of Europe and North America are accustomed. They are
ot parish priests, rabbis, ministers, or imams who minister to their
congregation as shepherds would to a flock. They do not make sermonising a
Pﬂoriw' nor do they emphasise converting the unbeliever. Priests and
priestesses in Lina’s world have very different roles to play.

Cults and their priests exist to fulfil the aims and goals of their patron
god. This may or may not include the activities described above, but they are
not necessary to the role of a priest. The relationship of a priest to his god is
like a contract: in return for aiding the god's aims and performing the
required worship, the god will use his power to benefit the priest and his
followers in an appropriate way. The god of war will make them skilful in
battle, or the god of agriculture will keep rats away from the grain. In return,
the war priest brings his god glory through victory and captured loot, while
the priestess of the agriculture god offers a portion of the first harvest on a
bonfire and teaches the people to appreciate the bounty of the earth.

Some priests and cults have little to do with the outside world: the
interests of their divine master involve other priorities. For example, the Temple
of the Fire Dragon King in the Outer World is far from any settlement and
appears to have no parishioners. The temple exists for the glory of Ceiphied and
his priests do his work, regardless of the needs of the average mortal. Their
lesser concerns are of little consequence to the cult’s overall goals.

Itis not even necessary Lo be formally inducted intoa cull. Simply living
a holy life in devotion to one or more gods may make one a priest. Many
wandering holy men lead pious lives, travelling from town to town
performing miracles and living on the charity of others. Rezo the Red Priest
began this way, and it is not clear that he belonged to any particular cult.

Humanty’s Puace

One function of religion is to explain Man's place in the grand scheme
of the universe. When Gods, Mazoku, and beings from other planes of
existence surround humans on all sides, what role do humans have?

Linaand Valgaay answer this question in their final confrontation at the
end of Slayers Try. Valgaav reveals the truth to the question that Xellos said
was forbidden to ask: why are the Gods and the Mazoku locked in an eternal
struggle? The answer is that they do not know anymore, but they fight on
endlessly. Not so different from each other, they both see humans as litile
more than game pieces to be played against the opponent. In the end, humans
are insignificant.

: Lina counters that man plays an important role. By combining both
- Garkness andlight, by making mistakes, getting up, and trying again, humans
~ improve themselves with each hardearned lesson. Unlike the Gods and
Mazoku, they ask “why” and seek answers. In the complex creation of the
Lord of Nightmares, humans are the lone creative force and it is their role to
Feconcile the two polar opposites of God and Mazoku, creating their own
amic fusion.
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Macic

Brat? A third-raie wizard who can’t tell the difference between a light spell

and a firehall can't call me a brat!

— Lina Inverse, taunting Zolf.

Magic is an important part of Slayers 420. Most characters can learn one
or two spells, and experienced shrine maidens, shamans, and sorcerers are
among the more powerful characters in the Known World. The most prevalent
form of magic is spells, whether of commeon or advanced magic. There are other
forms of magic as well, however, including protection from magic, magical
skills, talismans to empower a character’s spells, and other enchanted items.

Types oF Maqic

There are four types of spells in Slayers. Common magic may be known
by anyone, but the advanced magic of sorcery, shamanism, and clerical spells
are more complex and rare. In addition to these types of spells, there are
other skills and abilities whose use involves magic. The most stable and
permanent form of magic is enchanted items, such as magic talismans and
the Howling Sword.

CommoN Maci¢

Common magic is the basic repertoire of spells available to almost all
spellcasters. Common spells are generally the easiest to learn and cast, as well
as the easiest to resist. What they lack in power, however, they make up in
versatility, as common magic covers a variety of useful functions. Flare arrow,
levitatian, lighting, and projection are all common spells. Casting common
spells relies on the character’s Constitution modifier.

All common spells also belong to one of the three categories of advanced
magic. A flare arrow spell is both common and sorcery. It may be regarded as
either type of magic at any time,

Biack Macic (SORGERY)

Black magic is also known as sorcery. It draws its power from negative
emotions and aggressive feelings. In this, sorcery shares a common source of
power with the Mazoku and many sorcery spells call on the power of specific
Mazoku. Sorcery magic is most useful in attacks, and includes a variety of
devastating attack spells that do damage over a wide area. Damu bras, dragon
slave, flare lance, and mega brando are all black magic spells. Casting sorcery
spells relies on the character's Intelligence modifier.
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Shamanistic magic draws its power from natural elements and the astral
(or spirit) plane. Due to this, the spells of shamanistic magic specialise in
dealing with the astral plane and astral creatures, and many attack spells of
this type use astral energies. Assha dist, behfis bring, demona crystal, and rah-
4 {ilt are all shamanist spells. Casting shamanist spells relies on the character’s
f Wisdom modifier.

Shamanist spells that draw on the power of the natural world (as
opposed to astral power) generally require the caster to be in contact with the
earth or open air to function properly. The character may connect
symbolically with something drawn from earth — such as glass made from
melted sand. Shamanist spells cast when the character has no such symbolic
link to elemental forces may be more difficult to cast, or impossible, at the
GM's discretion.

) Waite Macic (Cuericar)

M' White magic, or clerical magic, draws on the power of the gods and
' specialises in restoring the natural order of things. White magic spells are
"'I commonly used for healing and exorcism. The few white magic spells that

: serve as attack spells are generally effective only against low- to mid-level

monsters. Blade of justice, elmekia lance, Slow break, and recovery are all white
magic spells. Casting white magic spells relies on the character’s Charisma

"'l modifier,

w' A special type of white magic also exists: holy magic. Holy magic spells
i are powerful, ancient spells that call upon the power of the gods. The use of
']l] holy magic inside the Mazoku barrier is all but forgotten — perhaps
1 impossible because of the barrier — but some clerics and shrine maidens
'?-ll outside of the barrier know how to use this powerful form of magic. In order

to learn or cast holy magic spells, a character must have the Holy Magic feat
’l ’,l (see page 55).

py MacicaL SKILLS AND ABILITIES

i| f There are some types of magic that are not strictly covered by
: spellcasting. The Spellcraft skill allows characters to draw magic circles. The
Fl'l Summening skill can be used to bring monsters or other creatures to the
! character. Use Magic Device allows characters to wield the unusual powers of
Fll,l magical devices. Vision enables characters to have prophetic dreams, or
| simply find guidance. Most spellcasters also know how to erect a defence
.’I!} barrier to protect themselves and their allies against hostile magic.
|3'| These other magical abilities are often referred to as spells, but they do

not function as do normal spells. Anyone can learn the appropriate skill to use
these types of magic (though the character must have levels in a spellcasting
class to gain the defence barrier class ability).

ENCHANTED ITEMS

Enchanted items can mimic the powers of any other type of magic,
though magic items usually cannot compete with the powers of the most
potent spells. Potions are spells in liquid form, and take effect on whoever
drinks the potion. Weapons and armour can be enchanted to function better,
or provide other useful abilities. Wondrous items can be enchanted with a
MGE  variety of useful effects— possibly offering benefits that no commonly known
ﬁﬂ spell can match. Talismans are generally concerned with spells, both

protection against spells and enhancing a character’s spellcasting ability. See
Magic Items, page 68, for more details,

rie SLOYERS

CHimeras aNp COPIES

The rules presented in Slayers d20 do not provide for the creation
of chimeras or copies by player characters. Why not? Well, because the
Slayers series never really explains the process of creating either creature,
except that they require a full laboratory, time, and a great deal of
expertise. The creation of chimeras and copies functions well as a plot
device, best left in the hands of the GM. As such, we decided it best to
not create a system to make either type of creature.

1f the GM wants to allow his or her players to create chimeras or
copies, he or she is, of course, free to do so. Craft (alchemy) and
Knowledge (arcana) should be required, and probably a special “item
creation” feat, as well. Naturally, a character wanting to create a chimera
or copy would also have to have the requisite laboratory — and time —
that such activities necessitate.

Note that in the series, characters who create chimeras and copies
are not necessarily skilled spellcasters and often spend years studying
how to perform their chosen craft.

LEARNING SPELLS

Learning a new spell is not a difficult process, but the character must
have access to the spell (preferably in written form) or a teacher who already
knows the spell. Learning the new spell requires a Spellcraft check (DC equal
to the spell’s base DC - 10), and each attempt requires 10 minutes.

If the character has the help of an instructor (who must know the spell),
learning spells is somewhat easier. The character gains a bonus on his or her
Spelleraft check equal to one-half the instructor’s total Spelleraft bonus
(ranks, Intelligence modifier, plus any miscellaneous modifiers).

PARTIALLY LEARNING SPELLS

At the GM’s option, characters may partially learn a spell. That is,
if a character fails to learn a spell, but fails by 10 or less, he or she learns
enough to try the spell anyway. After a character has partially learned a
spell (such as Lina learning the ragna blade), he or she may attempt to
cast the spell.

Casting a partially learned spell is handled in the same manner as
normal spelleasting (see below), except that the Fortitude save to resist
drain suffers a -5 penalty and the character suffers double the normal
drain. Casting a partially learned spell can be dangerous and difficult, but
itis often the only way a spellcaster can learn the more difficult spells.

For every two points (round up) by which the character failed the
Spelleraft check to learn the spell, he or she must successfully cast the
spell once. After the character has successfully cast the spell enough
times, the spell is fully learned and the penalties for a partially learned
spell no longer apply.

For example, Lina fails her Spellcraft roll to learn the ragna blade
by 7 points. Since Xellos destroys the only copy of the spell she had, she
cannot retry the check, but she has learned enough to try the spell,
anyway. Since she failed her Spellcraft check by 7, she must successfully
cast the ragna blade four times before the spell will be fully learned. Each
time she casts it, she suffers the -5 penalty to the Fortitude save and
double normal drain. Of course, if she can find another way to finish
learning the spell before successfully casting it four times, she can get
around this little difficulty,
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Characters may only learn common spells unless they have a class
ability that allows them to learn another type of magic. In order to learn any
5pell.’ the character must have enough available spell slots (see “Maximum
Number of Spells” below).

INVENTING SPELLS

Characters may sometimes decide they want a spell thatis not described
in Slayers d20. This is just fine, as wizards and sorcerers throughout the
Known World are often engaged in research and experimentation to expand
their knowledge of magic. Inventing a spell requires a laboratory (or similar
workshop for the experimentation of magic).

A player who wants his or her character to invent a new spell must
create the spell's description (probably with the assistance of the GM). The
GM will then consider the spell and assign the base DC. The character must
then spend one week for every five full points of the spell’s DC researching the
spell in a laboratory environment. At the end of this time, the character must
make a Spellcraft check at a DC equal to the spell’s base DC.

If this check succeeds, the character has successfully created the new
spell. If this check fails, the character must spend an additional week
experimenting to determine where he or she went wrong. After this
additional week, the character may try the Spellcraft check again with a +2
circumstance bonus. If this check also fails, the character can keep trying,
Each additional week the character works on the spell, he or she makes
another check and the bonus increases by +2 each time.

The character may continue working on the spell for one additional
week per caster level. For example, Zoll's caster level is 12. If his first attempt
toinvent a spell fails, he can continue working on it for up to an additional 12
weeks (gaining up to a +24 circumstance bonus). If he or she cannot invent
the spell in that time, the character is simply not yet experienced enough to
figure out the spell. When the character’s caster level increases, he or she may
try to invent the spell again (with a maximum number of additional checks
equal to his or her new caster level).

For example, Zolf wants to invent a spell. The GM has assigned the new
spell a base DC of 35, and Zolf will have to make a Spellcraft check (DC 35) to
invent it. Zolf spends seven weeks (one-fifth of the DC in weeks)
experimenting with his ideas to try to create the spell. At the end of this time,
hemakes a Spellcraft check. His total Spelleraft skill bonus is +20, and he rolls
a10. The result is 10 + 20 Spellcraft = 30, a failure,

Zolf may continue working for up to 12 additional weeks (his caster
level is 12). For each additional week, he makes another Spellcraft check (DC
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35) with a cumulative +2 circumstance bonus. That is, after the first
additional week, he gains a +2. After the second extra week, a +4, etc, At the
end of the twelfth additional week (nineteen weeks total time), his
circumstance bonus will be a +24. If that check fails as well, the spell is simply
beyond him and he must wait until he reaches caster level 13 to try to invent
the spell again.

Maximum NumBER OF SPELLS

The maximum number of spells (of any type) that a character may know
is equal to his or her Intelligence bonus. Gaining levels in a spellcasting class
(such as witch/wizard, shaman, or sorcerer) will increase this number. The
amount by which this maximum number of spells is increased is described in
the relevant class abilities for those classes.

Note that even characters of “non-spelleasting” classes can learn spells if
they have an Intelligence bonus. Characters with no levels in spellcasting
classes may have difficulty resisting the drain of the spells and controlling the
magical energy released, but they are free to learn a spell and try, if they like.

Some spells take up more than one “slot” for purposes of the maximum
number of spells a character may know. These complicated spells are learned
using the same method for other spells, but they take more time and
dedication to master. The number of spell slots a given spell requires to learn
is indicated in the spell description. For example, the dragon slave is the
equivalent of three common spells.

Furthermore, spellcasters attempting to learn spells outside their
area of expertise have more difficulty, Any character may learn common
spells without penalty, but characters who are focused in one type of magic
(that is, clerics, shrine maidens, shamans, and sorcerers) have difficulty
learning spells outside of their focus. For each advanced spell not of their
speciality, characters of these classes must pay one additional spell slot. For
example, a shrine maiden learning dynast bras must dedicate three spell
slots to that spell.

If a character has another class that allows him or her to learn the
appropriate type of advanced magic, he or she can avoid this penalty. For
example, a shrine maiden who also has levels in loremaster and has learned
the lore of advanced casting (sorcery) can learn common, sorcery, and white
magic spells without penalty. Each shamanist spell she learns, however,
requires one additional spell slot.

PAGE




gt

62

S

CasTING SPELLS

Casting spells in Slayers is a simple process that requires no more than a
simple thought — and a standard action. When a spellcaster learns a spell, he
or she has the ability to cast that spell as often as desired without fail. Of
course, casting spells is draining on the spellcaster, and most people will
become worn out after a prolonged session of working magic.

If a character casting a spell might be distracted, he or she must make a
Concentration check normally. Any damage suffered while casting the spell,
either from an attack of opportunity or a readied action, constitutes a
distraction, as can weather or on-going spell effects.

i SLAVERS B2

__ Oprionat Rute: Trar Time oF THE MonT

“Oh, Isee. It's that time of the month,”

“Let’s not talk about this!"

“It’s that time of the month girls don't like to talk about, When all the
priestesses and sorceresses start losing all of their powers.”

*SMACK*

— Lina and Gourry lalking about That Time of the Month

Even Gourry Gabriev knew that during That Time of the Month,
sorceresses lose their powers. The exact reasons why are a mystery to
Gourry (and many others), but it seems to be common knowledge that
during That Time of the Month, girls just can't work magic like they
usually can.

To reflect this difficulty, the GM can declare that female
spellcasters suffer a -20 circumstance penalty to all magic-related skill
checks, Fortitude saves for drain, and control checks during That Time
of the Month, The character also loses any defence barrier class ability
she may have had.

That Time of the Month lasts for two or three days each month for
human or beastmen characters. Dragons are not affected by That Time
of the Month,

This is an optional rule, and the GM must decide if using That
Time of the Month is appropriate for his or her game. If this rule is used,
we recommend that female spellcasters be given an additional magic-
related feat at Ist level, such as Augment Summoning, Bestow Curse,
Magical Blood, Skill Speciality with an appropriate skill, Spell Mastery,

or a metamagic feat.
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There are other types of magical effects, such as use of the Summoning
or Vision skills, or the defence barrier class ability. Though these effects do
not function as spells in the normal sense, they are generally referred to as
spells. The rules below apply only to the use of true spells. For information on
the use of magical skills, see the Skills chapter. The defence barrier class ability
is explained under Magical Defence, page 66.

DRAIN

When a character wishes to cast a spell, he or she simply declares his or
her intent and the spellcasting begins. One or two checks are necessary,
however, to successfully finish a spell. The first is a Fortitude save to
determine how well the character resists the strain of magic. The DC of the
Fortitude save is the base DC of the spell the character attempts to cast plus
modifiers for any metamagic feats applied.

The base drain of the spell is also determined by the spell’s total DC (as
maodified for any metamagic feats applied). The result of the Fortitude save
determines exactly how much drain the character suffers (see table below).
Furthermore, if the character fails his or her Fortitude save by 10 or more, he
or she becomes fatigued as well. If the character was already fatigued, he or
she becomes exhausted instead.

The drain caused by casting spells is normally nonlethal damage. A
character who casts a spell while he or she is exhausted suffers drain damage
as lethal damage, instead. The character does not gain the bonus to
spellcasting rolls associated with voluntarily taking lethal drain (see Lethal
Drain, below). A character who becomes exhausted as a result of casting a
spell does not suffer lethal drain for casting that spell — all future spellcasting
is affected, until the character is no longer exhausted.

The drain damage — whether lethal or nonlethal — is part of casting
the spell and does not require the spellcaster to make a Concentration check,
as other damage does. Furthermore, a character does not suffer the drain
damage until after the spell is cast. If that damage is sufficient to render the
character unconscious, he or she can finish casting the spell before collapsing
from the effort.

Common spells are part of more than one type of magic. For example,
fireballis both a common and sorcery spell. Multi-classed spellcasters may use
the highest class-based Fortitude save bonuses when casting the spell. Thus, a
wizard 6/sorcerer 2 casting fireball gains a +6 Fortitude save bonus from his
wizard class's Magical Training ability. If the same character later advances to
a wizard 6/sorcerer 10, he gains a +10 Fortitude save bonus from his sorcerer
class’s Sorcery Focus ability when casting a fireball,
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SPELLCASTING FORTITUDE SavEs

(eck Resur Fteq
Passby 10 or more  1/2 base drain (round down), no control check
required

Base drain, no control check required
Double base drain, control check required

Pass by less than 10
Fail by less than 10

Fail by I0ormore  Double base drain, control check required,

spellcaster fatigued
SPELL DRAIN

Sptt DC Drain
20 1d6
25 1d8
30 1d10
35 2d6
40 2d8
45 2d10
30 4d6
55 4d8
60 4d10
65 8de6
70 8d8
75 8d10
80 16d6
85 16d8
90 16d10

- SpELL Typ ABILTy MobIFIERS

Spewt Typt RELEUANT ABiLITY
Common Constitution
Sorcery Intelligence
Shamanism Wisdom
White Magic Charisma

Losing ConTrot

If the Fortitude save is failed, the spell may still be successfully cast. A
control check is required to determine if the spell is still effective. A control
check is 1d20 + the character’s total caster levels + the relevant ability
modifier for the spell. The DC of this check is the spell's DC - 10. The ability
modifier applicable to different types of magic is listed above. Common spells
use the higher of the character’s Constitution modifier or the appropriate
modifier for the spell’s type.

If the control check is successtul, the spell is successfully cast. If the
check fails, the spell fails as the magical energy goes uncontrolled. In simple
spells (generally speaking, those that require only one spell slot to learn), this
simply means the spell is ineffective, such as Sylphiel's attempts at flare arrow.
With moderately complex spells, there may be side effects or game penalties
for loss of control, such as leaving the spellcaster dazed, stunned, or knocked
down. In either case, the effects of a loss of control should be more amusing
or embarrassing than actually harmful.
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When dealing with the most powerful spells, such as the dragon slave or gy
the giga slave, loss of control could be far more dangerous.

SpELLCasTING Dprions

While the basic process of casting spells is quite simple, spellcasting can
still be a difficult task to accomplish. There are several options the dedicated
sorcerers, shamans, shrine maidens, and wizards have developed to assist with
the casting of spells. Naming, incantation, and lethal drain may all be used to
make spellcasting easier on the character. The character can also attempt to
disguise his or her spell, but this makes casting a spell quite a bit more difficult.

Naming

When casting a spell in Slayers d20, it is customary to declare the name
of the spell as part of the process. This adds no time to the spellcasting — it
still requires only a standard action — but it makes it clear to any nearby .
opponents what the character intends to cast.

When utilising naming, the character simply shouts the name of his or
her spell as part of casting. Doing so alerts everyone who can hear the character
as to what spell is being cast. When making the Fortitude save to resist drain
and any necessary control check, however, the spellcaster gains a +5 bonus.

INCONTATION

Every spell comes with an incantation. “Power beyond the twilight and
crimson blood that flows. Buried in the stream of time is where your power
grows. I pledge myself to conquer all the foes who stand against the mighty gift
bestowed in my unworthy hand.” Some spells may have variations on their
incantations, and each is equally effective. By using an incantation associated
with a spell, the character can make the process of casting the spell easier.

When using an incantation, the character must take a full-round action
to cast the spell. In addition, anyone who can hear the incantation and
recognises it will immediately know what spell the character is casting. If the
GM is uncertain whether a particular character would recognise the
incantation, a Spellcraft check may be made. The DC of this check depends on
how likely the character is to have knowledge of that spell, and may range
from DC 15 up to DC 30 or more for truly obscure magic.

The advantage of using an incantation is that the character gains a +5
bonus to the Fortitude save (o resist drain, and to the control check (if one is
required). This bonus stacks with the bonus for naming (the two are often
used together). In addition, the DC of saving throws against the spell are
increased by +2 if incantation is used (see Spell Effects, page 65).




ETHAL DRAIN

When the situation demands it, a spellcaster can focus all of his or her
strength on a spell, drawing power from the character’s own life force as
necessary to help. By choosing to take drain damage as lethal, as opposed to
nonlethal, damage the character gains a +5 bonus to the Fortitude save and
 control check with that spell. This bonus stacks with the bonuses for naming
f and incantation, if those options are used.

A character who is exhausted when he or she begins casting a spell
suffers all drain damage as lethal damage and gains no bonus for it. Magic can
only be pushed so far before it hurts,

(0-OPERATIVE SPELLCASTING

Some spells are just too difficult to handle alone, Others are simply
more effective if two characters can cast them at once. These are instances of
co-operative spellcasting.

ComBINATION CASTING

Two or more characters combining their effort to cast a single spell must
declare a primary spellcaster. The group then casts the spell, using the
primary spellcaster’s Fortitude save and control check. The primary caster,
however, gains a bonus on these checks equal to the caster level of his or her
assistant, If a second assistant helps as well, the primary caster also gains a
bonus equal to one-half the second assistant’s caster level. No more than two
assistants (three characters total) can help cast a single spell.

For example, Amelia and Zelgadis work together to cast a rah-tilt.
Zelgadis is better at casting shamanist spells, so he is the primary spellcaster.
When casting the spell, he gains a bonus on his Fortitude save and control
check equal to Amelia’s caster level of 9. If another assistant were available to
help, only one-half of his or her caster level would be added.

When more than one character is work together to cast a single spell,
the drain of casting the spell is divided as evenly as possible between them.
Any extra drain damage is suffered by the primary spellcaster.

Basting THE SpeLL

Other times; one spellcaster wants to help boost the effect of another

character’s spell. In this case, the spell must already be in effect and sustained.
6l| The character who wants to help boost the spell must make a Spellcraft check
(DC spell’s base DC — 10). If the Spellcraft check fails, there is no effect,

If the check succeeds, one of two things will happen. First, the spell's
effect may be increased by one-half the new assistant’s caster level. Second,

i SLAYERS

CHnpTeR Sig:

Macic aNp RELIGION

h}"ﬁ{('! 1

the assistant may apply the effect of any single metamagic feat he or she ha.
(such as Empower Spell or Heighten Spell). If applying a metamagic feat to ¢
sustained spell, the DC increase of the feat cannot be higher than the
assistant’s caster level,

The drain of the sustained spell is divided as evenly as possible amony
the character who cast the spell and any others who boost the effect. Any extrs
drain damage is suffered by the primary spellcaster,

This method can also be used to boost defence barriers (see “Defenc
Barriers,” below).

Note that characters can also boost the effect of magical skill use, bu:
this follows the normal rules for aiding another (see “Combining Skill
Attempts” in the Player's Handbook).

Mutmpie SpeLLs

Multiple characters capable of casting the same spell may combine their
attempts for greater effect. Each character must cast the spell separately,
making appropriate checks and suffering drain individually. When multiple
spells are cast at the same target, however, the effect is significant.

The area of effect of the combined spell is doubled (tripled if three spells
were cast, quadrupled for four, etc.), if its effect is measured by an area, The
spell’s damage is also doubled (or tripled, quadrupled, etc). If the area of effect
or damage of the two (or more) spells are different, use the larger of each
value. The spell's DC (if any) is equal to the highest DC of the individual spells,
plus the appropriate Ability modifiers of the other caster(s). For purposes of
penetrating spell resistance, the effect has a caster level equal to the total of
the two (or more) character’s caster levels,

For example, Lina is a 17th-level caster and Sylphiel s a 10th-level caster.
When both their dragon slaves are targeted at Phibrizzo, the effect has double
the power of Lina’s dragon slave. The spell's DC is 10 + 10 (1/5th the DC of
dragon slave) + 5 (Lina’s Int modifier) + 1 (Sylphiel's Int modifier) = 26.

CONCENTRATION AND SPELLS

Some spells last only as long as the spellcaster concentrates on them,
These are also called sustained spells. This means that the character can hold
the spell indefinitely if he or she wishes, but it also makes casting other spells
more difficult while the character is concentrating on the sustained spell. A
sustained spell continues its effect each round, so long as the character
maintains concentration, In the case of attack spells, the spell continues to do
damage each round for as long as the spellcaster maintains concentration.




Casting 2 spell while maintaining a sustained spell is difficult. The
character must make a Concentration check (DC 10+ 10 per sustained spell).
If this check fails, the character cannot cast the new spell. Any time a
character suffers distraction (from damage, weather, Taunt, or any other
source), he or she must not only make a Concentration check for any spell he
or she was currently casting, but also for each spell the character is
maintaining by concentration. Each spell maintained requires a separate
Concentration check, I the character loses concentration on a maintained
spell, the spell effect simply ends — there is no special penalty associated,
and additional control checks are never required for a spell being maintained
by concentration.

Sustained spells continue to drain the character for as long as they are
sustained. Every round, the character must make a new Fortitude save, just as
if he or she was casting the spell again. This save has the same DC as casting
the spell being maintained, and all the same bonuses apply to the roll
(including naming, incantation, etc.). If the Fortitude save fails, the character
suffers one-half the base drain of the spell. If the save succeeds, the character
suffers no drain that round.

For example, Lina casts levitation, which has a duration of concentration
and a base DC of 20. After casting the spell, she has to make a Fortitude save
(DC 20) each round to maintain the spell. If she fails the Fortitude save for
maintaining the spell, she suffers one-half the base drain of levitation. While
she is levitating, she decides to cast a flare arrow and must make a
Concentration check (DC 20) to do so.

DIsGuIsING SPELLS

Sometimes a clever trick is better than a powerful spell, For those times,
it is possible to disguise a spell so that it appears to be something entirely
different. The character makes a Bluff check to attempt to disguise his or her
spell as a different spell. This check is opposed by the Spellcraft check of any
observing characters.

Disguising a spell is difficult, and imposes limitations. First, the
character may not use either naming or incantation while disguising a
spell, as it is necessary Lo use a false incantation or name to effect the
disguised spell. Second, the Fortitude save and control check for the spell
aremade at a -5 penalty. The character may still elect to suffer lethal drain
1o offset this penalty.

While there is no direct benefit for disguising a spell, it is possible to

catch opponents off-guard in this manner, or to intimidate lesser opponents
into fleeing without having to expend the energy to cast a truly powerful spell.
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Meramagic Fears

Spellcasters also have access to a variety of metamagic feats. These feats
offer options for spellcasting like increased effectiveness, range, or the ability
to strike multiple targets. In exchange, casting the modified spell is more
difficult. Using a metamagic feat on a given spell takes no additional time (in
the case of Quickened Spell it actually takes less time), but the DC of the spell
is increased as described under the individual feats (see the Feats chapter).
This increase in DC affects both the Fortitude save to resist drain and the
control check (if necessary), as well as increasing the drain caused by casting
the spell.

A character can use multiple metamagic feats on a single spell if he or she
wishes. The effects of the feats stack (even multiple uses of the same feat, if
appropriate), but the DC increases from each feat also stack. For example, a
character with the Maximise Spell and Quicken Spell feats may choose to cast a
maximised, quickened spell but the DC of the spell is increased by a total of +35!

SPELL Erreqrs

After the Fortitude save to resist drain and the control check (if
necessary), the spell takes effect. The caster suffers the appropriate drain
damage, and even if he or she loses consciousness as a result, the spell works
normally.

Most spells either require the caster to make an attack roll or allow a
saving throw to reduce or negate the spell's effect. The DC of saving throws
against common spells is 10 + one-fifth the spell's base DC + spellcaster's
Constitution modifier. The DC of saving throws against spells of advanced
magic is 15 + one-fifth the spell's base DC + appropriate ability modifier. In
addition, if the caster used an incantation with the spell, the DC of any saving
throw is increased by +2.

For example, Lina casts a flush spell. The DC of a saving throw against
the effect is 10 + 4 (one-fifth the spell’s base DC) + 3 (Lina’s Constitution
modifier) = 17. When she casts a gaav flare, using the incantation, the DC of
the saving throw is 15, +9 (one-fifth the spell’s base DC), +5 (for Lina's
Intelligence modifier), +2 (for using the incantation) = 31.

SpeciaL Erreqrs

Spellcasting is usually accompanied by a variety of impressive or merely
unusual special effects. These can be visual displays such as light, fog. shadow,
or a strong wind or colours swirling around the caster. These effects have no
particular game effect, but represent the spellcaster’s connection to the
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magical forces he or she is summoning and controlling, These visible and
tangible effects are related to the magical style or speciality of the character,
such as Lina's speciality with light and fire effects.

¥y
o

w” When a character first begins to learn magic and spells, he or she should
, select a speciality. Choosing a speciality has no game effect, but can influence
*‘b the sort of special effects that may accompany his or her spellcasting. The
special effects that accompany a spell vary in magnitude with the power and
‘]" difficulty of the spell. Weaker magic might result in a brief nimbus of light
' around the character, while more powerful spells are accompanied by a
Mh strong, vibrant halo of fiery energy during the incantation.
I Nothing prohibits the character from learning other types of spells, but
WF’ most spellcasters prefer to learn spells related to their specialities. A
‘IN spellcaster’s speciality normally relates to his or her personality. For example,
A  cold and unfeeling character might choose ice, while a temperamental and
’j'% vibrant personality prefers to work with light or fire. If the character's
1 personality or relationship to magic later changes, his or her speciality should
'l ) change to reflect that.

L
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EXAMPLES OF SPELLCASTING

Zolf s attacked by a troll and decides to cast flare arrow to encourage it
to leave him alone. A magical wind blows around him and 4 faint glow of light
surrounds Zolf as he begins his spell. Flare arrow is both a common and a

sorcery spell. Zolf is better with common spells, so he decides to cast this spell
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as such. Since flare arrow is not a difficull spell, he decides to forego the
incantation, but he does use naming to enhance his spellcasting,

“Flare Arrow!” Zolf rolls his Fortitude save to resist the drain of flare
arrow. His Fortitude save is +10, +2 for Magical Blood, +6 for magical training
asa wizard, +5 for Spell Mastery, +5 for naming = +28, The spell’s base DC is
only 25, and Zolf rolls a 19, 19 + 28 = 47, which exceeds the base DC by more
than 10. Zolf suffers only one-half the spell’s base drain (one-half of 1d8), If
Zolf makes his ranged touch attack (to hit the troll), the troll will be struck by
the flare arrow and suffers 5d6 damage.

Later, Zolf faces the Dark Lord Shabranigdo. Convinced of the
superiority of human magic, Zolf scoffs at the Dark Lord and prepares his
dragon slave! The dragon slave is the most difficult spell Zolf knows, so he
decides to use both incantation and naming to make the spellcasting easier.

“DRAGON SLAVE!" Zolf rolls his Fortitude save to resist the drain of the
spell. His Fortitude save is +10, +2 for Magical Blood, +6 for sorcery focus, +5
for Spell Mastery, +5 for incantation, +5 for naming = +33. The spell's base
DC is 50, and Zolf rolls a 13; 13 + 33 = 46, Zolf fails his Fortitude save and
must make a control check to successfully cast the spell. He also suffers double
the spell’s base drain as nonlethal damage (8d6).

Zolf’s control check is +12 (his caster level), +3 for Intelligence, +2 for
Magical Blood, +5 for Spell Mastery, +5 for incantation, +5 for naming =+32.
The control check DC is the spell's base DC of 50 - 10 = 40. Zolf rolls an 13 +
32 = 45. He maintains control of the spell and hits the Dark Lord with his
dragon slave. Of course, Ruby-Eye Shabranigdo cannot be so easily harmed by
sorcery, as Zolf quickly learns....

Macicat DEFENGE

With the prevalence of spells and magic in the Slayers universe, it's only
natural that creatures and characters there have developed some methods to
protect themselves from it. Some creatures are born with innate resistance to
magic, known as spell resistance. Others study magic in order to learn how to
actively counter spells, or to learn to use defence barriers.

SPELL RESISTANGE

Spell resistance is a passive, natural form of magic resistance thal is
generally effective against common spells. When casting a common spell at a
creature with spell resistance, the character mus! make a caster level check in
order to penetrate the target’s spell resistance. For example, when Lina casts a

fireball spell at a black dragon, she rolls 1d20 + her caster level, and if her
check result equals or exceeds the spell resistance of the dragon, the spell
penetrates the creature’s resistance and takes effect normally.




A spell that penetrates spell resistance functions normally, When a spell
fails to penetrate a creature’s spell resistance, the spell still seems to function
normally — that is, the spell is cast and its visible effects are as normal. The
creature with spell resistance, however, may completely ignore the direct
effects of any spell that fails to penetrate its spell resistance. For example, a
half-demon unharmed by a fireball spell can still have the ground under its
feet destroyed magically and might fall into the newly opened pit but it suffers
no damage from the magical ball of flame.
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AIVE DEFENGE

Characters who know spells themselves can use their own spells to
defend themselves, In Slayers any character can attempt to distract a
spellcaster. A spellcaster can use an “opposite” spell to cancel the effect of
another magical effect (usually another spell). It is also possible, however, to
combat a spell with itself, though this can be dangerous....

DisTRACTIONS

A character can ready an action to disrupt a spellcaster attempting to
cast a spell. This distraction could be an attack or anything else that might
sufficiently distract a spellcaster to prevent him or her from completing the
spell, such as an Intimidate or Taunt skill check. If the attack hits, or the
distraction otherwise reaches the spellcaster, he or she must make a
Concentration check as normal. If this check is failed, the spell is lost with no
ill effects and the caster does not suffer drain for the spell.
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Opposites Derraqr

Two spells that are opposed to one another, such as flare arrow and freeze
arrow, cancel each other out. This is only possible if the spellcaster has a
readied action with which to cancel a spell, as both spells must be cast at the
same time, He or she simply casts an opposing spell of roughly the same
power and targets the incoming spell effect.

The GM is encouraged to be lenient when deciding whether a spell is
sufficiently opposed to cancel out a spell effect. Attack spells of various types
are regularly used to protect the caster by directly combating an incoming
attack spell, though two spells with the same descriptor (such as flare arrow
and flare lance) cannot cancel one another. If the attacking spell is significantly
more powerful than the blocking spell, it is proportionally reduced in
effectiveness. When deciding the approximate power level of a spell, the
spell's DC (after modifications for metamagic feats) should be used as a guide.

For example, Zolf casts a fireball at Lina, who responds by casting a freeze
arrow. Since fireball has a DC of 30 and freeze arrow hasa DC of only 25, Zolf's
spell is reduced to only 1/6 effectiveness — though the GM can decide to
simplify matters by just declaring the spells cancel each other completely.

Note that both spellcasters must successfully cast their spells. If the
opposing spell fails to work, the opposing spell is unresisted and functions
normally.
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Fichming Finesatt wirh FiresalL

When two castings of the same spell coincide, they explode with twice
the power. Though this is often used when attacking a powerful opponent,
bold spellcasters can also use it as a form of protection against hostile spells.
By casting the same spell an opponent uses, a character can cause the two
spells to meet somewhere between the two spellcasters (causing significant
destruction at the point of impact). In this way, the attacking spell never
reaches its target. For example, when attacked by a firehall spell, Lina may
decide to cast her own fireball to prevent the enemy spell from reaching her.

The effect of this type of defence is covered under “Co-operative
Spellcasting,” above.

Though this type of active defence is normally only used with damaging
spells, it can work with non-damaging spells as well, such as domination. Such
a situation may result in apposed Will saves (or other save, as appropriate)
with the victor cancelling the other’s spell while his or her own spell takes
effect. For non-damaging spells, the effect of the spell should not be boosted.
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REATIVE SPELL Ust

In some cases, a spellcaster will try to use a spell for something
completely different. For example, a shaman might attempt to use bom di
wind to deflect an incoming attack (or spell effect if he or she feels lucky!).
Since this is entirely in the spirit of Slayers, such attempts are encouraged. The

GM will have to adjudicate the results of the attempt using the rules above

and common sense as a guide.

DEFENCE BARRIERS

Some spellcasting classes gain the ability to put up defence barriers. A
defence barrier is a magical force field that protects a spellcaster (and
somelimes his or her companions) from harm. Erecting a defence barrier
(also referred to as a “protection spell”) requires a standard action. A defence
barrier can protect against damage from spells, spelllike effects, or the
physical or supernatural attacks of magical or summoned creatures. Defence
barriers are designed to protect against any type of magical threat, and it is up
to the GM to decide whether a barrier protects against any given attack.

When a magical attack is directed at a character protected by the
barrier, any damage from the attack is reduced by the value of the defence
barrier. For example, Lina has a defence barrier +30 and is struck by a fireball
spell that does 36 points of damage. The defence barrier absorbs the first 30
points of damage, and Lina is only subject to 6 points of damage from the
fireball, with a Reflex save for half damage. Note that the defence barrier
reduces the full, base damage of the attack before any saving throw is applied.
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Fach round that a defence barrier takes damage, its effectiveness is
reduced by 5. This applies whether or not the damage was sufficient to
penetrate the defence barrier, and whether there was one attack or several
during the round. The defence barrier’s value is reduced immediately prior to
the spellcaster’s initiative. A defence barrier is destroyed when its value is
reduced to 0, but the spellcaster may use a free action to end the effect early if
he or she wishes. In either case, a new defence barrier cannot be erected the
same round. The character must spend at least one round with no defence
barrier in place.

A defence barrier is not a spell, but it is a magical effect that requires

concenlration to maintain. A character wishing to cast a spell while
6& maintaining a defence barrier must make a Concentration check to do so (see
“Concentration and Spells,” above). A character inside a defence barrier may
cast a damaging spell at a target outside the defence barrier but any damage
inflicted by his or her spell is reduced by the defence barrier’s value. Further,
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the barrier is treated as ifit took damage and thus its effectiveness is reduced
by 5 for the following round. He or she could, however, use healing spells or
behfis bring without any detrimental effect to both the spell and the barrier.

By default, a defence barrier protects only the spellcaster who erects it.
By reducing the effectiveness of his or her defence barrier by 5, however, a
spellcaster can extend the protection to one other character. For example,
Lina has defence barrier +30 (+15 from her witch class levels and +15 from her
sorcerer class levels). She can use her defence barrier to protect herself at +30,
or hersell and Gourry at +25.

Similar to boosting the effects of conventional spells, characters may
combine their defence barriers as well. In this case, one character must
establish a defence barrier normally. Then, other characters capable of using
a defence barrier add their power. Each additional character adds only one-
half the value of their defence barrier (round up to the next multiple of 5). If
one of the boosting characters stops maintaining his or her defence barrier,
the barrier is reduced by the amount that character contributed.

For example, Lina creates a defence barrier +25 over herself and Amelia,
When Amelia boosts Lina's defence barrier with her own (normally +35), she
adds +20 (one-half of 435 = 17.5, rounded up to +20). The defence barrier
becomes a +45. If the barrier suffers damage for two rounds (reducing its
effectiveness to +35) and Amelia loses concentration, the barrier drops to +15.

Maqic ITems

This section describes the magic items found in Slayers. Each of the
types of magic items is covered, including methods of creating that type of
magical item (if possible), Lastly, a list of sample magic items can be found at
the end of the section.

Types oF Maci¢ Iems

A number of magic items can be found in Slayers, ranging from cursed
knives to the Sword of Light, from amulets of protection made with flawed
rubies to powerful talismans that call power from the lords of the Mazoku.
There are potions, talismans, magical weapons and armour, wondrous items,
cursed items, and powerful artefacts just waiting to be found and used.

In major cities, shops specialising in dealing with magic items may be
found. Such shops are often run by loremasters or retired spellcasters who are
best equipped to deal with the variety of bizarre powers that magic items can
possess. Such characters also have an easier time determining the properties
and value of any enchanted items they come across.
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Magic items are usually associated with one or more types of magic.
While a +1 long sword might have only faint common magic, Gorun Nova is a
powerful item of black magic created by the Mazoku Dark Star and would
have an overwhelming aura of sorcery. The type of magic associated with a
magic item is generally related to the item’s abilities or the item’s creator. Such
magical associations are normally visible only to those with the sense aura
class ability, or supernatural creatures like the Mazoku.

PoTIONS

Potions are spells in liquid form, just as in other d20 games. Potions are
normally made to function when they are drunk. Variant potions can exist,
however, that take effect when they are spread over a surface or object.
Potions might even be created as a potent gas that takes effect on whatever
target breathes the magical vapours. Potions may only be made to duplicate
the effects of common spells.

Potions are use-activated magic items and require no Use Magic Device

check.
Tausmans

Talismans are a type of magical jewellery created to either enhance
spellcasting and magical skills or protect against hostile spells. Talismans that
enhance spellcasting do so in one of two ways: either they add a bonus to the
spellcaster’s Fortitude save and control check when casting aspell, or they add
the effect of a metamagic feat with a reduced penalty to those checks.
Talismans that protect against spells are often referred to as amulets of
protection and provide spell resistance,

$pelt Bowus Tuismas

These types of talismans offer a bonus to all checks made to cast spells
(Fortitude saves for drain and control checks if necessary). Activating a spell
bonus talisman requires a standard action and a Use Magic Device check (DC
equal to the bonus provided + 10). The talisman remains active for one round
per point of Charisma bonus (minimum of one round). Any spell the
character casts during that time receives the bonus,

Spell bonus talismans may provide their bonus with any or all of the
four types of spells (common, shamanism, sorcery, and white magic). One
talisman might provide the bonus only to common spells, another could
assist with common spells and white magic, while a third might help with all
but common spells. The types of magic the talisman boosts and the value of
its bonus determine the base price of the talisman, and therefore how much
the talisman costs to create.
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Talismans of this type often have an incantation that accompanies their
activation. Reciting this incantation is the “spell” that activates the talisman,
and is part of the standard action required.

Cprer Six:

Macic AND RELIGION

Metamaci¢ Tauismans

These talismans are similar to spell bonus talismans, except that rather
than making the character better at something he or she can do anyway
(casting a spell), they allow the use of a metamagic feat the character may not
have. Activaling a metamagic talisman requires a standard action and a Use
Magic Device check (DC equal to the normal DC penalty of the metamagic
feats provided + 10), The talisman remains active for one round per point of
Charisma bonus (minimum of one round). Any spell the character casts
during that time receives the bonus.

Like spell bonus talismans, metamagic talismans may provide their
bonus with any or all of the four types of spells. The vast majority of
metamagic talismans provide the benefit of only one metamagic feat, but it is '
possible for a single metamagic talisman to be created with more than one
such feat. In this case, when activated all of the talisman’s feats are active —
the character cannot choose to activate only one feat of a talisman with two or
more metamagic feats.

Metamagic feats incur a penalty to the character’s spellcasting checks
(Fortitude saves for drain and control checks if necessary). The same penalty
applies when using a metamagic talisman, but the talisman may be enchanted
to reduce or eliminate that penalty. The types of magic the talisman hoosts,
the specific metamagic feat(s) provided, and the degree to which the
associated penalty is reduced all affect the base price of the talisman, and
therefore how much the talisman costs to create.

Talismans of this type often have an incantation that accompanies their
activation. Reciting this incantation is the "spell” that activates the talisman,
and is part of the standard action required.

Magicat Skt Tauismans

Magical skill talismans grant a bonus to the use of a magic-related skill,
such as Summoning or Vision. Even skills such as Knowledge, Spellcraft, and
Use Magic Device could conceivably be boosted. In practice, such talismans
are indistinguishable from wondrous items that provide a bonus to a skill. In
fact, wondrous items can be made to boost the same skills that any talisman
can enhance, Talismans, on the other hand, can only provide bonuses to skills
related to magic. Magical skill talismans are use-activated — their use is part
of another action, and they do not require an action or Use Magic Device
check to activate.




Amulets of protection are unlike the other types of talismans, While
the other types provide honuses to spellcasters. amulets of protection may
be used by anyone to protect themselves from hostile spells — whether or
not the character can cast spells. An amulet of protection provides spell
resistance. The spell resistance of these talismans is only effective against
g common spells, but its effect is constant when worn and needs no action
to activate.

WeapoNs aNd ARMOUR

Magical weapons and armour function just like normal items of their
type, except for the magical enhancement placed within them that make these
items more effective — or offer other abilities. The magic weapons and
armour of Slayers are very similar to those of other d20 games. Magic
weapons in Slayers do not shed light unless they are enchanted with a spell
effect to do so.

Weapons and armour are use-activated and do not normally require a
Use Magic Device check. Weapons or armour with special powers, however,
may require a check to activate those powers.

Wowbrous ITems

Wondrous items can have a wide variety of useful, amusing, or
dangerous powers. Crystal balls that can reveal distant places, magical masks
that change the wearer's appearance, small gems or stones that shed magical
light, or clothes or jewellery that enhance the wearer's physical abilities can all
be found in the Known World. Many wondrous items are useful and practical
in an everyday sense, making the chores of daily life a little easier, or the
dangers of travel a little safer.

The method of activation of wondrous items varies. Typically, a spell
effect or power that is not always in use requires a Use Magic Device check to
activate. Wondrous items that provide skill bonuses or other constant effects
require no skill check to activate.

Cursep- ITems

Cursed items may take many forms. There are not many cursed items in
Slayers, but enough to make characters a little wary of unknown magic. A
cursed item may take any form, including those of other types of magic items
(potions, weapons, wondrous items, etc.). Cursed items are generally not
activated on purpose and do not require a Use Magic Device check.
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ARTERACTS

Artefacts are the rarest type of magical items in the Known World. The
Sword of Light (or Gorun Nova), the Philosopher’s Stone, and the Claire Bible
are just a few. Artefacts are wondrously powerful relics of ancient times or
powerful beings. The powers and abilities of any artefact may be subtle,
outlandish, or warld-shaking, depending on the purpose for which the
particular artefact was created.

Possession of any artefact tends to land a character in a lot of
adventures. There are always others who want to take the artefact for
themselves, and its owner might have to regularly defend him or herself, Of
course, even if a character does not own an artefact, the quest to find it can
still shape the course of his or her life for years....

Many artefacts require Use Magic Device check to use properly. Some
can function perfectly well on their own and require no check.

Macic Irem Creation

This section describes how to create magic items. Characters must meet
the prerequisites to create any magic item, and must pay the appropriate cost
— both in gold and experience points.

Spcial Materials

Some of the special materials available in other d20 games are also
found in Slayers. Dragonhide, cold iron, and silver weapons are all possible.
The magical metal orihalcon is a unique feature of Slayers.

OrHatcon

Orihalcon is a magical material about as strong as steel. It can be used
to fashion golems, armour, and weapons, as well as more artistic items.
Orihalcon is an anti-magical metal. Its resistance to magic can be used to
create items that repel common spells, or are used (o seal in magical power
(such as the Philosopher’s Stone).

Raw orihalcon has spell resistance 14. As part of making an item with
orthalcon, the character may make a separate Craft (alchemy) check (DC 20)
to refine and enhance the magical resistance of the material. If this check
succeeds, the spell resistance of the orihalcon is increased to 15. For every two
full points by which the check result beat the DC of 20, the orihalcon’s spell
resistance is improved an additional +1. For example, Jillas crafis a piece of
orihalcon to make armour that can protect him against spells. After finishing
the armour normally, he makes a Crafl (alchemy) check to see how well he
did. His check result is 26. The orihalcon armour has spell resistance 18.




When used to seal magical powers, the orihalcon’s spell resistance
reduces the effective caster level of any magic sealed within it. In addition, its

resistance functions against any detection spells trying to identify or
ocate the sealed magic.

Orihalcon has 30 hit points per inch of thickness and hardness 15.

Weapons or armour fashioned from orihalcon are always masterwork
items as well. The masterwork cost is included in the prices given below.

Tyot oF OribaLcon Irem Irem Cost Mobiner

Light armour +1,000 gp

Medium armour +4,000 gp

Heavy armour +9,000 gp

Shield +1,000 gp

Other items +500 gp/Ib.

Any +100 gp per point of SR above 14
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(Magic ITems with SpeLL Errects

Many magic items in Slayers produce effects similar to spells. For
example, the Howling Sword produces a swirling vortex of destruction much
like sorcery spells. Some of these items are use-activated or are constant in
effect. Others require activation through the Use Magic Device skill.

Enchanting a magic itern with a spell effect requires a caster level of one-
fifth the spell’s DC (modified for any metamagic feats). The item's spell effects
are cast at this caster level or the minimum caster level for the item’s other
powers, whichever is greater. For example, a +5 short sword (CL 15th) that can
cast flare arrow (DC 25) has a caster level of 15th. A +1 stgff (CL 3rd) that casts
an Empowered fireball (DC 30 + 10) has a caster level of 8th (the ITAL
ONlfireball's DC of 40/5). The caster level of the spell effect cannot be
modified except by the use of metamagic feats — Heighten Spell is often used
for this purpose.

The cost for creating items that require activation is given in the table
below. Effects not listed in the table below have the same hase price as listed
inthe DMG.

Parions

Creating a potion requires the Brew Potion feat. A character can attempt
to create a potion for any spell he or she knows, but potions generally take
effect on anyone who drinks them, and spells whose affects are measured by

may be made inta potions.

The creator must know the spell being placed into the potion. The act of
brewing the potion is the same as casting the spell. When the potion is
finished, the character must make the Fortitude save against drain as normal
for casting that spell. Since the character is not actually casting a spell,

however, he or she does not have to make a control check, even if the Fortitude

save fails. The drain of brewing a potion is nonlethal damage, just as with
casting a spell. If the spell effect in a potion has a duration of concentration,
the character drinking the potion must maintain concentration to continue
the effect.

The base price of a potion is the spell's base DC x 50 gp. If the character
wants to brew a potion with the benefit of a metamagic feat, the DC s
adjusted accordingly. The character must spend 1/25 of this base price in XP

and use up raw materials costing one-half this base price. If the character’s *

work is significantly interrupted, the raw materials are wasted, but the XP is
not spent.

Brewing a potion requires one day. During that time, however, the
character can brew multiple doses of a potion if he or she wishes. The
maximum number of potions that can be created in one day is equal to the
character’s Constitution bonus (minimum of one). The character may
substitute the appropriate Ability modifier for the spell’s type (Intelligence for
common sorcery spells, Wisdom for common shamanist, and Charisma for

Estimaring Macic ITem Gow Piece Unues

Spet Errect Bast Price Exampt
Activated (common) Spell DC x 500 gp Cloak of levitation
Activated (other) Spell DC x spell slots x 1,000 gp Boost bolt
Single use, use-activated (common only) Spell DCx 50 gp Exploding gems
Use-activated or continuous Spell DC x spell slots x 2,000 gp Jewels of control
Talisman Base Price Example
Spell bonus talisman Bonus squared x potency x 1,000 gp Talismen of the Dark Lords
Metamagic talisman Feat DC x potency x 1,000 gp plus Empowered amulet
bonus squared x potency x 750 gp
Magical skill talisman Bonus squared x 100 gp Crystal ball
Amulet of protection (SR 13 minimum) 10,000 gp per point over SR 12 Ring of warding
Special Base Price Example
Reduced activation DC Bonus squared x 50 gp Black magic sword
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must make a separate Fortitude save for each at the end of the day, suffering
the total amount of drain, If the drain of any potion (whether a single potion
or multiple doses) causes the character to go below 0 hit points, that dose of
potion is ruined.

For example, the loremaster Aaron is making a potion of levitation. This
¢ isa common and white spell. His Constitution bonus is +1 and his Charisma
bonus is +0. He is limited to only one dose of the potion in a day. The spell's
base DC is 20, and the base price of his potion is 1000 gp. Aaron expends 500
gp in raw materials and will have to invest 40 XP into the potion. At the end
of the day's work, he makes his Fortitude save (DC 20 for levitation). He passes
the Fortitude save (but just barely) and suffers the spell's base drain (1d6).

Tausmans

Creating a talisman requires the Craft Talisman feat. The base price of
the talisman depends on the type of talisman being created. Crafting any of the
three types of talismans requires one day for every 1,000 gp in the item's base
price. The character must expend 1/25 of the base price in XP and use up raw
materials costing one-half this base price. If the character’s work is significantly
interrupted, the raw materials are wasted, but the XP is not spent.

SPELL Bowus Tauismans

Spell bonus talismans provide a bonus to Fortitude saves and control
checks to cast a spell. They also have a potency rating based on the types of
spells the talisman will enhance. For talismans than grant a bonus to more
than one type of spell, the potency is cumulative.

Spell bonus talismans have a base price equal to the bonus squared x
potencyx 1,000 gp. For example, Xellos's talisman provides a+20 bonus to all
spellcasting rolls for common and sorcery spells. The base price of his
talisman is 20 x 20 x 2.5 x 1,000 gp = 1,000,000 gp. Another talisman that
provides a +5 bonus for all common spells would have a base price of 5 x 5 x
1x1,000 gp = 25,000 gp.

i SLAVERS

# common white magic). If the character is brewing multiple doses, he or she

Spe(L Bous Tausman Potency

TypE 0F Macic Potewcy
Common 1
Shamanism L5
Sorcery L5
White Magic 1

system

When crafting a spell bonus talisman, a character must have a caster
level al least equal to the level of the bonus he or she intends the talisman ta
provide.

Memnmagic Tausmans

Metamagic talismans provide the benefit of one or more metamagic
feats. The DC increase from the feats provided may also be reduced or
eliminated. The bonus provided by metamagic talismans may only be used to
offset the penalty of the metamagic feats included. These talismans are rated
for potency in the same manner as spell bonus talismans — by which types of
spells they can affect.

The base price for a metamagic talisman is the DC increase for the
metamagic feats x potency x 1,000 gp plus the bonus squared x potency x 750
gp. In the case of metamagic feats with variable DC increase (such as
Heighten Spell), the character must select the DC at which the talisman will
function. Once created, that talisman will always provide the same benefit at
the same DC,

For example, a brooch provides the Quicken Spell feat for any
shamanism spells without reducing the +20 DC penalty for using that feat.
This brooch has a base price of 20 x 1.5 x 1,000 gp = 30,000 gp. Similarly,
another amule