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I'he world of Contagion 1s Irightening, yet famihar.

To many people, the world is no different than our own.
The laws are the same, the societies are the same, and the
same tragedies and triumphs affect the average person. Of
course, the average person is clueless about the true nature
of the world around them.

A war as old as time rages in the shadows of the
Contagion setting. The forces of Heaven and Hell vie

for supremacy over the souls of man. Good and evil lash
out at one another beneath a thin cover of secrecy and
misdirection: a cover that becomes thinner and thinner as
mankind advances technologically and the world becomes
smaller. One day the War will spill into the public eye.
Until that time comes, most people will remain ignorant
to the dangers that surround them.

Heaven’s forces in the War are great and holy. Angels
defend the weak, empower the helpless, and stand against
their wayward brethren. Slayers are chosen from the
ignorant masses, their illusions shattered as they are called
to service against the Adversary and his army. Faithful
Clergy cast aside their own needs and desires to heal the
broken world. Ministers, healers, and confessors to those
in Heaven’s service, these Clergy are bastions of stability in
the often chaotic struggle.

Hell’s army is large, versatile, and potent. Demons, still
bitter about their fall from Paradise, seek to inflict their
misery on every human soul on Earth. Vicious Hellspawn
serve the demons, spreading sin, death, and pain to all they
touch. These monsters are unique and individual, each
more terrifying than the last. Infernalists willingly give
their souls to the service of damnation in exchange for
power. These traitors against humanity are vessels for the
Adversary’s will.

Still, not everyone chooses a side in the conflict. There are
Hellspawn who refuse to serve their “masters.” Instead,
they attempt to eke out a life of their own, away from the
War. Often they fail. Some Hellspawn even turn their
backs on the mandates of Hell and cast their lot with the
divine.

Magi, wizards, and students of the occult dabble with the
powers of the universe itself, often to serve their own
ends. While an Infernalist may barter his soul for power,
these students of the occult seize the power for themselves
and often bend knee to no force save their own will.
Strangely enough, the true wild cards in the War are
average people who stumble upon it. Most people initially
choose no side upon discovering the truth. It is very
difficult for the average man or woman to accept that a
very real War is transpiring between the divine and the

damned. Once this acceptance is found, a person is left

with the choice to pick a side or walk away. More and
more people are choosing to become involved on both
sides. These men and women could be the deciding factor
in the War.

N =
A BRIEF HISTORY
OF THE WORLD

In the beginning...

There was nothing, Then God said “Let there be light...”
Divinity wrestled form from nothingness. The specifics
of what happened, who was involved, and how long the
whole process took are lost to history. Most people in the
world of Contagion believe that the world was created

by either divine mandate or an accident of science, much

as it is in the real world. ..

B.C.

In the era before the birth of Christ (called B.C. or
B.C.E., depending on whom you consult) things were
very different. Magic, faith, and superstition ruled the
lives of the people. Innumerable gods were worshipped by
untold numbers of clans, societies and tribes. Science was
little more than witchery to most people, and any who
questioned the wisdom of the status quo were dealt with
quite harshly. Rulers came and went, empires rose and fell,
but by modern standards most of these civilizations were
barbaric to say the least.

Hellspawn, monstrous minions of evil, flourished in those
days. The kingdom of Earth was rife with sin and heresy.
Legends arose surrounding these twisted monsters, many
of which persist even to this day. These creatures often
ruled openly, terrorizing the people and demanding their
worship. Many deities of yore were nothing more than
Hellspawn masquerading as gods.

These times were not without hope. Heroes and faithful
men and women rose to combat the darkness. Few in
number, and frequently alone in their quests, these would-
be saviors did what they could to keep the darkness at bay.
Often, their efforts were in vain. As the years passed, the
Hellspawn grew in power and number. The world began to

drown in its own sin.

The Christ is born

There is much debate about what happened next. Some

believe that a poor carpenter’s son from Nazareth was a
simple wise prophet who said that people should be nice
to each other. Others believe that Jesus was the Messiah,
son of the one true God and Savior of all mankind. What

is known for certain is that this unique and wonderful man
walked the earth for 33 years and spread word of kindness,

peace and charity. His presence and message (as well as his
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mevitable martyrdom) did immeasurable damage to the
Hellspawn. Many people found new faith, and turned from
their former masters. A new generation of heroes and
Clergy rose in the years of Jesus’ ministry. In many ways

the world was born anew.

The New Era (1-700 AD)
As word of Jesus’ message and death spread throughout

the world, people rallied to the banner of hope. Many
converted to the fledgling Catholic Church. Countless
others were inspired to improve themselves upon hearing
the simple philosophies of the Christ.

Of course, the Hellspawn were dismayed at these
developments. Their power base relied on people who
were afraid, weak, and evil. This cleansing brought about at
the birth of the new millennium caused the Hellspawn to
wither and lose much ground. The days of open rule were
all but over, and the Hellspawn knew it.

In desperate grabs for power the Hellspawn aided in the
destruction so prominent at the time. While humanity
initiated many of the atrocities of this time (the burning
of Rome, for example) the Hellspawn did everything

they could to assist the process. The new heroes were
challenged. For a time they rose to met this challenge. For

a time. ..

The Dark Era (700-1400 AD)
The Hellspawn were not about to give up their hold on

humanity so easily. A backlash occurred as Rome fell.
Much of mankind’s knowledge and advancements were
lost to wars. The Church rose to take control of temporal
power. At first the Hellspawn fought the Church openly,
but quickly learned the value of subtlety.

Seeing the vast power and influence wielded by the
Church, the Hellspawn realized that an open struggle
would be futile. Feeling that discretion was the better part
of valor, the Hellspawn went into hiding, In silence they
waited for an opportunity to arise. Their patience was
rewarded.

As the Church became more interested in temporal power
and earthly affairs, the faith of many church oftficials
began to waver. These conditions made it very easy for the
Hellspawn to infiltrate the Church and spread corruption.
Due in part to the meddling of Hellspawn, the Church
began a legacy of atrocities, and became a mockery of
itself. Though many faithful people remained within the

Church, the institution as a whole became corrupt.

The Rebirth (1400-1890 AD)

Rather suddenly and without warning, the world once

again changed.The excesses of the Church had offended

the masses, and several Protestant churches emerged.

Revolutions dethroned monarchies (and often their
Hellspawn masters) throughout Europe. Explorers
discovered a New World, and Europeans began to extend
colonies to the Americas and Africa.

New discoveries fostered new hopes, and once again the
Hellspawn found their power jeopardized. Art, technology,
and faith flourished in this new age, as many people were
given control of their lives for the first time in centuries.
The Hellspawn took advantage of these changes as

well. Their influence became less potent, but far more
widespread. For the first time in human history, good and

evil were approaching balance.

Industrialization (1890-1999 AD)

The momentum of the Rebirth was increased a hundred
fold with the technological leaps made in the 20" century.
Assembly lines gave way to automated factories, and
communication evolved from Pony Express to broadband
Internet access, all in less than a century. The much larger
world of the Rebirth shrank quickly as airplanes and
teleconferencing connected people on opposite sides of
the planet.

Naturally, the Hellspawn saw an opportunity and seized it.
Faster communications allowed for any message (even the
message of corruption) to reach millions almost instantly.
People had countless temptations laid before them,

and many fell. The precious balance of the Rebirth was
shattered, and Hell gained much ground in the War as the

millennium approached.

The New Millennium (2000 AD-present)

As the second millennium AD began, a new phase of
battle ensued. It is as if both sides of the War are rallying
their forces, preparing for Armageddon. Faithful men and
women are rising to fight the darkness. Holy warriors

are being chosen from the masses. Hellspawn are being
created in unprecedented number, and average people are
discovering the truth.

The curtain of ignorance is wearing thin. Slowly people
are learning the truth. Formerly neutral parties are being
dragged into a war they cannot begin to fathom. All the
while the vast majority of mankind goes about their daily

lives unaware of the battle that threatens to destroy them

all....

... At least for now.
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This chapter will instruct you on how to create a starting
character. Be sure to consult your GM before beginning
the character creation process, as he may have house rules
or specific ideas for his campaign.

Feel free as you are creating your character to jump
forward to the specific chapters on skills, feats, etc. for
more information on those facets of your character. You
can make more informed decisions about your character

with the information in those chapters.

P > . .
STEFP 1: DETERMINE
RAW POTENTIAL

The first step in the character creation process is to
determine your character’s ability scores. The five methods
listed below are just a few of the ways to determine

these basic traits. There are almost as many methods of
generating ability scores as there are Gamemasters, so be
sure to check with your GM to see how they would like
you to proceed. For more information on the abilities and
how they function, see Chapter 3: Abilities.

Method 1:The Basic Method

This method of character creation is designed to assure

that every character created has strong potential, yet is still
within the bounds of human capability. There is less room
for diversity in ability scores with this method than in
some others but it does ensure a certain level of potential
for each character created.

To utilize the Basic Method you assign a value of 8 to each
ability score. Then you roll 1d10 for each ability, adding
the result to the assigned value of eight. This method

will guarantee that all characters will have ability scores

ranging from 9 to 18.

Method 2: Random d10 Method

This method of character creation allows for a larger range
of possibility in generating ability scores. These scores can
slightly exceed the normal range of human ability, creating
characters that have potential beyond the human norm.

To utilize the Random d10 Method simply roll 2d10 and
add them together. This will generate a score between 2
and 20. If a 2 is rolled, simply consider the ability score to
be a 3 (which is the bottom of human potential). Repeat

this process for each ability score.

Method 3: Best of d10 Method

This method of character creation, like the Random d10

Method, allows for a wider range of ability scores, though

in this method, the scales of probability are tipped in favor
of the character.

To utilize the Best of d10 Method simply roll 3d10, discard
the lowest die and add the remaining dice together. If two

or more dice share the lowest value, discard one of the low
dice and keep the other. This will generate a score between
2 and 20. If a 2 is rolled (which at this point means that
fate probably has it in for your character), simply consider
the ability score to be a 3 (again, the bottom of human

potential). Repeat this process for each ability score.

Method 4: Basic d8 Method

This method of character creation allows for a fairly

accurate representation of human potential. Not as slanted
toward the heroic as the Basic Method, this method allows
for characters to be flawed and varied.

To utilize the Basic d8 Method you begin by assigning

a score of 2 to each ability. Then roll 2d8 and add them
together. Add the result to the existing ability score to
determine the final score. Repeat this process for each
ability score. This will give your character ability scores

ranging from 4 to 18.

Method 5: High Fantasy d8 Method

This method of character creation allows for characters

that exist far beyond the scope of human potential. This
method is best for high fantasy games: games where the
PC’s are supernatural or games where extreme heroics are
very common.

To utilize the High Fantasy d8 Method

simply roll 3d8 and add them together. This will generate
a score between 3 and 24! While the potential exists for
characters to be weak and flawed with this method, there
is also the possibility of exceeding the human norm by

several degrees, making truly exceptional characters.
STEP 2: WHAT ARE
YOU?

The next step involves choosing a race for your character.
More detailed descriptions of the alternate races can be
found in Chapter 4:The Others. Make any adjustments
to your ability scores as needed and record your racial

features and challenges on your character sheet. If your

cha]lenges.

character is human, you receive no racial features or
STEP 3:
L2 ]

WHAT DO
YOuU 807

Now you must select a class for your character. This step

is very important, as it will determine your starting Hit
Points, skills, feats and other abilities of your character.
Chapter 5: Classes details the character classes for player
characters in Contagion.

At this point you should record all class abilities listed for

your character’s class. These abilities can be found in the

CHAPTER 2
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class description in Chapter 5: Classes.

- ' .

STEP 4 WHAT OO0
YOU MKNOW?

At first level, and each level thereafter, a character gets
skill points that are used to buy skills. The character’s class
and Intelligence modifier determine the number of points
received.

If the character buys a class skill, he gets 1 rank in the skill
for each skill point spent. If the character buys a cross-class
skill, he gets /2 rank per skill point. The maximum rank in
a class skill is equal to character level + 3. The maximum
rank in a cross-class skill is one-half of this number.

Class skills are noted with each class’s description (see
Chapter 5: Classes)

A complete list of skills, along with their description and
how they function, can be found in Chapter 6: Skills.

STEP 5: NEAT
TRIGKS

At this point you may assign feats to your character. Each
character receives 2 feats at character creation and an
additional feat every 3 levels thereafter (at 3", 6™, 9%, 12",
15" 18" level, and so on.)

Note that many classes also grant bonus feats, which

you may access according to the class description. See
Chapter 7: Feats for a complete description of the feats
available in Contagion.

s » , R
STEP 6: THE, DEVIL
iN THE DETAILS

Now you should take a moment to determine the details
of your character: the things that will separate one vampire
Casanova with Charisma 16 from another. How old is your
character? What does your Bruiser do for a living? Does
your werewolf serve the forces of good, or has he given

in to his destructive nature? Fleshing out your character’s
secondary traits will enhance the role- playing experience
for yourself and the rest of your gaming group. Chapter
8: Character Details will help you develop your alter-
ego if you get stuck along the way.

STEP 7: WHAT G0
YOU HAVE?

Chapter 9: Gear lists most of the items players will
want their characters to have, along with purchase prices
for those items. Many Gamemasters will wish to limit
the amount or types of items that characters have in

their possession, so be sure to clear any purchases with

him before recording them on your character sheet. The

Gamemaster is encouraged to set prices for any items not

listed, or alter listed prices as he sees fit.

STEP 8: FINISHING
TOUGHES

Finally, record your character’s base save bonuses, attack
bonuses and starting Hit Points. Once your Gamemaster

has reviewed your completed character sheet, you're ready
to enter the world of Contagion.

Table: Ability Summary
Ability
Strength (STR)
Dexterity (DEX)

Summary
Physical power.
Hand-eye coordination, agility,

reﬂzﬁﬁ?i{na d balance.

Constitution He stamina.

fr(ljtgl}gence (INT)
Wisdom (WIS)

Learning and reasoning,
Willpower, common sense,

. Eercept'on, and illjtuition. .
Charisma (CHA) orce of personality, persuasiveness,

personal magnetism, ability to lead,

and physical attractiveness.

_Table: Racial Summary

Race Summary
Human Normal, éveryday people.
Dhampir Half breeds, the child of a human and
Elf Gur elglef)y Hellspawn, these immortals cannot
sleep.
Half-elf bCfgjs)ed hybrids with a self- destructive
t .
Vampire I\17\a/a rieng dead that prey upon the living,
Werewolf  Furious engines of destruction.

Table: Class Summary

Class Summary

Arcane Student  Spellcasters and scholars of forbidden

Bruiser gl.aewlers and thugs

Bystander Average Joes caught up in the War

Casanova Tempters and manipulators

Clergy Faithful spellcasters: servants of the
Divine

Pagans Natural mystic spellcasters

Rake Smooth criminals

Slayer Humans chosen by Heaven to fight
Hellspawn

Vagrant Survivors of the mean streets

CHAPTER 2
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Skill |
Appraise

Balance

Bluff

Climb
Computer Use
Concentration

Craft

Decipher Script
Demolitions
Diplomacy
Disable Device
Disguise

Drive

Escape Artist
Forgery

Gather

Infor
Han

Hide
Intimidate
Investigate
Jump
Knowledge

ation
e Animal

Listen

Move Silently
Navigate
Perform

Pilot
Profession
Read/ Write
Lan; liilgge
Research

Ride

Search

Sense Motive
Sleight of Hand
Speak Language
Spellcraft

Spot

Survival

Swim

Treat Injury
Tumble

_Table: Skill Summary

Key
AII)IiIljrt
DEX
CHA
STR
INT
CON
INT

INT
INT
CHA
INT
CHA
DEX
DEX
INT
CHA

CHA
DEX
CHA
INT
STR
INT

WIS
DEX
INT
CHA

DEX
WIS
None

INT
INT
DEX
INT
WIS
DEX
None
INT
WIS
WIS
STR
WIS
DEX

Y

Summar
Determin%’ the value of things.

Walk on precarious surfaces.

Mislead others to get what you want.

Traverse precarious slopes and walls.

Advanced computer subjects, such as hacking,

Maintain your focus under adverse conditions.

You are skilled at one of seven crafts: Chemical, Electronics, Mechanical,

Pharmaceutical, Structural, Visual Art or Writin%.
Understand ancient texts and items written in cdde.

Prepare explosives for maximum effect.

Positively affect another’s attitudes.

Pick locks and defeat security systems.

Hide your true identity.

Stunt driving,

Escape from handcuffs or another character’s grasp.
Manufacture falsified documents.

Getting the “word on the street.”

Training animals to perform tricks.

Evade another’s visual perceptions.

Overpowering another with the threat of violence.

Analyzing clues and preparing them for a lab.

Leaping long and far.

Learning of one of fourteen schools of thought: Arcana, Art, Behavioral

Sciences, Business, Civics, Current Events, Earth and Life Sciences,
History, Physical Sciences, Popular Culture, Streetwise, Tactics, Technology
or Th¢010§1}; and PhilosoIlesy.

Noticing itportant sou

Like a ninja, you move without a sound.

Finding your way without directions.

You are a gifted performer on one of cight fields: Act, Dance, Keyboards,

Percussion Instruments, Sing, Stand Up, Stringed Instruments or Wind

Instruments. _ .
Acrospace vehicles and their controls.

You are skilled at your chosen job.
Literacy ina foreign tongue.

Fixing things, from guns to garden sprinklers.
Garnering information from documented sources.
Stunt riding,

Finding objects or clues in a given area.

Avoid being bluffed.

Your hand is faster than another’s eye.

You are fluent in a foreign tongue.

Knowledge of magic items, spells, and abilities.
Noticing concealed items.

Keeping yourself and others alive in the wild.
The dog- paddle is beneath you.

First aid and modern medicine.

You are skilled at acrobatics.

CHAPTER 2
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Table: Feat Summary
Feat
Acrobatic
Alertness
Animal Affinity
Anything Goes Combat
Arcane Skills
Archaic Weapons Proficiency
Armor Proficiency (Light)
Athletic
Attentive
Attribute Training
Brawl
Cautious
Combat Expertise
Combat Martial Arts
Combat Reflexes
Confident
Creative
Deceptive
Defensive Martial Arts
Divine Blood
Dodge
Drive-by Attack
Educated
Endurance
Exotic Melee Weapon Proficiency
Far Shot
Focused
Frightful Presence
Gearhead
Great Fortitude
Guide

Heroic Surge

Hellspawn Heritage
Improved Damage Threshold
Improved Initiative
Improved Turning
Iron Will

Light Sleeper
Lightning Reflexes
Magical Affinity
Magical Heritage
Medical Expert
Meticulous

Nimble

Personal Firearms Proficiency
Point Blank Shot
Power Attack

Quick Draw

Quick Reload

Run

Silver Spoon

Simple Weapons Proficiency
Skilled

Stealthy

Studious

Toughness

Track

Trustworthy
Two-Weapon Fighting
Vehicle Expert
Vehicle Specialization
Weapon Finesse
Weapon Focus
Windfall

Summary

You are well trained in acrobatics.

You are sharp and perceptive.

You have a natural rapport with animals, be they wild or domestic.
In your hands almost anything becomes a deadly weapon.
You have access to arcane skills.

You are proficient with archaic melee weapons.

You are considered proficient with light armor

You have a knack for athletic pursuits.

You pick up on clues and subtleties that others would miss.
You increase your personal potential.

You hit like a truck.

You have a steady hand.

An experienced combatant, you can think well in a fight.
You have learned how to strike opponents and make it count.
It’s all in the reflexes.

Your strength of personality works to your benefit.

You are a creative and talented person.

Lies and deception come easily to you.

You have learned “soft” styles of martial arts.

You have divine spellcasting abilities in your background.
You are adept at getting the hell out of the way.

You have learned how to shoot from moving vehicles.

You are well read and studied in a particular field.

You don’t tire very easily.

You are adept with one exotic weapon.

You could be a sniper.

You are not easily distracted.

You scare the bejesus out of people.

You are mechanically inclined.

You are one tough SOB.

You are at home in nature.

When the chips are down, you can call upon a short burst of extra

energy.
You ﬁzve a Hellspawn in your distant ancestry.

You tend to survive damage that would kill a weaker person.
You react faster than most in combat situations.

Your turning attempts are more powerful than normal.

You are strong willed.

You wake up easily.

You have a quick reaction time.

You have a knack for magical endeavors.

You have magical ability in your background.

You are well trained in the medical sciences.

Your attention to detail tends to yield positive results.

You are lithe and nimble.

You have been trained in the use of personal firearms.

You are particularly good at short- range shots.

You can hit things hard: sloppy, but hard.

You can draw a holstered weapon quickly.

You are very fast at reloading a weapon.

You can beat feet when the need arises.

You were born into privﬂege and monetary advantage

You are proficient with simple weapons like clubs.

You are more skilled than normal.

You are sneaky.

You spend way too much time in the library.

You are thick and hard to kill.

You are an excellent tracker.

Regardless of whether or not you deserve it, people trust you.
You are starting to figurc out how to aim two weapons at once.
You are good with vehicles.

You are proficient with one type of vehicle.

Your attacks favor speed and accuracy over brute force.
Your study has made you a master of your chosen weapon.
You are extremely adept at your chosen profession.
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At the core ol every character in Contagion are the
abilities, six numbers that affect almost every die roll
made. The score of these abilities ranges from zero to
infinity. The normal human range is 3 to 18, though some
extraordinary characters can go even higher. Abilities affect
a character’s Hit Points, Defense, Skill Checks, and Attack
Bonus: nearly every facet of a character traces back to the
six ability scores in some way.

. - o7y ma o)
ABILITY SCORES
Every character in Contagion has six basic Ability Scores:
Strength (STR)
Dexterity (DEX)
Constitution (CON)
Intelligence (INT)
Wisdom (WIS)
Charisma (CHA)
It is possible for a creature to have a score of “none” (also
referred to as a nonability). A score of “none” is not the
same as a score of “0”. A score of “none” means that the
creature does not possess the ability at all. The modifier
for a score of “none” is +0.
A character with a CON of zero is dead. A zero in any
other score means the character is helpless and cannot
move.
Keeping track of negative ability score points is never
necessary. A character’s ability score cannot drop below

ZEro.
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ABILITY MODIFIERS
Each ability has a modifier ranging from —5 to +infinity.
Table: Ability Modifiers and Bonus Spells shows the modifier
for each score. It also shows bonus spells, which you

will need to know about if your character is a spellcaster
(Arcane Student, Clergy or Pagan.)

The modifier is the number you apply to the die roll
when your character tries to do something related to that
ability. You also use the modifier with some numbers that
aren’t die rolls. A positive modifier is called a bonus, and a

negative modifier is called a penalty.

Abilities and Spellcasters
The ability that governs bonus spells depends on what type
of spellcaster your character is: Intelligence for an Arcane
Student, Wisdom for Clergy or Charisma for Pagans. In
addition to having a high ability score, a spellcaster must
be of high enough class level to be able to cast spells of a
given spell level. (See the class descriptions in Chapter 5:
Classes for details.)

ew - -
THE ABILITIES

Each ability describes an aspect of your character and

atfects some ol her actions. When an ability score changes,
all attributes associated with that score change accordingly.
A character does not retroactively get additional skill

points for previous levels if he increases his Intelligence.

Strength (STR)

Strength measures your character’s physical power. This
ability is especially important for aggressive and physical
characters because it helps them prevail in combat.
Strength also limits the amount of equipment your
character can carry.

You apply your character’s Strength modifier to:

* Melee attack rolls.

* Damage rolls when using a melee weapon or a thrown
weapon (including a sling). (Exceptions: Off-hand attacks
receive only one-half the character’s Strength bonus,
while two-handed attacks receive one and a half times
the Strength bonus. A Strength penalty, but not a bonus,
applies to attacks made with a bow that is not a composite
bow.)

* Climb, Jump, and Swim checks. These skills have
Strength as their key ability.

* Strength checks (for breaking down doors and the like.)
Carrying Capacity

A character’s carrying capacity depends directly on the
character’s Strength score, as shown on Table: Carrying
Capacity.

If the weight of everything a character is wearing or
carrying amounts to no more than his light load figure,
the character can move and perform any actions normally
(though the character’s Speed might already be slowed by
the armor he is wearing).

If the weight of a character’s gear falls within his medium
load range, the character is considered encumbered. An
encumbered character’s Speed is reduced to the value
given on Table: Encumbrance Speed Reduction, if the character
is not already slowed to that speed for some other reason.
An encumbered character performs as if his Dexterity
modifier were no higher than +3. In addition, the
character takes a —3 encumbrance penalty on attack rolls
and checks involving the following skills: Balance, Climb,
Escape Artist, Hide, Jump, Move Silently, and Tumble. This
encumbrance penalty stacks with any armor penalty that
may also apply.

If the weight of a character’s gear falls in his heavy load
range, the character is considered heavily encumbered. A
heavily encumbered character’s Speed is reduced to the
value given on Table: Encumbrance Speed Reduction, if the
character is not already slowed to that speed for some

other reason.
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A heavily encumbered character pertorms as 1l his
Dexterity modifier were no higher than +1. In addition,
the character takes a —6 encumbrance penalty on attack
rolls and checks involving the following skills: Balance,
Climb, Escape Artist, Hide, Jump, Move Silently, and
Tumble. This encumbrance penalty stacks with any armor
penalty that may also apply. Finally, a heavily encumbered
character’s maximum running speed is his Speed x3
instead of Speed x4.

The figure at the upper end of a character’s heavy load
range is his maximum load. No character can move or
perform any other actions while carrying more than his
maximum load.

Lzﬁjng and Dragging

A character can lift up to his maximum load over his head.
A character can lift up to double his maximum load off
the ground, but he can only stagger around with it. While
overloaded in this way, the character loses any Dexterity
bonus to Defense and can only move 5’ per round (as a
full-round action).

A character can generally push or drag along the ground
up to five times his maximum load. Favorable conditions
(smooth ground, dragging a slick object) can double these
numbers, and bad circumstances (broken ground, pushing

an object that snags) can reduce them to one-half or less.

Bigger and Smaller Creatures

The figures on Table: Carrying Capacity are for Medium
bipedal creatures. Larger bipedal creatures can carry more
weight depending on size category: Large x2, Huge x4,
Gargantuan x8, and Colossal x16. Smaller creatures can
carry less weight depending on size category: Small x3/4,
Tiny x1/2, Diminutive x1/4, and Fine x1/8.
Quadrupeds, such as horses, can carry heavier loads than
characters can. Use these multipliers instead of the ones
given above: Fine x1/4, Diminutive x1/2, Tiny x3/4,
Small x1, Medium x1.5, Large x3, Huge x6, Gargantuan
x12, and Colossal x24.

Iremendous Strength

For Strength scores not listed, find the Strength score
between 20 and 29 that has the same ones digit as the
creature’s Strength score. Multiply the figures by 4 if the
creature’s Strength is in the 30s, 16 if it’s in the 40s, 64 if

it’s in the 50s, and so on.

Dexterity (DEX)

Dexterity measures hand-eye coordination, agility,
reflexes, and balance. This ability is the most important
one for characters who are lithe and quick, as well as those
who rely heavily on ranged weapons.

You apply vour character’s Dexterity modifier to:

* Ranged attack rolls, including those for attacks made
with guns, crossbows, throwing knives, and other ranged
weapons.

* Defense (DEF) if the character can react to the attack.

* Reflex saving throws, for avoiding grenades, fireballs, and
other attacks that you can escape by moving quickly.

* Balance, Drive, Escape Artist, Hide, Move Silently, Pilot,
Ride, Sleight of Hand, and Tumble checks. These skills have
Dexterity as their key ability.

Constitution (CON)

Constitution represents your character’s health and

stamina. A Constitution bonus increases a character’s Hit
Points, so the ability is important for all characters.

You apply your character’s Constitution modifier to:

* Each roll of a Hit Die (though a penalty can never drop a
result below 1——that is, a character always gains at least 1
Hit Point each time he advances in level).

* Fortitude saving throws, for resisting poison and similar
threats.

* Concentration checks. Concentration is a skill used to
work through distractions. It is important for characters
using field medicine, trying to disarm traps and the like,
and is extremely useful for spellcasters. Constitution is the
key ability for Concentration checks.

If a character’s Constitution score changes enough to alter
his Constitution modifier, the character’s Hit Points also

increase or decrease according]y.

Intelligence (INT)

Intelligence determines how well your character learns
and reasons. This ability is important for scholarly
characters, which rely on knowledge over physical
prowess. It’s also important for any character that wants to
have a wide assortment of skills.

You apply your character’s Intelligence modifier to:

* The number of skill points gained each level. (However,
your character always gets at least 1 skill point per level.)

* Appraise, Computer Use, Craft, Decipher Script,
Demolitions, Disable Device, Forgery, Investigate,
Knowledge, Navigate, Repair, Research, Search, and
Spellcraft checks. These skills have Intelligence as their key
ability.

An Arcane Student gains bonus spells based on her
Intelligence score. The minimum Intelligence score needed
to cast an Arcane spell is 10 + the spell’s level.

An animal has an Intelligence score of 1 or 2. A creature of

humanlike intel]igence has a score of at least 3.

Wisdom (wis)
Wisdom describes a character’s willpower, common sense,

perception, and intuition. While Intelligence represents
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one's ability to analyze information,

Wisdom represents being in tune
with and aware of one’s surroundings. Score Modifier
Wisdom is the most important ability 1 -5
. 2-3 —4
for characters that rely on perception, i 3
such as investigators and detectives. It 67 2
. . 8-9 —1
is also very important for Clergy, who — 0
use Wisdom to cast spells. If you want 12-13 +1
your character to have acute senses, put 14-15 +2
) o 1617 +3
a high score in Wisdom. Every creature 18-19 +4
has a Wisdom score. 20-21 +5
| N Wisd 2223 +6
You apply your character’s Wisdom 2425 +7
modifier to: 26-27 +8
. . 28-29 +9
* Will saving throws 30_31 +10
* Gamble, Listen, Profession, Sense Etc...

0 lst

_Table:Abi]it)/ Modifiers and Bonus Spells

Can’t cast spells tied to this ability
Can’t cast spells tied to this ability
Can’t cast spells tied to this ability
Can’t cast spells tied to this ability
Can’t cast spells tied to this ability
Does not receive bonus spells. Minimum spellcasting potential.

W WWN NN = — —
wwmmr\)m—~»-‘
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Bonus Spells (by Spell Level)
2nd srd 4th
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Motive, Spot, Survival and Treat Injury
checks. These skills have Wisdom as
their key ability.

Clergy get bonus spells based on their Wisdom scores. The
minimum Wisdom score needed to cast a Divine spell is 10
+ the spell’s level.

Charisma (CHA)

Charisma measures a character’s force of personality,
persuasiveness, personal magnetism, ability to lead,

and physical attractiveness. This ability represents actual
strength of personality, not merely how others perceive
one in a social setting. Charisma is most important for
social characters, and anyone in a leadership role. It is also
important for Clergy, since it affects their ability to turn
undead and Pagans as it affects their spells. Every creature
has a Charisma score.

You apply your character’s Charisma modifier to:

* Bluff, Diplomacy, Disguise, Gather Information, Handle
Animal, Intimidate, and Perform checks. These skills have
Charisma as their key ability.

* Checks that represent attempts to influence others.

* Turning checks for Clergy attempting to turn zombies,

vampires, and other

undead. _Table: Encumbrance Speed Reduction
Pagans get bonus Previous Current
spells based on their Speeﬁedium Loagpeed
Charisma scores. The 20° 15
.. . 30’ 20’
minimum Charisma 40° 30°
score needed to cast a 50 40’
. 60’ 50’
Pagan spell is 10 + the Heavy Load
spell’s level. 20° 10’
30’ 15’
40’ 20°
50’ 25’
60’ 30°

_Table: Carrying Capacity
STR Light Load

1 Up to 3 1b.
2 Up to 6 1b.
3 Up to 10 Ib.
4 Up to 13 Ib.
5 Up to 16 Ib.
6 Up to 20 Ib.
7 Up to 23 Ib.
8 Up to 26 Ib.
9 Up to 30 Ib.
10 Up to 33 Ib.
11 Up to 38 Ib.
12 Up to 43 Ib.
13 Up to 50 Ib.
14 Up to 58 Ib.
15 Up to 66 Ib.
16 Up to 76 Ib.
17 Upto86 b,

18 Up to 100 Ib.
19 Upto1161b.
20 Up to 133 Ib.
21 Up to 153 Ib.
22 Upto1731b.
23 Up to 200 Ib.
24 Up to 233 Ib.
25 Upto 266 b,
26 Up to 306 Ib.
27 Up to 346 Ib.
28 Up to 400 Ib.
29 Up to 466 Ib.
+10 X4

Medium Load Heavy Load

46 1b.
7—13 1b.
11-20 Ib.
14-26 1b.
17-33 1b.
21-40 Ib.
2446 lb.
27-53 1b.
31-60 Ib.
3466 Ib.
39-76 b.
44-86 Ib.

51-100 Ib.
59-1161b.
67—133 Ib.
77—153 Ib.
87-173 1b.

101-200 Ib.
117-233 Ib.
134-266 Ib.
154-306 Ib.
174—-346 Ib.
201-400 1b.
234466 1b.
267-533 1b.
307613 Ib.
347-693 Ib.
401-800 Ib.
467-933 Ib.

X4

7-10 Ib.
1420 Ib.
21-30 Ib.
2740 Ib.
34-50 Ib.
41-60 Ib.
47-70 1b.
54-80 Ib.
61-90 Ib.
67100 Ib.
77-115 Ib.
87-130 Ib.
101-150 Ib.
117-175 Ib.
134-200 Ib.
154-230 Ib.
174260 1b.
201-300 Ib.
234-350 Ib.
267400 Ib.
307460 Ib.
347-520 Ib.
401-600 Ib.
467-700 Ib.
534-800 Ib.
614-920 Ib.
694-1,040 Ib.
801-1,200 Ib.
934-1,400 Ib.
X4
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I'he world of Contagion 1s filled with monsters, magic
and supernatural occurrences. Over time, a few new
races have risen, walking alongside humanity, hidden from
view by superstition and lies. Some form of demonic
intervention brought about most of these races, though
cach race listed here has largely tossed aside any shackles
to Hell. Of course, like any human, members of

these races choose to cast their lots with either

Heaven or Hell. Many even remain neutral in

the War, far more concerned with living day

to day and hiding from humanity than who

wins in some age-old ideological struggle.

The following races are suitable for play in

the Contagion game setting.

CHAMPIR

Background
Legends in Eastern Europe
speak of the dhampir, the

cursed offspring of humans

and vampires. Like many
legends, this one has some
basis in fact. On rare
occasions (perhaps one in
a thousand), the breeding
of a human and a vampire
can be successful. No
one is sure how this
works, as vampires

are clinically dead,

and though they

may mimic the

functions of

sexuality, they are

not typically fertile.

Most dhampirs are
abandoned by their
vampiric parent,

growing up unaware

of their true heritage.

As adolescence
approaches, the

young dhampir

often must contend

with newfound

strength and an
inexplicable

bloodlust.

Several

dhampirs have

been driven msane trying to cope with the bizarre changes
that puberty brings them. For the fortunate few who
retain a vampire parent in their lives, or whose human
parent is smart enough to realize what is going on, the
transition into adulthood is difficult, but tolerable.
Dhampirs tend to appear like normal humans, albeit with
pale skin. Many dhampirs, upon discovering their true
origins, develop an intense hatred for their arcane
heritage and take up careers as vampire hunters.
If a dhampir breeds with a human, the child is
human, though usually
physically strong,
yet sickly. If
a dhampir
breeds with
a vampire,
the child is
a dhampir.
Two dhampirs
breeding produces
a dhampir as well. It is
possible for a dhampir to
become a vampire. Dhampirs

cannot become werewolves.
Hit Dice
d10 or by class, whichever is
higher
Alignment
Any
Ability Modifiers
+2 Strength, Dexterity, and

Charisma, -3 Constitution.

Requirements

A character must be
born a dhampir, and
cannot become one later

in life.

Skill Penalties

—8 skill points at 1* level

and —2 skill points per level
after that

Racial Features

Dhampirs receive the following

racial features:

Cold Resistance 10 (Ex)
A dhampir ignores the first 10 points

of damage from any cold-based attack.
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Dejense

Dhampirs receive a +3 racial bonus to Defense.

Darkvision
Dhampirs have Darkvision with a range of 60°.

Damage Reduction (Su)
A dhampir’s body is tough, giving the creature Damage
Reduction 5/wood.

Electricity Resistance 10 (Ex)
A dhampir ignores the first 10 points of electricity damage

from any electricity—based attack.

Fast Healing 1 (Ex)
A dhampir heals 1 point of darnage each round.

Long Lived (Ex)
Dhampirs live longer than humans, reaching maturity at
about age 25, and then aging approximately 1 year for

every ten years that pass thereafter.

Save Bonuses

A dhampir receives a +2 racial bonus on all Will saves.

Skills

Dhampirs receive a +4 racial bonus to Bluff, Hide, Listen,
Move Silently, Search, Sense Motive, and Spot checks.

Challenges
The following Challenges apply to dhampirs:

Bloodthirsty (Ex)

Dhampirs may not need to consume blood to live, but they
still feel their undead parent’s hunger. If a dhampir sees
human blood, he must make a Will save (DC 15) to refrain
from drinking it. A failed save indicates that the dhampir
will spend the next 1d6 turns licking the blood, trying to
drink, and will be considered flat footed if attacked. Note
that drinking human blood offers no benefit whatsoever to

the dhampir.

Light Sensitive (Ex)

Dhampirs are creatures of the night, and find bright

lights painful. Daylight (or its equivalent) brings pain to
dhampirs. A dhampir exposed to bright lights suffers a -2
penalty to all actions. A good pair of sunglasses can reduce

this penalty to a -1.

EiF

Background

Before the time of Christ, a dream demon named Lillian
terrorized a small village in what is now Scotland. A band
of townsfolk gathered to fight the evil creature, luring it

out of one of the local’s dreams and into physical reality.

Proceeding to beat the demon with sticks and rocks,

the townstolk miraculously began killing the outsider.

As Lillian’s physical form passed on, it levied a terrible
curse onto the people of the village. They would never

be allowed the rest of sleep again. Worse still, they would
never die of old age. The townsfolk were cursed to eternity
without sleep.

As the years have passed, the elves have stayed low in
number, though they do occasionally breed. These horrid
creatures are doomed to eternal boredom and malaise
without even the succor of a single dream. Needless to
say, they tend to be irritable and unpleasant to be around.
Most elves desperately want to end their suffering, but are
terrified to die, a terrible paradox that they are damned to
suffer eternally.

Elves are typically between 6’ and 7’ tall, between 200 and
300 lbs, with extremely pointed ears. Other than those
two details, elves appear human. Elves cannot become
vampires. Elves also cannot become werewolves.

Hit Die

By class

Alignment

Any (though most elves are Lawful)

Ability Modifiers

+2 Dexterity, —2 Constitution

Skill Penalties

—4 skill points at 1* level and —1 skill point per level after
that

Req uirements

Elves are creatures of arcane birth. To be born an elf,

the character must descend from the original elves in
unbroken lineage. A character cannot become an elf later
in life.

Racial Features

Elves receive the following racial features:

Immunities

Elves are immune to magical sleep effects and receive a +2
racial saving throw bonus against enchantment spells or
effects.

Low-Light Vision

An elf can see twice as far as a human in starlight,
moonlight, torchlight, and similar conditions of poor
illumination. He retains the ability to distinguish color and

detail under these conditions.

Skill Bonuses

Elves receive a +2 racial bonus on Listen, Search, and Spot
checks. An elf that merely passes within 5’ of a secret or

concealed door is entitled to a Search check to notice it as
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1t she were actlvely
looking for it.

Weapon
Proficiency
Elves receive the
ArchaicWeapons
Proficiency feat as a
bonus feat.

Challenges
The following

challenges apply to

elves:

Aversion to Death
(Ex)

Elves cannot even
seek death to escape
their horrible curse.
If an elf wishes to
attempt suicide,

or even attempt

an action that is
likely to result in
the character’s
death (such as
running into a
burning building, or
fighting a demon)
the elf must succeed
at aWill save (DC
20) or abort the
potentially lethal
action. This aspect
of their curse has
earned elves

the reputation

of being self
involved and
cowardly

among

the few

scholars

who

or drug can cause unconsciousness 1n an elf. Even a
severe beating (reducing the elf to O HP or lower) will
simply incapacitate the creature. An elf at —1 to -9 HP
is fully awake and aware, simply unable to move or
act. Nothing short of an act of God can cause an elf to

sleep.
Undying (Ex)

Elves do not die of natural causes. They mature at
approximately age 25 and remain in that state forever.
This does not confer immunity to disease or illness,
simply the inability to die from such conditions.

If an elf contracts a terminal illness, the disease
will progress as normal until the point of death.
The elf will continue suffering the effects of the
disease until a cure can be found. The only way

for an elf to die is through damage dealt via

injury, ability drain, etc.

HALF-ELF
Background

As the name implies, half-elves are born of one

human and one elven parent. Half-elves are very
difficult to detect as such, appearing entirely
human with the exception of slightly pointed
cars. Half-elves live far longer than their human
parents live, but do grow old and eventually die.
The curse of Lillian thins when an elf and a human
breed. Half-elves can sleep, but share their elven
parent’s sense of boredom and self-loathing. This
leads half-elves to be thrill seekers, and often take
unnecessary risks with their own lives, an extremely
dangerous practice in the world of Contagion.
A half-elf can become a vampire. The half-elf will
lose all half-elven racial features (though the
half-elven Charisma bonus is not lost) and gain
all vampire racial features. It is impossible

for a half-elf to become a werewolf.

Hit Die
By class
Alignment
Any
know of Ablllty Modifiers
their +2 Charisma, -2 Constitution
existence. Requirements
S ]eep]ess (Ex) Half-elves are creatures of
An elf may arcane birth. To be born a

never sleep. No half-elf, the character must

spell, potion, descend from an elf and a human,
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an elt and a halt-elt, or two hali-elven parents. A character

cannot become a half-elf later in life.

Skill Penalties

None

Racial
Features

Half-elves receive
the following

racial features:

Immunities
Half-elves
are immune
to sleep
spells and
similar
magical
effects,

and

gain

a+2

racial
bonus

on

saving
throws

against

enchantment

spells or effects.

Long Lived

(Ex)

Half-elves live
longer than
humans, reaching
maturity at about
age 25, and then
aging approximately
1 year for every

ten years that pass

thereafter.

Low-Light Vision

A half-elf can see
twice as far as a
human in starlight,
moonlight, torchlight,

and similar conditions

of poor 1llumination. He retains the abihty to (‘llStlngU.lSh

color and detail under these conditions.

Skill Bonuses
Half-elves receive a+1 racial bonus on Listen, Search, and
Spot checks. Half-elves also receive a +2 racial bonus on

Diplomacy and Gather Information checks.

Challenges
The following challenges apply to half-elves:

Death Wish (Su)
Half-elves have an inexplicable death wish. Whenever
placed in a dangerous situation, a half-elf must make a
Will save (DC 15), or take a foolish and self-destructive
course of action. Scholars believe this desire stems from
their elven self- loathing and madness, but no one can
say.
Hunted by the Damned
Demons don’t like to see their curses backfire, and
in the eyes of most of Hell’s army, half-elves are
walking examples of that very situation. Most
Hellspawn will go out of their way to destroy
half-elves, even to the point of jeopardizing

their well-laid plans.

VAMPIRE
Background
Vampire?have existed for millennia. Stalking

their prey through eternal nights, these

creatures seem to have always been there, at

the edge of the darkness. Still, very little is
known about these immortal predators.

It is true that a vampire can live forever, and does
not age. They are not invincible, and succumb to various
weaknesses, depending on how well fed they are.
Because of this, most vampires make feeding a very high
priority. Their senses are honed to make them excellent
hunters and they are often quite persuasive. Many
vampires have hordes of mortals from whom they can
feed with impunity. These gatherings of food are often
guarded jealously by the undead that bother to maintain

them.
The modern society of vampires is enigmatic to
the outside observer. The rule of thumb is that the
powerful vampires in a given area make the rules. If a
vampire who lived in the Middle Ages rules the city,
then chances are he will run his city like a medieval
kingdom. If he lived during the French Revolution,
he may despise such organization and encourage
democracy among the vampires of the city. This

tendency frustrates those scholars who seck to quantify
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Vamp1res .

Vampires tend to have rebellious streaks as well. Immortal

creatures that have little to fear from such fleeting
concepts as laws, a majority of vampires are concerned
with only their own agendas, which usually consist of
feeding and whatever else comes to mind to fight off
boredom.

Vampires tend to actively dislike both sides in the War,
choosing neither Heaven nor Hell. Whether the demons
realize it or not, they are simply bowing to Lucifer, just as
they bowed to God. Most vampires can barely stand any
sort of rules or authority. They are truly a rebellious lot.
Most modern vampires are utterly unaware of their true
origins, though many scholars agree that demons had
something to do with it. Rumors persist from Europe
of an extremely ancient band of vampires who

seek to rule the earth, and are still in service of

Hell, but these rumors are largely mocked and
disbelieved.

Vampires appear as they did in life, only with

pale skin.

Hit Die

d10 or class, whichever is higher

Alignment

Any (though Good vampires are extremely

rare)

Ability Modifiers

Constitution becomes a nonability (see
Variable Constitution Score below). Use
the vampire’s Charisma modifier for
Concentration checks. The vampire also

receives a +2 Strength bonus.

Req uirements

Once a character becomes a vampire, there is no

turning back. The vampire may not make another
racial change. Certain classes, including any class
capable of utilizing the Burn system of magic,
cannot be taken by a vampire. If a character
belongs to a class that vampires cannot take at the
time he is turned into a vampire, then the vampire
loses all class features of the restricted class. The
vampire retains previous class skills, but can no

longer advance in the restricted class.

Skill Penalties

-8 skill points at 1** level. —2 skill points per level
after that

Racial Features

Vampires receive the following racial features:

blood Drain (Ex)

A vampire can suck blood from a living victim with its
retractable fangs by making a successful grapple check.

If it pins the foe, it may drain blood, inflicting 1d4 points
of temporary Constitution damage each round the pin

is maintained. For each point of temporary Constitution

damage dealt in this fashion, the
vampire gains a point of temporary

Constitution.

Create Vampire (Su)
Upon being turned into a
vampire, the character gains
the ability to pass on his
curse. A humanoid
or monstrous
humanoid slain
by Blood Drain,
then fed at least
one point of
the vampire’s
temporary
Constitution
(i.e. blood,)
rises as a
vampire 1d6
minutes after
its death.
These new
vampires are not
under the control
of their creator in
any way. Should this
unfortunate feat befall
a player character,
simply change his
race to vampire and
make the required
adjustments to his
character sheet.
Note: If a member
of the Clergy class
becomes a vampire, he
loses all class features
(See the Clergy class
description in Chapter 5:
Classes for details.)

Darkvision (Ex)
Vampires have darkvision with

arange of 60°.
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Hunt (Su)

Vampires are predators: however, one of the first things

a vampire learns is that a careless predator soon becomes
someone else’s prey. A vampire instinctively knows how to
size up an area and get the lay of the land in a single sweep
of his eyes. This sweep provides a +4 circumstance bonus
on Spot checks and covers an area out to 30’ away from
the vampire (but not behind him). The vampire can use this
bonus at the start of an encounter.

Anything not concealed can be spotted with a successful
check (DC 10).The DC for concealed or less obvious
threats is equal to their Hide check result. This check

will also reveal any weak (1 HD) humans in the area as
such. The vampire not only spots potential prey with this
ability, he can identify perils as well. With a successful
check, he can determine the relative strength of nearby
dangers. A successful Spot check relates the danger’s
strength compared to the vampire: stronger (higher

level or Hit Dice), on par (same level or HD), or weaker

(lower level or HD).

Immunities

Vampires are immune to poison, sleep, paralysis, stunning,
disease, and mind-affecting effects. They are not subject to
critical hits, subdual damage, ability damage, ability drain,
energy drain, or effects of massive damage, or any effect
requiring a Fortitude save unless the effect also works on
objects or is harmless. Conventional weapons cannot kill
vampires, unless the vampire is suffering from Ghuldom.
Once reduced to 0 HP by conventional means, the vampire
no longer takes damage from any source other than fire,
sunlight, crosses, garlic, rowan and red thread, or holy
water. Decapitation and staking will still kill the creature.
These weaknesses are subject to the vampire’s current
CON score (see Table:Vampire Challenges). When a vampire
dies, its body is reduced to ash.

Without a Trace (Su)
When a vampire uses any of the following skills: Balance,
Climb, Disable Device, Escape Artist, Hide, Move

_721ble:Vampire Challenges
Current Challenge/Immunities

Temporary
C8N Ghuldom

Very Susceptible: Cannot

5-10

MoJerate])/ Susceptible: Can enter

11-15

damage from conventional
Aildiy

16-21

Lightly Susceptible: Can ente

22-30

Resistance: +6

31+

Turn Resistance: +8

Extremely Susceptible: Cannot enter homes uninvited. Casts no reflection in mirrors. Takes 1d12
1-4 damage per round from sunlight, contact with crosses, garlic, rowan and red thread, or holy water.
Cannot cross running water. Takes triple damage from fire. Stake through the heart and decapitation

will kill. Normal damage from conventional weaponry.
genterlﬁomes uninvited. Cgsts f}z’iint reflection in mirrors. Takes 1d12 damage

per round from sunlight, contact with crosses, and holy water, but only 1d6 damage per round from
contact with garlic, or rowan and red thread. Can cross running water. Takes double damage from

fire, Stake through the heart andhdeca]gitatjon w(i]ll llj(ill. Normal dama%: ffrom conventional weapons.
omes uninvited,

level, unless invited. Casts full reflection in mirrors. Takes 1d10 damage per round from sunlight,
contact with crosses, and holy water, but only 1d3 damage per round from contact with garlic, or
rowan and red thread. Can cross running water. Takes double damage from fire. Stake through the
heart will only paralyze the creature so long as the stake remains in, but decapitation will kill. Half

. eapons. Turn
Susceptible: Can enter homes uninvite

Rgs‘stance: +2

unless invited. Casts full reflection in mirrors. Takes 1d10 damage per round from sunlight, but
only 1d6 damage per round from contact with crosses and holy water: no longer takes damage from
contact with garlic or rowan and red thread. Can cross running water. Takes double damage from
fire. Stake through the heart will only paralyze the creature so long as the stake remains in, but

decatpitation will kill. One- %arter dam
1 omes unin

%%egoarrrlld may remain in
mirrors. Takes 1d10 damage per round from sunlight, but only 1d3 damage per round from contact
with crosses and holy water: no longer takes damage from contact with garlic or rowan and red
thread. Can cross running water. Takes normal damage from fire. Stake through the heart will not

affect the creature but decapitation will kill. One-quarter damage from conventional weapons. Turn

Nearly Invulnerable: Can enter homes uninvited and may remain indefinitely. Casts full reflection in
mirrors. Takes 1d8 damage per round from sunlight but no damage from contact with crosses and
holy water: no longer takes damage from contact with garlic or rowan and red thread. Can cross
running water. Takes half damage from fire. Stake through the heart will not affect the creature and

decapitation will only paralyze for 1d10 rounds. Immune to damage from conventional weapons.

ut may on y rema or | minute per character

ut may only remain for 1 hour per character level,

fi conventional yeanons, Turn Resfishanc : T4
re

i 1n1tely, Casts fu ection in
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Silently, and Sleight of Hand, those using Investigate,
Listen, Search, or Spot to detect the vampire’s activity take

a—4 penalty.

Challenges
The following challenges apply to vampires:

Variable Constitution Score (Ex)

A vampire’s Constitution score at the time the character

is turned into a vampire determines the vampire’s starting
Constitution score. From that point on, the vampire must
drink blood to gain temporary Constitution points, though
the character’s CON modifier never changes regardless of
the vampire’s current temporary Constitution score (as
Constitution is a nonability for vampires.)

A vampire can hold temporary Constitution points equal
to his starting Constitution score + character level. Extra
Constitution points taken beyond the vampire’s capacity
are wasted, and do him no good. A vampire’s current
Constitution score determines what other challenges affect
him, as indicated on Table:Vampire Challenges.

Because of the state of undeath that a vampire enjoys,
vampires can be affected by the Turn/ Rebuke Undead
ability.

Each day at sunrise, the vampire loses 1d4 points of
temporary Constitution. If a Vampire ever reaches 0
temporary Constitution, he is reduced to being a Ghul (see
Ghuldom below).

Furthermore, as creatures with Constitution as a
nonability, vampires do not normally heal. As a part of
their Variable Constitution, vampires may at any time
spend 1 point of temporary Constitution to heal 1d8 Hit
Points of damage. This is the only way in which a vampire

can regain lost Hit Points.

Ghuldom (Su)

A vampire reaching O current Constitution is reduced

to being a flesh eating Ghul. Ghuls are weak and stupid
creatures, reminiscent of zombies. While suffering the
effects of Ghuldom, the vampire loses most of its strengths
and weaknesses, retaining only ability scores, darkvision,
immunities, and Blood Drain. The Ghul will wander,
searching for human flesh to devour, using Blood Drain.
The vampire will remain in this state until regaining

temporary CON points equal to its starting Constitution.
WEREWOLF
Background

Many years ago, a group of Pagans were conducting a

ritual to eject a powerful and deranged Hellspawn from
Earth. As the ritual neared its completion, the Hellspawn
cursed the Pagans, promising them that their hatred

and anger would haunt them until the end of time. It1s
presumed that the curse was levied under a full moon,
which explains the lunar correlation between werewolves
and their torment.

For centuries men and women have walked the earth,
haunted by this terrible affliction. Their rage has isolated
them, bringing them fear and loathing of themselves, each
other, and the world around them. Werewolves tend to
despise demons and Hellspawn as well. Even those who do
not know the true story of their origins (and these days,
most do not) still feel an instinctual hatred of the minions
of darkness.

Occasionally werewolves seek each other out and live

in packs in the faint hope that they can help one another
contain their curse. While sometimes these unions can
endure the years, they usually tend to crumble in a storm
of violence and death. Imagine five people with anger
management issues and the strength to throw a pick up
truck trying to live together and you will see why most of

these “packs” fail.

Alignment

Any Chaotic

Hit Die

d10 or class, whichever is higher

Ability Modifiers
-2 Wisdom, -2 Charisma

Requirements

Once a character becomes a werewolf (either by birth

or bite), there is no turning back. The werewolf may not
make another racial change. Certain classes cannot be
taken by a werewolf. If a character belongs to a class that
werewolves cannot take at the time he is turned into a
werewolf, then the werewolf loses all class features of the
restricted class. The werewolf retains previous class skills,

but can no longer advance in the restricted class.

Skill Penalties

-12 at 1** level, -3 per level after that

Racial Features

Werewolves receive the following racial features:

Lycanthropy (Su)

Most werewolves are descended from the clan of Pagans
who were cursed many years ago. The blood has thinned
now, and only a small percentage of people who can trace
their lineage to the Pagans actually become werewolves.
A werewolf first goes through the change around 18 years
old. Initially, young werewolves just experience strange
feelings, waking up with blood on their hands, unaware of

where they have been. They feel less comfortable around
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other humans. Eventually the beast takes control. The soul
of the human has now been tainted. Some find a way to
embrace it, using it to enact revenge. Others go through
mind breaking quests to rid themselves of the curse. It is

a lost cause. Werewolves are damned.
The curse of lycanthropy can
also be passed to a

mortal, though this

is rare. Should a

werewolf bite

a mortal

who is

genctically predisposed to lycanthropy (Meaning that
several generations back there was a werewolf in the
family) and the mortal survives, he will surely change on
the next full moon. Once infected with lycanthropy, the
mortal is forever changed. He is now a werewolf, with all
the bonuses and limitations of those born with the curse.
Should this unfortunate fate befall a player character,
simply change his race to werewolf and make the required
adjustments to his character sheet.
Note: If a member of the Clergy class becomes a
werewolf, he loses all class features (See the Clergy
class description in Chapter 5: Classes for details.)
Shapeshifting (Su)
This supernatural ability allows the werewolf to
change between his three forms: the Human form,
the Blitzkrieg form, and the Wolfen form. A werewolf
has limited control over his ability to change (see Lunacy,
below). In order to voluntarily change forms, the
werewolf must spend a Contagion Point or make a Will
save as though he were resisting Rage. Changing shapes
is a full round action and the change is complete on the
werewolf’s next action.
Stat adjustments for the werewolf’s forms follow:

® Human form: All stats are as normal.

e  Blitzkrieg form: This is the hybrid form between
man and wolf. A werewolf in this form is
approximately nine feet tall, bipedal, with legs
like a wolf, and humanoid arms. The creature
has a wolf’s head, which is proportionate to the
rest of its body, giving it a massive mouth, and
very sharp fangs. Fur covers the creature and his
hands and feet both have enormous, razor- sharp
claws. Stat modifiers for a werewolf in Blitzkrieg
form: Initiative +4, Speed 50’, Defense +8, touch
+5, flat footed +5, (1d6+ character level) bite,
(1d8+ character level) claws, Damage Reduction
10/silver /wolfsbane/magic, Darkvision 60’, STR
+4, DEX +3, CON +4, Climb +10, Hide +5,
Jump +8, Move Silently +6, Swim +10, Survival
+5 (when tracking by scent). Calculate all
bonuses and modifiers for a werewolf in this form
separately, and these modifiers are cumulative.
Furthermore, the enormous claws of the werewolf
interfere with some manual tasks. When using
Disable Device, Forgery, Heal, Open Lock, Pick
Pocket, and Use Rope, the claws cause a —4
circumstance penalty to the skill check.

o  Wolfen form: This is the wolf form of the
werewolf. In many respects, this form is identical

to a normal, natural wolf, though a character in
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this tform retains his access to teats, skills, and
Hit Points. Obviously, if a feat or skill requires
speaking or the use of hands, a Wolfen werewolf
cannot perform the task. Stat modifiers for a
werewolf in Wolfen form are: Medium animal,
+2d8 HP (rolled each time this form is assumed.)
Defense +4, touch +2, flat-footed +2, Atk +3
melee (1d6+1, bite; 1d4+1 claws); Full Atk +3
melee (1d6+1, bite; 1d4+1 claws), Damage
Reduction 5/silver/wolfsbane/magic, Con

+2, low-light vision, Hide+3, Listen +6, Move
Silently +4, Spot +4, Survival +1 (+5 when
tracking by scent). Calculate all bonuses and
modifiers for a werewolf in this form separately,

and these modifiers are cumulative.

Challenges

The following challenges apply to all werewolves:

Rage (Ex)

A werewolf can fly into a rage with little provocation.

Any stimulus that angers the werewolf can cause the GM
to call for a Will save (see Lunacy below). If the save fails,
the werewolf immediately assumes his Blitzkrieg form and
enters a Rage. In a Rage, a werewolf temporarily gains a
+4 bonus to Strength, a +4 bonus to Constitution, and

a +2 morale bonus on Will saves (except for those saves
made to control his Shapeshifting), but he takes a —6
penalty to Defense. The increase in Constitution increases
the werewolf’s Hit Points by 2 points per level, but

these Hit Points go away at the end of the Rage when his
Constitution score drops back to normal. (These extra Hit
Points are not lost first the way temporary Hit Points are.)
These modifiers are cumulative with the modifiers granted
by being in Blitzkrieg form.

While raging, a werewolf cannot use any Charisma-

, Dexterity-, or Intelligence- based skills (except for
Intimidate), the Concentration skill, or any abilities

that require patience or concentration. He can use

any feat he has while enraged. A fit of Rage lasts

until the werewolf destroys the target of his anger, is
removed from the presence of the target of his anger,

is knocked unconscious or is killed. A werewolf may

prematurely end his Rage by makmg a Will save at DC
20. At the end of the Rage, the werewolf loses the Rage
modifiers and restrictions and shifts immediately to his

human form for the duration of the encounter.

Lunacy (Su)

The moon affects werewolves. The current phase of the
moon affects a werewolf’s ability to resist Rage and control
his shapeshifting ability. On the new moon, (or during the
day, regardless of the current moon phase) the werewolf
is largely in control (Will saves begin at 5, modified by
Table: Rage Modifiers.) On the nights between the new

and full moons, the werewolf is on edge, and barely in
control (Will saves begin at 10, modified by the chart
below.) On the three nights of the full moon, a werewolf
is considered to be under effects of Rage for the entire
night. Werewolves usually go to extreme lengths, such as
drugs or restraints, to prevent themselves from entering
mindless killing sprees on these nights, though some rare

few delight in the loss of control that the full moon brings,

. o
GCHANGING RACGES

Over the course of the game, some characters may change
races. Perhaps a 7" level human Bystander is attacked by

a werewolf, only to discover that he has recessive genes
that drag him into that race. Each racial description covers
possible racial changes regarding that race, as well as
breeding results from racial crossbreeding. A character may
never belong to more than one race, and only certain racial

changes are possible.

™ Table: Rage Modifiers

Situation
inor

evere

ntense

gWounded for up to 8 HP, mildly insulted, moderately annoyed)
SWounded for 8 to (CON) HP, Loved one in danger, publicly humiliated)

(If forced to save vs. Massive Damage, loved one tortured/killed, severe public embarrassment)

Save
Modifier
+5

+10

+15
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I'he inhabitants of the Contagion setting are many

and varied. Here we present classes for use in your
Contagion campaign. Masters of lore and ritual, the
Arcane Student offers a glimpse of arcane magic in the
world of Contagion. The Bruiser uses physical prowess
to fight for good, evil, or themselves. Bystanders are
the normal people in the world of Contagion, from the
banker to the zoologist and everyone in between. The
seductive Casanova uses sex and seduction to achieve his
or his goals and manipulate his or his pawns. Faith guides
the Clergy as they struggle to protect and shepherd the
weak and the righteous. Pagans rely on the old ways

of mystical beliefs and practices. The Rake takes what

he wants with little regard for anything but himself. The
Slayers are chosen from the masses of humanity to rise as
holy warriors, driven to combat the forces of Hell. Finally,
the Vagrant class explores life on the unforgiving streets
of Contagion.

GLASS DESCRIPTION
FORMAT

Description

This section contains a brief description of the class,

its origins and beliefs and its features. It also contains
suggested Occupations for members of that class.

Hit Die

The die type used by characters of the class to determine
the number of Hit Points gained per level. A player rolls
one die of the given type each time his or his character
gains a new level. The character’s Constitution modifier
is applied to the roll. Add the result to the character’s Hit
Point total. Even if the result is O or lower, the character
always gains at least 1 Hit Point. A 1*" level character gets
the maximum Hit Points rather than rolling (although the
Constitution modifier is still applied).

Contagion Points

The number of Contagion Points gained per level.

Class Skills

This section of a class description provides a list of class

skills and gives the number of skill points the character
starts with at 1** level and the number of skill points gained
cach level thereafter. A character’s Intelligence modifier is
applied to determine the total skill points gained each level
(but always at least 1 point per level, even for a character
with an Intelligence penalty).

A 1*"level character starts with 4 times the number of skill
points he receives upon attaining each level beyond 1*. The
maximum ranks a character can have in a class skill is the

character’s level +3.

A character can also buy skills from other classes™ skill lists.
Each skill point buys a half rank in these cross-class skills,
and a character can only buy up to half the maximum ranks

of a class skill.

Class Table

This table details how a character improves as he attains
higher levels in the class. It includes the following
information.

Level: The character’s level in the class.

Base Attack Bonus: The character’s base attack bonus
and number of attacks.

FORT Save: The base save bonus for Fortitude saving
throws. The character’s Constitution modifier also applies.
REF Save: The base save bonus for Reflex saving throws.
The character’s Dexterity modifier also applies.

WILL Save: The base save bonus for Will saving throws.
The character’s Wisdom modifier also applies.

Class Features: Level-dependent class features, each
explained in the section that follows.

DEF Bonus: The character’s bonus to Defense. The
character’s Dexterity modifier and equipment bonus also

applies.
Class Features

This entry details special characteristics of the class,

including bonus feats and unique features that are gained as

a character attains higher levels in the class.

Bonus Feats

Many classes offer a selection of bonus feats to choose

from. A character gains a bonus feat upon attaining a
level specified on the class table. These bonus feats are

in addition to the feats that all characters receive as they
attain new levels. Some feats have prerequisites that must

be met before a character can select them.

ARGCANE. STUDENT

Description

The Arcane Student class represents those men and women

who delve into the world of the occult. Spending much

of their time in research, these students learn the terrible
truths of the world of Contagion. Many Arcane Students
attempt to remain neutral and impartial as they learn of
the War and the secrets of the Hellspawn. Despite their
ties with the supernatural, they often try to maintain some
semblance of scientific detachment in their studies.
Studying the occult often becomes an addiction for these
souls. As they encounter the creatures that walk the
shadows, they soon discover that for every secret they
unearth, a dozen lurk beneath. Survival in the world of

magic also tends to breed the philosophy that the more you
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know, the more you need to know.

Arcane Students can come from all lifestyles, as the

desire to learn about the supernatural may be gained in
any number of ways. One person may begin in a simple
scholarly pursuit, learning secrets beyond anything they
had ever imagined. Another could have lost loved ones to
Hellspawn and turned to libraries and Internet databases
as a means of discovering the truth. Some Arcane Students
are rebellious teenagers dabbling in dark arts until they get
in far too deep, their only hope of survival to go back to
the books, and learn more about the terrible world they
have discovered.

Some Arcane Students begin their careers in the occult

as stage performers, carnival and circus magicians or
fortunetellers. As the desire to learn more “magic”
increases, these poor souls begin to learn the secrets of
real magic and the terrible War raging around them.
Suggested Occupations: Academic, Doctor, Hedge Wizard,
Hellspawn Scholar, Investigative, Religious, Student and
Technician.

Hit Die

dé

Contagion Points

The Arcane Student gains a number of Contagion Points

equal to 6 + their character level at 1" level and every time

they attain a new level in this class.

Class Skills

The Arcane Student’s class skills (and the key ability for
each skill) are: Computer Use (INT), Concentration
(CON), Craft (Any)(INT), Decipher Script (INT), Disable
Device (DEX), Drive (DEX), Escape Artist (DEX),
Forgery (INT), Investigate (INT), Knowledge (Any, except
Tactics) (INT), Profession (WIS), Research (INT), Sleight
of Hand (DEX), Spellcraft (INT).

Skill points at 1* level: (6+INT modifier) x4

Skill Points at Each Level: 6 + INT modifier

Class Features
The following are the class features of the Arcane Student:

Simple Weapons Pr@':iciency
The Arcane Student receives the SimpleWeapons Proficiency

feat free at 1** level.

Educated
The Arcane Student receives the Educated Feat free at first
level. This feat allows the Arcane Student to select two

Knowledge skills. The character getsa +2 bonus on all
checks with those skills.

Spell Resistance

At 1" level, the Arcane Student gains Spell Resistance.

The Arcane Student’s Spell Resistance is equal to the
character’s Arcane Student level x2. For more information

on Spell Resistance, see Chapter 11: Hellspawn.

Antimagic Circle
At 2" level, the Arcane Student gains the ability to draw an
Antimagic Circle. With a successful Craft (Writing) check
at DC 15, the Arcane Student can create a temporary
antimagic field within a designated circle.
An antimagic field has the following properties:
® The space within an antimagic field is impervious
to most magical effects, including spells, spell-
like abilities, and supernatural abilities. Likewise,
it prevents the functioning of any magic items or
spells within its confines.
® An antimagic field suppresses any spell or magical
effect used within, brought into, or cast into the
area, but does not dispel it. Time spent within
an antimagic field counts against the suppressed
spell’s duration.
° Incorporeal creatures entering an antimagic
field are disrupted, suffering 1 negative level per
round of contact. A normal creature can enter
the area, as can normal missiles. Furthermore,
while a magic sword does not function magically

within the area, it is still a sword (and

a masterwork sword at that). This fie
Table: Arcang Student t k d at that). This field
Base immobilizes golems and other constructs
BEels [ROLYT  Lds i DEF that are imbued with magic during their

Level Bonus Save Save Save Class Features Bonus )

15t 10 10 10 +9 Educated, Spell Resistance 10 creation process. Other Hellspawn are

2 +1 +0 +0 +3  Antimagic Circle *1 unaffected, though rendered unable to

3rd +1 +1 +1 +3 Antimagic Glyph +1 . o

4 +2 1 1 +4  WardVs Undead 1 access spells, spell- like abilities, and

5t +2 +1 +1 +4  Ward vs. Aberrations +2 supernatural abilities. Dispel magic does

6" +3 +2 +2 +5 Ward vs. Fey +2 ¢ the field

7" +3 +2 42 +5  Ritual Magic +2 not remove the Held.

gth +4 +2 +2 +6  Ward vs. Outsiders +3 Two or more antimagic fields sharing

9th +4 +3 +3 +6 Scribe Scroll +3

e s s . +7  Improved Ritual Magic . any of the same space have no effect on
each other. Should a creature be larger
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than the area enclosed by the barrier, any part of 1t that hes
outside the barrier is unaffected by the field.

To create an Antimagic Circle, the character must draw the
circle on an immobile surface such as a floor or a parking
lot. The Arcane Student must remain inside the circle
for the circle to function, and if the markings within
the circle are defaced or destroyed, the circle

ceases to function. An Antimagic Circle may have

a diameter up to a maximum of twice the Arcane
Student’s class level, in yards.

Antimagic Circle takes 1 minute

per yard of diameter to construct.

Antimagic Glyph

At 3" level, the Arcane Student gains

the ability to create small antimagic fields

centered on objects rather than locations.

By drawing an Antimagic Glyph (Craft

(Writing) DC 15) on an object, the

Arcane Student causes that object to

behave as though it were inside an

Antimagic Circle. This makes the

object immune to spells and spell-

like abilities, as well as causing any

enchantments laid upon the object

to fail. This immunity is extended

to any person or creature holding

the object. The warded object may

not be larger than the Arcane

Student’s class level cubed, in

feet, nor can it be placed on an

object smaller than two square

inches. The glyph lasts until

the markings are defaced or

destroyed.
Ward vs. Undead

At 4% level, the Arcane Student
can create a ward that affects any
undead creature (that is, any creature
belonging to the Undead subtype.
See Chapter 11: Hellspawn for more
information on the various subtypes.) This
ward can be created as either a circle or a
glyph.
e Circle vs. Undead: This ward prevents
any undead, including vampires and
ghosts, from entering the circle of his
own free will. If forced to touch the object
(such as being dragged into it), the undead

takes 3d6 damage from the circle upon entering,

and each turn that the undead remains within

it. The circle is created by the same means as

an Antimagic Circle, and is subject to the same

limitations.

° Glyph vs. Undead: This glyph protects
an object from undead, including vampires and
ghosts. An undead cannot touch an object warded
in this fashion of his own free will. If forced to
touch the object (such as being stabbed with

a warded knife), the undead takes 3d6
damage from the ward, in addition
to any damage that the weapon
deals. Damage from a warded
object ignores Damage Reduction,
Regeneration, and Fast Healing. The
glyph is created by the same means as
an Antimagic Glyph and is subject to

the same limitations.

Ward vs. Aberrations
At 5% level, the Arcane
Student can create a Ward vs.
Aberrations. This ward functions
exactly as a Ward vs. Undead,

except it affects aberrations.

Ward vs. Fey
At 6" level, the Arcane Student
can create a Ward vs. Fey. This ward
functions exactly as a Ward vs.
Undead, except it affects fey. Note
that this ward affects elves and their

descendants, such as half- elves.

Ritual Magic
At 7" level, the Arcane Student learns
to harness diverse magical effects via
rituals. Through extensive study and
research, the Arcane Student may learn
several complex and elaborate rituals
with an almost unlimited number of
applications. Researching a ritual takes
1 week per spell level, and requires a
Research check at DC 25 + spell level.
A character may take 10 or 20 on this
roll. This check is made at the end of the
Research period, so it is entirely possible to
waste several weeks looking into a particular
ritual for nothing. Increasing the Research
DC may reduce research time. Simply add 1
to the Research check DC for each day of research time

reduced to a minimum research time of three days. Once
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a spell 1s located, an Arcane Student may add 1t to their
archives and never need research it again, unless some odd
circumstance prevents the Arcane Student from copying
the ritual, or his notes are somehow destroyed.

Casting time for any ritual is one hour per spell level.
0-level spells take 30 minutes to cast. Casting a ritual
requires a Knowledge (Arcana) check DC 25 + spell level.
A character may take 10 on this roll, but may not take

20. Failing this check by 10 or more often results in dire
consequences, as the mystical energy being channeled by
the Arcane Student goes awry. This can cause any effect
from direct damage dealt to the character (and any allies
unfortunate to be near him at the time) to summoning an
angry demon. The exact effects of ritual failure are left for
the GM to decide.

It is important to note that any spell in ritual form will
require the same components (Verbal, Somatic, Material,
Focus, XP costs, etc.) as the normal spell. An Arcane
Student may not cast any spell that he does not meet the
Intelligence requirement to cast. An Arcane Student may
only cast Arcane spells. Divine spells, which require faith
to perform, may not be replicated (though spells that
appear in both lists may be used.)

The Difficulty Class for a saving throw against the Arcane
Student’s spell is 10 + the spell’s level + the Arcane

Student’s Inte]]igence modifier.

Ward vs. Outsiders

At 8" level, the Arcane Student gains the ability to create a
Ward vs. Outsiders. This ward functions exactly as a Ward
vs. Undead, except it affects outsiders, including angels

and demons.

Scribe Scroll

At 9" level, the Arcane Student gains the ability to Scribe
Scrolls. Note that an Arcane Student may only scribe a
scroll for a spell that he has in his archives. For scribing
scrolls, or any item creation feat, consider the Arcane
Student’s class level to be his caster level. For details
regarding scroll creation, see Chapter 10: Magic and
Spells.

Improved Ritual Magic

At 10" level, the Arcane Student becomes far more
efficient with Ritual Magic. Research moves much more
quickly, taking only 1 day per spell level. Research time
may now be reduced to 1 day by adding to the DC of

the Research Check (as above). Casting time for Ritual
Magic is also greatly decreased, becoming 30 minutes per
spell level, or 15 minutes for a O-level spell. This reduced
casting time also applies to any rituals already in the
Arcane Student’s archives.

-
DBRUISER
Description
The Bruiser makes his way with his fists. Perhaps a victim
of a hard knock life, a child of the streets, or simply a

sadist who enjoys hurting others, the Bruiser is a physical,

combat oriented character. Of course, the dark and
violent nature of the world of Contagion offers several
opportunities for people to learn to rely on their fists to
solve problems.

Many Bruisers begin their lives faced with mundane
difficulties. Perhaps as a child they were victims of
schoolyard bullies, or lived on the border between two
hostile gang’s territories. Regardless, the Bruiser defends
themselves, or others, and survives on prowess and

wits. Things do not change much for these folks when

the minions of Hell enter their lives. Gang bangers are
replaced with vampires and zombies, but the score remains
the same. Fight to win or roll over and die. Bruisers
choose to fight. Tooth and nail, if necessary.

A Bruiser is very likely to come from an underprivileged
or criminal background. The rich and secure rarely have
the opportunity to hone the fighting skills and attitude
required to be a Bruiser. A Bruiser can be a criminal thug,
a poor kid trying to make his way in the world, a self styled
vigilante, or even a schoolhouse bully. Many Bruisers fit
more than one of these stereotypes.

Suggested Occupations: Athlete, Blue Collar, Criminal,
Law Enforcement, Military, and Rural.

Hit Die

d10

Contagion Points

Bruisers gain a number of Contagion Points equal to 5 +

their character level at 1" level and every time they attain a

new level in this class.

Class Skills

The Bruiser’s class skills (and the key ability for each skill)
are: Climb (STR), Craft (any) (INT), Handle Animal
(CHA), Jump (STR), Knowledge (Current Events, Popular
Culture, Streetwise, Tactics) (INT), Profession (WIS),
Repair (INT) and Swim (STR).

Skill Points at 1" Level: (3 + INT modifier) x4

Skill Points at Each Level: 3 + INT modifier

Class Features

The following are class features of the Bruiser:

Simp]e Weapons Pr(ficiency
The Bruiser receives the SimpleWeapons Proficiency feat free

at 1% level.
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Table: Bruiser

Base
Attack FORT REF WILL

Level Bonus Save Save Save Claﬁ_s Features.
1 +1 +1 +0 +0 Pushing the Limit

e +2 +2 +0 +0 Bonus feat

31 +3 +2 +1 +1 TKO

AL +4 T2 =1l 3l Bonus feat

St +5 +3 +1 +1 Can of Whup Ass
6 +6 +3 2 T2 Bonus feat

7" +7 +4 +2 +2 Beyond the Limit
gt +8 +4 +2 +2 Bonus feat

9t +9 +4 +3 +3 Room Sweeper
[0 +10 5 3 aF 3] Bonus feat

DEF

Bonus
+1

+2
+2
+3
+3
+3
+4
+4
+5
+5

Pushing the Limit

At 1% Level, the Bruiser can push him or himself to make
an extreme effort. The effort must relate to either a
Strength check or a Strength-based skill check. You must
decide to use this ability before making the check.

The effort requires a full-round action and provides

a 12 bonus on the check. With the expenditure of a
Contagion Point, this bonus may be doubled to + 4.

TKO

At 3" level, the bruiser can throw a haymaker that
will easily knock out lesser opponents. The Bruiser
declares a target for the TKO and takes a —4 penalty
to his Defense for the round. On the Bruiser’s
action, he may then attack normally with either
unarmed combat or a bludgeoning weapon. If

the attack is successful, it automatically knocks
unconscious any target with fewer HD than

the Bruiser does. The target is considered

to have suffered a total HP loss in subdual

damage (though no Fortitude checks

are required). If the target’s HD are

equal or greater than the Bruiser’s

is, the attack is considered to do

double damage. In the case of a

critical hit, the total is figured

as normal, and then

doubled. This damage

is always considered

subdual. TKO is a full

round action.

Can qubup Ass

By 5" level, the Bruiser has
mastered the fine art of beating the
crap out of his opponents. This ability

is reflected in all hand to hand and melee combat. The
Bruiser receives a +2 bonus on all melee and hand-to-hand

damage.

Beyond the Limit
At 7" Level, the Bruiser can perform incredible
acts of strength. This functions exactly like
Pushing the Limit, except that the effort requires
a full-round action and provides a +4 bonus
to one Strength check.
Like Pushing the Limit,
spending a Contagion
Point doubles the effects
of this ability, providing
a + 8 bonus to the
check.

Room

S weeper
At 9
Level, the

Bruiser
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becomes adept at highting multiple opponents at once.
With Room Sweeper, the Bruiser receives a number of
extra attacks equal to the Bruiser’s Strength modifier each
round which can be used on ANY character within the
Bruiser’s threatened area, regardless of whether or not
the character is provoking an attack of opportunity. If no
characters are within the Bruiser’s threat area, this ability

does not activate.

Bonus Feats
At 2nd 4t gt 8t and 10% level, the Bruiser gains a bonus
feat. This feat must be selected from the following list, and

the Bruiser must meet any prerequisites.

ArchaicWeapons Proficiency, Athletic, Body Combat, Brawl,
Cleave, Combat Martial Arts, Combat Reflexes, Frightful Presence,
Hearty Brawler, Great Cleave, Improved Brawl, Improved

Combat Martial Arts, Improved Damage Threshold, Improved
Knockout Punch, Knockout Punch, Power Attack, Streetfighting,
Supernatural Strike, Toughness, Weapon Focus

BYSTANDER

Description

The Bystander class represents the average Joe. Anyone

who does not fall into one of the other classes can easily be
a Bystander. Many characters in the world of Contagion
are simply normal people dragged into the machinations of
the Hellspawn.

Whether you are a cheerleader for a high school football
team, a dockworker, an EMT, or a police officer, you

can easily fit into the Bystander class. Focusing on the
acquisition of skills, this class makes diversity its largest
benefit.

Of course, Bystanders are often in over their heads, lacking
understanding of the evil that they come to face, and
fearful of the truth. They are normal people sucked into a
War they want nothing to do with.

Suggested Occupations: Any.

Hit Die

dé

Contagion Points

The Bystander receives a number of Contagion

Points equal to 5 + their character level at 1*
level and every time they attain a new level in

this class.

Class Skills

The Bystander can choose any ten skills to be
class skills, with the exception of Spellcraft
(which a Bystander may learn by taking the
Arcane Skills feat (see Chapter 7: Feats).

Skill Points at 1** Level: (6 + INT modifier) x4

Skill Points at Each Level: 6 + IN'T moditier

Class Features

The following are the
class features of the

Bystander class:

Versatility

As indicated above, the
Bystander class may
choose any 10

skills (except
Spellcraft) as

class skills.
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Hit Die

Table: Bystander
Base
Attack FORT REF WILL

Ifgvel Bonus Save Save Save Class Features
e +0 +0 40 +1
3 il +0 +0 +2 Versatility 1

N +2 +1 41 42
‘Sﬁh +2 +1 41 43 Versatility 2
o +3 +1 41 43
i +3 +2 +2 +4 Versatility 3
2 +4 +2 42 44
o +4 ==7) 257 =E5 Versatility 4
Lo +5 +3 43 45

+6 +3 +3 +6 Skill Bonus

d6
DEF [ Contagion Points
Boi_nous Casanovas gain a number of Contagion Points
+0 equal to 5 + their character level at 1** level and
I} every time they attain a new level in this class.
2 Class Skills
+3 The Casanova’s class skills (and the key ability
+3 for each skill) are: Bluff (CHA), Diplomacy
I;l (CHA), Disguise (CHA), Drive (DEX), Gather
Information (CHA), Knowledge (all but Arcana,

Furthermore, the Bystander may add two new class skills
to his list of class skills at 2"/, 4", 6" and 8" level (giving
a Bystander 12 class skills at 2™ level, 14 at 4™ level, and

so on.) These skills do not include the class skills that a

character receives from a starting Occupation.

Skill Bonus

At 10" Level, the Bystander receives a permanent +2
bonus to all skill checks involving any of his/his class skills.
This ability reflects the massive experience gained by

normal people over the years.

CASANDVA

Description

The Casanova class uses deception, seduction, and trickery
to achieve their goals. Often relying on sex as a tool, and
honeyed words as weapons, the Casanova makes his way
through the world of Contagion on the backs of those
weak enough to succumb to his temptations.

Many Casanovas are beautiful and they know it. They learn
early in life that desire is a means to an end, and they never
seem to develop moral issues about using others. Whether
it is climbing the corporate ladder, getting a record deal,
or distracting a security guard so his associates can slip
past, the Casanova knows his talents and uses them to peak
effect. Because of this knack for manipulation, Casanovas
who discover the truth tend to think that they can get away
with manipulating Hellspawn, using them as they would
anybody else. Often this backfires, and costs the Casanova
his life or soul, but occasionally these wily types can
outsmart even the devil.

Casanovas can come from any background, but many

have used their talents to elevate themselves to fame,
fortune and power, which is not difficult when you possess
the ability to sway those around you and the emotional
detachment to use it.

Suggested Occupations: Celebrity, Creative, Dilettante,
Entrepreneur, Student, and White Collar.

Earth and Life Sciences, Physical Sciences, and
Tactics) (INT), Listen (WIS), Profession (WIS), Sense
Motive (WIS), Spot (WIS).
Skill points at 1* level: (5 + INT modifier) x4
Skill Points at Each Level: 5 + INT modifier

Class Features

The Casanova receives the following class features:

Simple Weapon Proficiency
The Casanova receives SimpleWeapons Proficiency free at 1%

level.

Charm

At 1" Level, the Casanova gets a bonus on all Charisma-
based skill checks made to influence members of the
opposite gender. (Or those of the same gender whose
sexual orientation would predispose them to finding the
Casanova attractive.) The bonus is equal to the character’s

Casanova level.

Silver Tongue

At 2" level, the Casanova develops a knack for deception
and flirtation. With this ability, he applies 2 his or his
Casanova level, rounded down, as a bonus on any Bluff or
Diplomacy checks the character makes while attempting
to lie, cheat, seduce, or otherwise bend the truth. If

conditions are appropriate, this bonus may stack with

Charm.
Flirt’s Favor

At 4" level, the Casanova has the ability to acquire minor
aid from anyone he could Charm. By batting his eyes,
smiling and showing off his dimples, or even leaning
forward to reveal a bit of cleavage, the Casanova can use
their flirtatious ways as a commodity. By making a Flirt’s
Favor check, a Casanova can gain important information,
acquire the loan of equipment or documents, gain access
to otherwise restricted areas, or receive other minor
assistance in the course of an adventure.

A Casanova must sirnply engage the target in
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conversation to activate this character’s tavor bonus, equal to the character’s Casanova
talent. To make a favor level. The GM sets the DC based on the scope of the favor
check, rollad20  being requested, and the amount of time spent interacting
and add the with the target. The DC ranges from 10 for a simple favor,
with only a round or two of interaction to as high as 30
for formidable and highly dangerous, expensive, or illegal
favors, which may take hours, if not days to negotiate
(though for obvious reasons, the highlights should be role-
played and the rest simply summarized.). This DC may
be reduced by 5 points at GM discretion by particularly
provocative flirtations, although abusing this tactic could
backfire, as some people find such forwardness to be
distasteful. In such a case, add +5 to the DC. A Casanova
cannot take 10 or 20 on this check, nor can the character
retry the check for the same (or virtually the same) favor.
Favors should help advance the plot of an adventure. A
favor that would enable a character to avoid an adventure
altogether should always be unavailable to the character,
regardless of the result of a favor check.
The GM should carefully monitor a Casanova’s use of
favors to ensure that this ability is not abused. The GM may

disallow any favor deemed disruptive to the game.

Dazzle

A 6" level Casanova has the ability to Dazzle a target

through sheer force of personality, a winning smile, and

flirting. The target must have an Intelligence score of

3 or higher to be susceptible to a Dazzle attempt, must

be a valid target for Charm, must be within 30" of the
Casanova, and must be able to see, hear, and understand
the Casanova.
To Dazzle a target, the Casanova must use an attack action
and make a Charisma check (DC 15), adding his or his
Casanova level as a bonus. If the Charisma check succeeds,
the target can try to resist.
The target resists the Dazzle attempt by making a Will
saving throw (DC 10 + Casanova’s class level + Casanova’s
CHA bonus). If the save fails, the target receives a —3
penalty on attack rolls, ability checks, skill checks, and
saving throws for a number of rounds equal to the

character’s Casanova level.

Captivate

An 8% level Casanova has the ability to temporarily beguile

a target using words and bearing. The target must meet all

the requirements listed under Dazzle to be susceptible to

Captivate.
To Captivate a target, the character must use an attack
action and make a Charisma check (DC 15), adding his
or his Casanova level as a bonus. If the Charisma check

succeeds, the target can try to resist.
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Bonus kFeats

Table: Casanova
Base

Attack FORT REF WILL
Level Bonus Save Save Save Class Features
1 +0 +1 +1 +0 onus feat, Charm
2 +1 +2 +2 +0 Silver Tongue
3rd +1 +2 +2 +1 Bonus feat
4t +2 +2 +2 +1 Flirt’s Favor
5th +2 +3 +3 +1 Bonus feat
6" 43} 43} 43 SF2 Dazzle
Al +3 +4 +4 +2 Bonus feat
e +4 +4 +4 +2 Captivate
9th +4 +4 +4 +3 Bonus feat
10" +5 +5 +5 T3 Homewrecker

At 1%, 3™ 5% 7% and 9% level the Casanova

receives a bonus feat. These feats must be

DEF
qu_rbus chosen from the following list, and the Casanova
+1 must meet all the prerequisites of the feat to
I} select it:
12 Alertness, Attentive, Deceptive, IronWill, Personal

+2 Firearms Proficiency, Point Blank Shot, Precise Shot,

I; Run, Trustworthy, and Windfall.

5 | GLERGY

Description

The target resists the captivation attempt by making a Will
saving throw (DC 10 + Casanova’s class level + Casanova’s
CHA bonus). If the saving throw fails, the Casanova
becomes the target’s sole focus. The target pays no
attention to anyone else for 1 round. This focusing of the
target’s attention allows other characters to take actions
of which the captivated target is unaware. The effect ends
immediately if the target is attacked or threatened.

A Casanova can concentrate to keep a target captivated for
additional rounds. The Casanova concentrates all his or his
effort on the task and the target gets to make a new Will
save each round. The effect ends when the character stops

concentrating, or when the target succeeds on the save.

Homewrecker

At 10" level, the Casanova becomes so skilled at discerning
what people want that they can now transcend many of the
limitations placed on their previous class features. Sexual
orientation ceases to be an obstacle to the Casanova who
has progressed this far. They are simply so alluring that
people will find themselves having thoughts and responses
that they would never have under normal circumstances.
At this point, the Casanova is also able to seduce with far
less effort. So long as the target of Charm, Flirt’s Favor,
Dazzle, or Captivate can either see or hear the Casanova,
they become a valid target. Furthermore, the Casanova
no longer needs to be in the target’s presence, though
must still be able to interact freely with the target (such
as during a phone call or Internet chat) unless they have
used Charm, Flirt’s Favor, and Captivate on the target
previously, and have used at least one of these on the
target within the past 24 hours. If these requirements are
met, any of the aforementioned abilities may be used over
videotape or other prerecorded medium. The rolls are
resolved when the target views the material in this case.
The target must still have an Intelligence of at least 3 and
be able to understand the Casanova for Homewrecker to

function.

The Clergy class represents those rare people
in the world of Contagion who have unwavering faith in
God. Far beyond simply showing up at church on Sunday
and dropping a few bucks in the collection plate, these
men and women truly believe in God’s word and God’s
way. Their direct connection to the Lord gives them the
power to work miracles in his name, though no Clergy
would be presumptuous enough to take personal credit for
God’s work.

Clergy are not always associated with the church. In

fact, the opposite is more often the case. Anyone who

has true, pure faith can become a member of the Clergy.
These people are healers and guardians, and often oppose
Hellspawn in a slightly indirect fashion. They shepherd the
weak. They try to undo Hellspawn corruption wherever
they discover it.

Clergy can be virtually anyone. Workers at soup kitchens,
missionaries, street preachers, and ordained priests are all
possibly members of the Clergy class. Their kind work and
peaceful ways combined with unwavering faith in God give
them the tools needed for this class.

Suggested Occupations: Academic, Blue Collar, Creative,
Doctor, Emergency Services, Novitiate, Religious, Rural,
and Student.

Alignment
Lawful Good

Race

Clergy may only be human. If a racial change should occur,
the character will lose all Clergy class features, and may
not atone to retrieve them. Their connection to God has
been severed.

Hit Die

dé

Contagion Points

Clergy gain a number of Contagion Points equal to 6 +
their character level at 1** level and every time they attain a

new level in this class.
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_Table: Clergy
Base

Attack FORT REF WILL
Level Bonus Save Save Save
1 +0 +2 +0 +2
2n| +1 +3 +0 +3
3 +l +3 +1 +3
4th +2 +4 +1 +4
> +2 +4 +1 +4
& i +5 +2 +5
7 +3 +5 +2 +5
i ik +6 +2 +6
o t +6 +3 +6
10 +5 +7 +3 +7

Spells Known by Level
DEF
Class Features 0 1%t 27 31d 4t 5th Bopus
Turn Undead 32— — +1
ura 4 2 @ — — — — +1
4 3 1 e — +2
) 5 3 2 +2
Potent Turning 5 3 9 1 +3
5 3 3 [ +3
Intense Aura 6 4 3 14
6 4 3 2 [ +4
6 4 4 3 1 — +5
Immaculate
Aura 6 4 4 3 2 1 +5

Class Skills

The Clergy’s class skills (and the key ability for each
skill) are: Concentration (CON), Decipher Script (INT),
Diplomacy (CHA), Drive (DEX), Treat Injury (WIS),
Knowledge (History) (INT), Knowledge (Theology and
Philosophy) (INT), Perform (Oration) (CHA), Research
(INT), and Spellcraft (INT)

Skill Points at 1* Level: (3 + INT modifier) x4

Skill Points at Each Level: 3 + INT modifier

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

Spells

A Clergy casts divine spells, which are drawn from the

Clergy spell list. Like other spellcasters, a Clergy only
knows a certain number of spells, determined by level, as
stated in Table: The Clergy.

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

Clergy meditate or pray for their spells. Each Clergy must
choose a time at which he must spend 1 hour each day

in quiet contemplation or supplication to maintain his
communion with God and retain the ability to cast spells.
If the Clergy fails to meet this requirement, he loses the
ability to cast spells until the requirement is met. The
Clergy must also adhere to a strict code of conduct. Sin
and vice are anathema to the divine power accessed by
the Clergy. If the Clergy should commit an act outside
his or his religious doctrine or Alignment dictates, he
loses the ability to cast spells until they atone for their
transgression (see Ex-Clergy, below).

NOTE: Clergy receive a number of Spells Known per
level. There is no restriction on the number of times

that a Clergy may cast a spell per day. So long as the

Clergy fulfills the above requirements, he may cast

spells as often as is needed. Clergy cast Divine spells and
may learn any spell designated asa Clergy spell in the
spell description (sce Chapter 10: Magic and Spells)

provided he meets the prerequisites.

Turn Undead (Su)

At 1" level, the Clergy has the power to affect undead
creatures by channeling the power of his faith through his
holy symbol. A Clergy may attempt to turn an unlimited
number of times per day. A Clergy with 5 or more ranks in
Knowledge (Religion) gets a +2 bonus on turning checks.
How Turning Works

A Clergy can turn undead as an attack action. Doing

so does not provoke an attack of opportunity. A Clergy
must present his holy symbol to make a turning attempt,
holding it in one hand in such a way that it is visible to the
creatures he wants to affect.

Range

The Clergy turns the closest turnable creature first. He
cannot turn creatures that are more than 60’ away or that
have total cover.

Turning Check

First, roll a turning check to determine how powerful a
creature you can turn. This is a Charisma check (1d20 +
CHA modifier). Table: Turning shows the Hit Dice of the
most powerful creature you can affect, relative to your
Clergy level. With a given turning attempt, you can’t turn

Ta(l;]li‘eTZmIIzéésult HD of Creatures Turned

0 or lower Level 4
=3 Level —3

46 Level —2

7-9 Level —1

10-12 Level +0
13-15 Level +1
16-18 Level +2
19-21 Level +3

22 or higher Level +4
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any creature whose Hit Dice exceeds the result of your
turning check.

Turning Damage

If your turning check result is high enough to let
you turn at least some of the undead creatures
within 60’, roll 2d6 and add your Clergy

level and your Charisma modifier to the

result to determine turning damage. That is
how many total Hit Dice of undead creatures
you can turn on this attempt.

You may skip over already turned creatures that
are still within range so that you don’t waste your
turning capacity on them.

Effect and Duration of Turning

Turned creatures flee from the Clergy by the
best and fastest means available to them. A
turned creature flees for 10 rounds (1 minute).
If it cannot flee, it cowers (can take no actions,
—2 penalty to Defense).

If the Clergy moves to within 10’ of a cowering
turned creature, it overcomes the
turning and can act normally.

(The Clergy can be standing

within 10’ of the creature

without breaking the

turning effect; he just can’t

approach any closer to the

creature.) The Clergy can

attack a turned and

cowering

creature

with

ranged

attacks

from

more than 10" away, and

others can attack in any

fashion, without breaking the turning

effect.

Destroying Undead

If the Clergy has twice as many

Clergy levels (or more) as the undead

has Hit Dice, he destroys any creature

that he would normally turn.

Aura (Ex)

At 2" level, a Clergy develops
a particularly powerful Aura
corresponding to his alignment.
In other words, he sticks out

like a sore thumb. Hellspawn will

notice his faith, and make a WILL save (DC 15) or either
be filled with fear (50% chance) or rage (50% chance)
at the presence of the holy. A Clergy can be
detected and recognized as such by an
evil creature with a Spot check (DC
= 20 - the Clergy’s level) anywhere
within the creature’s line of sight. A
creature afflicted with fear suffers a
—4 penalty to all skill checks, saving
throws and attack rolls. A creature
affected by rage must make a Will
save (DC 10+ Clergy level) to
resist attacking the Clergy

immediately.

Potent Turning
At 5% level, the Clergy
receives the Potent
Turning ability. This
ability allows the
Clergy to turn
an additional 3dé6
Hit Dice worth of
Undead.

Intense Aura (Ex)
At 7% level, the Clergy’s
Aura becomes purer. The
Clergy has grown closer
to God and this reflects
in his Aura. It also scares
the bejesus out of undead
and the like, increasing the
chances of the Aura inducing
fear in the unholy who
observe it. The Intense Aura
functions as does Aura, but
the chances are 60% to
induce fear and 40% to

induce rage.

Immaculate Aura (Su)
At 10" level, the Clergy
is awe inspiring in his
conviction. His Aura
percentages change to
80% chance to induce fear
and 20% chance to induce

rage.

Ex-Clergy
A Clergy who grossly violates

the code of conduct required by
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God (and his Ahgnment) loses all spells and

class features. He cannot thereafter gain levels Table: PaganB
. ase
as a Clergy until he atones. Atonement can Attack FORT REF WILL Syae
take several forms, and it is ultlmately at GM %gvel Bonus Save Save Save Class ee%tures Bonus
discretion to determine when a failed Clergy has o +0 +2 +1 +1 RZEESkee&n dead +1
. . . . s +1 +3 +2 +2 +1
paid sufficient penance to regain God’s favor. 3(: +1 +3 9 +>  Bonus feat . +
. ; 4th +2 +4 +2 +2 Combat (;astlng +2
@ W i 3 5 +2 +4 +3 +3 Brew Potion +3
o g 6" 43 +5 +3 +3 Bonus feat +3
Description gi +3 45 44 4q  Discenlic T
The Pagan class represents mystics who gain their o +4 +6 +4 +4 Bl(i::ls flel:tlans +4
. .. +4 +6 +4 +4 +5
power through worship of deities other than God. 1o* 43 +7 45 4+5  Empower Spell 43

Nature worshippers, shamans, and Wiccans all fall
within the realm of the Pagan class. In the world
of Contagion, Pagans access power unfettered to Heaven
or (usually) Hell.

Most Pagans come from older cultures, or at the very
least emulate their ways. A Native American learning

the medicine of his people, an Aboriginal shaman, or

a Celtic priestess can all easily fit into the Pagan class.
Pagans are often very staunch in their beliefs, and difficult
to sway from their chosen methods. Hellspawn often

find them frustrating to attempt to manipulate. Some
clever Hellspawn have taken to impersonating figures of
Pagan lore in an attempt to sway them. This tactic is very
effective, and many a Pagan has found themselves duped
into the service of demonic forces.

Pagans tend to live on the fringes of western society, yet
maintain very central roles within their own. Medicine
men, wise women and psychics are all examples of Pagans.
Suggested Occupations: Adventurer, Athlete, Apothecary,
Creative, Doctor, Hedge Wizard, Novitiate, Rural, and
Student.

Hit Die

d8

Contagion Points

Pagans gain a number of Contagion Points equal to 6+

their character level at 1** level and every time they
advance a level in this class.

Class Skills

The Pagan’s class skills are as follows: Concentration
(CON), Craft (Chemical, Pharmaceutical, Visual Arts)
(INT), Diplomacy (CHA), Gather Information (CHA),
Knowledge (Art, Behavioral Sciences, Earth and Life
Sciences, Theology and Philosophy) (INT), Perform (Act,
Dance, Sing, Stand Up) (CHA), Profession (WIS), Sense
Motive (WIS), Sleight of Hand (DEX), Spellcraft (INT),
Spot (WIS), Treat Injury (WIS)

Skill Points at 1* Level: (5+INT modifier) x4

Skill Points at Each Level: 5 + INT modifier

Class Features

The following features pertain to the Pagan class:

Spells

The Pagan class may cast spells due to their belief in the

“old ways”. A Pagan’s selection of spells is quite broad,
reflecting the wide variations in traditional beliefs that do
not fall within the Judeo-Christian purview. The Pagan
begins play knowing four O-level spells (cantrips/orisons)
and two 1" level spells. At each level, the Pagan gains

one or more new spells as indicated on Table: Pagan Spells
Known). These spells can be common spells chosen from
the Pagan spell list or they can be unusual spells of the
Pagan’s own devising.

The Pagan is limited to casting a certain number of spells
of each level per day, but need not prepare those spells in
advance. Sufficiently high Charisma scores may increase
the number of spells that may be cast per day.

A Pagan may use a higher-level slot to cast a lower-level
spell. However, the Pagan may only learn new spells upon

gaining a level in the Pagan class.

}’bble: Pagan Spells Known SEEEal
agan eV
g 0 1 st 51% 31"? h slll
Level
1% 4 2 — — — —
D 5 2 — — — —
rd 5 3 1 — — —
b 6 3 2 g —
5t 6 4 2 1 — —
i 7 4 B 2 — —
70 7 5 3 2 1 —
g 8 5 4 3 2 —
gth 8 5 4 3 2 1
10t 9 5 5 4 3 2
Table: Pagan Spells Per Day
Pagan Spell Level
Level 0 fIE PR B 4t 5th
1% 5 3 — — — —
e 5 4 — — — —
3rd 6 4 2 — — —
44 6 5 3 — — —
5 6 5 3 2 — —
6h 7 5 3 3 — —
7h 7 6 4 3 2 —
i 7 6 4 3 3 —
th 7 6 4 4 3 2
10t 8 7 5 4 4 3
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I'he Ditficulty Class for a saving throw against the
Pagan’s spell is 10 + the spell’s level + the Pagan’s
WIS modifier. The Pagan doesn’t acquire his spells
from books or scrolls, nor does he prepare them
through study. Instead, he meditates or prays for
his spells, receiving them through

his own strength of faith or as

divine inspiration. The Pagan

must spend one hour each

day in quiet contemplation or

supplication to regain his daily

allotment of spells. Time spent

resting has no effect on the Pagan’s

spell preparation. In addition, the

Pagan receives bonus spells based

on his Charisma score, as shown

on the chart in Chapter 3:

Abilities. A Pagan may learn any

spell designated as a Pagan spell in the spell
description (see Chapter 10: Magic and
Spells) provided he meets the prerequisites.

Rebuke Undead

Starting at 2™ Jevel, the Pagan gains the
supernatural ability to affect the undead,

such as zombies, skeletons, ghosts,

and vampires in a manner similar to

Clergy. However, the Pagan’s skills

lie in the realm of commanding and

rebuking the undead through mystical

power, as opposed to turning them.

Furthermore, the Pagan affects undead

as if he were a Clergy of one level lower

than his current Pagan class.

A Pagan may rebuke, command or bolster the
undead. He may destroy the undead if of sufficient
levels. He cannot dispel the turning of a Clergy.

A Pagan’s ability to rebuke undead functions exactly
as a Clergy, except that creatures that would be
turned are rebuked instead, and those that would be
destroyed can be commanded or destroyed (Pagan’s
choice).

Rebuke Undead

A rebuked creature cowers as if in awe (can take no
actions, —2 penalty to Defense) for 10 rounds.
Command Undead

A commanded creature falls under the mental control
of the Pagan. The Pagan can give mental orders to a
commanded creature as an attack action. The Pagan
can command any number of creatures whose total Hit

Dice don’t exceed his Pagan level -1. He may voluntarily

relinquish command 1n order to
establish command on different
creatures.
Bolster Undead
A Pagan may bolster creatures
against turning effects
in advance. He makes
a turning check as if
attempting to rebuke
them, but the Hit
Dice result becomes the
creatures’ effective Hit
Dice as far as turning is
concerned (provided the
result is higher than the
creatures’ normal Hit Dice).
This bolstering lasts for 10 rounds.

Simp]e Weapon Prgﬁciency
The Pagan receives SimpleWeapons
Proficiency free at 1™ level.

Combat Casting
At 4™ level, the Pagan becomes adept
at casting spells during combat. He gets
a t4 bonus to Concentration checks
made to cast a spell while on the

defensive.

Brew Potion
At 5™ level, the Pagan can create
potions, which carry spells
within themselves.
For rules on the creation of
potions and other magic items, see

Chapter 10: Magic and Spells.

Discern Lie
At 7" Level, the Pagan develops the
ability to gauge whether another
character is telling the truth by reading
facial expressions and interpreting
body language. The Pagan must be able
to see and hear (but not necessarily
understand) the individual under
scrutiny.
The Pagan can determine whether
a spoken statement is true or
false with a successful Sense
Motive check opposed by the
subject’s Bluff check or DC 10,

whichever is greater.
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Turn or Rebuke Humans

Starting at 8" level, the Pagan Table: Rake -
gains the supernatural ability Attack FORT REF WILL DEF
to affect humans, allowing him Level Bonus Save Save Save Class Features ) Bonus
dth buk I +0 +0 +2 +0 Sneak Attack +1d6, Trapfinding +3
to command them, as Rebuke ond +1 +0 +3 +0 Bcitem +4
Undead, or drive them off in 3": +2 +1 +3 +1 Sneak Attack +2d6, Trap Sense +1 +4
. ) 4 +3 +1 +4 +1 Uncanny Dodge +5
the fashlon'(?f the Clergy s’Turn st +3 + 4 1 Sneak Attack £3d6 e
Undead ability. The Pagan’s 6 +4 +2 +5 +2  Trap Sense +2 16
. 7% +5 +2 +5 +2 Sneak Attack +4d6 +6
Alignment does not affect the - e e s +2 Improved Uncanny Dodge S
type of effect he has on humans. 9th +6 +3 +6 +3 Sneak Attack +5d6, Trap Sense +3 +7
The ability does not affect 10" i +3 i +3  Special Ability +8

humanoids or other creatures.

Unlike other turning abilities,

the Pagan must spend a Contagion Point to turn or rebuke
humans.

A Pagan may turn, rebuke, command or bolster humans.
He cannot destroy the targeted humans with this ability,

nor can he dispel the turning of another individual.

Empower Spell

At 10" level, the Pagan learns to cast spells to greater
effect. All variable, numeric effects of an empowered spell
are increased by one-half. An empowered spell deals half
again as much damage as normal, cures half again as many
hit points, affects half again as many targets, as appropriate.
Spells without random variables are not affected. An
empowered spell uses up a spell slot two levels higher

than the spell’s actual level. Therefore, a Pagan can only

empower 0, 1%, 2" or 3" level spells.

Bonus Feats
At 1%, 3, 6" and 9" level, the Pagan gets a bonus feat.
The bonus feat must be selected from the following list,

and the Pagan must meet all of the prerequisites for the
feat to select it.

Alertness, Archaic Weapons Proficiency, Armor Proficiency (Light),
Attentive, Craft Magic Arms and Armor, Craft Rod, Craft Wand,
Craft Wondrous Item, Creative, Dodge, Educated, Empower
Turning, Endurance, Exotic Melee Weapons Proficiency, Forge
Ring, Fortune, Guide, Improved Damage Threshold, Improved
Natural Healing, Improved Turning, Scribe Tattoo, Stealthy,
Trustworthy, and Windfall.

RAKE

Description

The Rake class represents those who make their way
through thievery, trickery, and gambling. These con artists
often walk the world of Contagion in self-serving

bliss until some faction of the War drops into their lives
unexpectedly, often destroying well-laid plans.

The Rake is a master of his craft. Many rakes are cat

burglars, fences, and assassins for hire. Rakes tend to be
the wildest of the wild cards in the War, often holding

to no ideology save their own, and choosing sides in any
conflict based on personal morals, not doctrines of good
and evil. Hellspawn tend to target Rakes for manipulation
because they are good at what they do and (at least the
Hellspawn believe) easily manipulated.

Rakes tend to be criminals, though not all criminals are
thugs by any means. Insider traders, frauds, and computer
hackers can be Rakes as easily as burglars and gangsters.
Suggested Occupations: Adventurer, Blue Collar, Criminal,
Entrepreneur, and White Collar.

Hit Die

dé

Contagion Points

Rakes gain a number of Contagion Points equal to 4 +their
character level at 1* level and every time they attain a new

level in this class.

Class Skills

The Rake’s class skills (and the key ability for each skill)
are Appraise (INT), Balance (DEX), Bluff (CHA), Climb
(STR), Craft (Any) (INT), Decipher Script (INT),
Diplomacy (CHA), Disable Device (INT), Disguise
(CHA), Escape Artist (DEX), Forgery (INT), Gather
Information (CHA), Hide (DEX), Jump (STR), Listen
(WIS), Move Silently (DEX), Perform (CHA), Profession
(WIS), Search (INT), Sense Motive (WIS), Sleight of Hand
(DEX), Spot (WIS), Swim (STR), Tumble (DEX)

Skill Points at 1* Level: (7 + INT modifier) x4

Skill Points at Each Level: 7 + INT modifier

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

Simple Weapon Prqﬁ'cz'ency
Rakes receive SimpleWeapons Pr(ﬁciency free at 1* Level.

Sneak Attack

If a Rake can catch an opponent when he is unable to
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detend himsell eftectively from his attack,
he can strike a vital spot for extra
damage.
The Rake’s
attack deals

extra damage any time his target would be denied a
Dexterity bonus to Defense (whether the target actually
has a Dexterity bonus or not), or when the Rake flanks his
target. This extra damage is 1d6 at 1" level, and it increases
by 1d6 every two Rake levels thereafter. Should the Rake
score a critical hit with a Sneak Attack, this extra damage is
not multiplied.

Ranged attacks can count as Sneak Attacks only if the
target is within 30,

With a sap (blackjack) or an unarmed strike, a Rake can
make a Sneak Attack that deals subdual damage instead of
lethal damage. He cannot use a weapon that deals lethal
damage to deal subdual damage in a Sneak Attack, not even
with the usual —4 penalty.

A Rake can Sneak Attack only living creatures with
discernible anatomies—undead, constructs, oozes, plants,
and incorporeal creatures lack vital areas to attack. Any

creature that is immune to critical hits is not vulnerable
to Sneak Attacks. The Rake must be able to see the
target well enough to pick out a vital spot and must be
able to reach such a spot. A Rake cannot Sneak Attack
while striking a creature with concealment or striking
the limbs of a creature whose vitals are beyond reach.
Ha[gﬁndjng
Rakes (and only Rakes) can use the Search skill to locate
traps when the task has a Difficulty Class higher than 20.
Finding a non-magical trap has a DC of at least 20, or
higher if it is well hidden. Finding a magic trap has a DC of
25 + the level of the spell used to create it.
Rakes (and only Rakes) can use the Disable Device skill
to disarm magic traps. A magic trap generally has a
DC of 25 + the level of the spell used to create it.
A Rake who beats a trap’s DC by 10 or more with
a Disable Device check can study a trap, figure
out how it works, and bypass it (with his
party) without disarming it.

Evasion (Ex)
At 2" level and higher, a Rake can avoid
even magical and unusual attacks with
great agility. If he makes a successful
Reflex saving throw against an attack
that normally deals half damage on a successful
save, he instead takes no damage. Evasion can be
used only if the Rake is wearing light armor or no
armor. A helpless Rake does not gain the benefit of

Evasion.

ITrap Sense (Ex)
At 3" level, a Rake gains an intuitive sense that

alerts him to danger from traps, giving him a +1
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bonus on Retlex saves made to avold traps and a +1 dodge
bonus to Defense against attacks made by traps. These
bonuses rise to +2 when the Rake reaches 6™ level, and to

+3 when he reaches 9" level

Trap Sense bonuses gained from multiple sources stack.

Uncanny Dodge (Ex)

Starting at 4" Jevel, a Rake can react to danger before his
senses would normally allow him to do so. He retains his
Dexterity bonus to Defense (if any) even if he is caught
flat-footed or struck by an invisible attacker. However, he
still loses his Dexterity bonus to Defense if immobilized.
If a Rake already has Uncanny Dodge from a different
source, he automatically gains Improved Uncanny Dodge

(see below) instead.

Improved Uncanny Dodge (Ex)

A Rake of 8" level or higher can no longer be flanked.
This defense denies another Rake the ability to Sneak
Attack the character by flanking him, unless the attacker
has at least four more Rake levels than the target does.

If a character already has Uncanny Dodge (see above) from
another source, the character automatically gains Improved
Uncanny Dodge instead, and the previous conditions that
grant Uncanny Dodge stack to determine the minimum
Rake level required to flank the character.

Special Abilities

On attaining 10" level, a Rake gains a special ability of his
choice from among the following options.

Crippling Strike (Ex)

A Rake with this ability can Sneak Attack opponents with
such precision that his blows weaken and hamper them. An
opponent damaged by one of his Sneak Attacks also takes

2 points of Strength damage. Ability points lost to damage
return on their own at the rate of 1 point per day for each
damaged ability.

Defensive Roll (Ex)

The Rake can roll with a potentially lethal blow to take
less damage from it than he otherwise would. Once per

day, when he would be reduced to

n order to execute his Detensive Roll—it he 1s denied
his Dexterity bonus to Defense, he cannot use this ability.
Since this effect would not normally allow a character to
make a Reflex save for half damage, the Rake’s Evasion
ability does not apply to the Defensive Roll.

Improved Evasion (Ex)

This ability works like Evasion, except that while the Rake
still takes no damage on a successful Reflex saving throw
against attacks henceforth he henceforth takes only half
damage on a failed save. A helpless Rake does not gain the
benefit of Improved Evasion.

Opportunist (Ex)

Once per round, the Rake can make an attack of
opportunity against an opponent who has just been struck
for damage in melee by another character. This attack
counts as the Rake’s attack of opportunity for that round.
Even a Rake with the Combat Reflexes feat can’t use the
Opportunist ability more than once per round.

Feat

A Rake may gain a bonus feat in place of a special ability.

SLAYER

Description

Once normal mean and women, Slayers are those select

few chosen by the forces of Heaven to act as foot soldiers
in the War. The choice is usually (though not always)
made early in the Slayer’s life, often in the final stages of
puberty. It is extremely rare that a person will become a
Slayer after more than one encounter with a Hellspawn
or supernatural creature, though this has been known to
happen on occasion. The energies that drive supernatural
creatures tend to trigger latent Slayers when the two cross
paths, and no supernatural creature can become a Slayer.
The life of a Slayer is often short and violent. Many
Slayers try to maintain a double life. Working a job or
going to school by day and fighting the forces of Hell by
night. Some few Slayers are able to maintain this balance

for a while, but Hellspawn care little for the sanctity

0 or fewer Hit Points by damage in Table: Slayer
combat (from a weapon or other Base
blow, not a spell or special ability) Attack  FORT = REF  WILL DEF
’ P P . ) Level Bonus Save Save Save Class Features Bonus
the Rake can attempt to roll with 1 +1 +2 +0 +1 Bonus feat, Detect Supernatural +1
. .1s ond +2 3 +0 +1 Supernatural Resistance +2
the damage. To use this ability, the 4
. 3rd +3 +3 +1 +2 Bonus feat
Rake must attempt a Reflex saving 4 +4 +4 1 +2  Favored Enemy +3
throw (DC = damage dealt). If the 5n +5 +4 +1 +3  Damage Bonus +3
ds. he tak Iv half 6t +6 =5 3F7) +3 Bonus feat +3
save sticceeds, he takes onry ta 7 +7 +5 42 +3  Favored Enemy 11
damage from the blowy; if it fails, he gt +8 +6 +2 +4  Damage Bonus
takes full damage. He must be aware o ne e i et Bonus feat IS
’ 10™ +10 +7 33 +5 Martyr’s Strike 5

of the attack and able to react to it
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of a dlayer’s "downtime”. Eventually, the
Slayer’s enemies will endanger any chance
of a normal existence. Knowing this, some
Slayers forgo the pleasantries of mundane
existence, devoting every moment to the
War.

Slayers can come from all lifestyles. In many
ways, they are simply Bystanders who have
been called to duty by God. Only

humans may become Slayers.

Suggested Occupations: Any.
Race

Slayers may only be human.
Upon joining the Slayer class,
the character cannot be
changed into another race.
Hit Die

di12

Contagion
Points

Slayers gain a number of
Contagion Points equal
to 6+ their character
level at 1** level and
every time they attain

a new level in this

class.
Class

Skills

The

class

skills

of the Slayer (and the
key ability for each
skill) are: Balance
(DEX), Climb (STR),
Concentration (CON)
Gather Information
(CHA), Intimidate
(CHA), Jump (STR),
Knowledge (any)
(INT), Listen

(WIS), Sense

Motive (WIS),

Spot (WIS)

Skill Points

at 1™

M

Level: (6 ¥ INT modifier) x4
Skill Points at Each Level: 6 + INT

modifier

Class Features

The class features of the Slayer are:

Simple Weapons Proficiency
At 1" level, a Slayer receives the Simple

Weapons Proficiency feat free.

Detect Supernatural
At 1" level, the Slayer gains the
ability to detect supernatural
creatures and auras. This
power may be used at will.
The Slayer simply takes a
turn to attune himself to his
surroundings and makes
a Spot check (DC 15).

If successful, the Slayer
may detect supernatural
occurrences in

his presence. This
awareness grows
sharper the longer
the Slayer keeps it
in effect, as detailed
below. Maintaining
Detect Supernatural
is a free action,
and does not require
concentration.
o 1" round: Presence or absence
of supernatural.
2" round: Number of
supernatural auras (creatures,
objects, or spells) in the area and
the power of the most potent
supernatural aura present.
e3" round: The power and
location of each aura. If an aura
is outside your line of sight, then
you discern its direction but not
its exact location.
Aura Power: A supernatural
aura’s power depends on the
type of supernatural creature
or object that the Slayer is
detecting and its HD, caster
level, or class level; see Table:

Supernatural Auras. If an aura falls
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Table: Supernatural Auras

Creature/Object
Hellspawn (excluding undead and outsiders) (HD)

Undead (including vampires and vampires suffering from
Ghuldom) (HD

Werewolves and outsiders (excluding angels) (HD)
Magic item or spell (caster level)

Aura Power

Faint Moderate Strong Overwhelming
10 or 11-25 26-50 51 or higher
lower

2 or lower 3-8 9-20 21 or higher

1 or lower 24 5-10 11 or highcr
254or P — 9th _pQ 21% or higher
lower

into more than one strength category, Detect Supernatural
indicates the stronger of the two.

Lingering Aura: An evil aura lingers after its original
source dissipates (in the case of a spell) or is destroyed

(in the case of a creature or magic item). If Detect
Supernatural is used and directed at such a location, the
awareness indicates an aura strength of dim (even weaker
than a faint aura). How long the aura lingers at this dim
level depends on its original power, indicated on Table:
Lingering Auras.

This awareness can penetrate barriers stretching in 500 in

every direction.

Table: Lingering Auras
Original Duration of Lingering Aura
Strength
Faint 1d6 rounds
Moderate 1d6 minutes
Strong 1d6x10 minutes
Overwhelming 1d6 days
Table: Slayer Favored Enemies
Aberration Construct
Elemental Fey
Giant Ghost
Humanoid Magical beast
Monstrous Ooze
Humanoid
Outsider Plant
Undead Vermin

Supernatura] ReSjStance
At 2" level, the Slayer develops a resistance to damage

from supernatural sources. Whether from

creature from among those given on Table: Slayer Favored
Enemies. The Slayer gains a +2 bonus on Bluff, Listen,

Sense Motive, Spot, and Survival checks when using these
skills against creatures of this type. Likewise, he gets a +2
bonus on weapon damage rolls and attack rolls against such
creatures.

At 7" level, the Slayer may select an additional favored
enemy from those given on the table. In addition, the
bonus against the favored enemy selected at 4% Jevel

increases by 2.

Damage Bonus

At 5" level, the slayer gains a +1 bonus to all damage rolls
(including unarmed combat, melee combat and ranged
weapons); due to the extensive combat experience he has
amassed by this point. At 8" level, this bonus increases to
+2.

Martyr’s Strike

At 10" level, the Slayer gains the ability to smite the
unnatural. By giving a bit of his own life force, the
Slayer can destroy even the most potent of supernatural
adversaries. To use this power, the Slayer takes 1d6
damage, and then must make a touch attack against the
chosen supernatural creature. If successful, the creature
must make a Fortitude save DC 25 or die. Undead and
other creatures that are normally immune to Fortitude
saves must still make this save. If the creature makes this
save, it still suffers 5d6 points of damage, though the Slayer

will take an additional 1d6 damage in this event.

a werewolf’s claws, a vampire’s fangs or a Table:Tagrant
Pagan’s spell, the Slayer is considered to Base
have Damage Reduction equal to his Slayer Attack FORT REF WILL DEF
level x 2 1 f 1 Lgvel Bonus Save Save Save Class Features Bonus
evel x .Versus.a sour.ces of supernatura lntd 0 o o 0 Panhandle +0
damage (including magic weapons). grd +1 +0 +0 +0  Wherever I May Roam +0
This protection is so sensitive to the 4th | = = =l bl
, +2 +1 +1 +1 +1
supernatural, that the Slayer’s Supernatural SZ +7 +1 +1 +1  Odd Jobs +9
Resistance will even soften punches and gﬂ, +3 +2 +2 +2 +2
. +3 +2 +2 +2 I P +3
kicks from a supernatural creature. 83: 4 +9 49 ) pnoctot Tresenee 43
9
Favored Enem 10™ o O . o
y +5 +3  +3 43 Survivor +5

At 4" Jevel, a Slayer may select a type of
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Bonus Feats

The Slayer receives bonus
feats at 1*, 3", 6" and
9 Jevel. The Slayer

may select any

feat provided
he meets the

prerequisites.

VAGRANT

Description

The Vagrant class represents the
homeless and downtrodden in the world
of Contagion. Vagrants are down on
their luck, poor, and live off the streets.
This unique environment tends to place
them in the shadows. They are often found
in parts of town that the citizenry would
like to forget. Of course, these areas are
also the primary battlegrounds upon
which the War is fought.

The Vagrant class is easily the most
likely to encounter Hellspawn

carrying out their evil deeds. Many
creatures prey on the homeless. For

a very long time, the Vagrants of

the world put up little resistance.

Over the past few years, however,

that resistance has began to gain
strength. The “worthless street

trash” are joining the War, and

fighting back like never before.

Maybe Heaven is intervening,
encouraging these poor souls

to become warriors. Perhaps

it is a simple matter of

people who have nothing to

lose protecting their one

relatively safe place

to sleep. Regardless

of the motivations

mnvolved, the Vagrants are no longer playing doormat to
the armies of Hell.
Now if the rest of the world would stop looking at
the poor, pathetic bums as if they were crazy
every time they mentioned flesh-eating
demons. ..
Suggested Occupations: None
Hit Die
dé
Contagion Points

A Vagrant receives a

number of Contagion
Points equal to 3 +
their character level at
1** level and every time
they attain a new level

in this class.

Class Skills
The class skills of the
Vagrant (and the key
ability for each skill) are:
Bluff (CHA), Diplomacy
(CHA), Forgery (INT),
Hide (DEX), Knowledge
(Streetwise) (INT), Handle
Animal (CHA), Move
Silently (DEX), Search (WIS), Spot
(WIS), Listen (WIS).
Skill Points at 1* Level: (4 + INT
modifier) x4
Skill Points at Each Level: 4 + INT

modifier

Class Features

The following are the class features of the

Vagrant:

Panhandle

At 1" level, the Vagrant learns how to
get money from people by begging. To
use Panhandle, the Vagrant must spend 1
hour in a well-populated area and make
a Panhandle Check (Charisma modifier +
Vagrant level) at DC 15. Success grants the
character ten dollars, with an additional
ten dollars for every 5 points by which the
Vagrant exceeded the Panhandle check DC
(so a check result of 25 on the Panhandle check
would equal 30 dollars). Failure might earn the
Vagrant a dollar or two. Failing this check by 10 or
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more will result in the police belng alerted and the Vagrant

either run off or arrested.

Wherever 1 May Roam

At 2" level, the Vagrant gains the ability to acclimate
exceptionally well to his surroundings. Once a Vagrant has
spent 1 hour in a specific location (an area no larger than
four city blocks in size) he receives a +2 circumstance
bonus to all Hide, Listen, Move Silently, Search, and

Spot checks made within the designated area. This bonus
remains as 10ng as the Vagrant remains in the area, and 1
day per Vagrant level after the Vagrant leaves, should they

leave and come back.

Odd Jobs

At 5% level, the Vagrant develops a knack for locating
Odd Jobs that can earn him a quick buck. By making

a Panhandle Check (DC 20) the Vagrant can typically
find someone who needs a car washed, a lawn mowed,

a package delivered, etc. The GM is the final arbiter of
what jobs are available and how much money is gained
from a particular job, though the Vagrant may attempt to
haggle with the person hiring them (usually requiring a
Diplomacy check). A Vagrant must have an appropriate
skill, or at the very least be able to make an unskilled

check to complete an Odd Job successtully.

IHHOCUOUS Presence

At 7% level, the Vagrant has mastered the fine art of being
unobtrusive. Upon gaining this ability, it is assumed that
the Vagrant is simply ignored by those around him unless
he takes specific action to draw attention to himself (such
as entering combat, trying to walk into a guarded building,
begging, etc.). Gang bangers will leave him alone,
commuters will simply walk by him, and vampires will
even consider him beneath eating. He is not invisible, just
beneath everyone’s notice. This ability is useful in keeping
the Vagrant out of trouble, and grants a permanent bonus
to the Vagrant’s Hide and Move Silently checks equal to
half of the character’s Vagrant level, rounded up.

Survivor

By 10" Level, the Vagrant has spent so much time in harsh
conditions that he has grown accustomed to things that
normal people would grow ill, or perhaps die, from. This
ability grants the Vagrant Energy Resistance to Cold and
Heat at 5, Low Light Vision, +10 to all Fortitude saves to
resist poison, disease, and death from exceeding Massive
Damage Threshold. These bonuses are permanent upon
achieving 10" level in the Vagrant class.

NOTE: Members of the Vagrant class may not possess a
Wealth score. They get their money as they go along,

wandering the streets. Vagrants may select an Occupation

to retlect their job before becoming destitute, but they
gain no Wealth bonus for the Occupation. If a Vagrant
should ever gain a Wealth score (through Wealth awards,
gifts, etc.) he may not advance in the Vagrant class so long
as he has a Wealth score.

MULTIGLASS
GCHARACGTERS
A character may add new classes as he progresses in levels,
thereby becoming a multiclass character. The class abilities

from all of a character’s classes combine to determine a

multiclass character’s overall abilities.

Class and Level Features

Generally, the abilities of a multiclass character are the

sum of the abilities provided by each of the character’s

classes.

Level

“Character level” is a character’s total number of levels. It
is used to determine when feats and ability score increases
are gained.

“Class level” is the character’s level in a particular class. For
a character whose levels are all in the same class, character

level and class level are the same.

Hit Points
A character gains Hit Points from each class as his or his
class level increases, adding the new Hit Points to the

previous total.

Base Attack Bonus
Add the base attack bonuses for each class to get the

character’s base attack bonus. A resulting value of +6 or
higher provides the character with multiple attacks, as
shown on Table: Multiple Attacks.

To use multiple attacks in the same round, a character
must use a full attack, which is a full-round action. For
more information on multiple attacks and how they
function, see the Combat section of Chapter 12: Rules
and Mechanics.

Saving Throws

Add the base save bonuses for each class together.

Defense Bonus
Add the Defense bonuses for each class together.

Skills

A multiclass character uses his character level to determine

the maximum ranks the character can have in a skill. If a
skill is a class skill for any of a multiclass character’s classes,
then use character level to determine a skill’s maximum

rank. (The maximum rank for a class skill is 3 + character

level.)
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When a multiclass character gains a level in a class, he
spends that level’s skill points as a member of that class.
Only that class’s class skills may be purchased as class
skills. All other skills, including skills for another class the
character has levels in, are considered cross-class skills

when ranks in those skills are purchased at this level.

Class Features

The character gets all class features (bonus feats or other

special abilities) of all classes for the levels he possesses.

Feats

All characters (multiclass or not) receive a new feat every
three character levels, regardless of individual class level.
Taking one level in a new class does not entitle a character
to receive the two feats that a beginning 1" level character

gets.

Ability Increases

All characters increase one ability score by +1 every four Base
character levels, regardless of individual class level. Attack
Adding a Second Class Bors
When a character with one class gains a level, he may Ig
choose to increase the level of his current class or pick up 49

a new class at 1% level. This could be a basic class or, if the I}?
character qualifies for it, an advanced or prestige class. 12
The character gains the 1* level base attack bonus, base +13
save bonuses, class skills, other class features of the new I}g
class, Hit Points of the appropriate die type, and the new +16
class’s number of skill points gained at each additional level I}Z
(not that number x4, as is the case for a 1* level character). +19
Picking up a new class is not exactly the same as starting +20

Table: Multiple Attacks

Additional
Attacks
at
+
+2
+3
+4
+5
+6/+1
+7/+2
+8/+3
+9/+4
+10/+5
+11/+6/+1
+12/+7/+2
+13/+8/+3
+14/+9/+4
+15/+10/+5

a character in that class. When picking up a new class, a
character does not receive maximum Hit Points but should
roll the new Hit Die.

Advancing a Level

Each time a multiclass character attains a new level, the
character either increases one of his current class levels by
one or picks up a new class at 1* level.

When a multiclass character increases one of his class
levels by one, the character gets all the standard benefits
that characters receive for attaining the new level in that
class: more Hit Points, possible bonuses on attack rolls,
Defense, and saving throws (depending on the class and
the new level), a new class feature (as defined by the class),
and new skill points.

Skill points are spent according to the class that the
multiclass character just advanced in. Skills are purchased
at the cost appropriate for that class.

In general, a character can have levels in as many different

classes as there are classes.
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Skills are perhaps one of the most important aspects of any
Contagion character. They allow you to sneak up on your
enemies (Move Silently), notice an important clue (Spot),
and fast- talk your way past the bouncer at a bar (Bluff).
Each class listed in Chapter 5: Classes emphasizes a
different set of skills and these skills improve as your
character advances in level.

U R B P Lo , B
SKiLL. SYSTEMS

Using Skills

To make a skill check, roll:

1d20 + skill modifier
| (Skill modificr = skill ranks + ability |

modifier + miscellaneous modifiers)

Skill Ranks

A character’s ranks in a skill are based on the number of
skill points the character has invested in the skill. Some
skills can be used even if the character has no ranks in

the skill; doing this is known as making an untrained skill
check.

Ability Modifier

The ability modifier used in the skill check is the
modifier for the skill’s key ability (the ability associated
with the skill’s use). The key ability of a skill is noted in

its description.

Miscellaneous Modifiers

Miscellaneous modifiers include bonuses provided by
feats and class features, and penalties such as the ones
associated with the nonproficient use of armor, among

others.

Acguiring Skill Ranks

Ranks indicate how much training or experience a
character has with a given skill. Each skill has a number

of ranks, from O (for a skill in which a character has no
training at all) to 23 (for a 20" level character who has
increased a class skill to its maximum rank). When making
a skill check, a character adds his skill ranks to the roll as

part of the skill modifier. The rules assume that a character

can always hind a way to learn any skill. However, the GM
can impose limits depending on circumstances and a given

situation.

Skill Checks

As with attack rolls and saving throws, a roll of 20 on

a skill check can threaten a critical success and a roll of
1 threatens a critical failure. For more information on
critical successes and failures, see Chapter 12: Rules
and Mechanics.

Difficulty Class
Some checks are made against a Difficulty Class (DC). The
DC is a number set by the GM (using the skill rules as a

guideline) that a character must attain to succeed.

Opposed Checks
Some skill checks are opposed checks. They are made

against a randomized number, usually another character’s
skill check result. For ties on opposed checks, the
character with the higher key ability score wins. If those

scores are the same, roll again.

Table: Example Opposed Checks

Task Skill Opposing Skill
Sneak up on someone Move Silently Listen

Con someone Bluff Sense Motive
Hide from someone Hide Spot

‘Win a car race Drive Drive

Pretend to be someone else  Disguise Spot

Steal a key chain Sleight of Hand ~ Spot

Create a fake ID Forgery Forgery

Trying Again

If a character fails on a skill check, he can sometimes try
again. Check the skill description to find out if, and under
what circumstances, a character can try again. Many skills,
however, have natural consequences for failing that must be
accounted for. Some skills can’t be tried again once a check
has failed for a particular task.

If the use of a skill carries no penalty for failure, a
character can take 20 and assume that he keeps trying until

he eventually succeeds.

Table: Difficulty Class Examples
Ly P

Difficulty (DC) Example (Skill Used)

Very easy (0) Notice something large in plain sight (Spot)

Easy (5) Climb a knotted rope (Climb)

Average (10) Hear an approaching security guard (Listen)

Tough (15) Disarm an explosive (Demolitions)

Challenging (20) Swim against a strong current (Swim)

Formidable (25) Break into a secure computer system (Computer Use)
Heroic (30) Leap across a 30-foot chasm (Jump)

Superheroic (35)

Nearly impossible
(40)

Convince the guards that even though you’re not wearing an ID badge and aren’t on their list,

they should 165 you into the uildi%g

Bluyff
Track a trained commando throug tge Fopests of Brazil on a moonless night after 12 days of

rainfall (Survival)
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Untrained Skill Checks

Generally, if a character attempts to use a skill he doesn’t
have any ranks in, the character makes a skill check as
described. The character’s skill modifier doesn’t include
skill ranks because the character does not have any. The
character does get other modifiers, though, such as the
ability modifier for the skill’s key ability.

Some skills can be used only if the character is trained in

the skill.
Favorable and Unfavorab]e Conditions

Some situations may make a skill easier or harder to use,
resulting in a bonus or penalty to the skill modifier or a
change to the skill check’s DC.

The GM can alter the odds of success in four ways to take
into account exceptional circumstances:

1. Give the skill user a +2 circumstance bonus to
represent conditions that improve performance,
such as having the perfect tool for the job, getting
help from another character, or working under
conditions that are significantly better than
normal.

2. Give the skill user a —2 circumstance penalty to
represent conditions that hamper performance,
such as being forced to use improvised tools or
possessing misleading information.

3. Reduce the DC by 2 to represent circumstances
that make the task easier, such as having a friendly
audience when making a Perform check or
searching for information on an extremely well
documented topic with a Computer Use check.

4. Increase the DC by 2 to represent circumstances
that make the task harder, such as making a
Perform check in front of a hostile audience
or searching for information on a very poorly
documented topic with a Computer Use check.

Conditions that affect a character’s ability to perform
the skill change the character’s skill modifier. Conditions
that modify how well the character must perform the
skill to succeed change the DC. Bonuses on a character’s
skill modifier or a reduction in the DC of the check have
the same result—they create a better chance for success.
However, they represent different circumstances, and

sometimes that difference is important.

Time and Skill Checks

Using a skill might take a round, several rounds, or even
longer. It might take no time at all. Types of actions define
how long activities take to perform within the framework
of a combat round (6 seconds) and how movement

is treated with respect to the activity. See the skill

description for specities on how long a skill takes to use.
In general, using a skill that requires concentration while
in close combat is dangerous. Nearby opponents can make
attacks of opportunity against a character when he lets his

guard down.

Tools

Some skill applications require the use of tools. If tools
are needed, the specific items required are mentioned

in the skill description. If the character doesn’t have the
appropriate tools, he can still attempt to use the skill, but
the character takes a —4 penalty on his check.

A character may be able to put together some impromptu
tools to make the check. If the GM allows it, reduce the
penalty to -2 (instead of —4) for using impromptu tools.
It usually takes some time (several minutes to an hour or
more) to collect or create a set of impromptu tools, and it

may require a skill check as well.

Checks Without Rolls

A skill check represents an attempt to accomplish some
goal, usually in the face of time pressure or distraction.
Sometimes, though, a character can use a skill under more
favorable conditions and eliminate the luck factor.
Taking 10

When a character is not being threatened or distracted, he
may choose to take 10. Instead of rolling 1d20 for the skill
check, calculate the result as if the character had rolled a
10 (an average roll on a d20). For many relatively routine
tasks, taking 10 results in a success.

Distractions and threats make it impossible for a character
to take 10. A character also cannot take 10 when using a
skill untrained, though the GM may allow exceptions for
truly routine activities.

Taking 20

When a character has plenty of time, is faced with no
threats or distractions, and the skill being attempted
carries no penalty for failure, a character can take 20.
Instead of rolling 1d20 for the skill check, calculate the
result as if the character had rolled a 20.

Taking 20 is the equivalent of attempting the check
repeatedly until the character gets it right. Taking 20 takes
twenty times as long as making a single check (2 minutes
for a skill that can normally be checked in 1 round).
Automatic Success

Some characters are so skilled that even when faced with
distractions and danger, there is no chance that they will
fail a given task. If the DC of a skill check is lower than the
number of ranks a character has in the skill in question, he
automatically succeeds at the task, without need of extra
time (as in Taking 10 or 20) or a skill check. Note that only

CHAPTER 6

50 O

SKILLS




a character’s ranks are used 1 determining whether he can
take an automatic success: modifiers for high ability scores,

circumstance bonuses and the like do not apply.

Aiding Another

In some situations, characters can cooperate to accomplish
a given task. One character is designated as the leader in
the effort, while the others try to aid the character in his
efforts. A character aids another by making a skill check
(DC 10). This is an attack action, and the character can’t
take 10 or 20 on this check. If the check succeeds, the
character’s ally gains a +2 circumstance bonus to apply to
his skill check to complete the task.

In many cases, a character’s help won’t be beneficial, or
only a limited number of characters can help at the same
time. The GM limits aid another attempts as he sees fit for

the conditions.

Skill Synergy

Sometimes, the GM may decide that having one skill
provides a bonus when a character uses another skill in
certain situations. The character must have at least 5 ranks
in the related skill to gain this synergy bonus, and the GM
must agree that the two skills can complement each other
in the given situation. In such cases, the character receives
a +2 synergy bonus on the skill check.

Abi]z't)/ Checks

Sometimes a character tries to do something to which no
specific skill applies. In these cases, the character makes an
ability check: Roll 1d20 and apply the appropriate ability
modifier. The GM assigns a DC, or sets up an opposed
check when two characters are engaged in a contest using
one ability against another. In some cases, a test of one’s
ability doesn’t involve luck. When two characters arm
wrestle, for example, the stronger character simply wins.

In the case of identical scores, make opposed Strength

checks.

Table: Example Ability Checks

Example Ability Check Key Ability
Forcing open a jammed or locked door Strength
Tying a rope Dexterity
Holding one’s breath Constitution
Navigating a maze Intelligence
Recognize a stranger you’ve seen before  Wisdom
Getting yourself noticed in a crowd Charisma

Modg'ﬁer Iypes and Stac]eing

A modifier provides a bonus (a positive modifier) or a
penalty (a negative modifier) to a die roll.

Bonuses with specific descriptors, such as “equipment
bonus,” generally do not stack (combine for cumulative

effect) with others of the same type. In those cases, onl

the best bonus of that type applies.

The only specific bonuses that stack are bonuses without
a descriptor (such as a simple +1 bonus), dodge bonuses,
synergy bonuses, and sometimes circumstance bonuses.
Circumstance bonuses stack only if they’re provided by
differing circumstances; if two circumstance bonuses
caused by similar circumstances apply, they don’t

stack. Specific bonuses that don’t usually stack include
competence, cover, equipment, morale, natural armor,
and size, as well as bonuses derived from magic or other
supernatural effects such as deflection, enhancement,
enlargement, haste, inherent, insight, luck, profane,
resistance, and sacred bonus descriptors. All penalties

stack, regardless of their descriptors.

SKILL
DESCRIPTIONS

Skills are presented in alphabetical order, in the following

format. Entries that do not apply to a particular skill are
omitted in that skill’s description.

Skill Description Format
Skill Name (Key Ability)

Trained Only, Armor Penalty
The skill name line and the line beneath it include the

following information:

Key Ability

The abbreviation for the ability whose modifier applies to
the skill check. Exceptions: Speak Language and Read/
Write Language have “None” given as their key ability
because the use of these skills never requires a check.
Trained Only

If “Trained Only” appears on the line beneath the skill
name, a character must have at least 1 rank in the skill

to use it. If “Trained Only” is omitted, the skill can be
used untrained. If any particular notes apply to trained or
untrained use, they are covered in the Special section (see
below).

Armor Penalty

If “Armor Penalty” appears on the line beneath the skill
name, apply the armor penalty for the armor the character

is wearing to checks involving this skill.

Check

What a character can do with a successful skill check, and
the check’s DC.

Specia]
Any particular notes that apply, such as whether a
character can take 10 or take 20 when using the skill.
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Synergy
What skill, if any, provides a synergy bonus to the check. If

this entry is absent, then no other skill provides a synergy
bonus.

Time

How much time it takes to make a check with this skill.
Try Again?

Any conditions that apply to repeated attempts to use the
skill for a particular purpose. If this entry is omitted, the
skill check can be tried again without any inherent penalty
other than taking additional time.

Untrained

Any details about using a skill untrained. If this entry
doesn’t appear, it means the skill works the same even
when used untrained, or that an untrained character
cannot make checks with this skill (true for skills that are
designated “Trained Only”).

Skill List

The following skills are used in the Contagion game
setting. This list is by no means exhaustive and should a
player wish to elect a skill not found in this chapter or not
under the purview of another skill, the GM is encouraged

to create the skill in question.

Appraise (INT)

Check

You can appraise common or well-known objects with a
DC 12 Appraise check. Failure means that you estimate the
value at 50% to 150% (2d6+3 times 10 %) of its actual
value.

Appraising a rare or exotic item requires a successful
check against DC 15, 20, or higher. If the check is
successful, you estimate the value correctly; failure means
you cannot estimate the item’s value.

A magnifying glass gives you a +2 circumstance bonus

on Appraise checks involving any item that is small or
highly detailed, such as a gem. A scale gives you a +2
circumstance bonus on Appraise checks involving any
items that are valued by weight, including anything made
of precious metals.

These bonuses stack.

with that Cratt skall.

Time

Appraising an item takes 1 minute (ten consecutive full-
round actions).

Try Again?

No.You cannot try again on the same object, regardless of
success.

Untrained

For common items, failure on an untrained check means
no estimate. For rare items, success means an estimate of

50% to 150% (2d6+3 times 10%).

Balance (DEX)

Armor Penalty

Check

The character can walk on a precarious surface. A
successful check lets the character move at half his speed
along the surface as a move action. A failure indicates that
the character spends his move action keeping his balance
and does not move. A failure by 5 or more indicates that
the character falls. The difficulty varies with the conditions
of the surface.

Being Attacked While Balancing: While balancing, the
character is flat-footed (the character loses his Dexterity
bonus to Defense, if the character has one), unless the
character has 5 or more ranks in Balance. If the character
takes damage, he must make a Balance check again to
remain standing.

Accelerated Movement: The character can try to cross

a precarious surface more quickly than normal. The
character can move his full speed, but the character takes
a —5 penalty on his Balance check. (Moving twice the
character’s speed in a round requires two checks, one for
each move action.)

The character can attempt to charge across a precarious
surface. Charging requires one Balance check ata —5
penalty for each multiple of the character’s speed (or
fraction thereof) that the character charges.

Special

A character can take 10 when making a Balance check, but
can’t take 20. A character with the Focused feat gets a +2
bonus on all Balance checks.

Time

Balancing while moving one-half the character’s speed

is a move action. Accelerated movement, allowing the

Special

A character with the Diligent feat gets a +2 bonus on
Appraise checks. _ _
Synergy Table: Narrow and Dgﬁq’cu]t Surfaces

Narrow Surface
7—12 in. wide
2-6in. wide

Less than 2 in. wide

If you have 5 ranks in any
Craft skill, you gain a +2

bonus on Appraise checks

related to items made

TAdd +5 to the DC if the narrow surface is slippery or angled; add +10 if it is both slippery and angled.

DCT Difficult Surface DC
10 Uneven or angled 10
15 Slippery surface 10
20
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character to balance while moving

his full speed is also a move _Table: Sense Motive Circumstance Modifiers
. ’ Example Modifier
action. The target wants to believe the character. -5
The bluft is believable and doesn’t affect the target much one way or the other. +0
B]L.Iﬁ(CHA> The bluff is a little hard to believe or puts the target at some kind of risk. +5
Check The bluff is hard to believe or entails a large risk for the target. +10
A Bluff check is opposed b)’ the The bluft is way out there; it is almost too incredible to consider. +20

target’s Sense Motive check

when trying to con or mislead. Favorable and unfavorable
circumstances weigh heavily on the outcome of a bluff.
Two circumstances can work against the character: the
bluff is hard to believe, or the action that the bluff requires
the target to take goes against the target’s self-interest,
nature, personality, or orders.

If it’s important, the GM can distinguish between a bluff
that fails because the target doesn’t believe it and one that
fails because it asks too much of the target. For instance,
if the target gets a +10 bonus because the bluff demands
something risky of the target, and the target’s Sense
Motive check succeeds by 10 or less, then the target didn’t
so much see through the bluff as prove reluctant to go
along with it. If the target’s Sense Motive check succeeds
by 11 or more, he has seen through the bluff, and would
have succeeded in doing so even if it had not placed any
demand on him (that is, even without the +10 bonus).

A successful Bluff check indicates that the target reacts as
the character wishes, at least for a short time (usually 1
round or less), or the target believes something that the
character wants him or her to believe.

A bluff requires interaction between the character and the
target. Targets unaware of the character cannot be bluffed.
A bluff is not the same thing as a lie. A bluff is a quick
prevarication intended to distract, confuse, or mislead,
generally only for the short term. A bluff is not intended
to withstand long-term or careful scrutiny, but rather to
momentarily deter an action or decision. Bluffs involve
attitude and body language. Bluffs often include lies, but
they usually aren’t very sophisticated and are not intended
to deceive the target for more than a few moments.

A lie, on the other hand, is a simple misrepresentation of
the facts. Body language and attitude aren’t a big part of
communication. The lie may be very sophisticated and well
thought-out, and is intended to deceive a character at least
until he discovers evidence to the contrary. A character
should not make a Bluff check every time he utters a lie.
Feinting in Combat: A character can also use Bluff to
mislead an opponent in combat so that the opponent can’t
dodge the character’s attack effectively. If the character
succeeds, the next attack the character makes against

the target ignores his Dexterity bonus to Defense (if the

opponent has one), thus lowering his Defense score. Using

Bluff in this way against a creature of animal intelligence
(INT 1 or 2) requires a -8 penalty on the check. Against a
nonintelligent creature, feinting is impossible.

Creating a Diversion to Hide: A character can use Bluff
to help him or her hide. A successful Bluff check gives the
character the momentary diversion needed to attempt a
Hide check while people are aware of the character. (See
the Hide skill)

Sending a Secret Message: A character can use Bluff to
send and understand secret messages while appearing to be
speaking about other things. The DC for a basic message is
10. Complex messages or messages trying to communicate
new information have DCs of 15 or 20. Both the sender
and the receiver must make the check for the secret
message to be successfully relayed and understood.
Anyone listening in on a secret message can attempt a
Sense Motive check (DC equal to the sender’s Bluff check
result). If successful, the eavesdropper realizes that a
secret message is contained in the communication. If the
eavesdropper beats the DC by 5 or more, he understands
the secret message.

Whether trying to send or intercept a message, a failure
by 5 or more points means that one side or the other
misinterprets the message in some fashion.

Special

A character can take 10 when making a bluff (except for
feinting in combat), but cannot take 20. A character with
the Deceptive feat gets a +2 bonus on all Bluff checks.
Time

A bluff takes at least 1 round (and is at least a full-round
action) but can take much longer if the character tries
something elaborate. Using Bluff as a feint in combat is an
attack action.

Try Again?

Generally, a failed Bluff check makes the target too
suspicious for the character to try another bluft in the same
circumstances. For feinting in combat, the character may
try again freely.

Climb (STR)

Armor Penalty

Check

With each successful Climb check, the character can

advance up, down, or across a slope or a wall or other
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steep

incline Table: Climbing Tasks
Example DC
(or even a A slope too steep to walk up. 0
Ceiling with A knotted rope with a wall to brace against. 5
A rope with a wall to brace against. A knotted rope. A surface with sizable ledges to hold on to and stand on, 10
handholds). [ ™ b ’ :
A slope is ?\urfy ittt eq%l%%é handholds and footholds (natural or artificial), such as a rough natural rock surface, 15
. t hain-link . An unknott . Pylli dangling b hands.
considered An uncven surface wit telSset a few narrow hatidholds ardfoot %]]fdléf)svlyc as & coarse r%:?ls(())lrllrry Wall'or a sheer 20
incli Jiff f: ith a f i 1 small toeholds.
ahy mchne ?Xlrofgc S St SN lrcecaflzignaﬁloalés or f%otilolds, such as a brick wall. 25
of less Overhang or ceiling with handholds but no footholds. 25
than 60°: A perfectly smooth, flat, vertical surface can’t be climbed. —
1 ’ Climbing inside an air duct or other location where one can brace against two opposite walls (reduces normal _10f
a wall is DC by 10). . .
anv incline Chmglng a corner where a character can brace against perpendicular walls (reduces normal DC by 5). gt
Y o Surface is slippery (increases normal DC by 5). +5t
of 60” or "These modifiers are cumulative; use any that apply.
steeper.
A failed weight he can lift.

Climb check indicates that the character makes no
progress, and a check that fails by 5 or more means that
the character falls from whatever height he had already
attained (unless the character is secured with some kind of
harness or other equipment).

The DC of the check depends on the conditions of the
climb. If the climb is less than 10, reduce the DC by 5.
Since the character can’t move to avoid an attack, he is flat-
footed while climbing (the character loses any Dexterity
bonus to Defense).

Any time the character takes damage while climbing, make
a Climb check against the DC of the slope or wall. Failure
means the character falls from his current height and
sustains the appropriate falling damage.

Accelerated Climbing: A character can try to climb more
quickly than normal. The character can move his full
speed, but the character takes a —5 penalty on his Climb
check. (Moving twice the character’s speed in a round
requires two checks, one for each move action.)

Making Handholds and Footholds: A character can make
handholds and footholds by pounding pitons into a wall.

Doing so takes 1 minute per piton, and one piton is needed
per 3’. As with any surface with handholds and footholds,

a wall with pitons in it has a DC of 15. In similar fashion, a
climber with an ice axe or other proper implement can cut
handholds or footholds in an ice wall.

CatchingYourself When Falling: It’s practically impossible

for a character to catch himself on a wall while falling.
Make a Climb check (DC equal to wall’s DC + 20) to do
so. A slope is relatively easier to catch on (DC equal to
slope’s DC + 10).

Special

Someone using a rope can haul a character upward (or
lower the character) by means of sheer strength. Use two

times a character’s maximum load to determine how much

A character can take 10 while climbing, but can’t take 20.
A character without climbing gear takes a -4 penalty on
Climb checks. At the GM’s discretion, certain kinds of
climbing attempts might require only a rope or some other
implement, or even just one’s hands and feet, rather than a
full set of climbing gear to avoid the penalty.

A character with the Athletic feat gets a +2 bonus on all
Climb checks.

Time

Climbing at one-half your speed is a full-round action.
Moving half that far (one-fourth the character’s speed) is a
move action. Accelerated climbing, allowing the character
to climb at his full speed, is a full-round action. A character
can move half that far (one-half his speed) as a move

action.

Computer Use (INT)

Check

Most normal computer operations don’t require a
Computer Use check (though a character might have

to make a Research check; see the Research skill
description). However, searching an unfamiliar network
for a particular file, writing computer programs, altering
existing programs to perform differently (better or
worse), and breaking through computer security are all
relatively difficult and require skill checks.

Find File: This skill can be used for finding files or data on
an unfamiliar system. The DC for the check and the time
required are determined by the size of the site on which

the character is searching.

Table: Find File

Size of Site DC Time
Personal computer 10 1 round
Small office network 15 2 rounds
Large office network 20 1 minute
Massive corporate network 25 10 minutes
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l~1nd1ng public

Table: Defeat Computer Security information on the
chcl CHSEENTIEY IDIE Internet does not fall
Minimum 20
Average 25 under this category;
Exceptional 35 I h
usually, such a task
Maximum 40 ) ¥ atas
requn‘es a Research

check. This application
of the Computer Use skill only pertains to finding files on
private systems with which the character is not familiar.
Defeat Computer Security: This application of Computer
Use can’t be used untrained. The DC is determined by
the quality of the security program installed to defend the
system. If the check is failed by 5 or more, the security
system immediately alerts its administrator that there has
been an unauthorized entry. An alerted administrator may
attempt to identify the character or cut off the character’s
access to the system.
Sometimes, when accessing a difficult site, the character
has to defeat security at more than one stage of the
operation. If the character beats the DC by 10 or more
when attempting to defeat computer security, the
character automatically succeeds at all subsequent security
checks at that site until the end of the character’s session
(see Computer Hacking, below).
Computer Hacking: When a character hacks, he attempts
to invade a site. A site is a virtual location containing files,
data, or applications. A site can be as small as a single
computer or as large as a corporate network connecting
computers and data archives all over the world—the
important thing is that access to the site connects the user
to everything within it. Some sites can be accessed via the
Internet; others are not connected to any outside network
and can only be tapped into by a user who physically
accesses a computer connected to the site.
Every site is overseen by a system administrator-the
person in charge of the site, and who maintains its security.
Often, the system administrator is the only person with
access to all of a site’s functions and data. A site can have
more than one system administrator; large sites have a
system administrator on duty at all times. A character is
the system administrator of his personal computer.
When a character hacks into a site, the visit is called a
session. Once a character stops accessing the site, the
session is over. The character can go back to the site in the
future; when he does, it’s a new session.
Several steps are required to hack into a site:
Covering Tracks: This step is optional. By making a Computer
Use check (DC 20), a character can alter his identifying
information. This imposes a —5 penalty on any attempt

made to identify the character if his activity is detected.

Access the Site: There are two ways to do this: physically or
over the Internet.
® Physical Access: A character gains physical access
to the computer, or a computer connected to the
site. If the site being hacked is not connected
to the Internet, this is probably the only way a
character can access it. A variety of skill checks
may be required, depending on the method used
to gain access.
® Internet Access: Reaching a site over the net
requires two Computer Use checks. The first
check (DC 10) is needed to find the site on the
net. The second is a check to defeat computer
security (see the Computer Use skill description).
Once a character has succeeded in both checks,
the character has accessed the site.
LocateWhatYou’re Looking For:To find the data (or
application, or remote device) the character wants, make
a Computer Use check. See Find File under the skill
description.
Defeat File Security: Many networks have additional file
security. If that is the case, the character needs to make
another check to defeat computer security.
DoYour Stuff: Finally, the character can actually do what he
came to do. If the character just wants to look at records,
no additional check is needed. (A character can also
download data, although that often takes several rounds—
or even several minutes, for especially large amounts of
information—to complete.) Altering or deleting records
sometimes requires yet another check to defeat computer
security. Other operations can be carried out according to
the Computer Use skill description.
Defend Security: If the character is the system
administrator for a site (which may be as simple as being
the owner of a laptop), he can defend the site against
intruders. If the site alerts the character to an intruder, the
character can attempt to cut off the intruder’s access (end
the intruder’s session), or even to identify the intruder.
To cut off access, make an opposed Computer Use
check against the intruder. If the character succeeds, the
intruder’s session is ended. The intruder might be able to
defeat the character’s security and access his site again, but
the intruder will have to start the hacking process all over.
Attempting to cut off access takes a full round.
One surefire way to prevent further access is to simply
shut the site down. With a single computer, that’s often
no big deal—but on a large site with many computers (or
computers controlling functions that can’t be interrupted),
it may be time-consuming or even impossible.

To identify the intruder, make an opposed Computer
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Use check aganst the intruder. It the character succeeds,
the character learns the site from which the intruder is
operating (if it’s a single computer, the character learns the
name of the computer’s owner). Identifying the intruder
requires 1 minute and is a separate check from cutting

off access. This check can only be made if the intruder is
accessing the character’s site for the entire length of the
check—if the intruder’s session ends before the character
finishes the check, the character automatically fails.

This application of the skill can be used to intercept a

cell phone conversation if the character has a cellular
interceptor. The DC is 35 or 25 if the character knows the
number of the phone that initiated the call.

Table: Computer Hacking

Scope of Alteration DC Time
Crash computer 10 1 minute
Destroy programming 15 10 minutes
Damage programming 20 10 minutes

Degrade Programming: A character can destroy or

alter applications on a computer to make use of that
computer harder or impossible. The DC for the attempt
depends on what the character tries to do. Crashing a
computer simply shuts it down. Its user can restart it
without making a skill check (however, restarting takes

1 minute).

Destroying programming makes the computer

unusable until the programming is repaired. Damaging
programming imposes a —4 penalty on all Computer
Use checks made with the computer (sometimes this

is preferable to destroying the programming, since the
user might not know that anything is wrong, and will not
simply decide to use a different computer).

A character can degrade the programming of multiple
computers at a single site; doing so adds +2 to the DC for
each additional computer.

Fixing the degraded programming requires 1 hour and a
Computer Use check against a DC equal to the DC for
degrading it + 5.

Write Program: A character can create a program to help
with a specific task. Doing so grants the character a +2
circumstance bonus to the task.

A specific task, in this case, is one type of operation with
one target.

The DC to write a program is 20; the time required is 1
hour.

Operate Remote Device: Many devices are computer-

operated via remote links. If the character has access to
the computer that controls such systems, the character can

either shut them off or change their operating parameters.

I'he DC depends on the nature of the operation. It

the character fails the check by 5 or more, the system
immediately alerts its administrator that there has

been an unauthorized use of the equipment. An alerted
administrator may attempt to identify the character or cut
off his access to the system.

Special

A character can take 10 when using the Computer Use
skill. A character can take 20 in some cases, but not in
those that involve a penalty for failure. (A character cannot
take 20 to defeat computer security or defend security.)
Time

Computer Use requires at least a full-round action. The
GM may determine that some tasks require several rounds,

a few minutes, or longer, as described on Table: Computer

Use Times.
Table: Computer Use Times
Type of Operation DC Time
Shut down passive remote 20 1 round per remote
gn&%%(g‘r)lv%caacrgsgarsea&lgtgoor locks) 25 1 round per remote
(Including motion detectors
and alarms
Reset parameters 30 1 minute per remote
Change passcodes 25 1 minute
Hide evidence of alteration +10 1 minute
Minimum security -5  —
Exceptional security +10 —
Maximum security +15 —

Concentration (CON)

Check

A character makes a Concentration check whenever he
may potentially be distracted while engaged in some action
that requires his full attention (such as making a Disable
Device or Treat Injury check, or casting a ritual or spell).
Situations such as taking damage, working in a bouncing
vehicle, or dealing with severe weather can require a
character to make a Concentration check.

If the Concentration check succeeds, the character may
continue with the action. If the Concentration check
fails, the action automatically fails (with the appropriate
ramifications, if any) and the action is wasted.

A successful Concentration check still doesn’t allow a
character to take 10 when in a stressful situation; he must
roll the check as normal.

The check DC depends on the nature of the distraction.
Special

A character can use Concentration to avoid attacks of
opportunity when attempting a skill check that normally
provokes attacks of opportunity. The DC to do so is 15.

You can also use Concentration to cast a spell, use a spell-
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Table: Concentration

Distraction

Damaged during the action’

Taking continuous damage during the action

i

%for activities requiring no more than a full-round action).
*Such as from catching on fire.

last dealt
Vigorous motion (bouncy vehicle ride, small boat in rough water, below decks in a o
torm-tossed ship, ridi h

Vhts) arts e ’e%r :%%gh \?éfliec)le ride, small boat in rapids, on deck of storm- 15
tossed shi lloping h

E(;(Stsl?aoﬁﬂ%ﬁ’ai%% ol c1)”f1§)f;[)10n (earthquake) 20
Entangled in net or snare 15
Grappling or pinned 20
Weather is a high wind carrying blinding rain or sleet 5
Weather is wind-driven hail, dust, or debris 10

Such as during the casting of a spell with a casting time of 1 round or more, or an activity that requires more than a
single full-round action. Also from an attack of opportunity or readied attack made in response to the action being taken

DC
10 + damage dealt
10 + half of continuous damage

like ability, or use a skill defensively, so as to avoid attacks
of opportunity altogether. This doesn’t apply to other
actions that might provoke attacks of opportunity.

The DC of the check is 15 (plus the spell’s level, if casting
a spell or using a spell-like ability defensively). If the
Concentration check succeeds, you may attempt the action
normally without provoking any attacks of opportunity. A
successful Concentration check still does not allow you to
take 10 on another check if you are in a stressful situation;
you must make the check normally

If the Concentration check succeeds, the character may
attempt the action normally without incurring any attacks
of opportunity. If the Concentration check fails, the
related check automatically fails just as if the character’s
concentration had been disrupted by a distraction.

The character does not provoke attacks of opportunity,
however.

This use of Concentration applies only to skill checks.

It does not apply to other actions that normally provoke
attacks of opportunity, such as movement or making
unarmed attacks.

A character with the Focused feat gets a +2 bonus on all
Concentration checks. A character with the Combat Casting
feat gets a +4 bonus on Concentration checks made to cast
a spell or use a spell-like ability while on the defensive or

while grappling or pinned.

Concentration check doesn’t require an action; it is either
a reaction (when attempted in response to a distraction) or
part of another action (when attempted actively).

If you are trying to cast, concentrate on, or direct a spell
when the distraction occurs, add the level of the spell to
the DC indicated on Table: Concentration.

Try Again?

Yes, though a success does not cancel the effects of a
previous failure, such as the disruption of an action that

was being concentrated on.

Craft (INT)

This skill encompasses several categories, each of them
treated as a separate skill: Craft (Chemical), Craft
(Electronic), Craft (Mechanical), Craft (Pharmaceutical),
Craft (Structural), Craft (Visual Arts), and Craft
(Writing).

Craft skills are specifically focused on creating objects. To
use a Craft skill effectively, a character must have a kit or
some other set of basic tools. The cost of this equipment
varies according to the particular Craft skill.

To use Craft, first decide what the character is trying to
make and consult the category descriptions below. If the
character can afford the items needed, make the Craft
check against the given DC for the object in question. If
the character fails the check, he does not make the object,

and the raw materials are wasted (unless otherwise noted).

Time Generally, a character can take 10 when using a Craft skill
Making a

Table: Crafting Acids

Purchase Craft DC

Type of Acid Cost Acid Base Time

Mild (1d6/1d10) ' 580 15 10 1 min.

Potent (2d6/2d10) $120 20 15 30 min.

Concentrated (3d6/3d10) $160 30 20 1 hr.

"The dice rolls in parentheses are typical splash damage/immersion damage caused per round of exposure to the acid.
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to construct an object, but can't take 20 (since doing so
represents multiple attempts, and the character uses up
the raw materials after the first attempt). The exception

is Craft (Writing); a character can take 20 because the
character does not use up any raw materials, thus incurring

negligible ruined materials.

Craft (Chemical) (INT)

Trained Only

Check

This skill allows a character to mix chemicals to create
acids, bases, explosives, and poisonous substances.

Acids and Bases: Acids are corrosives substances. Bases
neutralize acids but do not deal damage. A base of a certain

type counteracts an acid of the same type or a less potent

type.

Explosives: Building an explosive from scratch is
dangerous. If the Craft (Chemical) check fails, the raw
materials are wasted. If the check fails by 5 or more, the
explosive compound detonates as it is being made, dealing
half of its intended damage to the builder and anyone else
in the burst radius.

If the check succeeds, the final product is a solid material,

about the size of a brick. An explosive compound does not

Table: Crafting Explosives

Type of Purchase  Craft
Explosive " Cost DC Time
Improvised (1d6/5”) $60 10 1 round
Simple (2d6/57) $120 15 10 min.
Moderate (4d6/107) $160 20 1 hr.
Complex (6d6/15”) $200 and up 25 3 hr.
Powerful (8d6/20) 25 30 12 hr.
Devastating (10d6/25") 30 35 24 hr.
"The figures in parentheses are typical damage/

burst radius for each type of explosive.

include a fuse or detonator. Connecting a fuse or detonator
requires a Demolitions check.

Poisonous Substances: Solid poisons are usually ingested.
Liquid poisons are most effective when injected directly
into the bloodstream. Gaseous poisons must be inhaled
to be effective. Table: Crafting Poisons summarizes the
characteristics of various poisons.

Save DC: The Difficulty Class of the Fortitude save to
negate the effects of the poison.

Initial Damage: The damage a character takes immediately
upon failing his Fortitude save.

Secondary Damage: The damage a character takes after 1
minute of exposure to the poison if the character fails a

second saving throw. Ability score damage is temporary,

Table: Crafting Poisons
Save Initial Secondary Purchase Craft

ke mgbed 15 TeMVES Rareass Prige Rewione B e
Atropine Injury 13 1d6 DEX 1d6 STR $30 Restricted 14 1 hr.
Belladonna (plant) Injury 18 1d6 STR 2d6 STR $140 Licensed n/a n/a
Blue vitriol Injury 12 1d2 CON 1d2 CON $30 Restricted 9 1 hr.
Blue-ringed octopus venom Injury 15 1d4 CON 1d4 CON $140 Licensed n/a n/a
Chloral hydrate Ingested 18 1d6 DEX Uncons. $120 Restricted 28 8 hr.
Chloroform’ Inhaled 17 Uncons. 1d3E) e $90 Restricted 24 4 hr.

) 1%3 hours .
Curare (plant) Injury 18 2d4 DEX 2d4 WIS $150 Restricted n/a n/a
Cyanide Injury 16 1d6 CON 2d6 CON $150 Military 31 15 hr.
Cyanogens Inhaled 19 1d4 DEX 2d4 CON $120 Military 28 8 hr.
DDT Inhaled 17 1d2 STR 1d4 STR $90 Licensed 20 4 hr.
Knockout gas Inhaled 18 1d3 DEX Uncons. $120 Restricted 26 8 hr.
Lead arsenate (gas) Inhaled 12 1d2 STR %gég\- }(1:(8{\? $60 Restricted 17 2 hr.
Lead arsenate (solid) Ingested 12 1d2 CON 1d4 CON $60 Restricted 18 2 hr.
Mustard gas Inhaled 17 1d4 CON 2d4 CON $120 Military 26 8 hr.
Paris green (gas) Inhaled 1 1d2 CON 1d4 CON $90 Restricted 20 4 hr.
Paris green (solid) Ingested 14 1d4 CON 1d4 CON $90 Restricted 24 4 hr.
Puffer poison (fish) Injury 13 1d6 STR Paralysis $130 Licensed n/a n/a

) 2d? minutes .
Rattlesnake venom Injury 12 1d6 CON 1d6 CON $120 Licensed n/a n/a
Sarin nerve gas Inhaled 18 1d4 CON 2d4 CON $150 Mlegal 30 15 hr.
Scorpion/tarantula venom Injury 11 1d2 STR 1d2 STR $120 Licensed n/a n/a
Strychnine Injury 19 1d3 DEX 2d4 CON $90 Restricted 23 4 hr.
Tear gas Inhaled 15 Nauscated — $90 Restricted 21 4 hr.
VX nerve gas mhaled 22 1H6CBYE  2d6cOoN  s2500 Mlegal 42 48hr
TChloroform gives off vapor that causes unconsciousness. Applying chloroform to an unwilling subject requires a successful grapple
ﬁ}}%?l(czr%(tiaFﬁnpoisons can’t be made with the Craft skill. Instead, such a poison must be obtained by extracting it from the creature in
question.
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unless marked, in which case the damage 1s

permanent ability drain. Unconsciousness lasts
for 1d3 hours, and paralysis lasts 2d6 minutes.
Purchase Price: The cost to obtain the raw
materials to create the poison, or to purchase
one bottle of solid or liquid poison or one high-
pressure cylinder of gaseous poison. A bottle

holds four doses, while a cylinder holds enough

_Tabie: Crafting Mechanical Bevices

Type of Mechanical Device Purchase

gEI)Z(P%nples) Cost DC Time

51}11.1 wire trap) $5 15 1 hr
erate

%er;zglne component, light armor) $120 20 12hr
plex

Elautomoblle engine, 9mm autoloader handgun) $1600 25 24 hr.

dvanced
sJEt englne) $2000 30 60 hr.

gas to fill a 10’ radius area.

Restriction: The restriction rating for the poison,
if any, and the appropriate black market purchase cost
modifier. Remember to apply this modifier to the purchase
cost when buying the poison on the black market.

Craft DC: The DC of the Craft check to create a quantity of
the poison.

Time: The amount of time required for the Craft check.

If the Craft check succeeds, the final product is a
synthesized solid or liquid poison stored in a bottle
(containing 4 doses) or a gas stored in a pressurized
cylinder. When released, the gas is sufficient to fill a 10’
radius area and takes 1 round to fill the area.

Special

A character without a chemical kit takes a -4 penalty on
Craft (Chemical) checks.

Craft (Electronic) (INT)

Trained Only

Check

This skill allows a character to build electronic equipment
from scratch, such as audio and video equipment, timers
and listening devices, or radios and communication
devices.

When building an electronic device from scratch, the
character describes the kind of device he wants to
construct; then the Gamemaster decides whether the
device is simple, moderate, complex, or advanced com-
pared to current technology.

Special

A character without an electrical tool kit takes a -4 penalty
on Craft (Electronic) checks.

Craft (Mechanical) (INT)

Trained Only

Check

This skill allows a character to build mechanical devices
from scratch, including engines and engine parts, weapons,
armor, and other gadgets. When building a mechanical
device from scratch, the character describes the kind
of device he wants to construct; then the Gamemaster
decides if the device is simple, moderate, complex, or
advanced compared to current technology.

Special

A character without a mechanical tool kit takes a -4

penalty on Craft (Mechanical) checks.

Table: Crafting Pharmaceuticals

Disease FORT Purchase

Save DC DC Cost Time
14or lower 5 $150 1.

15-18 10 $200 3 hr.

19-22 15 $500 6 hr.

23 or higher 20 $1000 12 hr.

Craft (Pharmaceutical) (INT)

Trained Only

Check

This skill allows a character to compound medicinal drugs
to aid in recovery from treatable illnesses. A medicinal
drug gives a +2 circumstance bonus on Fortitude saves
made to resist the effects of a disease.

The Craft (Pharmaceutical) check is based on the severity
of the disease to be countered as measured by the DC of
the Fortitude save needed to resist it.

Special

A character without a pharmacist kit takes a -4 penalty on
Craft (Pharmaceutical) checks.

™ Table: Crafting Electronics
Type of Electronics Purchase Cr qﬁ ( Structural ) (INT)
gExamples) Cost DC Time Check
Imp e
S}lmer or detonator) $20 15 1hr This skill allows a character to build wooden,
oderate
1 fi h
gadlo direction finder, electronic lock) $120 20 12 hr. concrete, or metal structures from scratch,
omplex including bookcases, desks, walls, houses, and
Slceu,}) hone) AL ks so forth, and includes such handyman skills as
(computer) $1000 andup 30 60 hr. plumbing, house painting, drywall, laying cement,

and hni]ding cabinets
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_TabIe: Crafting Structures
Type of Structure Purchase
giniq(e};nples) Cost DC
Slil)ookcasc, false wall) $50 15
oderate
catapult, shed house deck) $300 20
mplex
S&lezgzlfceel;i domed ceiling) $1500 25
(house) $30,000 30

When building a structure from scratch, the character
describes the kind of structure he wants to construct;
then the Gamemaster decides if the structure is simple,
moderate, complex, or advanced in scope and difficulty.
Special

A character without a mechanical tool kit takes a -4

penalty on Craft (Structural) checks.

Craft (Visual Art) (INT)

Check

This skill allows a character to create paintings or
drawings, take photographs, use a video camera, or in
some other way create a work of visual art.

When attempting to create a work of visual art, the
character simply makes a Craft (Visual Art) check, the
result of which determines the quality of the work.
Unless the effort is particularly elaborate or the character
must acquire an expensive piece of equipment, the basic
components have a purchase cost of $15.

Time

Creating a work of visual art requires at least a full-round
action, but usually takes an hour, a day, or more, depending

on the scope of the project.

Table: CraftingVisual Art
Check Result  Effort Achieved
9 or lower Untalented amateur
10-19 Talented amateur
20-24 Professional
25-30 Expert
31 or higher Master

Craft (Writing) (INT)

Check

This skill allows a character to create short stories, novels,
scripts and screenplays, newspaper articles and columns,
and similar works of writing.

When creating a work of writing, the player simply makes
a Craft (Writing) check, the result of which determines
the quality of the work.

No purchase cost is necessary to use this Craft skill.
Time

Creating a work of writing requires at least 1 hour, but

usually takes a day, a week, or more, depending on the

_Tab]e: Crafting a Manuscript
Check Result  Effort Achieved
Time 9 or lower Untalented amateur
10-19 Talented amateur
12 hr. 20-24 Professional
25-30 Expert
24 hr. 31 or higher Master
60 hr.
scope of the project.
600 hr. . .
Decipher Script (INT)
Trained Only
Check

A character can decipher writing in an ancient language
or in code, or interpret the meaning of an incomplete
text. The base DC is 20 for the simplest messages, 25 for
standard codes, and 30 or higher for intricate or complex
codes or exotic messages. Helpful texts or computer
programs can provide a bonus (usually a +2 circumstance
bonus) on the check, provided they are applicable to the
script in question.

If the check succeeds, the character understands the
general content of a piece of writing, reading about one
page of text or its equivalent in 1 minute. If the check fails,
the GM makes a Wisdom check (DC 10) for the character
to see if he avoids drawing a false conclusion about the
text. (Success means that the character does not draw a
false conclusion; failure means that the character does.)
The GM secretly makes both the skill check and the
Wisdom check so the character can’t tell whether the
conclusion drawn is accurate or not.

Special

A character can take 10 when making a Decipher Script
check, but cannot take 20.

A character with the Studious feat gets a +2 bonus on all
Decipher Script checks.

Time

Decipher Script takes 1 minute or more, depending on the
complexity of the code.

Try Again?

No, unless conditions change or new information is

uncovered.

Demolitions (INT)

Trained Only

Check

Setting a simple explosive to blow up at a certain spot
doesn’t require a check, but connecting and setting a
detonator does. In addition, placing an explosive for
maximum effect against a structure calls for a check, as

does disarming an explosive device.

Set Detonator: Most explosives require a detonator to
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a Demolitions check (DC

10). Failure means that the Table: NPC Attitudes
. . Attitude  Means
exploslve fails to g0 off as Hostile Will take risks to
p]anned, Failure by 10 or Unfriendly ~ Wishes youill
. Indifferent  Doesn’t much care

more means the explosive . .

Friendly Wishes you well
goes off as the detonator is Helpful Will take risks to

Possible Actions

Attack, interfere, berate, flee

Mislead, gossip, avoid, watch suspiciously, insult
Act as socially expected

Chat, advise, offer limited help, advocate
Protect, back up, heal, aid

hurt or avoid you

help you

being installed.

A character can make

an explosive difficult to disarm.To do so, the character
chooses the disarm DC before making his check to set the
detonator (it must be higher than 10). The character’s DC
to set the detonator is equal to the disarm DC.

Place Explosive Device: Carefully placing an explosive

against a fixed structure (a stationary, unattended

inanimate object) can maximize the damage dealt by

based on circumstances. Most of the time, the people the
heroes meet are indifferent toward them, but a specific
situation may call for a different initial attitude. The DCs
given in the accompanying table show what it takes to
change someone’s attitude with the use of the Diplomacy
skill. The character doesn’t declare a specific outcome he is
trying for; instead, make the check and compare the result
to Table: Shifting Attitudes.

exploiting vulnerabilities in the structure’s
construction.
The GM makes the check (so that the character

doesn’t know exactly how well he has done). On

Jable; Shifting Attitudes
Initia ew Attitude

. Hostile Unfriendly Ilﬁi erent Friendly Helpful
’\ttltf.lde
}o tile dal 19 or less 250 %g %g %g

en

Ing 1]& (cﬂ‘en¥ - 115 % g
Friendly or less

aresult of 15 or higher, the explosive deals double
damage to the structure against which it is placed.
On a result of 25 or higher, it deals triple damage to the
structure. In all cases, it deals normal damage to all other
targets within its burst radius.

Disarm Explosive Device: Disarming an explosive that

has been set to go off requires a Demolitions check. The
DC is usually 10, unless the person who set the detonator
chose a higher disarm DC. If the character fails the check,
he does not disarm the explosive. If the character fails by
more than 5, the explosive goes off.

Special

A character can take 10 when using the Demolitions

skill, but can’t take 20. A character without a demolitions
kit takes a -4 penalty on Demolitions checks. Making

an explosive requires Craft (Chemical). See that skill
description for details.

Time

Setting a detonator is usually a full-round action. Placing
an explosive device takes 1 minute or more, depending on

the scope of the job.

Diplomacy (CHA)

Check

A character can change others’ attitudes with a successful
check (see Table: Shifting Attitudes). In negotiations,
participants roll opposed Diplomacy checks to see who
gains the advantage. Opposed checks also resolve cases
where two advocates or diplomats plead opposing cases
before a third party.

Diplomacy can be used to influence a GM character’s
attitude. The GM chooses the character’s initial attitude

Bribery and Diplomacy: Offering money or another form
of favor can, in the right situation, improve a character’s
chances with a Diplomacy skill check. Bribery allows a
character to circumvent various official obstacles when

a person in a position of trust or authority is willing to
accept such an offering,

An illegal act, bribery requires two willing participants,
one to offer a bribe and the other to accept it. When

a character requires a bribe to render services, then a
hero’s Diplomacy check automatically fails if a bribe is not
attached to it. If a bribe isn’t required, a hero can add a
bribe to get a bonus on his skill check. This can backfire,
as some characters will be insulted by a bribe offer (their
attitude changes one step for the worse) and others will
report the hero to the proper authorities.

Special

A character can take 10 when making a Diplomacy check,
but can’t take 20. A character with the Trustworthy feat gets
a +2 bonus on all Diplomacy checks.

Time

Diplomacy is at least a full-round action. The GM may
determine that some negotiations require a longer period.
Try Again?

Generally, trying again doesn’t work. Even if the initial
check succeeds, the other character can only be persuaded
so far. If the initial check fails, the other character has
probably become more firmly committed to his position,

and trying again is futile.
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_ Disable Device A character can take 20 to open a lock or to disable a
Iable: Open Lock security device, unless the character is trying to prevent his
Lock Type DC (INT) g ) )

. tampering from belng noticed.
ggxample) 20 Trained Only ) )
edp Check Possessing the proper tools gives a character the best
i ec
ﬁ?ﬁ;ﬁ(gﬁ”e Fele9) 25 chance of succeeding on a Disable Device check. Opening
The GM makes the ] ) )
ﬁ_ome deadbolt) ] ) a lock requires a lockpick set (for a mechanical lock) or
igh quality 30 Disable Device check ) ) ) )
iness deadbol an electrical tool kit (for an electronic lock). Openin
S.ll)iuil?eccsusmca( bolt) 40 so that the character . N S
g 4 ; ) a locked car calls for a car opening kit. Disabling a
branch bank vault) doesn’t necessarily . ) . . . .
Itra-high security 50 In hether he h security device requires either a mechanical tool kit or an
! ow whether he has
(bank headquarters electronic tool kit, depending on the nature of the device.
vault) succeeded. .
If the character does not have the appropriate tools, he
Open Lock: A

character can pick
conventional locks, finesse combination locks, and bypass
electronic locks. The character must have a lockpick set
(for a mechanical lock) or an electrical tool kit (for an
electronic lock). The DC depends on the quality of the
lock.
Disable Security Device: A character can disable a security
device, such as an electric fence, motion sensor, or security
camera. The character must be able to reach the actual

device. If the device is monitored, the

takes a -4 penalty on the check.

A lock release gun can open a mechanical lock of cheap or
average quality without a Disable Device check.

Time

Disabling a simple mechanical device is a full-round action.
Intricate or complex devices require 2d4 rounds.

Try Again?

Yes, though the character must be aware that he has failed

in order to try again.

fact that the character attempted to

disable it will probably be noticed. Disguise Modifier
. . . Minor details only +5
When dlsabhng a monitored Appropriate uniform or costume +2
device, the character can prevent Disguised as different sex )
Disguised as different age category _of

his tampering from being noticed.

Doing so requires 10 minutes and an

Table: Disguise Check Modifiers

Per step of difference between the character’s age category and the disguised age
category (child, young adult, adult, middle age, old, or venerable).

electrical tool kit, and increases the

DC of the check by +10.
Traps and Sabotage: Disabling (or rigging or jamming) a

simple mechanical device has a DC of 10. More intricate
and complex devices have higher DCs. The GM rolls the
check. If the check succeeds, the character disables the
device. If the check fails by 4 or less, the character has
failed but can try again. If the character fails by 5 or more,
something goes wrong. If it’s a trap, the character springs
it. If it’s some sort of sabotage, the character thinks the
device is disabled, but it still works normally.
A character can rig simple devices to work normally for a
while and then fail

Table: Disable Security Device some time later
DeviceType DC (usually after 1d4
gExample) .
heap 20 rounds or minutes
Slhome door alarm) of use)
verage 25 :
ﬁtore security camera) SPeCIal
igh quality 30
) A character can
ﬁrt museum motion detector)
igh security 35 take 10 when
bletl?aklxglllzlgeﬂil;}l) 40 making a Disable
(motion detector at Area 51) Device check.

Disguise (CHA)

Check

A character’s Disguise check result determines how good
the disguise is. It is opposed by others’ Spot check results.
Make one Disguise check even if several people make Spot
checks. The GM makes the character’s Disguise check
secretly so that the character is not sure how well his
disguise holds up to scrutiny.

If the character doesn’t draw any attention to himself,
however, others don’t get to make Spot checks. If the
character comes to the attention of people who are
suspicious, the suspicious person gets to make a Spot
check. (The GM can assume that such observers take 10
on their Spot checks.)

The effectiveness of

the character’s disguise _Tab]e:Familiarjt)/ Bonus
depends, in part, on how || Familiarity Bonus
h the ch . Recognizes on sight +4
much the character 1s Friend or associate +6
attempting to change his Close friend +8
Intimate +10
appearance.
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It the character 1s impersonating a particular individual,
those who know what that person looks like automatically
get to make Spot checks. Furthermore, they get a bonus
on their Spot checks.

Usually, an individual makes a Spot check to detect a
disguise immediately upon meeting the character and
each hour thereafter. If the character casually meets many
different people, each for a short time, the GM checks
once per day or hour, using an average Spot modifier for
the group (assuming they take 10).

Special

A character can take 10 or take 20 when establishing

a disguise. A character without a disguise kit takes a -4
penalty on Disguise checks. A character with the Deceptive
feat gets a +2 bonus on all Disguise checks. A character
can help someone else create a disguise for him or her,
treating it as an aid another attempt.

Time

A Disguise check requires 1d4 x10 minutes of preparation.

The GM makes Spot checks for those who encounter

the character immediately upon meeting the character
and again each hour or day thereafter, depending on
circumstances.

Try Again?

No, though the character can assume the same disguise
again later. If others saw through the previous disguise,
they are automatically treated as suspicious if the character

assumes the same disguise again.

Drive (DEX)

Check

Routine tasks, such as ordinary driving, do not require

a skill check. Make a check only when some unusual
circumstance exists (such as inclement weather or an

icy surface), or when the character is driving during

a dramatic situation (the character is being chased or
attacked, for example, or is trying to reach a destination
in a limited amount of time). When driving, the character
can attempt simple maneuvers or stunts. See Chapter 12:
Rules and Mechanics, Driving a Vehicle, for more
details.

Special

A character can take 10 when driving, but can’t take 20.
Time

A Drive check is a move action.

Try Again?

Most driving checks have consequences for failure that

make trying again impossible

Lscape Artist (DEX)

_721ble: Escape Artist

Armor Penalty Restraint DC
Check Ropes Opponent’s
Make a check to escape DEX check
from restraints or to Net +2%)0
squeeze through a tight Handcuffs 35

Tight space 30
Space. Grappler Opponent’s
For ropes, a character’s grapple check
Escape Artist check
is opposed by the

Dexterity check result of the opponent who tied the
bonds. Since it’s easier to tie someone up than to escape
from being tied up, the opponent gets a +20 bonus on his
Dexterity check.

For a tight space, a check is only called for if the
character’s head fits but his shoulders do not. If the space
is long, such as in an airshaft, the GM may call for multiple
checks. A character can’t fit through a space that his head
doesn’t fit through.

A character can make an Escape Artist check opposed by
his opponent’s grapple check to get out of a grapple or out
of a pinned condition (so that the character is just being
grappled). Doing so is an attack action, so if the character
escapes the grapple he can move in the same round.
Special

A character can take 10 on an Escape Artist check. A
character can take 20 if he is not being actively opposed

(a character can take 20 if he is tied up, even though it’s
an opposed check, because the opponent isn’t actively
opposing the character). A character with the Nimble feat
gets a +2 bonus on all Escape Artist checks.

Time

Making a check to escape from being bound by ropes,
handcuffs, or other restraints (except a grappler) requires
1 minute. Escaping a net is a full-round action. Squeezing
through a tight space takes at least 1 minute, maybe longer,
depending on the distance that must be crossed.

Try Again?

A character can make another check after a failed check

if the character is squeezing through a tight space, making
multiple checks. If the situation permits, the character can
make additional checks as long as he is not being actively

opposed.

Forgery (INT)

Check

Forgery requires materials appropriate to the document
being forged, and some time. To forge a document the
character needs to have seen a similar document before.

The complexity of the document, the character’s degree
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language-dependent.) A character can take [0

™ Table: Forgery Factors
Check

Factor Modifier
DocumentType
Simple (typed letter, business card) +0
Moderate (letterhead, business form) -2
Complex (stock certificate, driver’s license) —4
Difficult (passport) -8
Extreme (military/law enforcement ID) —16
Familiarity
Unfamiliar (seen once for less than a minute) —4
Fairly familiar (seen for several minutes) +0
Quite familiar (on hand, or studied at leisure) +4
Forger has produced other documents of same type +4
Document includes specific signature —4

when making a Forgery check, but cannot take
20. A character with the Meticulous feat gets a +2

Time
- bonus on all Forgery checks. A character without
20 Eiﬁ a forgery kit takes a -4 penalty on Forgery

1 hr. checks.

4 hr. .

24 hr. Time

Forging a short, simple document takes about

1 minute. Longer or more complex documents
take 1d4 minutes per page or longer.

Try Again?

No, since the forger isn’t sure of the quality of

the original forgery.

Gather Information (CHA)

of familiarity with it, and whether the character needs

to reproduce the signature or handwriting of a specific
individual, provide modifiers to the Forgery check, as
shown below.

Some documents require security or authorization codes,
whether authentic ones or additional forgeries. The GM
makes the character’s check secretly so the character is not
sure how good his forgery is.

The Forgery skill is also used to detect someone else’s
forgery. The result of the original Forgery check that
created the document is opposed by a Forgery check

by the person who examines the document to check its
authenticity. If the examiner’s check result is equal to or
higher than the original Forgery check, the document is
determined to be fraudulent. The examiner gains bonuses
or penalties on his check as given on Table: Examining
Forgeries.

A document that contradicts procedure, orders, or
previous knowledge, or one that requires the examiner
to relinquish a possession or a piece of information,

can increase the examiner’s suspicion (and thus create
favorable circumstances for the examiner’s opposed
Forgery check).

Special

To forge documents and detect forgeries, one must be able

to read and write the language in question. (The skill is

Table: Examining Forgeries

Condition Modifier
Type of document unknown to examiner J;
Type of document somewhat known to examiner ;0
Type of document well known to examiner +4

Document is put through additional tests’
Examiner only casually Teviews the document’ -2

fCumulative with any of the first three conditions on the table.
Apply this modifier along with one of the other three whenever

appropriate.

Check

By succeeding at a skill check (DC 10) and
spending 1d4+1 hours passing out money and buying
drinks, a character can get a feel for the major news items
in a neighborhood. This result assumes that no obvious
reasons exist why information would be withheld. The
higher the check result, the better the information.
Information ranges from general to protected, and the
cost increases accordingly for the type of information
the character secks to gather, as given on Table: Gather
Information.
General information concerns local happenings, rumors,
gossip, and the like. Specific information usually relates to
a particular question. Restricted information includes facts
that aren’t generally known and requires that the character
locate someone who has access to such information.
Protected information is even harder to come by and
might involve some danger, either for the one asking
the questions or the one providing the answer. There is a
chance that someone will take note of anyone asking about
restricted or protected information.
The character can increase the amount of money used
to gather information, gaining a circumstance bonus by
effectively offering a bribe (though the process might
entail buying more expensive drinks, not necessarily
offering a character extra money). Increase the purchase
price by $25 for each +1 circumstance bonus the character
wants to add to his skill check.

Special
A character can _Table: Gather Information
take 10 when Type of Purchase
making a Gather Iégl%l;a ation Dlg Pgl; 1i8°
Information check, Specific 15 $20
b ke 2 Restricted 20 $50

ut cannot take 20. Protected 25 $200 and
A character with up

the Trustworthy feat
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gets a T2 bonus on all Gather Information checks.
Time

A Gather Information check takes 1d4+1 hours.
Try Again?

Yes, but it takes 1d4+1 hours for each check, and
characters may draw attention to themselves if they

repeatedly pursue a certain type of information.

Handle Animal (CHA)

Trained Only

Check

The time required to get an effect and the DC depend on
what the character is trying to do.

Handle an Animal: This means to command an animal

to perform a task or trick that it knows. If the animal is
wounded or has taken any ability score damage, the DC
increases by +5. If the check is successful, the animal
performs the task or trick on its next action.

“Push” an Animal: To push an animal means to get it

to perform a task or trick that it doesn’t know, but is
physically capable of performing. If the check is successful,
the animal performs the task or trick on its next action.
Teach an Animal a Trick: The character can teach an animal
a specific trick, such as “attack” or “stay,” with one week
of work and a successful Handle Animal check. An animal
with an Intelligence of 1 can learn a maximum of three
tricks, while an animal with an Intelligence of 2 can learn a
maximum of six tricks.

The character can teach an animal to obey only that
character. Any other person attempting to make the animal
perform a trick takes a —10 penalty on his Handle Animal
check. Teaching an animal to obey only the character
counts as a trick (in terms of how many tricks the animal
can learn). It does not require a check; however, it
increases the DC of all tricks the character teaches the
animal by +5. If the animal already knows any tricks, the
character cannot teach it to obey only that character.
Possible tricks include, but are not limited to, the
following.

Attack (DC 20): The animal attacks apparent enemies. The
character may point to a particular enemy to direct the
animal to attack that enemy. Normally, an animal only
attacks humans and other animals. Teaching an animal to
attack all creatures (including unnatural creatures such as
undead and other Hellspawn) counts as two tricks.

Come (DC 15): The animal comes to the character, even if
the animal normally would not do so (such as following
the character onto a boat).

Defend (DC 20): The animal defends the character (or

is ready to defend the character if no threat is present).

Alternatively, the character can command the animal to

detend a specitic other character.

Down (DC 15): The animal breaks off from combat or
otherwise backs down.

Fetch (DC 15): The animal goes and gets something. The
character must point out a specific object, or else the
animal fetches some random object.

Guard (DC 20): The animal stays in place and prevents
others from approaching.

Heel (DC 15): The animal follows the character closely,
even to places where it normally wouldn’t go.

Perform (DC 15): The animal