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he world has ... changed. Goblins ride the
subway. Dragons rule the boardrooms. Monsters .
haunt the alleys of the urban jungle. It's the dawn of a new ‘&
era—the modern world is in the midst of a transformation
and most people don't even know it. A quantum shift has
occurred in the fabric of reality; magic has suddenly
become very real, and creatures that before were only
found in fairy tales and nightmares now walk the
streets. It's the world outside your window, with a
serious twist.
URBAN ARCANA presents a campaign setting
of modern fantasy, using the d20 Modern
Roleplaying Game. Within this world, modern
knights armed with automatic weapons fight
dragons, techno-mages use computer search pro-
grams to recover spells lost to the ages, and industrious
adventurers discover new realms beneath the streets of
the cities they have lived in all their lives. Let's face it—
you always wanted to get medieval in the modern world.
How is this possible? The walls of reality have become
thinner. Fantastic creatures, powers, and items are pass-
ing into this world across a boundary known only as
“Shadow.” Some of these new arrivals are good (or, at
most, frightened and confused by this modern world)
while others are irretrievably evil. Whichever side they
fall on, they are all here to stay. You see, travel through
Shadow appears to be one way—no one has yet man-
aged to pierce the veil to see where these fantastic
creatures really come from.
As in all times of need, heroes have begun arising
to fight against evil—evil that can mix ancient
eldritch power with 21st-century technology. The
heroes, too, combine their use of modern weapons
with the growing power of magic.

Not all the heroes are human, and not every
source of evil originates beyond the veil of
Shadow. International conglomerates now offer
consulting contracts to demons and seek the
counsel of oracles before signing major deals,

for example. Likewise, the creatures of Shadow

recognize both the good and bad of their new
home, and many are willing to take up arms
against the bad.

What doesn'ti kil you
can make you stronger.

T T



The twist within a twist involves the nature of the human
mind and the interaction of Shadow. Most ordinary humans
can't fathom the things of Shadow, and so their minds translate
the fantastic and the horrifying into something more mundane.

The Ursan Arcana Campaign Setting places the traditional
fantasy races, spells, and abilities from the DuNGEONS &
DraGoNs® game into the modern world. New, fantastic threats
appear out of Shadow, and with them new powers and new
opportunities as well. Familiar fantasy opponents adapt to the
challenges of the mundane world, otherwise ordinary people
are seduced by the lure of influence and wealth promised by
arcane powers, and entirely new threats arise out of the mix-
ture of the mundane and the fantastic. More than ever this is
a world in need of heroes—you can be one of them!

WHAT’S IN THE BOOK?

Think of the Ursan ARcana Campaign Setting as a toolbox. It pro-
vides all the equipment, blueprints, and instructions you need to
transform the world outside your window into a setting for
modern fantasy adventures. With the material in this book you
can run adventures set in your home town, tell tales that occur
in any real city you've ever visited or simply heard of, or create
a fictional city that will perfectly meet the needs of your game.

Chapter One: Characters presents new starting occupa-
tions and feats designed to make it easier to create all the
various types of characters found in the Ursan ARcanA Cam-
paign Setting, along with new advanced and prestige classes
to help players and GMs create characters completely suited
to a world where fantasy and technology freely mix. There are
also rules for creating nonhuman characters, such as
dwarves, elves, drow, and half-dragons.

Chapter Two: Equipment expands the list of modem
equipment presented in the dZ0 Modern Roleplaying Game,
and includes fantasy equipment as well. In addition, it pro-
vides insight into what you might find in a police car, fire
truck, and EMT ambulance.

Chapter Three: Spells increases the number of divine
and arcane spells found in the d20 Modern game system. Also
included are rules for adapting psionic powers into spells and
a new type of spellcasting—incantations—for casting high-
level arcane and divine spells.

Chapter Four: Magic Items adds to the FX chapter in the

', 020 Modern Roleplaying Game with new and unique magic

. ‘items suited for use in the modern world. Some are ancient

items which have had their power restored to them, while

others are new creations, built to deal with adventuring in

today’s world.

_ Chapter Five: Running the Game is advice for any
;sGamemaster running an URBAN ARCANA campaign. It contains
“treasure tables, variant rules, and lots of material to help a

GM manage the setting.

Chapter Six: Organizations details some of the individu-
als and groups that populate the setting. Some are magical in
nature; others are completely mundane. Some want to protect
the world, others want to rule it, and a few are just there to
make a buck one no matter how things turn out.

Chapter Seven: Creatures details a host of modern and
mythological monsters that have been unleashed on the mun-
dane world. Some come from Shadow, while others have

always been here, and only the rising tide of magic has awak-
ened their true nature.

Chapter Eight: Locations details locations both mundane
and magical, from factories and bars to ley lines and holy
sites, providing a variety of locations for play and sufficient
information to make running adventures easy.

Chapter Nine: D&D and URBAN ARCANA contains infor-
mation on modifying monsters, spells, and items from the
Dunceons & DraGons game to fit in the URBAN ARCANA setting,
as well as additional powers and a new advanced class for
those that wish to include psionics in their games.

Chapter Ten: Adventures features a couple of ready-to-
play scenarios, including one specifically designed to kick off
an URBAN ARCANA campaign.

SHADOW

There is a wall between realities. Some call this wall Shadow.
Most of the time, Shadow keeps each reality from intruding
on the others. But on occasion the wall weakens, the barrier
between worlds frays, and the things from one universe slide
into another.

Such is the case in the Ursan Arcana Campaign Setting.
Here the world outside your window is on the receiving end of
a passageway through Shadow. The reason for this aperture
is unknown, although several theories are presented in the
sidebars that follow. The results, however, are clear—an
influx of fantastic creatures to this world and, with them, a
sudden radical increase in ambient magical capability. In
other words, magic and monsters are now quite real.

The new arrivals only dimly recall the world from which
they came. The passage through Shadow robs them of all but
the most superficial memories. They have reached this mun-
dane world with whatever they carry on their backs and a few
remembrances. They are collectively known as Creatures of
Shadow, and the various humanoid species among them are
called the Shadowkind.

Shadow Journeys

Passageways through Shadow are fleeting and can appear
anywhere without any warning, a rising tide that cannot be
predicted. The borders of Shadow seem to permeate our own
plane. There are reports of portals taking the forms of great
pools of tar, abnormally dense fog, or even waves of intense
darkness. When these effects recede they leave items or
creatures marooned in our world. Shadow often manifests in
remote, desolate locations, and these creatures enter our
world confused and alone.

The particulars of a manifestation do not seem to be at all
connected with the items or creatures that come through. The
same type of Shadow portal might admit a wave of vermin in
one manifestation, a group of monstrous humanoids in
another, and a single great beast in a third. Then there are
times when no creatures are left at all, but items are washed

The Nature of Shadow: Theory 1
“I' do not know how | came to be here. All | can say is that
| am here now. That is enough.”
Deakon, Gnome Scholar




up on these mundane shores. This could be anything from a
single glass vial filled with a colorful liquid to a sword that
glows pale blue in the moonlight. There are even occasional
reports of whole buildings (a keep, a tower, an entire castle)
appearing out of thin air.

Shadow Knowledge

Passage through Shadow alters Creatures of Shadow at a
fundamental level as they are brought “in tune” with the mun-
dane world. They gain a few abilities in the process, such as
the ability to speak local languages. But the most disconcert-
ing aspect is that the passage through Shadow has blurred
their memories.

Shadowkind refer to this phenomenon as “The Gift of
Lethe,” and it results in the dimming and outright elimination of
memories. Close details are not forgotten—name, relations,
closely held beliefs, as well as personal experiences all remain.
However, a great deal of education and raw information is
expunged—Iegends, tales, geography, politics, and other bits
of nonessential secondhand knowledge disappear forever.

As a result, an elf likely remembers her name, her family,
her profession, the nature of elven life (traditions and customs
she believed in, ancient enmities with orcs, and so on), and
the existence of magic. She likely won't remember who her
clan's leaders were (unless she was related to or worked
closely with them), the geography of her homeland, the
names of other kingdoms, or any other matters concerning the
details of her former life and world.

Many of the Shadowkind do not remember how they fell
into Shadow in the first place. Some speak of passing through
doorways, others of fog rising in the middle of the night. But
most can do no more than acknowledge that they suddenly
appeared here in this world with no memory of where they
were or what they were doing mere moments earlier.

The loss of so much knowledge has different effects on
different individuals. Some take the loss well and adapt

-

Ellict-and Deakon face a garbage toxyderm.-

The Nature of Shadow: Theory 2
The increased appearance of non-terran natives and
phenomenon on Earth is proof of the existence of not
only other dimensions but other inhabited dimensions.
Such dimensions, long theorized by scientists and
exploited by writers of popular fantasy, operate at dif-
ferent vibratory rates of reality, much like radio signals
can exist in different bandwidths. Most of the time, the
two do not interact at all.

On occasion, the frequencies come into line for short
periods, allowing bridges to form between different
worlds. Often this overlap is fuzzy and out of phase, such
that at best concepts may cross between the worlds,
which may trigger religious events and even advances in
philosophies and technologies. Should the harmonics
come more into phase, there are sightings of mysterious
creatures, odd lights, even unidentified flying objects.

Rarely, there are cases where the vibratory frequen-
cies of these parallel worlds come into synch, such that
objects and even individuals can move between the
worlds. Like one train overtaking another on parallel
tracks, individuals can move from one world to another.

| believe that we are looking at a period where
another parallel world has come alongside ours. In the
next few years, there will be an increase in sightings, an
upswing in new concepts, and even the chance of meet-
ing individuals from alternate worlds. | assume these
inhabitants to be like us, products of a similar evolution.
And | for one look forward to meeting them.

Dr. Gary Scott, in his keynote speech
“The Upcoming Fortean Revolution,” Boston, 1999
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The Nature of Shadow: Theory 3
“There is no Shadow. There is no invasion from another
dimension. There are no bogeymen and bugbears. What
we are seeing is paranoia at its finest, our primal fears
made manifest. What we are really confronting is our
own beliefs, brought into being by the strength of those
beliefs. These things are not real. They are tricks of our
own minds.”
Manfred Murray, Former Director of the
Department for Paranormal Science and Investigation

quickly to their new environment. Others seek to rebuild their
homeland, gathering together individuals of similar species,
temperament, and motivation. Still others spend their lives
trying to find a way back home, away from the madness of
our modern world.

So far, the trip through Shadow is only one-way. Those that
arrive here have no ability to return. To date, all attempts from
this side to breach the wall of Shadow via technology and
magic have failed.

From the shattered memories of various Shadowkind,
though, we have been able to assemble a picture of the world
on the other side of Shadow. It is mostly medieval in technol-
ogy, with a high level of supernatural power that we call
“magic.” A diversity of various sentient beings thrives there,
of which humanity is only one. These sentient species are
closely tied to creatures of mundane myth and lore.

MUNDANE

Our world has its fair share of all-too-human monsters. But if
you look at the world outside your window it is not awash
with beasts from legend and magical weapons. So a pivotal
question arises: If fantastic creatures are coming through
from the other side of Shadow, they must live in our cities and
walk down our streets—so why don’t we see them?

The answer is as simple as it is insidious: We do see
them—uwe just don’t notice them. And that has more to do
with the nature of the human mind than the nature of the
universe.

To most people, the world is a mundane place; ordinary,

_predictable, easily divided into categories. People generally
*, walk around in a state that can fairly accurately be referred to

. ‘as "autopilot.” They do not pay close attention to the people

or things around them. After all, why should they? Fashion is

ubiquitous, opinions are guided by mass media, people are

people. This is perfectly natural.

~ Ifyou had lunch at a restaurant yesterday, you could prob-
.':ably remember what you ate. But could you describe your
“server? If you parked your car this morning, you almost cer-

tainly remember where you parked. But can you describe the

car next to yours?

Unless something odd or strange happens, most people
interpret the world as a series of ordinary, explainable events
and pay little or no attention to the details. But what about
when something odd or strange does happen?

Say, for example, that a person sees a gang of goblins on
the rampage, or a dragon committing arson by breathing on an
apartment building. Surely that person would notice that

something odd was going on. Absolutely. But the minute the
bizarre stimulus disappears, human nature takes over.

We are assured as children that monsters don't exist. So
even when someone sees a monster, he still doesn't
remember seeing a monster. In his mind's eye he sees a
“big dog” or a “large man” or a “blur at the edge of
vision"—anything except a creature that he “knows”
doesn't exist. A magic fireball is remembered a gas leak. A
werewolf becomes a howling drunkard. The easy answer
completely papers over what really happened, and the
world continues on, blissfully ordinary.

In the URBAN ARCANA setting, we refer to the vast majority
of people, who view the world through this self-generated
veneer of normalcy, as “mundanes.”

Right Before Your Eyes

Some individuals, however, can see the oddities all around
them. They are aware. They perceive the mind flayer as a
mind flayer, the bugbear as a bugbear. They are more alert,
more observant, and more in tune with their surroundings. In
some people this is a natural state of being, in others itis a
result of having seen so much weirdness that they begin /ook-
ing for it. In any case, people who are aware have a difficult
decision to make—to accept the reality of these odd things
that no one else seems to see, or believe that they have gone
quite mad.

Those who are emotionally strong enough to handle the
truth find an amazing new world opening up before them—
dozens of new races and cultures, new belief systems, and
the power of magic become real. Of course, if they tell their
friends, neighbors, or even their families, they might wind up
ruining their lives, perhaps even being institutionalized. Such
is the irony of living in a world where “reality” is decided by
consensus.

Part of the Solution

The heroes in an UrBAN ARCANA game are generally people
who are aware of Shadowkind and the powers of magic. (It is
quite possible to play for a period of time where some or all
the heroes are unaware, but eventually they should be able to
see the rea/ world around them.) They are, in fact, usually on
the leading edge of fostering understanding between the
mundane world and the creatures of Shadow. Their actions
have great influence on just how smoothly this potentially
troubled time goes in their part of world.

Unlike almost everyone else around them (unless, of
course, they live in a Shadow community), the heroes will be
aware of Shadow. They may fight it. They may exploit it. They
may join it. But no matter whatthey do, their actions will have
a great deal of influence on what the local mundane folk
decide to do.

RECURRING SHADOWS

This is not the first time that the walls of Shadow have
thinned between our world and the next. In fact, it appears to
be a phenomenon that occurs every few centuries.

Events and people from these past “Ages of Shadow”
have worked their way into our legends of dragons and
knights, of monsters and mythology, of ghosts and demons.
Some eruptions were regional while others were global.




The Nature of Shadow: Theory 4
This is a time of testing. You can see it in the stars. You
can see it in the prophesies that are fulfilled. Creatures
of darkness, creatures of Shadow, have begun to move
into the world. This is a time of testing, a time of tribula-
tion, a time when only the pure of heart may survive.

They are here for a purpose. They are here for a
reason. They have been sent here to test us, to test our
hearts and our minds and our souls. They have been sent
by a Great Adversary who delights in challenging the
forces of good and righteousness.

Some of these creatures wear horrible masks. Some
are deceptively ordinary. Yet in all their breasts beat
hearts of maliciousness, of evil, of shadow.

Dr. Alphonse Peppys, Interfaith Network Broadcast
(syndicated), 2001

Time and again they have altered our history and the way the
mundane world thinks.

A large incursion occurred in prehistoric Greece, and left
behind tales of medusas, chimeras, and centaurs. A rise in
magic swirled around Wales and western England in post-
Roman times, and brought us the legends of Arthur and
Excalibur. The gargoyles of medieval European cathedrals
were originally based on living models.

Yet, like all tides, Shadow eventually ebbed. The people
of old allowed knowledge to be transformed into myth—the
mundane world leaching the vitality from certain practices
until they became nothing more than superstitious ritual.
The ancient Egyptians, who raised pyramids to honor rulers
with godlike power, continued to wrap their dead in bitu-
men-soaked cloth long after Shadow removed the power
that gave the practice any real function.

Legacy of Shadow

Just because Shadow waned and magic stopped working
doesn't mean that all evidence and recollection of these
events were wiped from the world. Like bits of flotsam scat-
tered on a beach at low tide, some Creatures of Shadow
have been in the mundane world during these long, dark
years. All their magic drained away, creatures like gar-
goyles and mummies fell in to deep hibernation waiting for
the day that the magic would return.

Other particularly long-lived members of Shadowkind
(dragons, celestials, and infernal creatures, just to name a
few) have even been conscious during the passing cen-
turies—indeed, several have been quite active. They have
kept track of the old sites of power, and tracked offspring
through the generations. No one knows better than they do
that there are many otherwise mundane folks in the world
whose blood pulses with an ancient power. Now that magic
is returning, the power in their genes has awakened and
they soon discover they have a powerful legacy.

Creatures are not the only Shadow remnants that have
survived the long magical draught. Ancient arcane and
divine weapons, devices, and artifacts remain, some in
museum cases, others as family heirlooms, but all
regaining their eldritch power now that magic is return-
ing to the world.

The Return of Shadow

Now another Age of Shadow is in the offing. Depending on
your own URBAN ARCANA game, the characters can see this as
a localized or a global effect. Some regions may have seen full
colonies of Shadowkind coming over. Others only experi-
enced a rise in ambient magic level and the stirrings of
ancient creatures. It is not the same everywhere, but it is hap-
pening across the country, across the globe.

The duration of a typical Age of Shadow is unknown—it
may be as short as a few years or as long as a century. This
process is as natural as the tide, waves of Shadow depositing
strange creatures on the beach of our world, perhaps even
pulling parts of our reality back in the undertow.

How long this age of Shadow will last, no one can say. But
the heroes in your game may be the deciding factor in whether
this period of history is remembered as a time of darkness ora
golden age for people and Shadowkind everywhere.

MAKING UrBanN ARCANA
YOUR OWN

This book is a toolbox and a toy box filled with the pieces nec-
essary to build and play an UrBaN ARCANA game. With this
book and the d20 Modern Roleplaying Game, you have every-
thing you need to get started. This book includes new charac-
ter classes and spells, new situations and settings, and new
magic items and monsters. It does not provide maps of the
world or any particular city. Rather, this book deals in the gen-
eralities of the URBAN ARcana Campaign Setting.

You don't need us to describe the world to you—ijust walk
to your window and look outside. The UrRBAN ARCANA setting
occupies the modern world, and there are abundant resources
you could use, and none better than your own experience.

We provide game rules for adjudicating most of the situa-
tions that are likely to occur when melding Shadow with the
mundane world. But there are still a few things that you ought
to think about before you're truly ready to play.

Global or Local?

Shadow is coming through everywhere. The first decision
before you is whether to set your game in a single location
or have the characters jet set around from one fantastic site
to another.

The Nature of Shadow: Theory 5
The old stories speak of many worlds, one built upon the
next. In each world, those who angered the Greater
Powers were destroyed, and the survivors were allowed
to progress to the next world. So say the old stories.

But | think the old worlds were not destroyed by the
Greater Powers. Rather they were allowed to continue,
and those that remained behind were allowed to learn
and hopefully change their evil ways. And, when the
Greater Powers judged them ready, one by one they
were allowed to move into the next world.

This world. Our world.

They are coming.

Daniel Two Wells, Shaman Memoirs,

Hutchinson University Press, 1997




The latter has the advantage of providing a new, exciting
location for each adventure. The heroes can find themselves
tracking skunk ape mystics in the tall grass of the Everglades,
then dealing with trolls preying on Seattle’s night life, then on
to exploring a secret city hidden beneath the Smithsonian
Institute and ruled by a powerful mummy.

On the other hand, you can stay local. If everything happens
within a single city or town, the heroes really begin to feel like
part of the world—truly involved in the setting.

Each has advantages. Which will you choose?

Home Town or New Town?

Another thing to consider is whether or not you want to set
your adventures in a real-world city (like one near where you
really live) or in a completely imaginary metropolis.

Basing a campaign on the closest large community has a
number of advantages. You can use local landmarks and per-
sonalities. You can tailor your campaign to the nature and
flavor of your community. And you can count on your players
knowing the ins and outs of the area.

Creating a new city allows you more control—the mayor
can secretly be a mind flayer without you running the risk of
being accused of turning your game into a political statement.
You can build the city according to your own needs. But city
planning is hard work, and your players are sure to want a
great deal of detail.

Of course, you could always take your hometown and
touch it up with Shadow. Things are similar here but not
exactly the same.

Setting Your Levels
Most campaigns start at low levels and work up from there.
This gives both the GM and the players the chance to become
comfortable with small challenges (goblins and orcs) before
moving up to the truly epic ones (golems, demons, and drag-
ons). There is nothing to prevent an experienced group of
players with a capable GM from leaping in at higher levels.
Regardless of the level, the URBAN ARCANA setting provides
challenges for the heroes, ranging from monster bashing to
conspiracy theories to diplomacy.

. Playing with Shadow

“Not all the heroes need to be locals; indeed, not all the heroes
- need to be human. With the GM’s permission, players can run
- ‘Shadowkind characters (using the rules found in Chapter
One: Characters).

Department-7 and URBAN ARCANA
1n the d20 Modern Roleplaying Game, we presented Depart-
“Iment-7 as a focal point for the heroes getting started in the
UrBaN ARCANA setting. (See Chapter Nine: Campaign Models
in the core rulebook.) We loosely defined the organization and
provided ideas about how it might fit into the greater game
world. In Chapter Six: Organizations of this book, we examine
Department-7 more closely. Still, you should feel free to
reconfigure Department-7 to suit your needs (or not use it at
all if it doesn't fit into your campaign ideas).

You can make Department-7 part of the local or national
government, part of a large corporation, a philanthropic trust,
a department in a major university, or even an unknown quan-

The Nature of Shadow: Theory 6
Imagine that all of the dimensions of existence reside in
a towering hotel. Each room, from the smallest hovel to
the grandest luxury suite is a different dimension. Some
of the walls between the rooms are thick and sound-
proof; no hint that anything exists on the other side of
those walls is evident. Other walls are paper thin, and
sounds spill through from one room to the other. And
some walls have doors that connect the rooms. Some-
times these doors slide open, and then the barrier
between dimensions can be breached.

Imagine that the planes of existence float in a great
ocean, and ocean called Shadow. When the tide comes
in, Shadow splashes upon the shores of our world. Like
any tide, Shadow carries flotsam and debris from other
dimensions and deposits them on our shores. The tide
has been rising, and now we've reached the point of high
tide. It's a strong tide, though, pushing just in our direc-
tion, not allowing for anything to drift back the other way.

s this an invasion? No. Neither the Shadowkind nor
the flotsam in the ocean has any choice as to where and
when it will wash up on our world. It is a natural event, a
recurring event. It signifies a time of change and great
opportunity. It heralds a time of magic. Do not let fear
overcome you. Do not be frightened by things that are dif-
ferent or strange. Not every creature of Shadow wants to
devour you, not every wave will overcome you and drown
you. But it is a time to be vigilant. It is a time to see the
world for the way it really is. It is a time to peer into the
darkness and embrace the power you find there.

Should you fear the Shadows? No. Fear the things of
this world. Crime, war, government, religion. These are
the things that should trouble you. Not the Shadows, not
the visitors from that other world. They are lost, fright-
ened, displaced. That doesn't make them evil. Yes, fear
can make them dangerous, and some enjoy bringing pain
to others, but don't allow a few to make you wrongly
judge the all.

Remember that all tides flow and ebb, and this flood
of Shadow will eventually diminish. When the waters of
magic recede and the connection seals again for another
age, what legacy will you cling to? | say to you, embrace
the Shadows. | say to you, let yourself see the magic for
what it really is. | say to you, find the power within you,
find your connection to the arcane, and rise up! You can
become better than you are. You can make a difference.
As long as you control your fear and remember that not
every Shadow hides evil and death. Some hide the light
of a new and wondrous age.

Are you ready?

Prestor Charles, Street Preacher
Any corner, any day, right now

tity. Different Department-7s will result in different styles of
play. A Department-7 that is part of the Department of
Defense responds differently to a Shadow event than one
funded by a mysterious benefactor. Regardless of the nature
of Department-7, its purpose remains as a gathering point and
home base for the heroes.
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reate characters for the URBAN ARCANA setting ' -
using the rules in the d20 Modern Roleplaying | -
Game. This chapter provides additional options for URBAN

ARcANA characters, including new feats, new starting
occupations, new species types (for players who want
to create nonhuman characters), new advanced

classes, and new prestige classes. As always,
check with your Gamemaster before creating your
. character, as some of these options might not be

available in your campaign (and there might be
other options available that aren't in this book).

new S
OCCUPTH

Characters in an URBAN ARCANA cam-
paign often have more unorthodox back-
grounds than in many other d20 Modern
settings. To create characters with
grounding in (and knowledge of) Shadow,
add the following starting occupations to

those found in Chapter One: Characters of &
the d20 Modern Roleplaying Game.

™

1_‘\

Apothecary
Apathecaries are people who study the science of
mixing chemicals, elements, and naturally occur-
ring materials together for predictable results.
They often go on to be research scientists,
Adam attempts to grapple " ¢ inventors, pharmacists, or alchemists.
groreaturciof Shadow: | Prerequisite: Age 20+.

" _-' ;' Skills: Choose three of the following

skills as permanent class skills. If a skill you
select is already a class skill, you receive a +1
competence bonus on checks using that skill.
Craft (chemical, mechanical, pharmaceutical, or
writing), Disable Device, Knowledge (arcane lore, earth
and life sciences, history, or physical sciences), Repair,
Research.

Bonus Feat: Select either Arcane Skills or Educated.
Wealth Bonus: +3.




Hedge Wizard

A hedge wizard is someone who has spent a great deal of
time studying the arcane arts without the benefit of having
any formal training or mentoring.

Prerequisite: Intelligence 10.

Skills: Choose three of the following skills as permanent
class skills. If a skill you select is already a class skill, you
receive a +1 competence bonus on checks using that skill.

Concentration, Craft (chemical or writing), Decipher Script,
Gather Information, Knowledge (arcane lore, art, earth and
life sciences, history, or physical sciences), Research.

Bonus Feat: Select either: Magical Heritage or Magical
Affinity.

Wealth Bonus: +2.

Novitiate

Novitiates draw quiet strength from their belief in a greater
power. They do not necessarily have ties to a specific religion
or denomination—their faith is enough. Some novitiates are
lay clergy, counselors, motivational speakers, social workers,
or any other position involved with helping people who have
lost hope and faith.

Prerequisite: \Wisdom 10.

Skills: Choose three of the following skills as permanent
class skills. If a skill you select is already a class skill, you
receive a +1 competence bonus on checks using that skill.

Concentration, Craft (writing), Decipher Script, Diplomacy,
Knowledge (arcane lore, art, behavioral sciences, history, or
theology and philosophy), Sense Motive.

Bonus Feat: Select either: Divine Heritage or Magical
Affinity.

Wealth Bonus: +2.

Psychic
Psychics can be people with innate, low-level psionic abilities
or simply con-artists looking to make a buck off those gullible
enough to believe their ruses. Get your GM's approval before
choosing this occupation.
Prerequisite: Age 15+.
Skills: Choose two of the following skills as permanent
class skills. If a skill you select is already a class skill, you
. receive a +1 competence bonus on checks using that skill.
Bluff, Concentration, Diplomacy, Gather Information, Intim-
- idate, Knowledge (behavioral sciences, current events, popu-
~“lar culture, or streetwise), Sense Motive.
Bonus Feat: Select either Iron Will or Wild Talent.
Wealth Bonus: +2.

- Shadow Scholar

“IShadow scholars fall into two categories—learned Shad-
owkind and mundane folk who have spent time studying
Shadow culture, magic, and other supernatural occurrences.

Prerequisite: Age 15+.

Skills: Choose three of the following skills as permanent
class skills. If a skill you select is already a class skill, you
receive a +1 competence bonus on checks using that skill.

Decipher Script, Gather Information, Knowledge (arcane lore,
art, behavioral sciences, earth and life sciences, history, physical
sciences, tactics, or theology and philosophy), Research, or add
a new Read/Write Language or a new Speak Language.

Bonus Feat: Select either Arcane Skills or Educated.
Wealth Bonus: +1.

Squire
Squires serve as assistants to warriors in hopes of learning
the skills they will need to be warriors themselves one day.

Prerequisite: Strength 13 or Dexterity 13.

Skills: Choose three of the following skills as permanent
class skills. If a skill you select is already a class skill, you
receive a +1 competence bonus on checks using that skill.

Balance, Climb, Handle Animal, Jump, Ride, Tumble.

Bonus Feat: Select either Archaic Weapons Proficiency or
Armor Proficiency (light).

Wealth Bonus: +1.

new ¢SS

The feats in this chapter supplement the feats in the d20
Modern Roleplaying Game and follow all the rules in that
book for determining how feats are assigned.

NEW BONUS FEATS FOR
ADVANCED CLASSES

Some of the feats presented in this chapter may be treated as
bonus feats for advanced classes introduced in the d20
Modern Roleplaying Game. With the GM's permission, these
new feats can be added to the list of bonus feats available to
characters who reach 3rd, 6th, and 9th level in these
advanced classes.

The Mage advanced class may consider Greater Spell
Focus, Greater Spell Penetration, Spell Focus, Spell Penetra-
tion, and any of the metamagic feats as potential bonus feats.

The Acolyte advanced class may consider Empower Turn-
ing, Extra Turning, Greater Spell Focus, Greater Spell Penetra-
tion, Improved Turning, Spell Focus, Spell Penetration, and
any of the metamagic feats as potential bonus feats.

The Shadow Slayer advanced class may consider Super-
natural Strike as a potential bonus feat.

INITIAL FEATS

Some feats are listed as “Initial” and may be taken only when
the character begins play. They represent background and her-
itage, and as such cannot be gained after play begins.

METAMAGIC FEATS

As a spellcaster’s knowledge of magic grows, he or she can
learn to cast spells in ways slightly different from how the
spells were originally designed or learned. For example, a
spellcaster can learn to cast a spell without certain compo-
nents, cast a spell for greater effect, or even cast a spell
with nothing but a moment’s thought. Altering the casting
and effect of a spell is accomplished using metamagic feats.

Spells improved with metamagic feats use up higher-level
spell slots, as noted in Table 1-1: Metamagic Spell Level
Adjustments. For example, Roberta Cain (a 3rd-level Smart
Hero/3rd-level Mage) has the Silent Spell metamagic feat,
which allows her to cast a spell without speaking (in effect,




ignoring its verbal component). However, the improved spell
fills a spell slot one level higher than the spell’s normal level.
If Roberta prepares burning hands as a silent spell, it takes up
one of her 2nd-level spell slots instead of a 1st-level spell
slot. It remains a 1st-level spell in all other respects, however.
(For example, the DC for the Reflex save against the spell
does not go up.) Roberta could not prepare a 2nd-level spell as
a silent spell because she would have to prepare it as a 3rd-
level spell, and she can't use 3rd-level spell slots until she
becomes a 5th-level Mage.

Metamagic feats cannot be used for all spells. See the
specific feat descriptions for the spells that a particular feat
can't modify.

TABLE 1-1:
JETAMAGIC SPELL LEVEL ADJUSTMENTS
Metamagic Feat Spell Level Adjustment :

Empower Spell +2
Enlarge Spell +1
Eschew Materials None
Extend Spell +1
Heighten Spell Special (see text)
Nonlethal Spell +1
Reach Spell +2
Sacred Spell +2
Shadowbane Spell +1
Silent Spell +1
Still Spell +1

Preparing and Casting

Metamagic Spells

Some advanced classes (namely Mages, Acolytes, Techno
Mages, and Holy/Unholy Knights) must prepare their spells in
advance. During preparation, members of these classes
decide which spells to prepare with metamagic feats,
remembering that any spell improved by a metamagic feat
takes up a higher-level spell slot than normal.

Mystics cast spells at will from a limited list, as opposed to
preparing them in advance. They can decide when they cast
their spells whether to use metamagic feats to improve them.
As with other spellcasters, the improved spell uses up a
higher-level spell slot. Because the Mystic has not prepared
the spell in a metamagic form in advance, he must do so on
the spot. The Mystic, therefore, must take more time to cast
a metamagic spell (one improved by a metamagic feat) than a
regular spell. If its normal casting time is an attack action,
casting a metamagic spell is a full-round action for the
Mystic. For spells with a longer casting time, it takes an extra
full-round action to cast the spell.

Acolytes spontaneously casting cure or inflict spells can
cast metamagic versions of them. Casting an attack action
metamagic spell spontaneously is a full-round action, and
spells with longer casting times take an extra full-round
action to cast.

Incantations: An incantation cannot be the subject of a
metamagic feat.

Effects of Metamagic Feats
In all ways, a metamagic spell operates at its original spell
level even though it is prepared and cast as a higher-level

spell. Saving throw modifications are not changed (unless
stated otherwise in the feat description). The modifications
made by these feats only apply to spells cast directly by the
feat user. A spellcaster can't use a metamagic feat to alter a
spell cast from a wand, scroll, or other device.

Maximize Spell

and Quicken Spell Abilities

Some advanced classes have special class abilities that wark
like metamagic feats. For example, the Maximize Spell ability
of the Mage and the Quicken Spell ability of the Techno Mage
function as metamagic feats with regard to how they interact
with other metamagic feats.

Metamagic Magic Items
A character with the Brew Potion, Scribe Scroll, or Craft Wand

class ability can store a metamagic spell in a potion, scroll, or . -
wand, respectively. Level limits for potions and wands apply '

to the spell’s higher metamagic level (for example, potions
can only duplicate spells or metamagic spells that use a 3rd-
level spell slot or lower). A character doesn't need the meta-
magic feat to activate an item storing a metamagic spell.

Multiple Metamagic Feats on a Spell

A spellcaster can use multiple metamagic feats on a single
spell. Changes to its level are cumulative. For example, a
silent and still version of magic missile (that is, a magic mis-
sile improved with the Silent Spell and Still Spell metamagic
feats) would be prepared and cast as a 3rd-level spell, since
each feat requires the spell to be prepared as though it were
one level higher.

Counterspelling Metamagic Spells

A spell enhanced by a metamagic feat does not affect its vul-
nerability to counterspelling or its ability to counterspell
another spell. (See Interrupting FX Users in Chapter Ten: FX
Abilities in the d20 Modern Roleplaying Game.)

FEAT DESCRIPTIONS

New feats are described below.

Arcane Skills
You have access to arcane skills.

Benefit: The character gains the following class skills, as
described under the Mage advanced class in the d20 Modern
Roleplaying Game (page 319): Concentration, Craft (chemical),
and Spellcraft. Further, the character gains Use Magic Device
as a class skill, as described under the Occultist advanced
class in the d20 Modern Roleplaying Game (page 293).

This feat does not in and of itself grant spellcasting ability.

Normal: Arcane skills are special class skills available to
the Acolyte, Occultist, Mage, Mystic, and Techno Mage
advanced classes. Other classes may not buy ranks in these
skills without this feat.

Divine Heritage [Initial]

You have divine spellcasting abilities in your background, such
as a saint in your family tree, or you have had a divine experi-
ence, revelation, or epiphany which has left you with modest
divine abilities.




Prerequisite: Wisdom 10.
Benefit: Choose three 0-level divine spells (“orisons”). You
may cast each of these spells once per day per your divine
spellcasting level (minimum 1).
Special: You may only take this feat as a 1st-level
character.

Arcane Skills

Empower Turning

Extra Turning

Fleet of Foot

Improved Grapple
Improved Overrun
Improved Natural Healing
Improved Turning

Jack of All Trades
Magical Affinity

Power Crit

Precise Strike
Psionic Skills
Signature Spell
Spell Focus

Greater Spell Focus
Spell Penetration

Great Spell Penetration
Spellslinger

Supernatural Strike
Wild Talent
Initial Feats
Divine Heritage
Magical Heritage
Shadow Heritage
Metamagic Feats
Empower Spell
Enlarge Spell
Eschew Materials

' Extend Spell

", Heighten Spell

- 'Nonlethal Spell
Reach Spell
Sacred Spell
Shadowbane Spell

. Silent Spell

2 Still Spell

“Metapsionic Feats'
Delay Power
Enlarge Power
Extend Power

Persistent Power

Heighten Power
Hide Power
Quicken Power
Twin Power

Prerequisite

Ability to turn/rebuke, Cha 13
Ability to turn/rebuke
Run

Brawl, Dex 13

Power Attack, Str 13
Fort save bonus +5
Ability to turn/rebuke
Character level 8

Base attack bonus +10,
proficiency with weapon
Base attack bonus +5

Spell Mastery

Spell Focus, caster level 6
Spell Penetration

Int 13 (arcane spellcasters) or
Wis 13 (divine spellcasters)
Base attack bonus +2

Wis 10
Int 10

Extend Power

1 See Chapter Nine for descriptions of metapsionic feats.

Empower Spell [Metamagic]
You can cast spells to greater effect.

Benefit: 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, and so

Benefit
Concentration, Craft (chemical), Spellcraft, and Use Magic Device
are class skills.

Turn/rebuke more creatures than normal.

May turn/rebuke more times per day.

May turn while running and charging.

+4 bonus on grapple check.

+4 bonus on overrun checks.

Recover hit points at twice normal rate.

+2 bonus on turn/rebuke checks.

May use skills which otherwise require training.

+2 bonus on Spellcraft and Use Magic Device checks.
Automatically threaten on a successful hit.

Full round of attacks made against an opponent's touch Defense.
Autohypnosis, Concentration, and Psicraft are class skills.

May convert spell to chosen spell.

+1 bonus to DC for chosen school of magic.

+2 bonus to DCs with chosen school of magic.

+2 bonus to caster level checks with spells.

+4 bonus to caster level checks with spells.

Increase number of bonus spells per day.

May score critical hits against creatures that are normally immune.
0-Level psionic power, usable three times per day.

May cast orisons (0-level divine spells).
May cast cantrips (0-level arcane spells).
+1 bonus to one saving throw, low-light vision.

Increase numeric effects of chosen spell by one-half.
Double range of chosen spell.

Cast chosen spell without material component.
Double duration of chosen spell.

Cast chosen spell at higher effective level

Chosen spell deals nonlethal damage.

Cast chosen touch spell up to 30 feet.

Chosen spell is imbued with divine power.

Chosen spell is more effective against creatures of Shadow.
Cast chosen spell without verbal component.

Cast chosen spell without somatic component.

Chosen power triggers 1 to 5 rounds after manifestation.
Double range of chosen power.

Double duration of chosen power.

Duration of chosen power raised to one day.

Manifest chosen power at higher effective level.
Manifest chosen power without specific display.
Manifest powers with but a thought.

Manifest chosen power twice simultaneously.




forth, as appropriate. For example, an empowered magic mis-
sile deals 1 1/2 times normal damage (roll 1d4+1 and multiply
the result by 1.5 for each missile). Saving throws and opposed
rolls (such as the one you make when you cast dispel magic)
are not affected. Spells without random variables are not
affected.

An empowered spell uses up a spell slot two levels higher
than the spell’s actual level.

Empower Turning
You can turn or rebuke (or awe or command) more creatures
with a single turning check.

Prerequisite: Ability to turn or rebuke one or more crea-
ture types, Charisma 13.

Benefit: If you take a —2 penalty on your roll to turn or
rebuke (or awe or command) a group of creatures, you can add
+2d6 to your turning damage roll.

Enlarge Spell [Metamagic]
You can cast spells farther than normal.

Benefit: An enlarged spell has its range doubled. Spells
whose ranges are not defined by distance do not have their
ranges increased. A spell whose area or effect is determined
by its range (such as bless or a cone spell) has the dimensions
of its area or effect increased proportionally.

An enlarged spell uses up a spell slot one level higher than
the spell’s actual level.

Eschew Materials [Metamagic]
You can cast spells without relying on material components.
Benefit: An eschewed spell can be cast with no material
components. Spells without material components or whose
material components have a Purchase DC of 4 or greater are
not affected by this feat.
An eschewed spell uses up a spell slot of the spell’s
normal level, modified by any other metamagic feats.

Extend Spell [Metamagic]
You can cast spells that last longer than normal.

Benefit: An extended spell lasts twice as long as normal.
Spells with a concentration, instantaneous, or permanent
duration are not affected by this feat.

An extended spell uses up a spell slot one level higher than
the spell's actual level.

Extra Turning
You can turn or rebuke a creature type more often than
normal.

Prerequisites: Ability to turn or rebuke one or more crea-
ture types.

Benefit: Each time you take this feat, you can turn or
rebuke a particular creature type four more times per day than
normal.

Normal: Without this feat, a character can typically turn or
rebuke a creature type (usually undead) a number of times per
day equal to three plus his Charisma modifier.

Special: You can gain this feat multiple times. Each time
you take the feat, you may apply its effects to one creature
type you can turn or rebuke. Its effects stack.

Fleet of Foot
You can turn corners without losing momentum.

Prerequisite: Run.

Benefit: \When running or charging, you can make a single
direction change of 90 degrees or less. You cannot use this
feat while wearing medium or heavy armor, or if you're carry-
ing a medium or heavy load (see Carrying Capacity in Chapter
Four: Equipment of the d20 Modern Roleplaying Game).

Normal: Without this feat, you can run or charge only in a
straight line.

Greater Spell Focus

Choose a school of magic, such as Evocation or lllusion, for

which you have already selected the Spell Focus feat. Your

spells of that school are even more potent than normal.
Prerequisites: Spell Focus, caster level 6.

Benefit: Add +2 to the Difficulty Class for all saving throws . -

against spells from the focused school of magic you select. '
This overlaps (does not stack) with the bonus from Spell Focus
(see below).

Special: You can gain this feat multiple times. Its effects
do not stack with itself. Each time you take the feat, it applies
to a new school of magic.

Greater Spell Penetration
Your spells are remarkably potent, breaking through spell
resistance more readily than normal.

Prerequisites: Spell Penetration.

Benefit: You get a +4 bonus on caster level checks (1d20 +
caster level) to beat a creature’s spell resistance. This over-
laps (does not stack) with the bonus from Spell Penetration
(see below).

Heighten Spell [Metamagic]
You can cast a spell as if it were a higher level than it actually
is.

Benefit: A heightened spell has a higher spell level than
normal. Unlike other metamagic feats, Heighten Spell actually
increases the effective level of the spell that it modifies. All
effects dependent on spell level (such as saving throw DCs)
are calculated according to the heightened level. The height-
ened spell is as difficult to prepare and cast as a spell of its
effective level. For example, an Acolyte could prepare hold
person as a 4th-level spell (instead of a 2nd-level spell), and
it would in all ways be treated as a 4th-level spell.

Improved Grapple
You are skilled at grappling opponents.
Prerequisites: Brawl, Dexterity 13.

Metapsionic Feats

Metapsionic feats are to psionics as metamagic feats
are to spells. They increase the attributes of a psionic
power, but at an increased Power Point cost. Metap-
sionic feats are listed in Table 1-2: Feats but are detailed
in Chapter Nine: D&D and UrBaN ARCANA, as not all GMs
will choose to incorporate psionics into their campaigns.




Benefit: You do not provoke an attack of opportunity when
you make a touch attack to start a grapple. You also gain a +4
competence bonus on all grapple checks (regardless of
whether you started the grapple).

Normal: Characters without this feat provoke an attack of
opportunity when they initiate a grapple.

Improved Overrun
You are skilled at knocking down opponents.

Prerequisites: Power Attack, Strength 13.

Benefit: \When you attempt to overrun an opponent, the
target may not choose to avoid you. You also gain a +4 compe-
tence bonus on the Strength check to knock down your opponent.

Normal: Without this feat, the target of an overrun can
choose to avoid you or to block you.

Improved Natural Healing
You recover from wounds and injury faster than normal.

Prerequisite: Base Fortitude save bonus +5.

Benefit: You recover 2 hit points per character level per
rest period (8 hours of sleep). If you undergo complete bed
rest (doing nothing for the entire day), you recover 4 hit points
per character level per day. Ability damage returns at 2 points
for resting 8 hours, or 4 points per day with complete bed rest.

Normal: Normal natural healing is 1 hit point per charac-
ter level for 8 hours rest, or 2 hit points per character level per
day for complete bed rest. Ability damage returns at 1 point
for 8 hours rest, or 2 points per day with complete bed rest.

Improved Turning
Your turning or rebuke attempts are more powerful than
normal.
Prerequisites: Ability to turn or rebuke a creature type.
Benefit: You gain a +2 bonus on your turning checks. This
feat may be taken multiple times, though each time must be
applied to a different creature type which you may normally
turn.

Jack of All Trades
You have an amateur’s knowledge of all skills, even ones that
require training.
. Prerequisite: Character level 8.
Benefit: You may use any skill untrained, including arcane
- and psionic skills. You cannot, however, gain ranks in a skill
~‘unless you are normally allowed to gain ranks in the skill.

Magical Affinity
You have a knack for magical endeavors.
7 Benefit: You gain a +2 bonus on all Spellcraft checks and

- Use Magic Device checks.

Magical Heritage [Initial]
You have magical ability in your background, such as a sor-
cerer in your bloodline, or you gained access to magic at a
particularly young age (by discovering a spellbook in your
attic, for example). As a result, you mastered some basic
spellcasting.

Prerequisite: Intelligence 10.

Benefit: Choose three 0-level arcane spells (“cantrips”).
You may cast each of these spells once per day per your

arcane spellcasting level (minimum 1). You are treated as a
Mage for purposes of arcane spell failure chance when you
are wearing armor.

Special: You may only take this feat as a 1st-level
character.

Nonlethal Spell [NMetamagic]
You can modify a spell to deal nonlethal instead of lethal
damage.

Benefit: You may modify a spell that deals lethal damage
to deal nonlethal damage instead. All other effects of the
spell remain normal (for example, a nonlethal fireball may still
set flammable objects ablaze).

A nonlethal spell uses up a spell slot one level higher than
the spell’s actual level.

Power Crit
You may threaten a critical hit if you succeed in hitting an
opponent.

Prerequisite: Base attack bonus +10, proficiency with
weapon.

Benefit: You may spend an action point before making an
attack with a weapon with which you are proficient. If the
attack hits, it automatically threatens a critical hit (regardless
of whether the attack roll falls within the weapon’s actual
threat range). You must roll to confirm the critical hit, as
normal. This is a supernatural ability.

Normal: You must roll in the threat range of a weapon,
then confirm that threat to score a critical hit.

Precise Strike
Your strikes against an opponent are treated as touch attacks.

Prerequisite: Base attack bonus +5.

Benefit: Before making an attack on your turn, choose a
single opponent and spend an action point. Until the begin-
ning of your next turn, any attacks you make against that
opponent use that opponent’s touch Defense instead of the
opponent’s normal Defense.

Psionic Skills

You have access to psionic skills. Check with your GM to
make sure he or she allows psionics in the campaign. You
must have the GM's permission to choose this feat.

Benefit: The character gains the following class skills, as
described under the Telepath advanced class in the dZ20
Modern Roleplaying Game (pages 305-306): Autohypnosis,
Concentration, and Psicraft. This feat does not in and of itself
grant psionic ability.

Normal: Psionic skills are special skills available to the
Telepath and Battle Mind advanced classes. Other classes
may not buy ranks in these skills without this feat.

Reach Spell [Metamagic]
You can cast touch spells without touching the spell recipient.
Benefit: You may cast a spell that normally has a range of
“touch” at any distance up to 30 feet. You must succeed at a
ranged touch attack to cast the spell upon the recipient.
A reach spell uses up a spell slot two levels higher than the
spell’s actual level.




Sacred Spell [Metamagic]
You can cast spells imbued with divine energy.

Benefit: Half of the damage dealt by a sacred spell is con-
verted into divine energy, and as such is not prevented by abil-
ities or spells that reduce or prevent damage from a particular
type of energy. For example, half the damage from a sacred
flaming wrath spell would not be negated by fire resistance or
fire immunity. Only divine spells that deal damage may be
made into sacred spells.

A sacred spell uses up a spell slot two levels higher than
the spell’s actual level.

Shadowbane Spell [Metamagic]
Your spells are more effective against creatures of Shadow.
Benefit: Creatures of Shadow and characters with shad-
owblood (humans of shadow heritage, or elves and dwarves,
for example) take a —4 penalty on the spell’s saving throw.
This feat cannot improve spells that do not allow saves.
A shadowbane spell uses up a spell slot one level higher
than the spell’s actual level.

Shadow Heritage [Initial]
You have a creature of Shadow in your distant ancestry. The
exact nature of that shadowblood is immaterial (though it may
be a source of adventure), as the overpowering human genetic
tide has reduced its special abilities to a few salient features.
Benefit: You gain a +1 inherent bonus on one saving throw
of your choice. You also gain low-light vision, which allows
you to see twice as far as a normal human in starlight, moon-
light, torchlight, and similar conditions of poor illumination.
You retain the ability to distinguish color and detail under
these conditions.
Special: You may only take this feat as a 1st-level character.

Signature Spell
You are so familiar with a mastered spell that you can sponta-
neously cast it, converting other prepared spells into that spell.

Prerequisite: Spell Mastery ability.

Benefit: Each time you take this feat, choose a spell that
you have mastered with Spell Mastery. You may now convert
prepared arcane spells of that spell’s level or higher into this
signature spell, just as an Acolyte of good allegiance may
spontaneously cast prepared spells as cure spells.

Special: You may gain this feat multiple times. Each time
you take the feat, it applies to a new spell that meets the
prerequisites.

Silent Spell [Metamagic]
You can cast spells silently.
Benefit: A silent spell can be cast with no verbal compo-
nents. Spells without verbal components are not affected.
Assilent spell uses up a spell slot one level higher than the
spell’s actual level.

Spell Focus
Choose a school of magic, such as Evocation or lllusion. Your
spells of that school are more potent than normal.
Benefit: Add +1 to the Difficulty Class for all saving throws
against spells from the school of magic you select to focus on.
Special: You can gain this feat multiple times. Its effects

do not stack. Each time you take the feat, it applies to a new
school of magic.

Spell Penetration
Your spells are especially potent, breaking through spell
resistance more readily than normal.

Benefit: You gain a +2 bonus on caster level checks (1d20
+ caster level) to beat a creature’s spell resistance.

Spelislinger
You have a gift for magic that allows you to cast more spells
than normal.

Prerequisite: Intelligence 13 (for arcane spellcasters) or
Wisdom 13 (for divine spellcasters).

Benefit: For any one spellcasting advanced class in which
you have levels, you can prepare and cast one additional spell

per spell level known. For instance, Lily Parrish, a 3rd-level . -

Dedicated Hero/3rd-level Acolyte, can prepare and cast an g
additional 0-level, 1st-level, and 2nd-level divine spell per day
(since she can cast up to and including 2nd-level divine spells).

Special: You may gain this feat multiple times. Each time
you take the feat, it applies to a new spellcasting class.

Still Spell [Metamagic]
You can cast spells without gestures.
Benefit: A still spell can be cast with no somatic compo-
nents. Spells without somatic components are not affected.
A still spell uses up a spell slot one level higher than the
spell’s actual level.

Supernatural Strike
You may score critical hits against creatures that are normally
unaffected by critical hits.

Prerequisite: Base attack bonus +2 or better.

Benefit: \When you roll a threat against a creature normally
unaffected by critical hits (such as a construct, ooze, or
undead), you may check for a critical hit and deal the increased
damage if the threat is confirmed. Creatures unaffected by
massive damage are still unaffected by massive damage
resulting from a critical hit. This is a supernatural ability.

Vehicle Specialization
You are proficient with one type of vehicle.

Benefit: Choose a vehicle type (civilian aircraft, civilian
cars, civilian motorcycles, civilian trucks, civilian water vehi-
cles, other civilian vehicles, or military vehicles). When you
are in control of a vehicle of the specified type, you gain a +2
competence bonus on skill checks, ability checks, and saving
throws involving the vehicle.

Wild Talent
You have a minor parahuman psionic power. Check with your
GM to make sure she is using psionics before selecting this feat.
This feat may be used even if psionics are not part of the cam-
paign, in which case psionics are treated as spell-like abilities.
Benefit: You may use one of the following 0-level psionic
powers: burst, daze, detect psionics, distract, far hand, far
punch, finger of fire, missive, or verve. You can manifest this
power up to three times per day. There is no Power Point cost
for using this power.




Svidowtind

In the Ursan ARcana Campaign Setting, you can play charac-
ters who are not native to the mundane world. Most of these
characters hail from a place beyond Shadow, and they are
known to “mundanes” as Shadowkind.

Shadowkind species include elves, dark elves (drow),
dwarves, gnomes, goblins, halflings, various halfbreeds
(including half-dragons, half-elves, and half-orcs), and
humans from dimensions other than our own.

You can also play characters native to Earth who are the
offspring or descendants of Shadowkind. For instance, you
could play a dwarf who was born and raised in Brooklyn;
although your character is native to our world, his parents or
grandparents may have come to Earth long ago through
Shadow. In any event, Shadowkind characters can always
trace their origins to someplace other than our world.

Characters who enter our world through Shadow have no
way of returning home and are forced to adapt to their new
environment. Moreover, they retain only a few hazy memories
of the place from whence they came. They might remember a
lonely castle on a hilltop, a childhood tale about a black
dragon in the swamp, or the wizardly proprietor of a magic
potion shop on some half-forgotten street corner, but all other
knowledge of their former demesne is stolen from them as
they pass through Shadow.

Newly arrived Shadowkind have a variety of responses
to the mundane world. Some seek to fit into the larger pop-
ulation of humans without creating too much friction.
Others seek to maintain their own half-forgotten heritages
in this world. Some see the “new world” as one great
adventure. Others liken it to a prison. Still others view their
passage through Shadow as an opportunity. Some seek to
establish themselves here, while others strive to find a
way back home. Some seek riches, others power, and still
others understanding.

PLAYING A SHADOWKIND

The following section is designed to help you create a Shad-
owkind character and expands on the character creation rules

©.presented in the d20 Modern Roleplaying Game. Shadowkind

", characters share several traits, as noted below.

j Creature of Shadow

Creatures brought to our world by Shadow are reclaimed by
the tides of Shadow after they die. As a general rule, a crea-
_ ture of Shadow vanishes 1d4 rounds after it dies (drops to —10
;shit points), leaving behind no trace of itself other than its
“clothing and equipment. Shadowkind heroes have stronger
ties to our world than other creatures of Shadow; they fade
away 1d4 hours after they die. Before they disappear, slain
Shadowkind characters can be raised from the dead as easily
as mundane characters can (using the raise dead spell). Slain
creatures of Shadow that are transformed into undead crea-
tures (using the animate dead spell, for example) remain on
our world in their undead state and are not reclaimed by
Shadow until they are destroyed.
A slain Shadowkind character who is reclaimed by
Shadow can’t be raised from the dead or brought back by

any means and is considered lost. Rumors persist of a pow-
erful incantation that can return a vanished Shadowkind
character to our world, but the veracity of these rumors is
left up to the Gamemaster.

A Shadowkind character is treated as a “creature of
Shadow” with regard to special abilities, spells, and psionic

powers that affect creatures of Shadow.

TABLE 1-3:
POIN

Basic Class'

Skill Points Per Level

Strong 2 + Int modifier
Fast 4 + Int modifier
Tough 2 + Int modifier
Smart 8 + Int modifier
Dedicated 4 + Int modifier
Charismatic 6 + Int modifier
Advanced Class? Skill Points Per Level
Soldier 4 + Int modifier
Martial Artist 2 + Int modifier
Gunslinger 4 + Int modifier
Infiltrator 6 + Int modifier
Daredevil 4 + Int modifier
Bodyguard 2 + Int modifier
Field Scientist 6 + Int modifier
Techie 6 + Int modifier
Field Medic 4 + Int modifier
Investigator 4 + Int modifier
Personality 4 + Int modifier
Negotiator 4 + Int modifier
URBAN ARCANA Skill Points
Advanced Class Per Level

Acolyte®

Arcane Arranger
Archaic Weaponsmaster
Glamourist

4 + Int modifier
6 + Int modifier
2 + Int modifier
4 + Int modifier

Mage?® 6 + Int modifier
Mystic 4 + Int modifier
Occultist® 4 + Int modifier
Shadow Hunter 4 + Int modifier
Shadowjack 6 + Int modifier
Shadow Slayer? 2 + Int modifier
Speed Demon 4 + Int modifier
Street Warrior 4 + Int modifier

Swashbuckler
Techno Mage

4 + Int modifier
6 + Int modifier

Thrasher 2 + Int modifier
Wildlord 4 + Int modifier
URBAN ARCANA Skill Points
Prestige Class Per Level

Archmage 6 + Int modifier
Artificer 6 + Int modifier
Ecclesiarch 4 + Int modifier
Holy/Unholy Knight 4 + Int modifier

1Described in Chapter One: Characters of the d20 Modern

Roleplaying Game.

2Described in Chapter Six: Advanced Classes of the
d20 Modern Roleplaying Game.

3Described in Chapter Nine: Campaign Settings of the
d20 Modern Roleplaying Game.




Skill Points Per Level

Shadowkind characters do not gain as many skill points as a

human character of the same class. Shadowkind characters
get 4 fewer skill points at 1st level and 1 fewer skill

point each level thereafter. Table 1-3: Skill Points

per Level for Shadowkind expands Table 8-20 in

the d20 Modern Roleplaying Game and shows
how many skill points per level Shadowkind
characters receive, by class.

Native Shadowkind
vs. New Arrivals
In an URBAN ARCANA campaign, players can

owkind. Their characters can be nonhuman
natives of our world—the children of one or

arrivals to our world, having recently come
through Shadow. In the latter case, Shad-
owkind characters suffer the disadvan-
tages of being “strangers in a strange
land.” They are restricted to a hand-
ful of starting occupations at 1st
level, they have no wealth to
speak of, and they speak bizarre
languages unknown to the
majority of Earth’'s population
(though they also acquire the
common language of the land
they arrive in as a function of
passing through Shadow).

Starting Occupation
A character who begins play as a newly
arrived Shadowkind must select from the
following starting occupations: hedge
wizard, noviate, and squire. In addition,
regardless of the Wealth bonus provided by
the starting occupation, see Starting
Wealth Bonus, below.

Only humans and Shadowkind charac-
ters born and raised in our mundane world
can select from all starting occupations.

Starting Wealth Bonus
A character who begins play as a
newly arrived Shadowkind has a start-
ing Wealth bonus of +2 to +12 (roll
2d6). However, the character must
spend this entire Wealth bonus on
personal gear typical of a medieval
fantasy character (such as archaic
weapons and armor). Any portion of
the character’s Wealth bonus that
goes unspent is lost; in effect, the
character begins play with some

Kurt Mason, Dwarf

choose to play one of two types of Shad-

more Shadowkind parents, born and raised . -
somewhere on Earth—or they can be new !




primitive personal items and equipment and a starting Wealth
bonus of +0.

Shadowkind characters born and raised in our world
follow the normal rules for determining Wealth bonus (see
Wealth in Chapter One: Characters of the d20 Modern Role-
playing Game).

Languages Known
A character who begins play as a newly arrived Shadowkind
knows one or more languages, most of which are not spoken
on Earth. Such languages include Celestial, Draconic, Elven,
and Goblin. However, they all share a common language
(called Common) that has striking parallels to the predominant
language spoken in the area where they arrived.

Shadowkind characters born and raised in our world gain
languages as human characters do. In addition to one or more
local languages, they may know one or more languages of
Shadow (taught to them by their parents and elders).

See Languages of Shadow (page 32) for more information
on Shadow languages.

SHADOWKIND SPECIES

Each Shadowkind entry consists of a description of the
species, including appearance and general disposition. It also
provides insight into how the species generally interacts with
the mundane world. Following the descriptive text is a sum-
mary of general traits and special qualities.

Size: The species’ size. Shadowkind that are exceptionally
large or small receive madifiers to their Defense, attack rolls,
grapple checks, and Hide skill checks.

Ability Modifiers: These modifiers adjust the ability
scores of every member of the species.

Base Speed: The distance an average member of the
species can move (in feet) during a move action. In general,
Medium and Large characters have a base speed of 30 feet,
while Small characters have a base speed of 20 feet.
Dwarves, though Medium, are slower due to their stockiness.

Special Qualities: Special qualities include species
bonuses to skill checks and saving throws, bonus feats, and
natural armor bonuses to Defense (if any). This section also
describes any special abilities of the species, including spe-

' cial combat bonuses, the ability so see in low light or utter

", darkness, and the ability to resist magic.

Free Language Skills: Shadowkind species receive a cer-
tain number of Read/Write Language and Speak Language
skills for free, without spending any skill points. These free
language skills are listed here.

_ Other Languages: Other Shadow languages commonly
igknown to members of the species. Shadowkind may learn
“additional languages, following the rules presented under the

Speak Language and Read/Write Language skill descriptions

in Chapter Four: Skills of the d20 Modern Roleplaying Game.

See also Languages of Shadow, page 32.

Dwarf

Dwarves (not to be confused with human dwarfs) are short,
stocky individuals. They stand 4 to 4 1/2 feet tall and weigh as
much as an average human. Their skin is usually deep tan or

light brown, and their eyes are dark. Their faces tend to be
heavier and wider than those of humans. Dwarven hair is usu-
ally black, gray, or brown and traditionally worn long. Beards
are common and carefully groomed. Dwarves can live up to
400 years, though they reach adulthood by age 50.

Dwarves tend to be gruff, hard-working, and tenacious.
They rarely forget a slight and are slow to laugh, but they are
devoted to friends who have earned their trust.

In the mundane world, dwarves tend to congregate toward
industrial areas and blue-collar neighborhoods, where their
strong work ethic is shared by others. Dwarves are bound by
centuries of half-forgotten tradition, though younger dwarves
new to this world are forging their own identities, dispensing
with traditional names granted by family elders and trimming
(often doing entirely without) the carefully groomed and
braided beards that are a dwarven hallmark.

Species Traits
Size: Medium. Dwarves have no special bonuses or penalties
due to their size.

Ability Modifiers: +2 Constitution, —2 Charisma.

Base Speed: 20 feet. Dwarves can move at this speed
even when wearing medium or heavy armor or when carrying
a medium and heavy load (unlike other creatures, whose
speed is reduced in such situations).

Special Combat Bonuses: Dwarves gain a +1 species
bonus on attack rolls against bugbears, goblins, orcs, and
other goblinoids. Dwarves also gain a +4 dodge bonus to
Defense against creatures of giants (including giants, trolls,
and ogres). If a dwarf loses his positive Dexterity bonus to
Defense (such as when flat-footed), this dodge bonus is lost.

Stability: Dwarves gain a +4 species bonus on ability
checks to resist bull rush and trip attempts when standing on
the ground (but not when climbing, flying, riding, or otherwise
not standing firmly on the ground).

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

Saving Throw Bonuses: Dwarves are highly resistant to
toxins and innately resistant to magic. They gain a +2 species
bonus on saving throws against poisons, spells, and spell-like
abilities.

Skill Bonuses: Dwarves gain a +2 species bonus on
Search checks to notice unusual stonework, new construc-
tion, unsafe surfaces, ceilings, and the like. A dwarf who
merely passes within 10 feet of such exceptional construction
can, as a free action, make a Search check (DC 15) as though
he were actively searching for such.

Dwarves are naturally skilled mechanics and engineers.
They gain a +2 species bonus on Craft (mechanical), Craft
(structural), and Repair checks.

Bonus Feat: Dwarves gain the bonus feat Archaic
Weapons Proficiency. Dwarves may treat dwarven urgroshes
and dwarven waraxes (see Chapter Two: Equipment) as
archaic weapons instead of exotic weapons.

Free Language Skills: Read/Write Common (or local
language), Read/Write Dwarven, Speak Common (or local
language), Speak Dwarven.

Other Languages: Giant, Gnome, Goblin, Orc, Terran.




Elf

Elves are short, slender, lithe individuals, ranging from 4 1/2
to 5 1/2 feet tall and typically weighing 85 to 135 pounds.
They tend to be pale-skinned, with hair colors that include
hues not found in nature (including teal, magenta, and tope).
Their eyes tend to be green, and their ears are elongated and
pointed at the tips. Their faces are more triangular in shape
than most humans, giving them an exotic appearance. They
lack facial and body hair. Elves can live as long as 700 years
old, reaching maturity at 110 years.

Elves do not sleep, as humans define it. Instead, they enter
into a deep trance for 4 hours each day to produce the same
effects (healing, restoration of ability scores and hit points)
that eight hours of rest has on humans. Elves dream (they
claim), although their dreams are more like mental exercises
than freeings of the subconscious. More research is neces-
sary to determine the full extent of this elven ability, and
whether it can be duplicated by other Shadowkind species.

As a people, elves tend to be aloof, curious and patient.
They have a love of craft, lore, magic, and natural beauty.
They take life at a relaxed pace owing to their long lifespans,
and they find new developments amusing. Individual elves, of
course, can run counter to these general tendencies.

In the mundane world, elves tend to prefer wooded or rural
areas, as the pollution kicked up by large human habitations
is difficult for them to bear. Those who interact with humans
drift toward creative endeavors, either as actors, artists, or
patrons. Some choose to turn away from human interaction,
while others are activists trying to convince humans to pre-
serve the natural beauty of the world.

Species Traits
Size: Medium. Elves have no special bonuses or penalties
due to their size.

Ability Modifiers: +2 Dexterity, —2 Constitution.

Base Speed: 30 feet.

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

Spell Immunities: Elves are immune to sleep spells and
effects, and they gain a +2 species bonus on saves against
Enchantment spells or effects.

Skill Bonuses: Elves gain a +2 species bonus on Listen,
Search, and Spot checks. An elf who merely passes within 5
feet of a secret or concealed door is entitled to a Search check
to notice it as if she were actively looking for the door.

Bonus Feat: Elves gain the bonus feat Archaic \Weapons
Proficiency.

Free Language Skills: Read/Write Common (or local lan-
guage), Read/Write Elven, Speak Common (or local language),
Speak Elven.

Other Languages: Draconic, Gnoll, Gnome, Goblin,
Halfling, Orc, Sylvan.

Gnome

Gnomes are a species of short humanoids, ranging from 3 to 3
1/2 feet tall and weighing 40 to 45 pounds. Their skin ranges
from dark tan to a woody brown, their hair tends to be blonde
or light brown, and their eyes are typically one of many shades

of blue. A typical gnomish lifespan is 350 years, though they
enter adulthood at age 40.

Gnomes tend to be industrious, curious, inquisitive, and
progressive. As a people, they are positive thinkers and have
an almost sunny disposition. To a gnome, there is no problem
that cannot be solved with a little thought and a generous
application of what those quaint humans call “elbow grease.”

Gnomes have adapted well to the modern world, particu-
larly in areas utilizing specialized technology. Any profession
that involves computers, banking, engineering, or technical
jargon will attract gnomes. As a result, gnomes are more
common in white-collar areas than their more industrial
dwarven cousins.

Species Traits
Size: Small. Gnomes gain a +1 size bonus to Defense, a +1

size bonus on attack rolls, and a +4 size bonus on Hide checks. . -

They suffer a—4 size penalty on grapple checks. Gnomes must '..-,

use smaller weapons than humans use, and their lifting and
carrying limits are three-quarters of those of a Medium char-
acter. See the Small Characters sidebar for more information.

Ability Modifiers: —2 Strength, +2 Constitution.

Base Speed: 20 feet.

Special Combat Bonuses: Gnomes gain a +1 species
bonus on attack rolls against bugbears, goblins (and other gob-
linoids), and kobolds. Gnomes also gain a +4 dodge bonus to
their Defense against giant creatures (such as ogres and
trolls); this bonus represents special training that gnomes
undergo, during which they learn tricks that previous genera-
tions developed in their battles with giants. Note that any time
a gnome loses his positive Dexterity bonus to Defense, such as
when he's caught flat-footed, he loses this dodge bonus, too.

Small Characters

Small characters (such as gnomes, goblins, and halflings)
gain a +1 size bonus to Defense, a +1 size bonus on
attack rolls, and a +4 size bonus on Hide checks. They
suffer a —4 penalty on grapple checks.

Small characters get an attack bonus because it's
really relative size that matters in determining attack
chances. It's no harder for a halfling to hit another
halfling than it is for a human to hit another human
because the attacking halfling’s attack bonus counter-
acts the defending halfling’s Defense bonus. Likewise, a
halfling has an easy time hitting a human, just as a
human has an easy time hitting an ogre, and an ogre has
an easy time hitting a giant.

Small characters’ lifting and carrying limits are three-
quarters of those of Medium characters.

Small characters generally move about two-thirds as
fast as Medium characters (goblins are exceptions).

Small characters must use smaller weapons than
Medium characters. They must use two hands to wield a
weapon of Medium, and a weapon must be of Tiny size
or smaller for them to consider it as a light weapon.

Armor for Small characters can be chopped down from
extant protective outfits. It costs the same as Medium
armor and weighs half as much. A Medium or larger
creature cannot wear armor sized for a Small character.




. take great risks to achieve their objectives, particularly if

lllusion Mastery: Add +1 to the Difficulty Class for all
saving throws against Illusion spells cast by gnomes.

Speak with Animals: Once per day, a gnome can use
speak with animals to speak with a burrowing mammal (a i
mole, gopher, ground hog, and so forth). It has a duration of 1 et -
minute, and the gnome is considered a 1st-level caster when ) .
he uses this spell-like ability, regardless of his actual level. i T -

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

Saving Throw Bonus: Gnomes gain a +2 species bonus |
on saving throws against illusions. It

Skill Bonuses: Gnomes gain a +2 species bonus on Listen '
checks. Gnomes who have one or more ranks in the Craft
(pharmaceutical) skill also gain a +2 species bonus on Craft
(pharmaceutical) checks.

Bonus Feats: Gnomes gain the bonus feat Archaic
Weapons Proficiency. They may treat gnome hooked hammers
(see Chapter Two: Equipment) as archaic weapons
instead of exotic weapons.

Gnomes with Charisma scores of 10 or higher gain
the bonus feat Magical Heritage (see page 15).

Free Language Skills: Read/Write Common
(or local language), Read/Write Gnome, Speak
Common (or local language), Speak Gnome.

Other Languages: Draconic, Dwarven, Elven,
Giant, Goblin, Orc.

Deakon Micklethwaite,
Gnome

Goblin H
Goblins are short, misshapen humanoids that average 3 feet
tall and weigh about 50 pounds. They have flat faces, broad
noses, pointed eyes, and wide mouths filled with small A
fangs. Their foreheads slope back sharply, and their eyes =
range in color from red to yellow. Their flesh varies from =
pumpkin-orange to crimson-red, and their dark hair is thin
and stringlike. Goblins reach maturity at age 10 and typically
live into their 50s. \
Goblins as a group tend to be fearless, cunning, and ruth- ﬂ"&-'.' it
less. Their small size has made it necessary for them to justify )
any tactic to ensure their success. They are also willing to

“those risks involve high speeds, loud explosions, and the
 chance of somebody (else) getting hurt.

Goblins are fecund and have large litters with numerous
offspring. As a result, they can quickly populate an area,
making up for losses through accidents and misadventures.
They have a low sense of morality and little regard for per-

7 sonal property, and they often allow themselves to be bullied

_Iand dominated by more powerful creatures, such as bugbears.
Abandoned buildings are favorite haunts for goblin tribes. For
most goblins, the mundane world is not that much different
from the world they left behind—Ilarger and more powerful
creatures push them around, and they in turn raid what they
can to get by.

Species Traits

Size: Small. Goblins gain a +1 size bonus to Defense, a +1
size bonus on attack rolls, and a +4 size bonus on Hide
checks. They suffer a —4 size penalty on grapple checks.



Goblins must use smaller weapons than humans use, and
their lifting and carrying limits are three-quarters of those of
a Medium character. See the Small Characters sidebar for
more information.

Ability Modifiers: —2 Strength, +2 Dexterity, =2 Charisma.

Base Speed: 30 feet.

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

Skill Bonus: Goblins gain a +4 species bonus on Move
Silently checks.

Bonus Feat: Goblins are keenly aware of their surround-
ings and gain the bonus feat Alertness.

Free Language Skills: Read/Write Goblin, Speak Goblin.

Additional Languages: Common (or local language),
Giant.

Half-EIlf

Half-elves are not a cultural group or Shadowkind species per
se, but rather the result of elf-human mating. Given the infre-
quent intrusions of Shadow into our world, almost all the half-
elves encountered on Earth are from a realm beyond Shadow.
With a few more decades of elf-human contact on Earth, the
population of native half-elves should rise.

Half-elves stand between 5 and 6 feet tall and weigh
between 90 and 180 pounds. Their features are usually a
blend of human and elf, such that their faces are not nearly as
sharp-featured as their elven parent, nor are their ears a
stubby as their human progenitor. Their skin and hair color
ranges with that of their human and elven parentage, though
their eyes tend toward shades of green, ranging from bright
jade to brownish hazel. A half-elf reaches adulthood at age 20
and can live up to 180 years.

Half-elves are as diverse as their human ancestors, but
most operate within a middle ground between humanity and
the more graceful and elegant elves. They possess grace with-
out aloofness, and energy without arrogance. They advocate
individuality, personal freedom, and personal achievement.

Half-elves take to this brave new world readily, as it tends
to free them of the restrictions of their native cultures. Many
have adopted human ways and use their elven heritage as an
advantage over their pure-blooded brethren. Half-elves tend
to regard other half-elves as members of a long-scattered
clan or organization, though they are uncomfortable around
the similarly mixed-blood half-orcs.

Species Traits
Size: Medium. Half-elves have no special bonuses or penal-
ties due to their size.

Ability Modifiers: None.

Base Speed: 30 feet.

Elven Blood: For all effects related to species, a half-elf is
considered an elf. Half-elves, for example, are just as suscepti-
ble to special effects that affect elves as their elven ancestors
are, and they can use magic items that are only usable by elves.

Spell Immunities: Half-elves are immune to sleep spells
and effects, and they gain a +2 species bonus on saves
against Enchantment spells or effects.

Low-Light Vision: Half-elves can see twice as far as a
human in starlight, moonlight, torchlight, and similar condi-

tions of poor illumination. They retain the ability to distinguish
color and detail under these conditions.

Skill Bonuses: Half-elves gain a +1 species bonus on
Listen, Search, and Spot checks. They gain a +2 species bonus
on Diplomacy and Gather Information checks.

Bonus Feat: Half-elves gain the bonus feat Archaic
Weapons Proficiency.

Free Language Skills: Read/Write Common (or local lan-
guage), Read/Write Elven, Speak Common (or local language),
Speak Elven.

Other Languages: Draconic, Dwarven, Gnome, Halfling,
Sylvan.

Half-Orc
Half-orcs are the result of orcs mating with humans—in most
cases, Shadowkind humans. Like half-elves, half-orcs display

traits common to bath of their ancestral lineages. They are as | -

tall as their human parents, but heavier and more muscular. A "
half-orc is further distinguished by his gray flesh, sloping fore-
head, jutting jaw, prominent teeth, and coarse facial and body
hair. Half-orcs have a hard life, and while they mature by age
20, they rarely live longer than 75 years.

Although a few lucky half-orcs have single parents and
foster parents who can see past their deformities and raise
them in loving homes, most half-orcs are abandoned by their
parents and treated as society’s outcasts. Consequently, half-
orcs tend to be short-tempered and moody. They are direct to
the point of being blunt, dedicated to the point of being bull-
headed, and irritable to the point of being dangerous. In gen-
eral, they prefer that no one gets in their way.

Half-orcs in the mundane world gravitate toward places
where “Shadow trash” typically gathers: biker bars, secluded
interstate trailer parks, raves, and abandoned tenements in
downtrodden city neighborhoods. Fiercely independent, they
expect others to “lead, follow, or get out of the way.” Half-
orcs will band together for mutual protection, but they rarely
form close-knit families of their own. They generally dislike
half-elves for their seemingly effortless ability to “coast” on
their genteel, refined human parentage.

Species Traits
Size: Medium. Half-orcs have no special bonuses or penalties
due to their size.

Ability Modifiers: +2 Strength, -2 Intelligence, —2
Charisma.

Base Speed: 30 feet.

Orc Blood: For all special abilities and effects, a half-orc
is considered as an orc. Half-orcs, for example, are just as
susceptible to special effects that affect orcs as their orcish
ancestors are, and they can use magic items that are only
usable by orcs.

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

Bonus Feat: Half-orcs gain the bonus feat Archaic
Weapons Proficiency.

Free Language Skills: Read/Write Common (or local lan-
guage), Read/Write Orc, Speak Common (or local language),
Speak Orc.

Other Languages: Abyssal, Draconic, Giant, Gnoll, Goblin.




Halfling

Small, clever, and opportunistic, halflings find room for them-
selves wherever they can. They stand 3 feet tall and weigh
between 30 and 35 pounds, on average. Their complexion
tends to be ruddy, their hair usually black and straight. They
have brown or black eyes. Halflings live 150 years or longer
and reach adulthood by age 20.

Practical, pragmatic, and comfortable in their own small
shoes, halflings demonstrate sound common sense. Family and
friends are extremely important to them, and they habitually
seize opportunities to help those they hold most dear, regardless
of the personal cost. They are cunning and resourceful survivors.

Halflings who enter the modern world through Shadow
assimilate quickly into human society. Occasionally, halfling
families band together to create their own nomadic commu-
nities on the edges of human habitation.

They prefer trouble to boredom and are notoriously curious.
Relying on their ability to survive or escape danger, they
demonstrate a daring that many larger folk can't match.

Species Traits

Size: Small. Halflings gain a +1 size bonus to Defense, a +1
size bonus on attack rolls, and a +4 size bonus on Hide checks.
They suffer a—4 size penalty on grapple checks. Halflings must
use smaller weapons than humans use, and their lifting and
carrying limits are three-quarters of those of a Medium char-
acter. See the Small Characters sidebar (page 20) for details.

Ability Modifiers: —2 Strength, +2 Dexterity.

Base Speed: 20 feet.

Special Combat Bonuses: Halflings gain a +1 species
bonus on attacks with thrown weapons and slings.

Saving Throw Bonuses: Halflings gain a +1 species
bonus on all saving throws. In addition, they gain an addi-
tional +2 morale bonus on saving throws against fear.

Skill Bonuses: Halflings gain a +2 species bonus on
Climb, Jump, Listen, and Move Silently checks.

Bonus Feat: Halflings gain the bonus feat Archaic
Weapons Proficiency.

Free Language Skills: Read/Write Common (or local lan-
guage), Read/Write Halfling, Read/Write Language (any one),
Speak Common (or local language), Speak Halfling, Speak

. Language (any one).
Other Languages: Dwarven, Elven, Gnome, Goblin, Orc.

- Ore
Orcs are heavily muscled humanoids that loosely resemble
20th-century sketches of the “missing link” between humans
and primates—and such a comparison does little to improve
7 their universally unpleasant dispositions. Orcs have gray skin,
“Icoarse hair, stooped postures, low foreheads, and porcine
faces. They have wolflike ears, large fangs, and reddish,
bloodshot eyes. Orcs weigh 210 pounds and stand a little over
6 feet tall, on average. Orcs mature at age 15, but few live
past the ripe old age of 55.

Orcs are violent, bad-tempered, and moody. As a species,
they have tempered some of their ancestral hatreds of other
Shadowkind species—elves and dwarves, in particular—but
still hold them in bare contempt. While some orcs are humbled
by the pace and wonders of 21st-century Earth, most of them
see the modern world as nothing more than a collection of new

settlements to pillage. They understand that the strong survive
and thrive, and they intend to be the strongest survivors.

Military, mercenary, and criminal organizations prize the
hard-living, combat-ready orcs. Orcs are also commonly found
in the service of more powerful creatures of Shadow, most of
which have sinister agendas.

Species Traits
Size: Medium. Orcs have no special bonuses or penalties due
to their size.

Ability Modifiers: +4 Strength, —2 Intelligence, -2
Wisdom, —2 Charisma.

Base Speed: 30 feet.

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

Light Sensitivity: Orcs suffer a—1 penalty to attack rolls
in bright sunlight or within the radius of effects or spells that
duplicate bright sunlight (such as daylight).

Bonus Feats: Orcs receive the bonus feats Archaic WWeapons
Proficiency, Armor Proficiency (light), and Armor Proficiency
(medium). They may treat orc double axes (see Chapter Two:
Equipment) as archaic weapons instead of exotic weapons.

Free Language Skills: Read/Write Orc, Speak Orc.

Other Languages: Common (or local language), Goblin,
Giant.

Shadowkind Human

Not all creatures from Shadow are alien to human eyes. Some
are humans who hail from beyond Shadow—a medieval,
magic-rich, low-technology world. Shadowkind humans
(sometimes called “the Shadowborn” or “Shadowkin”) are
similar to Earthborn humans in height and weight and have
similarly diverse hair, skin, and eye colors.

Shadowkind humans differ from humans of Earth in that
they come from a radically different culture, primitive by 21st-
century standards, and they are often perplexed by technol-
ogy, contemporary morality, and modern-day customs. They
can blend in neatly or stick out like a sore thumb when con-
fronted with an ATM, a television, or a Web browser. Still,
they have the same industriousness, intelligence, and curios-
ity that has led humanity to dominate the mundane world.

Shadowkind humans interact with normal humans at every
social level. Hazy memories of their half-forgotten origin
often define their present-day actions; some seek to recover
lost knowledge and return to their native dimension or realm,
while others seek to bury the past in new experiences and
carve niches for themselves in our technologically advanced
mundane world.

Species Traits
Size: Medium. Shadowkind humans have no special bonuses
or penalties due to their size.

Ability Modifiers: None.

Base Speed: 30 feet.

Saving Throw Bonuses: Shadowkind humans gain a +1
species bonus on all saving throws.

Bonus Feat: Shadowkind humans receive a bonus feat at
1st level. Unlike normal humans, this extra feat must be
chosen from the following list:




Acrobatic, Alertness, Archaic Weapons Proficiency, Athletic,
Attentive, Builder, Cautious, Confident, Creative, Deceptive,
Divine Heritage*, Educated, Exotic Weapon Proficiency (any
one), Focused, Gearhead, Guide, Magical Heritage®, Medical
Expert, Meticulous, Nimble, Stealthy, Studious, Trustworthy.

*Described in this chapter.

Free Language Skills: Read/Write Common (or local lan-
guage), Speak Common (or local language).

Other Languages: Draconic, Dwarven, Elven, Giant,
Gnome, Halfling.

Snakeblooded Human

Snakeblooded humans are humans with yuan-ti blood in
their veins. Their serpentine bloodlines trace back sev-
eral generations, such that most snakeblooded humans™
have no trouble blending in with the rest of humanity.

ical or genetic discrepancies occasionally betray their *
dubious ancestry.

Snakeblooded humans fit the general parameters and
diversity of modern humanity. In addition, they tend to have
mild serpentine traits, such as waxy complexions, exotic,
snakelike eyes, or scaly patches of skin. Such subtle “defor-
mities” rarely call attention to themselves and can be easily
overlooked or concealed. However, snakeblooded humans
cannot hide their serpentine DNA, although they try.

The coming of Shadow usually heralds the arrival of new
yuan-ti who seek to collect their snakeblooded “progeny.” The
yuan-ti see snakeblooded humans as minions, servants, and
soldiers—all of which are necessary in their plot to dominate
the mammalian species of our world. Most of the snake-
blooded humans are not aware of their intended role, but to
the yuan-ti they are perfect battle-fodder.

Species Traits

Size: Medium. Snakeblooded humans have no special
bonuses or penalties due to their size.

Ability Modifiers: None.

Base Speed: 30 feet.

Yuan-Ti Blood: For all special abilities and effects, a
snakeblooded human is considered a yuan-ti. Snakeblooded
humans, for example, are just as susceptible to special
effects that affect yuan-ti as their serpentine ances-
tors are, and they can use magic items that are only
usable by yuan-ti.

Christopher Saving Throw Modifiers: Snakeblooded

Lewis, humans gain a +2 species bonus on Fortitude saves
s“al']‘z::‘;:ded against poison and a +1 species bonus on all Reflex

saves. Weak-willed, they suffer a—1 species penalty
on all Will saves.

Skill Bonuses: Snakeblooded humans gain a +2 species
bonus on Disguise and Hide checks.

Bonus Feats: Snakeblooded humans gain the bonus feats
Archaic Weapons Proficiency and Wild Talent. In campaigns
that don't include psionics, replace the Wild Talent feat with
the Magical Heritage feat.

Free Language Skills: Read/Write Common (or local
language), Read/Write Yuan-ti, Speak Common (or local
language), Speak Yuan-ti.

Other Languages: Abyssal, Draconic, Undertongue.

Although superficially similar to humans, lingering phys- & -




MORE POWERFUL
SHADOWKIND

The UrBaN ARCANA campaign gives players access to a broad
range of nonhuman character species. The Shadowkind
species presented below are more powerful than “baseline”
humans and the various Shadowkind species introduced ear-
lier in the chapter. The GM may expand the list of player char-
acter species to include the more powerful Shadowkind, with
the caveat that these species require additional rules to keep
the characters balanced.

Level Adjustment and

Challenge Rating

Particularly powerful Shadowkind species have a Level
Adjustment, which reflects how much more powerful these
species are compared to “baseline” species (such as elves,
dwarves, and humans). When you add this Level Adjustment
to a character’s total class levels (or character level), the
result is a character's Challenge Rating (CR). The formula for
determining a character’s Challenge Rating (CR) is as follows:

CR = Character Level + Level Adjustment

CR is used to determine a character’s relative power com-
pared to other characters. For example, bugbears have a Level
Adjustment of +2. In other words, an ordinary bugbear is
about as powerful as a typical 2nd-level human character.
Each time a bugbear character adds a class level, his CR
increases by 1.

Thus, a 1st-level bugbear Tough Hero has a CR of 3 and is
considered as powerful as a human with a character level of
3. A 2nd-level bugbear Tough Hero has a CR of 4 and is
roughly as powerful as a 4th-level human. If a player wishes
to play a bugbear hero, the GM needs to insure that the bug-

Character (Rasimar, Dragonblooded Human,

Gnoll, Half-Ogre, Tiefling)

7th 28,000
8th 36,000
9th 45,000
10th 55,000
11th 66,000
12th 78,000
13th 91,000
14th 105,000
15th 120,000
16th 136,000
17th 153,000
18th 171,000
19th 190,000

bear character isn't significantly more powerful than the other
heroes in the group. To keep the game balanced, a GM must
verify that all of the characters in the party are of comparable
level (by taking into account their relative CR).

A GM may forbid certain species as player characters until
such time as their CR matches the average level of the other
characters in the group. For example, tiefling characters have a
Level Adjustment of +1, which means a 1st-level tiefling Smart
Hero has a CR of 2 and is effectively a 2nd-level character. Such
a character would fit best in a 2nd-level adventuring party.

A character’s CR is never used to determine how or when a
character gains new skills and feats, nor does it have any
effect on talents, spells, and abilities that use character
levels. However, a character's CR /s used to determine how
many experience points the character needs to advance in
level (see Experience, below).

Experience

Characters with a Level Adjustment of +1 or higher do not
begin play with 0 XP, as humans and other “baseline” charac-
ters do. As representatives of more powerful Shadowkind
species, they are assumed to have amassed XP before taking
their first class level. The first row in Table 1-4: Experience
for Shadowkind with Level Adjustments shows how many
starting XP a 1st-level character receives, and how many XP
the character needs to advance to 2nd level and beyond.

For example, a 1st-level dragonblooded human Dedicated
Hero (Level Adjustment +1) begins play with 1,000 XP. not 0
XP. while a 1st-level half-dragon Charismatic Hero (Level
Adjustment +3) begins play with 6,000 XP. Increasing a char-
acter's starting XP actually makes it tougher for more power-
ful Shadowkind to gain levels. While a human or elf character
needs only 1,000 XP to reach 2nd level, a dragonblooded
human needs 3,000 XP to reach 2nd level, and a half-dragon
needs 10,000 XP to reach 2nd level.

Level Adjustment +2
(Bugbear, Drow)

Level Adjustment +3
(Ogre, Half-Dragon)

45,000 55,000
55,000 66,000
66,000 78,000
78,000 91,000
91,000 105,000
105,000 120,000
120,000 136,000
136,000 153,000
153,000 171,000
171,000 190,000

190,000 =

*The numbers in italics indicate starting XP for 1st-level characters of each species.




Aasimar
Aasimars are Shadowkind humans with a
touch of something divine. They carry
the spark of some greater extraplanar

being of good allegiance. Their

ancestry includes one or more

powerful outsiders known as

celestials, which are said to be

either gods or the powerful
servants of gods.

Aasimars tend to look

like “ordinary” humans

of unusual or excep-

tional beauty. They fre-

quently have one or more

distinctive physical attrib-

utes such as hair that glit- .

ters like spun gold,
lustrous skin, or eyes of
sparkling blue. Aasi-
mars are not native
to the mundane
world. They reach
maturity by age
20 and can live
up to 300 years.

Descended  from
mortals mated to pow-
erful extraplanar beings,
aasimars tend to have a pos-
itive outlook on the world, and
many (though not all) take the
“good” allegiance to help fur-
ther the cause of their distant
ancestors. Some aasimars see
their presence here as a test
established by the more power-
ful good-aligned powers of their
homeland, while others see that
they are here to counterbalance the
forces of evil that are spilling into this dimen-
sion. Others are convinced that they have been
exiled here for some now-forgotten crime, and
that this mundane world is a prison; redemption
will only come from living up to the letter and the

spirit of their half-remembered allegiances.
Aasimars tend to be loners in the mundane
world, fallen angels who fight a lonely battle.
When they take allies, it is with the understanding
that others must aid in their crusade, and that
casualties are likely regardless of the outcome.
They will often search out other aasimars, if only
to see how their brothers and sisters have fared in

the strange world.

Species Traits

Size: Medium. Aasimars have no special bonuses
or penalties due to their size.
Ability Modifiers: +2 Wisdom, +2 Charisma.
Base Speed: 30 feet.

Leonard, Bugbear




Outsider Traits: As outsiders, aasimars cannot be raised
from the dead.

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

Energy Resistance: Aasimars have acid, cold and
electricity resistance 5.

Spell-Like Abilities: Aasimars can use the /ight spell
once per day, as cast by an Acolyte of the assimar’s character
level.

Allegiance: Aasimars must begin play with an allegiance
to good.

Skill Bonuses: Aasimars gain a +2 species bonus on
Listen and Spot checks.

Bonus Feat: Aasimars receive either Archaic Weapons
Proficiency or Simple Weapons Proficiency as a bonus feat.

Free Language Skills: Read/\Write Celestial, Read/Write
Language (any one), Speak Celestial, Speak Language
(any one).

Other Languages: Any Shadow or Earth-based
languages.

Level Adjustment: +1.

Bughbear

More powerful relatives of the goblins, bugbears are tall,
broad-shouldered humanoids with yellowish flesh and thick,
coarse hair ranging from brown to brick red. Their eyes are
greenish-white with red pupils, and they have large, wedge-
shaped ears. Bugbears have prominent, sharp fangs and snuf-
fling, blunt, bearlike noses. They are 7 feet tall and weigh
450 pounds.

Bugbears tend to guided by their stomachs and their wal-
lets. They are always on the prowl, raiding, ambushing, scav-
enging, and taking whatever jobs they need to, always
looking for the next big score.

Bugbears are mid-level bullies by nature, kicked around by
more powerful leaders while in turn inflicting pain on those
smaller and weaker than themselves. Bugbears brought into
the mundane world are drawn to more powerful figures: mili-
tary leaders, crime bosses, and other Shadow creatures. They
provide muscle and a modicum of brute-level management for

. their more powerful masters, enjoying whatever power and
“authority they get out of the deal. Particularly enterprising

- bugbears may become bounty hunters, using their sensory

-~ ‘aptitude to assist their manhunting skills.

Species Traits
Size: Medium. Bugbears have no special bonuses or penal-
* ties due to their size.
“|  Ability Modifiers: +4 Strength, +2 Dexterity, +2 Constitu-
tion, —2 Charisma.

Extra Starting Hit Dice: A bugbear gains 3 Hit Dice (3d8
hit points). The bugbears's Constitution modifier applies to
each Hit Die when determining hit points.

Base Speed: 30 feet.

Natural Armor Bonus: Bugbears have tough hides and
gain a +3 natural armor bonus to Defense.

Attack Bonus: Bugbears gain a +2 species bonus on
attack rolls.

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

Scent: Bugbears may use their keen sense of smell to
detect approaching enemies, sniff out hidden foes, and track
by sense of smell, as detailed in the Creature Factory section
of Chapter Eight: Friends and Foes in the d20 Modern Role-
playing Game.

Allegiance: Bugbears must begin play with an allegiance
to chaos, evil, or both.

Skill Bonus: Bugbears gain a +4 species bonus on Move
Silently checks.

Bonus Feat: Bugbears gain the bonus feat Simple
Weapons Proficiency.

Free Language Skills: Read/Write Goblin (or local
language), Speak Goblin (or local language).

Other Languages: Giant, Gnoll, Orc, Undertongue.

Level Adjustment: +2.

Dragonblooded Human

Dragonblooded humans are the descendants of ancient
dragons and half-dragons. Although they may be several gen-
erations removed from their draconic ancestors, dragon-
blooded humans manifest particular traits and abilities that
oftentimes betray their nonhuman bloodline. They resemble
ordinary humans with a proud bearing and usually possess
one or more exotic features: scaly skin, clawlike fingernails, or
serpentine eyes. Some dragonblooded humans have no such
“deformities,” as recessive or intermittent genes may pre-
clude such traits.

The exact nature of one’s dragon ancestry is not always
clear. Aside from genetic markers in their DNA, dragonblooded
humans do not possess traits or abilities specific to one par-
ticular color of dragon. The dragonblooded descendant of a red
dragon is no more predisposed toward evil than the dragon-
blooded descendant of a silver or gold dragon, for example.

Dragonblooded humans are only now beginning to become
aware of their power and abilities. Some are organizing into
groups for self-protection, while others are seeking out new
members, and still others are trying to track down the genetic
marker that identifies their draconic bloodline. Some try to
keep their nature hidden, while others use their abilities to
lead and control others.

Species Traits
Size: Medium. Dragonblooded humans have no special
bonuses or penalties due to their size.

Ability Modifiers: +2 Strength, +2 Constitution, +2
Charisma.

Base Speed: 30 feet.

Natural Weapon (Claw): Dragonblooded humans may
use their sharp claws to deal lethal (slashing) damage instead
of nonlethal damage with an unarmed attack. Attacks made
with natural weapons do not provoke attacks of opportunity.
Feats such as Combat Martial Arts may increase the amount
of damage dealt.

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




Darkvision: Dragonblooded humans can see in the dark
up to 60 feet. Darkvision is black and white only, but it is oth-
erwise like normal sight, and dragonblooded humans can
function with no light at all.

Saving Throw Bonuses: Dragonblooded humans gain a
+4 species bonus on saves against slegp and paralysis.

Skill Bonuses: Dragonblooded humans gain a +2
species bonus on Intimidate and Spot skill checks.
Bonus Feat: Dragonblooded humans receive either
Archaic Weapons Proficiency or Simple Weapons
Proficiency as a bonus feat.

Free Language Skills: Read/Write Draconic,
Read/Write Language (any one), Speak Draconic,
Speak Language (any one).

Other Languages: Any Shadow or Earth-based
languages.

Level Adjustment: +1.

Drow (Dark EIf)

Drow are closely related to elves. However, they differ greatly
from their elven.cousins in abilities, appearance, and attitude.

Drow are lithe, slight beings with jet black skin that resem-
bles-polished obsidian. Most possess stark white or pale
yellow hair, although many drow in the mundane world dye
their hair other vibrant colors. Their pale, almost white eyes
feature shades and speckles of lilac, silver, pink, and blue.
They share a similar lifespan to elves, maturing at 110 years
and-living up to 700 years.

While exceptions exist, drow tend to be careful, manipula-
tive, and expansive. They see the world (any world) in terms
of lines of force, much like a spider detects its prey through
the vibrations of its web. Spider imagery is prevalent among
the drow, and they are masters at spinning their own webs of
lies, half-truths, and rationalizations.

The drow differ strongly from their elven cousins in their
view of the mundane world. Having carved their own subter-
ranean empires in the realm beyond Shadow, they are pre-
disposed to do the same when brought to Earth. Strong
believers in political and social manipulation along with brute
force and monetary gain, the drow generally seek to corrupt
those around them and use other species as their tools.

The drow wish to understand the mundane world—the
better to manipulate it. They embrace the modern technolo-

gies and conveniences of the mundane world so that they
can eventually dominate and enslave it. They infiltrate
every level of society, viewing others of their kind both
as potential rivals and instruments.

Species Traits
Size: Medium. Drow have no special
bonuses or penalties due to their size.
Ability Modifiers: +2 Dexterity, —2 Con-
stitution, +2 Intelligence,+2 Charisma.
Base Speed: 30 feet.
Darkvision: Drow can see in the dark up
to 120 feet. Darkvision is black and white
only, but it is otherwise like normal sight,
and drow can function with no light at all.
Light Blindness: Abrupt exposure to

Maddie Webber, Drow bright light (such as sunlight or a daylight




spell) blinds a drow for 1 round. In addition, drow take a —1
circumstance penalty on all attack rolls, saves, and checks
while operating in bright light. Sunglasses and tinted visors
can negate light blindness.

Spell Immunities: Drow are immune to sleep spells and
effects, and they gain a +2 species bonus on saves against
Enchantment spells or effects. They also gain a +2 species
bonus on Will saves against spells and spell-like abilities.

Spell Resistance: A drow gains spell resistance equal to
11 + the drow's character level (if any).

Skill Bonuses: Drow gain a +2 species bonus on Listen,
Search, and Spot checks. A drow who merely passes within 5
feet of a secret or concealed door is entitled to a Search check
(as a free action) to notice it as if she were actively looking for
the door.

Bonus Feat: Drow receive Archaic Weapons Proficiency
as a bonus feat.

Free Language Skills: Read/Write Elven, Read/Write
Language (any one), Speak Elven, Speak Language (any one).

Other Languages: Abyssal, Aquan, Common, Draconic,
Drow Sign Language, Gnome, Goblin, Kuo-toan, Undertongue.

Level Adjustment: +2.

Gnoll

Gnolls are savage, animalistic humanoids with hyenalike
heads and greenish-gray skin covered with pelts of thick
brown, russet, or brown-gray fur. Gnolls stand 7 1/2 feet tall
and weigh approximately 300 Ibs. They typically reach adult-
hood by age 12 and live approximately 45 years.

Gnolls tend to be aggressive, predatory, and cunning. While
exceptions exist, gnolls tend to ascribe to the law of the
jungle, whether that jungle is forested or made of concrete.
Their immediate needs, particularly their hunger, must be
taken care of, and the weak exist to support the strong. They
are scavengers capable of eating almost anything, and in the
mundane world they can survive nicely off dumpsters, land-
fills, and the food served in high school cafeterias.

Gnolls are nocturnal, although they suffer no penalty for
being out in the heat or light of day. They are commonly found
in packs and will run with other creatures, including humans,
in gangs. Some security operations use gnolls as guards, par-

. ticularly if they don't care about what happens to trespassers.

.'Species Traits
- 'Size: Medium. Gnolls have no special bonuses or penalties
due to their size.
Ability Modifiers: +4 Strength, +2 Constitution, —2 Intel-
ligence, —2 Charisma.
Extra Starting Hit Dice: A gnoll gains 2 Hit Dice (2d8 hit
“ points). The gnoll's Constitution modifier applies to each Hit
Die when determining hit points.
Base Speed: 30 feet.
Natural Armor Bonus: Gnolls have tough hides and gain
a +1 natural armor bonus to Defense.
Attack Bonus: Gnolls gain a +1 species bonus on attack rolls.
Darkvision: Gnolls can see in the dark up to 60 feet. Dark-
vision is black and white only, but it is otherwise like normal
sight, and gnolls can function with no light at all.
Allegiance: Gnolls must begin play with an allegiance to
chaos, evil, or both.

Bonus Feat: Gnolls gain the bonus feat Simple Weapons
Proficiency.

Free Language Skills: Read/Write Gnoll (or local lan-
guage), Speak Gnoll (or local language).

Other Languages: Common, Goblin, Orc.

Level Adjustment: +2.

Half-Dragon

Half-dragons are the offspring of dragons and Shadowkind
humans. How dragons mate with nondragons is unknown but
presumably involves a magical or natural shapechanging
ability. Other half-dragon crossbreeds are possible (such as
half-dragon/half-orc), but regardless of their nondragon
parentage, all half-dragons conform to the rules presented
below. They generally have the height and weight of their
nondragon parents, and they possess clearly reptilian fea-
tures: scaly flesh, horns, serpentine eyes, sharp fangs, claws,
and exaggerated features.

Half-dragons vary in their tendencies, wants, and needs,
but in general, they are attracted to power and wealth. They
see themselves as vastly superior to those around them. In
the mundane world, half-dragons seek positions of leader-
ship. Those who can pass as human tend to gather human fol-
lowers, ranging from cults to political action committees.
Those with more inhuman appearances muster other crea-
tures of Shadow, using them to more forcefully manipulate
the world around them.

Half-dragons regard dragonblooded humans in the same
manner as the yuan-ti look upon snakeblooded humans—as
potential allies, resources, and followers. How they interact
with dragonblooded humans depends on their draconic her-
itage. Half-dragons with chromatic dragon parents, such as
reds and whites, treat dragonblooded humans as minions to
be herded, while those with metallic dragon parents, such as
golds and brasses, tend to view dragonblooded humans as
potential allies and willing servants.

Species Traits
Size: Medium. Half-dragons have no special bonuses or
penalties due to their size.

Ability Modifiers: +8 Strength (+4 Strength if half-dragon
has wings), +2 Constitution, +2 Intelligence, +2 Charisma.

Base Speed: 30 feet. Weaker half-dragons have wings
and can fly 30 feet (average maneuverability).

Natural Armor Bonus: Half-dragons have scaly hides and
gain a +4 natural armor bonus to Defense.

Natural Weapons (Bite, Claw): A half-dragon can
replace an unarmed attack with a bite attack (1d3 points of
lethal piercing damage) or claw attack (1d3 points of lethal
slashing damage). Using natural weapons to deal lethal
damage does not provoke attacks of opportunity. Feats
such as Combat Martial Arts may increase the amount of
damage dealt.

Breath Weapon: A half-dragon can use its breath
weapon once per day. A half-dragon may also spend an
action point to use its breath weapon, but each extra use of
its breath weapon costs 1 action point. The type of breath
weapon depends on the color of the half-dragon, as shown
in Table 1-5: Half-Dragons. The save DC against the half-
dragon’s breath weapon equals 10 + 1/2 the half-dragon’s




character level (rounded down) + the half-dragon’s Constitu-
tion modifier.

Low-Light Vision: Half-dragons can see twice as far as a
human in starlight, moonlight, torchlight, and similar condi-
tions of poor illumination. They retain the ability to distinguish
color and detail under these conditions.

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

Immunities: Half-dragons are immune to sleep, paralysis,
and one type of energy (see Table 1-5: Half-Dragons).

Free Language Skills: Read/Write Draconic, Read/Write
Language (any one), Speak Draconic, Speak Language
(any one).

Other Languages: Any Shadow or Earth-based
languages.

Level Adjustment: +3.

60-foot line of acid

(6d4 points of acid damage;
Reflex half)

60-foot line of electricity

(6d8 points of electricity damage;
Reflex half)

30-foot cone of sleep gas

(fall asleep for 1d6 rounds;

Will negates)

30-foot cone of repulsion gas
(move away for 1d6 rounds;

Will negates)

30-foot cone of slow gas

(slowed, as the spell, for 1d6 rounds;
Will negates)

30-foot cone of weaknening gas
(1d2 temporary Str damage;
Fortitude negates)

30-foot cone of corrosive gas

(6d6 points of acid damage;
Reflex half)

Red 30-foot cone of fire

(6d10 points of fire damage;
Reflex half)

30-foot cone of paralyzing gas
(paralyzed for 1d6 rounds;
Fortitude negates)

30-foot cone of cold

(6d6 points of cold damage;
Reflex half)

v Al lines are 5 feet high, 5 feet wide, and 60 feet long. All
cones are 30 feet long and 30 feet wide at the base.

2 Dragons with fire immunity take 50% more damage against
cold-based attacks.

3 Dragons with cold immunity take 50% more damage against
fire-based attacks.

Blue Electricity

Brass Fire?

Bronze Electricity

Copper Acid

Gold Fire?

Green Acid
Fire2
Cold?

Silver

White Cold?

Half-Ogre

Half-ogres are the offspring of ogres and humans. Half-ogres
stand 8 feet tall and weigh 325 pounds, on average. Their
leathery skin ranges from off-yellow to dull brown, and they
have thick, dark hair. A protruding jaw and prominent brow
gives them a Neanderthal-like appearance.

Half-ogres who enter the mundane world through Shadow
have trouble integrating into society and tend to lurk on the
fringes of human civilization. Half-ogres born in the mundane
world are more apt to try to “fit in,” despite their hulking
appearance and slow wit, particularly if they are raised in the
care of a loving human parent, guardian, or foster parent.
They are frequently perceived and dismissed by “mundanes”
as oversized, intellectually challenged humans good for
manual labor and little else.

Species Traits :
Size: Medium. Half-ogres have no special bonuses or penal- '
ties due to their size. '

Ability Modifiers: +4 Strength, —2 Dexterity, +2 Constitu-
tion, =2 Intelligence, =2 Charisma.

Extra Starting Hit Dice: A half-ogre gains 2 Hit Dice (2d8
hit points). The half-ogre’s Constitution modifier applies to
each Hit Die when determining hit points.

Base Speed: 30 feet.

Natural Armor Bonus: Half-ogres have thick hides and
gain a +3 natural armor bonus to Defense.

Attack Bonus: Half-ogres gain a +1 species bonus on
attack rolls.

Low-Light Vision: Half-ogres can see twice as far as a
human in starlight, moonlight, torchlight, and similar condi-
tions of poor illumination. They retain the ability to distinguish
color and detail under these conditions

Bonus Feat: Half-ogres gain the bonus feat Simple
Weapons Proficiency.

Free Language Skills: Speak Giant (or local language).

Other Languages: Common, Gnoll, Goblin, Orc, Under-
tongue.

Level Adjustment: +1.

Large Characters

Large characters take a —1 size penalty to Defense, a —1
size penalty on attack rolls, and a —4 size penalty on Hide
checks. Large characters gain a +4 bonus on grapple
checks.

Large characters’ lifting and carrying limits are twice
of those of Medium characters.

Large characters generally move as fast as Medium
characters.

Large characters may use larger weapons than
Medium characters. A Large character may wield a
weapon of Large size in one hand and a Huge weapon in
two hands. A Large character treats a weapon of
Medium or smaller as a light weapon.

Armor for Large creatures must be custom-made and
weighs twice as much as Medium armor of similar type.
Increase the purchase DC of Large armor by +2.




Ogre

Ogres are muscular brutes that stand 9 1/2 feet tall and weigh
over 400 pounds, on average. Their warty hides range from
dull yellow to dun-brown, and their hair is usually thick,
greasy, and unkempt. They have poor fashion sense and show
little interest in personal hygiene.

While a few ogres are willing to adjust their attitudes and
drives to succeed in the mundane world, most ogres are bel-
ligerent brutes accustomed to getting what they want with a
threat and a shove. They prefer brute force over subtlety and
tend to solve problems by smashing them to pulp.

In the mundane world, ogres are often recruited by larger
organizations, such as organized crime syndicates, which use
them as muscle and treat them accordingly. Some ogres seek
to reverse this trend, establishing themselves as powerful
positive forces in their new world, but their limited intelli-
gence and brutish appearance count against them.

Species Traits
Size: Large. Ogres take a—1 size penalty to Defense and a —1
size penalty on attack rolls. They gain a +4 size bonus on
grapple checks and suffer a —4 size penalty on Hide checks.

Ability Modifiers: +10 Strength, —2 Dexterity, +4 Consti-
tution, —4 Intelligence, —4 Charisma.

Extra Starting Hit Dice: An ogre gains 4 Hit Dice (4d8 hit
points). The ogre’s Constitution modifier applies to each Hit
Die when determining hit points.

Base Speed: 30 feet.

Natural Armor Bonus: Ogres have thick hides and gain a
+5 natural armor bonus to Defense.

Attack Bonus: Ogres gain a +3 species bonus on attack
rolls.

Fighting Space: As Large creatures, ogres occupy a 10-
foot-by-10-foot fighting space.

Reach: As Large creatures, ogres have a 10-foot reach.

Low-Light Vision: Ogres can see twice as
far as a human in starlight, moonlight, torch-
light, and similar conditions of poor illumination.
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They retain the ability to distinguish color and detail under
these conditions

Allegiance: Ogres must begin play with an allegiance to
chaos, evil, or both.

Bonus Feat: Ogres gain either Archaic Weapons Profi-
ciency or Simple Weapons Proficiency as a bonus feat.

Free Language Skills: Speak Giant (or local language).

Other Languages: Common, Gnoll, Goblin, Orc, Under-
tongue.

Level Adjustment: +3.

Tiefling
Tieflings are similar to the aasimars, in that they have a touch of
some greater power within them. However, unlike the aasimars,
the power within tieflings is demonic or diabolic in nature.
Tieflings carry the spark of greater, extraplanar beings of evil
allegiance. These inhuman ancestors could be fiends (demons
and devils) as well as other servants of malevolent gods.

Tieflings resemble ordinary humans with one or more dis-
torted or disturbing physical features. Such features include
small horns at the temples, jagged teeth, red eyes, cloven
feet, or sulfurous body odor. Tieflings are not native to the
mundane world. They reach maturity by age 20 and can live
up to 300 years.

Tieflings tend to possess a negative, cynical outlook on the
world. Selfish creatures, they succumb easily to temptation
and vice. They frequently hang out with bad crowds. Some
resist and deny their fiendish heritage, seeking to go their
own way and forge their own destinies, but others embrace it
with fiendish verve. These latter tieflings see their presence
in this mundane world as an opportunity for personal growth
and a chance to exploit the gullible, though
many privately wonder if the
intrusion of Shadow is the
result of some malign
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Kailey, Tiefling

plot by their distant ancestors—a scheme in which they
might someday play a role.

Given their origins, tieflings tend to be self-serving loners
in this or any other world. Altruism is beyond their compre-
hension, and they view “mundanes” as rubes just waiting to
be fleeced. Many tieflings work what bit of darkness they can
manage before leaving town. Others shy away from evil
schemes while achieving their personal ambitions and goals.
Some tieflings can learn to work together, but a tiefling
would be foolish to place too much trust in such allies.

Species Traits

Size: Medium. Tieflings have no special bonuses or penalties

due to their size. :
Ability Modifiers: +2 Dexterity, +2 Intelligence, —2 Charisma.
Base Speed: 30 feet.

Outsider Traits: As outsiders, tieflings can't be raised . -

from the dead.

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

Energy Resistance: Tieflings have cold, electricity, and
fire resistance b.

Spell-Like Abilities: A tiefling can use the darkness
spell (see Chapter Three: Spells) once per day, as cast by an
Acolyte of the tiefling’s character level.

Allegiance: Tieflings must begin play with an allegiance
to evil.
Skill Bonuses: Tieflings gain a +2 species bonus on
Bluff and Hide checks.

Bonus Feat: Tieflings receive either Archaic \Weapons Pro-
ficiency or Simple Weapons Proficiency as a bonus feat.

Free Language Skills: Read/Write Abyssal or Infernal,
Read/Write Language (any one), Speak Abyssal or Infernal,
Speak Language (any one).

Other Languages: Any Shadow or Earth-based languages.

Level Adjustment: +1.

LANGUAGES OF SHADOW

Creatures who reach our modern world through Shadow gain
an innate knowledge of English, Spanish, Russian, or what-
ever the predominant language happens to be in the area in
which they arrive. To them, the language resembles Common,
a language that was used in trade or other negotiations
between different species in the world of their birth. Whether
this is mere coincidence or part of some great design remains
a mystery.

“Languages of Shadow" are languages brought to our world
by creatures of Shadow. Like Earth languages, these languages
can be grouped together in families. Languages that belong to
a single family share the same root alphabet. However, know-
ing one language in a family doesn't enable characters with the
Smart hero’s linguist talent to automatically speak, write, and
understand the other languages in that family.

Natives of our world—human and Shadowkind alike—can
learn new Shadow languages only after they are exposed to
them; they can't master them spontaneously. To learn Dra-
conic, for example, a character must spend time with crea-
tures that speak Draconic or find someone with access to the
written language (Draconic “books on tape” or ancient texts
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TABLE 1-6:

ADOW BY FAMILY

Language Typical Speakers

Abyssal Outsiders with Fiendish
allegiances to chaos,
evil

Aquan Water-based creatures Elven

Auran Air-based creatures Draconic

Celestial Creatures with good Celestial
allegiance

Common Various Shadowkind Common
species

Draconic Dragons and other Draconic
reptilian creatures

Drow Sign ~ Drow None*

Language

Dwarven Dwarves Dwarven

Elven Elves, drow, and Elven
half-elves

Giant Giants, trolls, ogres Dwarven

Gnoll Gnolls Dwarven

Gnome Gnomes Dwarven

Goblin Goblins, bugbears, Dwarven
and other goblinoids

Halfling Halflings Elven

Ignan Fire-based or Draconic
fire-worshiping creatures

Infernal Outsiders with evil, law Fiendish
allegiances

Kuo-toan Semi-aquatic Kuo-toan
underground creatures

Orc Orcs and half-orcs Dwarven

Sylvan Forest-dwelling Elven
creatures and fey

Terran Earth-based creatures Dwarven

Undertongue Subterranean creatures Elven

Yuan-ti Yuan-ti and Yuan-ti

snakeblooded humans
*See the Footnote on Sign Languages.

written using the Draconic alphabet, for example). Certain
Shadowkind know languages commonly spoken among mem-
“bers of their species, and all characters may study and learn

“new Shadow languages, investing in the appropriate

Read/Write Language and Speak Language skills as they
advance in level.

Table 1-6: Shadow Languages by Family lists various lan-
guages of Shadow and their root alphabets. Shadow lan-
.guage families include the following:

Celestial: Elegant in its simplicity and purity, celestial
writing tends to be direct in its language. Spoken, it has a
gentle, flowing tone.

Draconic: A florid, powerful alphabet, Draconic is often
used for magical messages and inscriptions. It is said to
descend from the dragons themselves and is often referred to
as the Original Language and the Words of Power.

Dwarven: Using an alphabet similar to the Norse runes,
the dwarven alphabet was made to be carved in stone, and its
letters look as if they were chiseled in place. Languages in
this family are generally rough and heavily accented.

Alphabet/Family :

Elven: The elven alphabet is a thin, flowing freehand script
with letters overlapping and curling in on themselves, suitable
for inscription on metal, ivory, or very hard woods. It is used by
elves (including drow) and has a melodic tone when spoken.

Fiendish: The Fiendish alphabet is a jagged, powerful
script. The two languages that form this group—Abyssal and
Infernal—are dominated by harsh gutturals and accents.
Favored by evil outsiders, its presence usually indicates some-
thing malefic.

Halfling: The halfling alphabet makes heavy use of pic-
tograms and lettering passingly similar in appearance to
musical notes. The spoken language is a patois incorporating
elements of Elven combined with distinctive halfling idioms.

Undertongue: Represented by harsh lines and stark hiero-
glyphs, this debased version of Elven is spoken by countless
subterranean species, usually for the purpose of doing busi-
ness with one another.

Footnote on Sign Languages

Knowing one type of sign language does not grant knowledge
of other sign languages. In the mundane world, ASL (Ameri-
can Sign Language) is a dominant form of nonverbal commu-
nication in the United States and may be used and understood
by any character who takes the Speak American Sign Lan-
guage skill. However, the communication is in the native lan-
guage of the speaker. Two characters using ASL to
communicate with each other must share another common
language (such as English, for example).
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UrBan ARCANA uses all the advanced classes from Chapter Six
of the d20 Modern Roleplaying Game. It also places special
emphasis on the Mage and Acolyte advanced classes from
the URBAN ArcANA campaign model and allows for the use of
all the other advanced classes in Chapter Nine of that book
(you should get approval from your GM before creating a char-
acter with the Battle Mind or Telepath advanced classes).

This book adds a number of new advanced classes. There
are additional classes, known as prestige classes, which are
available to characters of higher level who already have
some experience in advanced classes. The prestige classes
start on page 59.

The advanced classes covered in this book are:

Arcane Arranger—A social engineer who can find the
right service for the right price.

Archaic Weaponsmaster—A warrior trained in
weapons not commonly found on the street—bows, swords,
axes, and other accoutrements of medieval combat.

Glamourist—An amiable, engaging companion who
uses charm and deception to get things most people have to
buy or earn.

Mystic—A divine spellcaster with the ability to cast non-
curative divine spells at will.

Shadow Hunter—A tracker who uses the ways of Shadow
to find people and things that would rather stay hidden.

Shadowjack—A computer wizard, a keyboard conjurer
capable of sneaking through the mainframes like a ghost and
literally performing magic online.




Speed Demon—A master of automobiles and other vehi-

cles, capable of pushing them to their utmost and beyond.

].E T 3 Street Warrior—A fighter versed in the unwritten laws of
the urban jungle

Swashbuckler—A light-footed, quick master of the sword.

HHS oY 55 Techno Mage—Blending magic and technology, a
BEID (= S wizard that fully embraces and uses what the 21st century
+ HH -Hanh s has to offer.
Thrasher—A supremely tough individual with the ability
to call upon inner will to increase physical capabilities.

D E CJ Wildlord—An individual in tune with the world around
them, capable of dealing with both the wilderness and its
] inhabitants.
ss+12 ﬁ I\ ARCANE ARRANGER

They say that anything can be bought for a price. But even if

L [JH

ED 4% -. you have the cash, there are some things you can't get at the '

" \ mall. The Arcane Arranger knows where even the rarest
'}4':1' x = of commodities—particularly those of a magical
=1 nature—can be found. For a price, he puts sellers,
buyers, and merchandise together, then leaves them
to work out whatever deal they can. Not everything an
Arcane Arranger sets up is illegal, quite often he
simply acts as a facilitator so that people with a need
can find the right commodity. The Arcane Arranger
is a talent agent, corporate head hunter, event pro-
moter, and supply sergeant all rolled into one.
Select this advanced class if you want a character
who has his fingers on the pulse of the city—some-
one who knows how to build teams to achieve specific
goals. If you want a character who is comfortable and well-
known in every layer of society, top to bottom, this is
the character for you.
The fastest path into this advanced class is from the
Charismatic hero basic class, though other paths are possible.
A high Intelligence is also useful for the Arcane Arranger,
since knowledge is his province.

Requirements

To qualify to become an Arcane Arranger, a character must
fulfill the following criteria.

Skills: Diplomacy 6 ranks, Gather Information 6 ranks,
any Knowledge (arcane law, business, current events, popu-
lar culture, or streetwise) 6 ranks.

Class Information
The following information pertains to the Arcane Arranger
advanced class.

Hit Die
Arcane Arrangers gain 1d6 hit points per level. The character’s
Constitution modifier applies.

Action Points

Arcane Arrangers gain a number of action points equal to 6
plus one-half their character level, rounded down, every time
they advance a level in this class.

Christopher Lewis,

Arcane Arranger
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Class Skills
The Arcane Arranger’s class skills are:

Bluff (Cha), Computer Use (Int), Decipher Script (Int), Diplo-
macy (Cha), Forgery (Int), Gather Information (Cha), Intimidate
(Cha), Knowledge (arcane lore, business, current events, pop-
ular culture, streetwise) (Int), Listen (Wis), Profession (Wis),
Read/Write Language (none), Repair (Int), Research (Int),
Sense Motive (Wis), Speak Language (none).

Skill Points at Each Level: 7 + Intelligence modifier.

Class Features
The following features pertain to the Arcane Arranger
advanced class.

Word on the Street

The Arcane Arranger filters information constantly and remem-
bers everything. Through regular contacts, gossip, internet
chats, and other situations, he has a deep knowledge of every-
day things. The Arcane Arranger can make a Gather Information
check on general or specific information instantaneously, and
spends only an hour making a Gather Information check for
restricted information. Retries may be made under normal rules.
Protected information still requires 1d4+1 hours for a check.

False Allegiance

The Arcane Arranger fits in with whatever group he chooses
to be with. At 2nd level, the Arcane Arranger can successfully
emulate an allegiance he knows about, passing himself off as
a liberal among liberals, or a member of a secret organization
among those of that organization, or an orthodontist among
orthodontists. He gains the +2 circumstance bonus on
Charisma-based skills when dealing with an individual of the
same allegiance. The allegiance and its bonus is considered
in effect until a check is failed, at which point the false alle-
giance is revealed. Supernatural and spell-like abilities that
determine allegiance, such as the Holy/Unholy Knight's sense
allegiance ability, are not affected by the Arcane Arranger's
false allegiance ability.

Bonus Feats
At 3rd, 6th, and 9th level, the Arcane Arranger gets a bonus
feat. The bonus feat must be selected from the following list,

“and the Arcane Arranger must meet all of the prerequisites for

. the feat to select it.

Arcane Skills, Armor Proficiency (light), Attentive, Builder,
Combat Expertise, Educated, Gearhead, Improved Disarm,
Jack of All Trades, Renown, Studious, Trustworthy, Windfall.

Shadow Resources

At 4th level, the Arcane Arranger is well-enough wired into the
social system to be able to get the names and numbers of indi-
viduals with particular abilities and talents. Even if away from his
home stomping ground (say, in LA when normally operating out
of New York), a phone call can produce a contact with the
needed resource. Make a level check, adding all Arcane Arranger
levels and any levels of Charismatic Hero. The difficulty of this
task is based on how common the required abilities are:

Common Skill (Ride, Pilot, Treat Injury) DC10
Uncommon Skill (subgroups of other skills such as

Knowledge (arcane lore) or Craft (structural)) DC 15
Rare Skill (skills available for a particular class—

Spellcraft, Psicraft, Use Magic Device) DC 20
Specific Feat DC 20
Class Feature (spellcasting, turn undead, psionics) DC 20
Specific Combination of Skills, Feats, and Abilities

(someone with Knowledge (business)

and the ability to cast the augury spell) DC 25
Finding someone willing to perform activities

secretly or illegally DC +5

Finding someone with a specific
level of ability Add desired ranks to DC

A successful check indicates that the individual is avail-
able, and the Arcane Arranger knows about him. It does not
guarantee the GM character contacted will be willing to per-
form the requested service—the party requesting the service
must still negotiate for that person’s services. An unsuccess-
ful check means that no such individual is immediately known
or available to the Arcane Arranger. This does not negate
trying again for a different skill, nor from trying to locate a skill
resource through more traditional methods (recommenda-
tions, universities, the telephone book, or individuals the
heroes know from previous experience in the campaign).

The resource the Arcane Arranger knows about will have
total ranks in the needed skill of at least the Arcane
Arranger's total character level +3. A 4th-level Charismatic
hero/5th-level Arcane Arranger who is looking for an expert in
Renaissance sculpture will find someone with at least 12
ranks in Knowledge (art).

AB — HE ARCANE ABRBAI B
Base Attack Fort Ref Will Defense Reputation |
Level Bonus  Save Save Save Special Bonus Bonus
1st +0 +0 +0 +1 Word on the street +0 +2
2nd +1 +0 +0 +2 False allegiance +1 +2
3rd +1 +1 +1 +2 Bonus feat +1 +2
4th +2 +1 +1 +2 Shadow resources +1 +3
5th +2 +1 +1 +3 Pack rat +2 +3
6th +3 +2 +2 +3 Bonus feat +2 +3
7th +3 +2 +2 +4 Expert in your field +2 +4
8th +4 +2 +2 +4 Up my sleeve +3 +4
9th +4 +3 +3 +4 Bonus feat +3 +4
10th +b +3 +3 +b Up my sleeve +3 +b




Pack Rat

At 5th level, the Arcane Arranger is considered to have con-
siderable material resources either at hand or easily and
cheaply acquired. When making a Wealth check to determine
if a particular item is “at hand,” add the Arcane Arranger class
levels as a circumstance bonus.

Expert in Your Field

At 7th level, the Arcane Arranger is considered a master of
connections, such that his reputation precedes him in his
dealings with others. The Arcane Arranger gains a circum-
stance bonus equal to his Reputation bonus when making skill
checks that are directly involved with Gather Information and
Diplomacy skills. In addition, the Arcane Arranger may add his
Reputation bonus on Wealth checks for new purchases.

Up My Sleeve
At 8th level, the Arcane Arranger gains the supernatural abil-
ity to pull a specific item out of thin air. As a move action, the
Arcane Arranger may cause any item currently in his posses-
sion (with a size no greater than Small) to disappear into an
extra-dimensional space. The item becomes impossible to
detect by any means, however detect magical aura spells will
reveal a moderate magical aura around the hand that last held
the item. As a move action, the Arcane Arranger can cause
the item to reappear in his hand. The Arcane Arranger may
only hide one item at a time in this fashion.

At 10th level, the Arcane Arranger may use this ability to
hide a single object of up to Large size or up to three objects of
up to Small size (each of which may be retrieved individually).

ARCHAIC
WEAPONSMASTER

The Archaic Weaponsmaster is a trained specialist with the
ability use archaic weaponry no longer common in the
modern world, including swords and axes, as well as other
medieval weapons such as maces, morningstars, and bows.
Aficionados of archaic weapons such as members of
medieval live-action troupes or medieval scholars can be
Archaic Weaponsmasters, as can athletes who have concen-
trated upon a single weapon normally utilized in competi-
tion—including Olympic-level fencers and archers. The
Archaic Weaponsmaster is familiar with tactics of any
archaic weapon, but specializes in a single weapon type.

Select this advanced class if you want your character to
deal with creatures from Shadow on an equal footing—
sword to sword—and effectively utilize the weapons of your
foes. Itis also a good class for those seeking a signature style
of combat, one that may not have the messy legal restrictions
of firearms.

The fastest path into this advanced class is from the Strong
hero basic class, though other paths are possible, in particu-
lar Fast heroes for those characters favoring archaic ranged
weapons such as bows and crossbows.

Requirements
To qualify to become an Archaic \Weaponsmaster, a character
must fulfill the following criteria.

Base Attack Bonus: +3.

Skills: Knowledge (history) 4 ranks.

Feats: Archaic Weapon Proficiency, Weapon Focus withan & -

archaic weapon.

Class Information
The following information pertains to the Archaic Weapons-
master advanced class.

Hit Die
Archaic Weaponsmasters gain 1d10 hit points per level. The
character's Constitution modifier applies.

Action Points

Archaic Weaponsmasters gain a number of action points
equal to 6 plus one-half their character level, rounded down,
every time they advance a level in this class.

Class Skills
The Archaic Weaponsmaster's class skills are as follows:
Climb (Str), Craft (mechanical, structural, visual art, writing)
(Int), Handle Animal (Cha), Jump (Str), Knowledge (art, history,
theology and philosophy), Profession (Wis), Research (Int),
Ride (Dex), and Swim (Str).
Skill Points at Each Level: 3 + Intelligence modifier.

Class Features
The following features pertain to the Archaic Weaponsmaster
advanced class.

Base Attack Fort Ref Defense_ Reputation |
Bonus — Save Save Save Special Bonus Bonus
Weapon specialization

2nd +1 +3 +0 +0 Imbue weapon +1 +1 +1
3rd +2 +3 +1 +1 Bonus feat +2 +1
4th +3 +4 +1 +1 Quick weapon draw +2 +2
5th +3 +4 +1 +1 Expert in your field +3 +2
6th +4 +5 +2 +2 Bonus feat +3 +2
7th +5 +5 +2 +2 Weapon stun +4 +3
8th +6 +6 +2 +2 Imbue weapon +2 +4 +3
9th +6 +6 +3 +3 Bonus feat +5 +3
10th +7 +7 +3 +3 Increased weapon critical +5 +4




Weapon Specialization

At 1st level, the Archaic \Weaponsmaster gains
the Weapon Specialization feat. She gains a +2
bonus on all damage rolls with a chosen archaic
weapon. The Archaic \Weaponsmaster must have
weapon focus in that weapon in order to gain
Weapon Specialization.

Imbue Weapon

At 2nd level, the Archaic Weaponsmaster may
treat any archaic weapon she wields and has
Weapon Focus with as a +1 magic weapon for
purposes of striking creatures with damage
reduction. This does not grant the weapon a +1
bonus, but only allows it to circumvent
damage reduction.

At 8th level, the Archaic \Weaponsmaster may
treat any archaic weapon she wields and has
Weapon Specialization with as a +2 magic
weapon for purposes of striking creatures with
damage reduction. This does not grant the
weapon a +2 bonus, but only allows it to circum-
vent damage reduction.

Bonus Feats

At 3rd, 6th, and 9th levels, the Archaic Weap-
onsmaster gets a bonus feat. The bonus feat
must be selected from the following list, and the
Archaic Weaponsmaster must meet all of the
prerequisites for the feat to select it.

Advanced Two-Weapon Fighting, Archaic
Armor Proficiency, Blind-Fight, Combat Expertise,
Cleave, Combat Reflexes, Dead Aim, Exotic

. Melee Weapon Proficiency, Far Shot, Great
Cleave, Improved Bull Rush, Improved Disarm,
Improved Trip, Improved Two-Weapon Fighting,
Power Attack, Sunder, Two-Weapon Fighting,
Weapon Focus.

Roxanne Wallace,
Archaic Weaponsmaster



Quick Weapon Draw

At 4th level, the Archaic Weaponsmaster gains the ability to
draw her weapon as a free action. This applies only to the
weapons for which the Archaic Weaponsmaster has Weapon
Specialization.

Expert InYour Field

At 5th level, the Archaic Weaponsmaster is considered to be
a master of her particular weapon, whether this is as a
scholar with a detailed knowledge of the weapon's history, or
as a practitioner, such as a professional archer. Starting with
5th level, the Archaic Weaponsmaster gains a circumstance
bonus equal to her Reputation bonus on skill checks that are
directly involved with her knowledge and proficiency with the
weapon. Such skills would include applicable Knowledge
skills, as well as such social skills as Intimidate and Bluff.

Weapon Stun

o At 7th level, the Archaic Weaponsmaster can use his or her
‘_\‘.}‘H‘H‘ weapon to deal nonlethal damage, without taking the —4
) penalty on attack rolls. The Archaic Weaponsmaster
') must have Weapon Specialization in the weapon to use it
in this fashion.

Increased Weapon Critical

The Archaic Weaponsmaster increases her threat range by
one when using an archaic weapon with which she has
Weapons Specialization. A weapon that would threaten a
critical on 20 would now do so on a 19 or 20, and one which
threatens on a 19 or 20 would now do so on an 18 to 20. This
ability works with other abilities that increase threat ranges.

GLAMOURIST

Some people can sell sno-cones in the middle of a blizzard, or
make complete strangers feel so comfortable that they reveal
their most closely guarded secrets. Glamourists have these
knacks and a whole lot more. Through a combination of
showmanship, deception, and supernatural tricks a Glam-
ourist gets her marks to give her what she wants, and they
always think that it was their idea to begin with. It's hard to
say what motivates a Glamourist—avarice, laziness, a sense
of entitlement, or simply the lure of getting something for
nothing, but they can be found in all walks of life. If you wish
to find a Glamourist, simply look for a person being lavished
with attention and gifts, without the headache of having to
give anything in return.

Select this advanced class if you want your character to
excel at social interaction with just a touch of larceny.

The fastest path into this advanced class is from a combi-
nation of the Charismatic and Dedicated hero basic classes,
though other paths are possible.

Requirements
To qualify to become a Glamourist, a character must fulfill the

following criteria.
* Skills: Bluff 6 ranks, Sense Motive 6 ranks.

Alexandra Gordon,

Glamourist




Class Information
The following information pertains to the Glamourist
advanced class.

Hit Die
Glamourists gain 1d6 hit points per level. The character’s
Constitution modifier applies.

Action Points

Glamourists gain a number of action points equal to 6 plus
one-half their character level, rounded down, every time they
advance a level in this class.

Class Skills
The Glamourist's class skills are as follows:

Bluff (Cha), Concentration (Con), Diplomacy (Cha), Decipher
Script (Int), Disguise (Cha), Forgery (Int), Gamble (Wis), Gather
Information (Cha), Intimidate (Cha), Knowledge (behavioral
sciences, current events, popular culture, streetwise) (Int),
Listen (Wis), Perform (act, sing) (Cha), Profession (Wis),
Read/Write Language (none), Sense Motive (Wis), Speak
Language (none), Spot (Wis).

Skill Points at Each Level: 5 + Intelligence modifier.

Class Features
The following features pertain to the Glamourist advanced
class.

Self-Confidence

The Glamourist may treat her Glamourist levels as Charis-
matic levels for any talent where Charismatic levels are used
(charm, favor, captivate, fast-talk, dazzle, taunt).

Hidden Motives

At 2nd level, the Glamourist increases her ability to hide her
motives and intentions. She gains a circumstance bonus
equal to her Glamourist levels when using Bluff against a
Sense Motive skill. In addition, the DC for Bluff checks against
her is increased by her levels of Glamourist.

Bonus Feats

. At 3rd, 6th, and 9th level, the Glamourist gets a bonus feat.

“The bonus feat must be selected from the following list, and

" the Glamourist must meet all of the prerequisites for the feat

Alertness, Attentive, Builder, Confident, Creative, Decep-
tive, Improved Initiative, Iron Will, Low Profile, Renown,
Trustworthy, Windfall.

Hidden Allegiance

At 4th level, the Glamourist gains the supernatural ability to
suppress her loyalties, even from spells and abilities such as
the Holy/Unholy Knight's sense allegiance. In cases where
such divinations are made, the Glamourist gains a Will save
(DC 15 + the character level of the individual making the
attempt) to negate the attempt. Negated attempts reveal
either no allegiance or a lack of the sought-for allegiance, as
applicable for the ability or spell.

Audience

At 5th level, the Glamourist may extend any Charismatic hero
talents to a number of targets equal to her total of Charis-
matic and Glamourist levels. Individual targets are otherwise
affected as described under the Charismatic hero basic class.

Daze

At 7th level, the Glamourist gains the spell-like ability to
daze an individual of her choice, which can be quite handy
when a particularly willful or obssessive person manages to
ingnore the Glamourist's other distracting abilities. This
ability may be used once per day, and functions identically
to the daze psionic power (d20 Modern Roleplaying Game,
page 365).

Utterly Convincing
At 8th level, the Glamourist is a master at convincing people.
Whenever the Glamourist spends an action point to improve
some Charisma-based skill checks (see below), she adds an
additional 1d6 to the result.

The skills that utterly convincing applies to are: Bluff,
Diplomacy, Disguise, Gather Information, Intimidate, and
Perform.

Charm Person

At 10th level, the Glamourist gains the spell-like ability to
charm person once per day. This ability functions identically to
the charm person psionic ability.

~'to select it.
TARB -9:TH AMOQUR N
- Base Attack Fort Ref Will Defense_ Reputation |
ilevel Bonus  Save Save Save Special Bonus Bonus i
1st +0 +0 +2 +0 Self-confidence +1 +0
2nd +1 +0 +3 +0 Hidden motives +1 +0
3rd +1 +1 +3 +1 Bonus feat +2 +1
4th +2 +1 +4 +1 Hidden allegiance +2 +1
5th +2 +1 +4 +1 Audience +3 +1
6th +3 +2 +5 +2 Bonus feat +3 +2
7th +3 +2 +b +2 Daze +4 +2
8th +4 +2 +6 +2 Utterly convincing +4 +2
9th +4 +3 +6 +3 Bonus feat +5 +3
10th +b +3 +7 +3 Charm person +5 +3




MYSTIC

The New Age crystal healer. The voudun mambo. The revival
preacher with the magic touch. The motivational speaker that
gets results. All of these are mystics, capable of pulling divine
energies through themselves at will, without preparation,
without planning, and sometimes without prayer. They have
raw power, granted by higher beings, personal faith, know!-
edge, or self-confidence, which they then utilize as they see
fit for the common good, and on occasion personal gain. They
lack the curative powers of the Acolytes, but have more flex-
ibility in their spellcasting.

Select this advanced class if you want your character to
excel casting at divine spells on the fly, without having to
choose them in advance.

The fastest path into this advanced class is from the Dedi-
cated hero basic class, though other paths are possible. A high
Charisma score is necessary to ensure the ability to cast spells.

Requirements
To qualify to become an Mystic, a character must fulfill the
following criteria.

Skills: Diplomacy 6 ranks, Knowledge (theology and phi-
losophy) 6 ranks, Listen 6 ranks.

Allegiance: At the time that the character receives her
first level in the Mystic advanced class, she must select an
allegiance to afaith, concept, tradition or alignment. The
Mystic may choose positive (good) or negative (evil) energy as
an allegiance, but is not required to.

Class Information
The following information pertains to the Mystic advanced class.

Hit Die
Mystics gain 1d6 hit points per level. The character's Consti-
tution modifier applies.

Action Points

Mystics gain a number of action points equal to 6 plus one-
half their character level, rounded down, every time they
advance a level in this class.

Class Skills
The Mystic’s class skills are as follows:

Concentration (Con), Craft (chemical, pharmaceutical,
visual arts) (Int), Diplomacy (Cha), Gather Information (Cha),

Base Attack Fort Ref
Bonus Save Save

Will

Level Save

Special

Knowledge (art, behavioral sciences, earth and life sciences,
theology and philosophy) (Int), Perform (act, dance, sing,
stand-up) (Cha), Profession (Wis), Read/Write Language
(none), Sense Motive (Wis), Sleight of Hand (Dex), Speak Lan-
guage (none), Spellcraft (Int), Spot (Wis), Treat Injury (Wis).
Skill Points at Each Level: 5 + Intelligence modifier.

Class Features
The following features pertain to the Mystic advanced class.

Arcane Skills

At 1st level, the Mystic gains the Arcane Skills feat, granting
access to the following skills: Spellcraft, Use Magic Device,
and the arcane functions of Concentration and Craft (chemical).

Divine Spells

The Mystic casts divine spells the same as Acolytes. A | -

Mystic's selection of spells is extremely limited. The Mystic &
begins play knowing three 0-level spells (called orisons) and
two Tst-level spells. At each level, the mystic gains one or
more new spells as indicated below). These spells can be
common spells chosen from the Mystic's spell list or they can
be unusual spells of the Mystic's own devising.

The Mystic is limited to casting a certain number of spells
of each level per day, but need not prepare those spells in
advance. The number of spells that may be cast per day may
be increased by sufficiently high Charisma scores.

A Mystic may use a higher-level slot to cast a lower-level spell.

The Mystic may spend an action point to “trade out” a
known spell (losing it entirely) in exchange for another; in this
fashion the Mystic is not penalized for filling all the slots of
their known spells list.

Mystics do not have “cure” or “inflict” spells in their spell
lists. Mystic may use incantations to cast these spells.

The Difficulty Class for a saving throw against the Mystic's
spell is 10 + the spell’s level + the Mystic’s Wisdom modifier.

The Mystic doesn't acquire her spells from books or scrolls,
nor does she prepare them through study. Instead, she medi-
tates or prays for her spells, receiving them through her own
strength of faith or as divine inspiration. The Mystic must
spend one hour each day in quiet contemplation or supplica-
tion to regain her daily allotment of spells. Time spent resting
has no effect on the Mystic's spell preparation.

In addition, the Mystic receives bonus spells based on her
Wisdom score, as shown on the chart below.

Defense Reputation
Bonus Bonus

1st +0 +2 +1 +1 Arcane skills, divine spells +1

2nd +1 +3 +2 +2 Turn undead, divine spells +1 +2
3rd +1 +3 +2 +2 Bonus feat, divine spells +2 +2
4th +2 +4 +2 +2 Combat casting, divine spells +2 +3
5th +2 +4 +3 +3 Brew Potion divine spells +3 +3
6th +3 +5 +3 +3 Bonus feat, divine spells +3 +3
7th +3 +5 +4 +4 Discern lie, divine spells +4 +4
8th +4 +6 +4 +4 Turn humans, divine spells +4 +4
9th +4 +6 +4 +4 Bonus feat, divine spells +5 +4
10th +b +7 +b +b Empower spell, divine spells +5 +b




Spell List: Mystics use the same spell list as Acolytes

except that Mystics may not use the spells listed below.
0-level: Cure minor wounds, inflict minor wounds
1st-level: Cure light wounds, inflict light wounds
2nd-level: Cure moderate wounds, inflict moderate wounds
3rd-level: Cure serious wounds, inflict serious

wounds
4th-level: Cure critical wounds, inflict critical

wounds
5th-level: Mass cure light wounds, mass inflict

light wounds, raise dead

Cha —Bonus Spells by Spell Level—
Score 1 3 4 5

12-13 1 e

14-15 1 - =
16-17 1
18-19 1
20-21 2
22-23 2

N—\—\—A|N

1 —

1 1

1 1 1
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Mystic —Spells per Day by Spell Level—
Level 0 1 2 3 4 5

1 3 2 — — — —
2 4 3 — — — —
3 A3 2 — — —
4 5 4 3 - — —
5 ol ¥4 3 2 — —
6 5 4 4 3 — —
7 BE Ee5 4 3 2 —
8 6 5 4 4 3 —
9 BE o> 5 4 3 2
10 6 5 5 4 4 3
Mystic  —Mystic Spells Known—
Level 0 1 2 3 4 5
1 4 2 @ — — — —
2 5 2 - — — —
3 5 3 — — — —
4 6 3 T = = —
5 6 4 2 — — —
6 7 4 2 1 — —
s/ 7 o) 3 2 —_ —
8 8 5 3 2 1 —
9 8 5 4 3 2 —
10 9 B 4 3 2 1

Turn or Rebuke Undead
7 Starting at 2nd level, the Mystic gains the supernatural abil-
_Iity to affect the undead, such as zombies, skeletons, ghosts,
and vampires in a manner similar to Acolyte as described in
Chapter Nine of the d20 Modern Roleplaying Game. However,
the Mystic’s allegiance does not effect the type of effects she
has on the undead. Furthermore, the Mystic affects undead as
if she were an Acolyte of one level lower than her current
Mystic class.
A Mystic may turn, rebuke, command or bolster the
undead. She may destroy the undead if of sufficient levels.
She cannot dispel the turning of an Acolyte.

Kailey, Mystic




Bonus Feats
At 3rd, 6th, and 9th level, the Mystic gets a bonus feat. The
bonus feat must be selected from the following list, and the
Mystic must meet all of the prerequisites for the feat to select it.
Alertness, Archaic Weapons Proficiency, Armor Proficiency
(light), Attentive, Creative, Dodge, Educated, Empower Turning,
Greater Spell Facus, Greater Spell Penetration, Improved Turning,
Renown, Spell Focus, Spell Penetration, Trustworthy, Windfall.
The Mystic may also take any metamagic feats as bonus feats.

Combat Casting

At 4th level, the Mystic becomes adept at casting spells
during combat. She gets a +4 bonus to Concentration checks
made to cast a spell while on the defensive.

Brew Potion
At 5th level, the Mystic can create potions, which carry spells
within themselves.

The Mystic can create a potion of any spell of 3rd level or
lower that she knows. The spell must target a character or
characters. Brewing a potion takes one day. When the Mystic
creates a potion, she sets the caster level. The caster level
must be sufficient to cast the spell in question and no higher
than the Mystic’s own level.

The purchase DC of the raw material to brew a potion is 15
+ the potion’s spell level + the potion’s caster level.

The Mystic must also spend experience points to brew a
potion. The XP cost is equal to the spell level x the caster
level x the purchase DC of the raw materials.

Finally, the Mystic makes a Craft (chemical) skill check. The
DC for the check is 10 + the spell level + the caster level. If the
check fails, the raw materials are used up but the XP are not
spent. The Mystic can try again the next day.

When the Mystic creates a potion, she makes any choices
that she would normally make when casting the spell. Who-
ever drinks the potion is the target of the spell.

Any potion that stores a spell with a costly material com-
ponent or an experience point cost also carries a commensu-
rate cost. In addition to the raw materials cost, the Mystic
must expend the material component or pay the XP cost when
creating the potion.

Discern Lie
The Mystic develops the ability to gauge whether another char-
acter is telling the truth by reading facial expressions and inter-

Base Attack Fort Ref
Bonus Save Save

Save

Special

preting body language. The Mystic must be able to see and hear
(but not necessarily understand) the individual under scrutiny.
The Mystic 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.

Turn or Rebuke Humans
Starting at 8th level, the Mystic gains the supernatural ability
to affect humans, allowing her to command them or drive
them off in the fashion of the Acolyte’s turn undead ability.
The Mystic's allegiance does not effect the type of effects she
has on humans. The ability does not affect humanoids or other
creatures. Unlike other turning abilities, the Mystic must
spend an action point to turn or rebuke humans.

A Mystic may turn, rebuke, command or bolster humans.
She cannot destroy the targeted humans with this ability, nor
can she dispel the turning of another individual.

Empower Spell

At 10th level, the Mystic 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 empow-
ered spell uses up a spell slot two levels higher than the
spell’s actual level. Therefore, a Mystic can only empower 1st,
2nd, or 3rd-level spells.

SHADOW HUNTER

The Shadow Hunter is a tracker, a stalker, a finder of lost
things and people—particularly those that do not want to be
found. The Shadow Hunter is familiar with all the modern
forensic methods of tracking a subject, but places equal faith
in magic and supernatural methods. Shadow Hunters gener-
ally work for hire, but they are often intense individuals with
passionate beliefs who make impulsive decisions about
which cases—and whose money—they will take, and what
jobs they are willing to accept simply because they are the
right thing to do. They are usually members of a Shadow com-
munity, either Shadowkind themselves or at least humans
who are intimately familiar with Creatures of Shadow. If a
Shadow Hunter is after you, chances are you won't know it
until you've been caught.

Defense Reputation |
Bonus Bonus

1st +0 +1 +1 +1 Target bonus +1 +1

2nd +1 +2 +2 +2 Swift track +2 +0
3rd +2 +2 +2 +2 Bonus feat +2 +0
4th +3 +2 +2 +2 No trace, target bonus +2 +3 +0
bth +3 +3 +3 +3 Play a hunch +4 +1
6th +4 +3 +3 +3 Bonus feat +4 +1
7th +5 +4 +4 +4 Target bonus +3 +5 +1
8th +6 +4 +4 +4 Detect magical aura +6 +2
9th +6 +4 +4 +4 Bonus feat +6 +2
10th +7 +b +b +b Locate target +7 +2




Select this advanced class if you want
your character to have both mundane
and arcane investigative skills combined
with a strong combat presence.

The fastest path into this advanced
class is from the Dedicated hero
basic class, though other paths are
possible.

Requirements
To qualify to become a Shadow Hunter,
a character must fulfill the following
criteria. High Strength and Charisma
scores are also useful.

Base Attack Bonus: +2

Skills: Investigate 6 ranks, Sense
Motive 6 ranks, Knowledge (arcane ®
lore) 3 ranks.

Feats: Track, and Personal Fire- |
arms Praficiency or Archaic Weapons
Proficiency.

Class Information | Iy
The following information pertains L——'—_ - ’?‘
to the Shadow Hunter advanced | L. J
class. [, ol
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Hit Die = o i i r.émi
Shadow Hunters gain 1d8 hit !

points per level. The charac-
ter's Constitution modifier
applies.

- Action Points
Shadow Hunters gain a
number of action points
equal to 6 plus one-half their
character level, rounded
down, every time they advance
a level in this class.

.~ Class Skills

“The Shadow Hunter’s class

&' skills are as follows: =

Bluff (Cha), Diplomacy (Cha), ‘b.\

" Gather Information (Cha), Intim- 1..._._ -

“idate (Cha), Investigate (Int), M
Knowledge (arcane lore, cur-
rent events, popular cultures, f fl -
|streetW|se)(Int) Listen (Wis), -

- Profession (Wis), Read/ I _

- Write Language (none), Re-

. search (Int), Search (Int),
Sense Motive (Wis), Speak
Language (none), Spot (Wis),
Survival (Wis).

- Skill Points at Each

rLL

Level: 5 + Intelligence
modifier.



Class Features
The following features pertain to the Shadow Hunter
advanced class.

Target Bonus

The Shadow Hunter, as a full-round action, may designate an
individual as a target. He spends one action point to select a
target, and thereafter gains a competence bonus on certain
actions involving that particular target. The Shadow Hunter
does not need to know the target personally and may know
her only through her actions or description (“The ogre from the
armored car heist,” or “the medusa who held up the jewelry
store” will do, as will a picture or dossier). The Shadow
" Hunter may not select a target while he or the target is in
combat, and once he chooses a target he must wait 24 hours
before choosing another.

using the following skills directly against the target, or in track-
ing a target: Bluff, Computer Use, Gather Information, Investi-
gate, Listen, Research, Search, Sense Motive, and Spot.

The target bonus applies to a single individual and lasts
until the Shadow Hunter chooses a new target. The bonus is
+1 at 1st level, +2 at 4th, and +3 at 7th level.

Swift Track
At 2nd level, the Shadow Hunter may move at normal
speed while using Track without taking the —5 penalty.

Bonus Feats

At 3rd, 6th, and 9th levels, the Shadow Hunter
W gets a bonus feat. The bonus feat must be
selected from the following list, and the
Shadow Hunter must meet all of the prerequi-
sites for the feat to select it.

Armor Proficiency (archaic, light, medium),
Brawl, Improved Brawl, Improved Feint,
Improved Grapple, Improved Knockout Punch,
Knockout Punch, Streetfighting.

No Trace

At 4th level, the Shadow Hunter knows how
to hide his own tracks, and may, at his
choice, move into “No Trace” mode. All
attempts to use the Track feat against the
Shadow Hunter (though not allies) treat the
ground as “firm” for purposes of success. In addi-
tion, the DC of any attempts to use Computer Use,
Gather Information, Investigate, and Research on mat-
ters involving the Shadow Hunter are increased by the
Shadow Hunter's levels in this advanced class.

Play a Hunch
At 5th level, the Shadow Hunter gains the supernatu-
ral ability to make a guess and be assured that it is
correct. The Shadow Hunter may, as a full-round
action, spend an action point to determine whether an
assumption, hunch, or guess is correct. The player
states the assertion (“He's left the building,” or “The
mayor is really a mind flayer”) and pays an action

The Shadow Hunter gains the target bonus as a competence . -
bonus on attacks against that particular target, as well as when 'z




point. The GM secretly rolls percentile dice; there is a 70%
+1% per character level chance of getting a response on the
hunch (failure indicates merely that you are unsure if this is
true or not).

If the roll is a success, the GM lets the player know if the
hunch is true, false, both or neither. A “both” response is pos-
sible for vague assumptions such as “the mayor is an evil
man” can be both true and false—he is evil, but not a human.
An “unknown” response is for questions with no immediate
answer.

The GM may determine that a hunch is so obvious that it
does not require a roll, or that it is so vague that there is no
chance for success. In these cases, the action point is not
spent (though the attempt still counts as a full-round action).

A hunch does not translate as a legal truth, and will not
stand up in a court of law. Rather it is an obvious fact to the
Shadow Hunter alone. Finding proof of an assumption such as
“The mayor is a mind flayer” would require additional work.

Detect Magical Aura

At 8th level, the Shadow Hunter gains the spell-like ability to
detect magical aura. The Shadow Hunter may use this effect
up to three times per day, and each use lasts for 20 minutes.

Locate Target
At 10th level, the Shadow Hunter gains the supernatural abil-
ity to know where his target is, if in the target is in the gen-
eral vicinity (1,000 feet of the Shadow Hunter). This ability
applies only to the target, and does not reveal attitude,
status, or the presence of athers around the target.

This is a supernatural ability, and spells, psionics, and other
FX that interfere with supernatural abilities will foil the locate
target ability as well.

SHADOWJACK

The Shadowjack is literally a wizard at getting computers to
perform beyond their usual parameters. He knows the Internet
the way taxi drivers know the streets of the city, and reads
and writes code as naturally as a cat meows. No password
protection, encryption, or guard dog programs ever seem to be
enough to hinder him—the Shadowjack comes and goes like

*. the wind. Shadowjacks have a unique perspective when it

", comes to quaint notions like privacy and personal property. It

. 'goes something like this: “If you didn't want me to access it,
then you wouldn't have made it so easy to get to.”

Select this advanced class if you want your character to be
an expert with computer programs and mixing technology
with the supernatural.

The fastest path into this advanced class is from the Smart
hero basic class, though other paths are possible.

Requirements
To qualify to become a Shadowjack, a character must fulfill
the following criteria.

Skills: Computer Use 6 ranks, Craft (electronic) 6 ranks,
and Disable Device 6 ranks.

Class Information
The following information pertains to the Shadowjack
advanced class.

Hit Die
Shadowjacks gain 1d6 hit points per level. The character’s
Constitution modifier applies.

Action Points

Shadowjacks gain a number of action points equal to 6 plus
one-half their character level, rounded down, every time they
advance a level in this class.

Class Skills
The Shadowjack’s class skills are as follows:

Computer Use (Int), Craft (electronic, mechanical, writing)
(Int), Decipher Script (Int), Disable Device (Int), Forgery (Int),
Gamble (Wis), Gather Information (Cha), Intimidate (Cha),
Knowledge (arcane lore, current events, history, popular cul-
ture, technology) (Int), Profession (Wis), Read/Write Language
(none), Repair (Int), Research (Int), Speak Language (none),
Search (Int).

Skill Points at Each Level: 7 + Intelligence modifier.

Class Features
The following features pertain to the Shadowjack advanced
class.

Read/Write Code

Beginning at 1st level, the Shadowjack can understand both
the nature of raw computer code and what the program is
intended to accomplish when implemented. On a successful
Decipher Script check (DC 10 + Computer Use skill modifier of

AB — H HADQOQVVJIACK .

o Base Attack Fort Ref Will Defense Reputation |

A Level Bonus  Save Save Save Special Bonus  Bonus §
st +0 +0 +0 + Read/write code +1 +0
2nd +1 +0 +0 +3 Online presence +1 +0
3rd +1 +1 +1 +3 Bonus feat +2 +1
4th +2 +1 +1 +4 Shadowijack abilities +2 +1
5th +2 +1 +1 +4 Shadowjack abilities +3 +1
6th +3 +2 +2 +5 Bonus feat +3 +2
7th +3 +2 +2 +5 Shadowjack abilities +4 +2
8th +4 +2 +2 +6 Shadowsjack abilities +4 +2
9th +4 +3 +3 +6 Bonus feat +5 +3
10th +5 +3 +3 +7 Virtual incantations +H +3




the code’s author), the Shadowjack can determine both the
function of the program and any bugs or potential weak points
in the design. If weak points are found, the Shadowjack gains
a +2 insight bonus on Computer Use checks attempting to
degrade the program.

Online Presence

Beginning at 2nd level, when attempting to use a Charisma-
based skill such a Bluff, Intimidate, Diplomacy, or Gather
Information in an online situation, the Shadowjack adds any
Shadowjack levels as a circumstance bonus.

Bonus Feats
At 3rd, 6th, and 9th level, the Shadowjack gets a bonus feat.
The bonus feat must be selected from the following list, and”
the Shadowjack must meet all of the prerequisites for the feat
to select it. :

Alertness, Arcane Skills, Builder, Cautious, Educated, Gear-
head, Lightning Reflexes, Low Profile, Meticulous, Renown,
Studious, Windfall.

Shadowjack Abilities
Beginning at 4th level, the Shadowjack gains the following
abilities:

Electronic Empathy: The Shadowjack gains a +2 compe-
tence bonus when repairing or disabling electronic devices.
This is in addition to any synergy bonuses for related skills.

Careful Progress: When the Shadowjack attempts to
defeat computer security, the administrator is alerted only if
the Shadowjack fails his Computer Use check by 10 or more.

At 5th level, the Shadowjack gains the following abilities:

False Trail: When covering his electronically tracks
through the internet, the Shadowjack can lay in a false trail.
With a successful DC 25 Computer Use check, the Shadow-
jack imposes a —5 penalty on any attempt to trace him (as
described in the Defend Security function of the Computer
Use skill). If the trace fails by 10 or more points, the tracker
follows the Shadowjack’s false trail to an innocent inter-
net address. If the trace fails by less than 10 points, the
tracker realizes the trail is bogus and gives up.

Install Backdoor: After successfully breaking into a
specific computer system, the Shadowjack can install a
“backdoor” to the system. A backdoor is a piece of code
that makes it easier for the Shadowjack to break into that

particular system in the future. Writing and installing the
program requires a Computer Use check (see chart below), but
once successfully installed it automatically defeats that sys-
tems’ security upon return trips—the Shadowjack no longer
needs to make Computer Use checks to enter that system.

Maddie Webber, Level of Security DC
Speed Demon Minimum 25
Average 30°
xceptional 40
Maximum 45

It is important to keep backdoors hidden from the system
administrator, who will always be on the lookout for such
invasions. A backdoor automatically allows the Shadowjack
entrance to a particular system, but every time he uses it he




must make an opposed Computer Use check against the
administrator. Failure means the backdoor is discovered and
will be deleted before the next time the Shadowjack returns.

At 7th level, the Shadowjack gains the following abilities:

Online Spell Resistance: The Shadowjack becomes
harder to hurt by spells and spell-like abilities sent through
email and electronic devices, including the Techno Mage's
online spellcasting ability as well as magical items which
use electronic components. The Shadowjack gains Spell
Resistance equal to 10 + his Shadowjack levels. This is a
supernatural ability.

Improved Degradation: The Shadowjack’s attempts to
alter and degrade existing programming get more insidious.
The degradation is installed as normal (as described in the
Degrade Programming function of the Computer Use skill).
However, unless the Computer Use check to fix the degraded
program exceeds the DC by 5, the degradation returns within
6 hours—this happens automatically, the Shadowjack does
not have to make a second check.

At 8th level, the Shadowjack gains the following abilities:

Passfirewall: When the Shadowjack attempts to defeat
computer security, the administrator is alerted only if the
Shadowjack rolls a 1 on his Computer Use check.

Walking Database: The Shadowjack gains the supernat-
ural ability to recall vast amounts of information gleaned
while traveling through cyberspace. He may spend an action
point and then substitute his Computer Use score instead of a
Knowledge score for the purposes of one check.

Virtual Incantations

At 10th level, the Shadowjack gains the spell-like ability to
use a computer to cast incantations. This process reduces the
number of secondary casters required by 10, and may allow
the Shadowjack to shorten the casting time. If he is success-
ful at a Computer Use check with a DC equal to the DC for the
incantation’s skill check, the casting time is reduced to 1/10th
of its original length. All other requirements for the incanta-
tion (components, saving throws, backlash, and so forth)
remain the same.

', The Speed Demon is an expert at vehicles—how they waork,
", what their limits are, and how to exceed those limits. A
. vehicle is merely an extension of the driver's body, and a quick
thought translates into immediate action. They live for speed.

TABLE 1-13: THE SPEED DEMON
i Base Attack Fort

Speed Demons include arcane wheelmen for the mob, pro-
fessional race car drivers with a hint of shadowblood, and
highway patrol officers with an uncanny awareness of the
true nature of the world.

Select this advanced class if you want your character to
excel at driving and the handling of vehicles. Check with your
GM before pursuing this class; if her campaign does not pro-
mote car chases, then this class may not be ideal for your
player character.

The fastest path into this advanced class is from the Fast
hero basic class, though other paths are possible.

Requirements
To qualify to become a Speed Demon, a character must fulfill
the following criteria.

Skills: Drive 6 ranks.

Feats: Vehicle Expert.

Other: Base Reflex save +2.

Class Information
The following information pertains to the Speed Demon
advanced class.

Hit Die
Speed Demons gain 1d8 hit points per level. The character’s
Constitution modifier applies.

Action Points

Speed Demons gain a number of action points equal to 6 plus
one-half their character level, rounded down, every time they
advance a level in this class.

Class Skills
The Speed Demon’s class skills are as follows:

Balance (Dex), Concentration (Con), Craft (electronic,
mechanical) (Int), Disable Device (Dex), Drive (Dex), Knowl-
edge (current events, popular culture, technology) (Int), Listen
(Wis), Profession (Wis), Navigate (Int), Pilot (Dex), Read/Write
Language (none), Repair (Int), Speak Language (none), Tumble
(Dex).

Skill Points at Each Level: 5 + Intelligence modifier.

Class Features
The following features pertain to the Speed Demon advanced
class.

Ref will Defense Reputation

Level Bonus  Save Save Save Special Bonus Bonus
S +U +U + +U uncanny dodge X + +U
2nd +1 +0 +3 +0 Hit the weak spot +1 +0
3rd +2 +1 +3 +1 Bonus feat, vehicle empathy +2 +1
4th +3 +1 +4 +1 Need for speed +2 +1
5th +3 +1 +4 +1 Nursing the turns +3 +1
6th +4 +2 +5 +2 Bonus feat, commandeer +3 +2
7th +b +2 +b +2 Leadfoot +4 +2
8th +6 +2 +6 +2 Redlining the needle +4 +2
9th +6 +3 +6 +3 Bonus feat. restore vehicle +5 +3
10th +7 +3 +7 +3 One with the machine +5 +3




Uncanny Dodge X
The Speed Demon gains the ability of Uncanny Dodge, or
increases the potency of this ability if she already has it.

If the Speed Demon does not have Uncanny Dodge 1 (usu-
ally gained as a Fast hero), she gains Uncanny Dodge 1: She
retains her Dexterity bonus to Defense (if any) regardless of
being caught flat-footed or struck by a hidden attacker. (She
still loses her Dexterity bonus to Defense if she's immobilized.)

If the Speed Demon already has Uncanny Dodge 1, she
gains Uncanny Dodge 2: She can no longer be flanked; she
can react to opponents on opposite sides of herself as easily
as she can react to a single attacker.

If the Speed Demon already has Uncanny Dodge 2, then
she gains no further benefit from this ability.

Hit the Weak Spot

]
-

At 2nd level, the Speed Demon knows enough about . -
vehicles to know the best way to damage and dis- ‘2

able them. Whether using a weapon or another
vehicle, the Speed Demon ignores the first 5 paints
of hardness when attacking a vehicle.

Bonus Feats
At 3rd, 6th, and 9th level, the Speed Demon
gets a bonus feat. The bonus feat must
be selected from the following list, and
the Speed Demon must meet all of the
prerequisites for the feat to select it.
Brawl, Builder, Dodge, Drive-By
Attack, Force Stop, Gearhead, Improved
Brawl, Renown, Streetfighting, Vehicle
Dodge, Vehicle Specialization.

Vehicle Empathy
At 3rd level, the Speed Demon gains the
supernatural ability to use Disable Device
with a vehicle with which she has the
Vehicle Specialization feat. This is a free
action, but she must be touching the
vehicle in question in order for the abil-
ity to function. This may include pop-
ping the locks without tools, starting the
engine without keys, or cracking the
engine block by touching the hood.

Need For Speed

At 4th level, the Speed Demon can
improve the top speed of a ground or water
vehicle that she controls. The vehicle’s top
speed is increased by 25%.

" Nursing the Turns
. At bth level, the Speed Demon can get better
performance out of a vehicle, reducing some
- of its penalties. The Speed Demon may spend
an action point to negate the Maneuver
penalty of a vehicle or Initiative penalty of a
- vehicle she controls until the beginning of the

Speed Demon'’s next turn.

Leonard, Street Warrior




Commandeer

At 6th Level, the Speed Demon gains the supernatural abil-
ity to control a vehicle even if she is not behind the wheel or
otherwise in immediate control of the vehicle. The Speed
Demon makes all Drive checks for the vehicle as long as she
is in control.

The Speed Demon must be in contact with the vehicle, and
loses control of it if she no longer maintains contact. The
vehicle must be a vehicle with which the Speed Demon has
the Vehicle Specialization feat.

The Speed Demon must make a Drive check for comman-
deering a vehicle. The DC is 10 for an otherwise uncontrolled
vehicle or one in which the controller allows the Speed
Demon to assume control. If the controller of the vehicle
resists the Speed Demon'’s attempts, the DC is 10 + the con-
troller's Drive skill.

Leadfoot
At 7th level, the Speed Demon gains a +2 competence bonus
on initiative checks when controlling a vehicle.

Redlining the Needle

At 8th level, the Speed Demon treats Check/Roll Modifiers for
All-Out and Highway Speeds as Street Speeds (reduced to —1
as opposed to —2 and —4, respectively).

Restore Vehicle

At 9th level, the Speed Demon gains the supernatural ability
to, as a move action or part of a move action, restore a vehicle
to working condition. The Speed Demon spends an action
point and restores up to 10 points of damage to a vehicle she
is in contact with. The restoration is magical in nature, and
may be performed while the vehicle is in motion. The Speed
Demon may restore damaged portions of the vehicle, such as
tires, in the same manner.

One with the Vehicle
At 10th level, the Speed Demon develops supernatural
reflexes behind the wheel, effectively reacting as if vehicle
and body were one. When the Speed Demon is in control of a
vehicle, she can add her Defense bonus to that of the vehicle.
. The Defense bonus applies to all parts of the vehicle, includ-
:ing windshields, tires, and passengers.

STREET WARRIOR

The Street Warrior knows that the city plays by its own rules,
and that those rules have little to do with what'’s proper and
respectable. He lacks the training of the Martial Artist, or the
organization of the Soldier. He survives by his wits, his
strength, and sometimes by the skin of his teeth. A Street
Warrior can be a local gang member or a participant in a civil-
ian vigilance committee, but regardless, owes his loyalty to
his community and his comrades.

Select this advanced class if you want your character to
excel at physical skills, primarily in the area of brawling and
improvised weapons. This class functions best in a localized
campaign, where the social skills of the Street Warrior would
be most applicable. Check with your GM as to the suitability
of this class for the campaign.

The fastest path into this advanced class is from the Strong
hero basic class, though other paths are possible.

Requirements
To qualify to become a Street Warrior, a character must fulfill
the following criteria.

Base Attack Bonus: +3.

Skills: Knowledge (streetwise) 6 ranks.

Feats: Streetfighting, Brawl.

Other: Before or upon taking the Street Warrior advanced
class, the Street Warrior must have an allegiance to some
urban area or group. This could include a particular neighbor-
hood or organization that would be suitable for an urban-ori-
ented character.

Class Information
The following information pertains to the Street Warrior
advanced class.

Hit Die
Street Warriors gain 1d10 hit points per level. The character’s
Constitution modifier applies.

Action Points

Street Warriors gain a number of action points equal to 6 plus
one-half their character level, rounded down, every time they
advance a level in this class.

Class Skills
The Street Warrior's class skills are as follows:

TABLE 1-14: THE STREET WARRBIOR )
o Base Attack Fort Ref Will Defense. Reputation |
dLevel Bonus  Save Save Save Special Bonus  Bonus |

1st +1 +2 +0 +0 Urban survival +1 +1

2nd +2 +3 +0 +0 Improvised weapons +1 +1

3rd +3 +3 +1 +1 Bonus feat +2 +1

4th +4 +4 +1 +1 Street cred +2 +2

5th +5 +4 +1 +1 Improved streetfighting +3 +2

6th +6 +5 +2 +2 Bonus feat +3 +2

7th +7 +5 +2 +2 Weapon specialization +4 +3

8th +8 +6 +2 +2 Improvised weapon damage +4 +3

9th +9 +6 +3 +3 Bonus feat +5 +3

10th +10 +7 +3 +3 Advanced streetfighting +5 +4




Bluff (Cha), Diplomacy (Cha), Disable Device (Int), Drive
(Dex), Gamble (Wis), Gather Information (Cha), Hide (Dex),
Intimidate (Cha), Investigate (Int), Jump (Str), Knowledge (pop-
ular culture, streetwise, tactics) (Int), Move Silently (Dex), Pro-
fession (Wis), Sense Motive (Wis), Spot (Wis), Survival (Wis)

Skill Points at Each Level: 5 + Intelligence modifier.

Class
Features

The following fea-
tures pertain to the
Street Warrior ad-
vanced class.

Urban Survival
At 1st level, the Street Warrior

Survival checks in urban areas, which 3
includes the ability to follow tracks,
hunt feral animals, find (or lose)
individuals in urban maze, find
safe places to crash, and
avoid hazards peculiar to
a city environment.

Improvised
Weapons
At 2nd level, the
Street Warrior
becomes an
expert at using
improvised
weapons. The
Street Warrior
does not take a
—4 penalty on
attack rolls when
/' wielding an impro-
vised weapon.

/' Bonus Feats
& At 3rd, 6th, and 9th
&7 level, the Street Warrior
47 gets a bonus feat. The bonus
" feat must be selected from the
following list, and the Street Warrior
must meet all of the prerequisites for the
feat to select it.
Advanced Firearms Proficiency, Armor Proficiency
(Light), Combat Throw, Defensive Martial Arts, Elusive
Target, Knockout Punch, Improved Brawl, Improved Combat
Throw, Improved Feint, Improved Knockout Punch, Per-

sonal Firearms Proficiency, Weapon Focus, Unbalance
_ Opponent.

Adam Swift,
Swashbuckler

gains a +4 competence bonus on . -
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Street Cred

At 4th level, the Street Warrior adds his Reputation bonus to
Charisma skill checks in his home location, or in situations
involving others of his chosen allegiance(s). These skills
include Bluff, Diplomacy, Gather Information, and Intimidate.

Improved Streetfighting
The extra damage provided by the Streetfighting feat
increases to 1d4+2.

Weapon Specialization

At 7th level, the Street Warrior gains weapon specialization
with a specific melee weapon (including unarmed strike). The
weapon must be one in which the Street Warrior has a
Weapon Focus feat. He gets a +2 bonus on all damage rolls
with the chosen weapon. Should the Street Warrior not have
a Weapon Focus, he does not get this ability until such a time
that he gains Weapon Focus.

Improvised Weapon Damage

At 8th level, the Street Warrior's attacks with improvised
weapons deal more damage. He treats an improvised weapon
as one size category larger than it is for the purpose of deter-
mining the damage it deals.

Advanced Streetfighting
The extra damage provided by the Streetfighting feat
increases to 1d4+4.

SWASHBUCKLER

Not all would-be warriors embrace armor as protection.
Instead, some rely on their wits, grace, and quickness to pro-
vide them with sufficient protection. The best example of this
is the cinematic hero of pirate movies, and the modern swash-
buckler embraces the ideals of those legendary warriors.
While lacking the versatility and depth of knowledge of the
Archaic Weaponsmaster, the Swashbuckler has the detailed
knowledge of a particular weapon that he always keeps at
his disposal.

Select this advanced class if you want your character to
excel at swordplay and derring-do.
. The fastest path into this advanced class is from the Fast
*, hero basic class, though other paths are possible.

Ref

Requirements
To qualify to become a Swashbuckler, a character must fulfill
the following criteria.

Base Attack Bonus: +2.

Skills: Balance 6 ranks, Tumble 6 ranks.

Feats: \Weapon Finesse with any light melee weapon.

Class Information
The following information pertains to the Swashbuckler
advanced class.

Hit Die
Swashbucklers gain 1d8 hit points per level. The character’s
Constitution modifier applies.

Action Points

Swashbucklers gain a number of action points equal to 6 plus
one-half their character level, rounded down, every time they
advance a level in this class.

Class Skills
The Swashbuckler’s class skills are as follows:

Balance (Dex), Climb (Str), Escape Artist (Dex), Hide (Dex),
Jump (Str), Knowledge (current events, history, popular cul-
ture), Listen (Wis), Move Silently (Dex), Navigate (Int), Pilot
(Dex), Profession (Wis), Sleight of Hand (Dex), Swim (Str),
Tumble (Dex).

Skill Points at Each Level: 5 + Intelligence modifier.

Class Features
The following features pertain to the Swashbuckler advanced
class.

Weapon Focus

At 1st level, the Swashbuckler gets the Weapon Focus feat
for a weapon which he has Weapon Finesse. If he already has
Weapon Focus for this weapon, then he gains Weapon Focus
in another light melee weapon or smaller of his choice.

Quick Weapon Draw

At 2nd level, the Swashbuckler gains the ability to draw his
weapon as a free action. This applies only to the weapons for
which the Swashbuckler has Weapon Focus.

Base Attack Fort Will Defense Reputation
| Level Bonus  Save Save Save Special Bonus Bonus
st +0 +1 +2 +0 Weapon focus +1 +0

2nd +1 +2 +3 +0 Quick weapon draw +2 +0
3rd +2 +2 +3 +1 Bonus feat +2 +0
4th +3 +2 +4 +1 Weapon specialization +3 +0
5th +3 +3 +4 +1 Find the mark +4 +1
6th +4 +3 +5 +2 Bonus feat +4 +1
7th +5 +4 +5 +2 Greater weapon specialization +5 +1
8th +6 +4 +6 +2 Deflect missiles +6 +1
9th +6 +4 +6 +3 Bonus feat +6 +2
10th +7 +b +7 +3 Touché +7 +2




Roberta Cain, Techno Mage

Bonus Feats
At 3rd, 6th, and 9th levels, the
Swashbuckler gets a bonus feat.
_~ The bonus feat must be selected
1  from the following list, and the
’;1.. Swashbuckler must meet all of the
prerequisites for the feat to select it.
Blind-Fight, Combat Expertise,
Combat Reflexes, Dodge, Exotic Melee
Weapon Proficiency, Improved Damage
Threshold, Improved Disarm, Improved
Trip, Mobility, Spring Attack, Whirl-

wind Attack.

E 4

Weapon Specialization
At 4th level, the Swashbuckler gains

gains a +2 bonus on damage rolls
with a chosen light slashing or
piercing melee weapon. The
Swashbuckler must have Weapon
Focus in that weapon in order to
gain Weapon Specialization.

Find the Mark

The Swashbuckler increases his
threat range by one when using any
melee weapon with which he has
Weapon Finesse. A weapon that
would threaten a critical on 20 would
now do so on a 19 or 20, and one
which threatens on a 19 or 20 would
now do so on an 18 to 20. This ability
works with other abilities which
increase threat ranges.

Greater Weapon
Specialization
At 7th level, the Swashbuckler gains
Greater Weapon Specialization with a
light or smaller melee weapon with
which he has Weapon Specialization. This
ability increases the bonus on damage rolls
to +4 when using the selected weapon.

Deflect Missiles

At 8th level, the Swashbuckler can use his
weapon to deflect missiles in the air,
including arrows, spears, bolts, and bul-
lets. This is a supernatural ability and costs
an action point to activate.

If armed with a melee weapon with
which he has Greater Weapon Special-
ization, the Swashbuckler may spend
an action point to allow a Reflex save
(DC 20 +1 per enhancement bonus of
the attacking weapon). If he succeeds,

he deflects the missile harmlessly
away. The Deflect Missiles ability
applies to bullets from handguns and

the Weapon Specialization feat. He . -




longarms, but not exceptional missiles (such as magic mis-
siles or particularly large items—you can't deflect a Buick
thrown at you by a troll). If used successfully against a
grenade attack the grenade automatically scatters (as normal
rules) and then explodes.

Toucheé

At 10th level, the Swashbuckler is so adept are using his
chosen weapon (with which he has Greater Weapon Focus) that
attacks with that weapon can deal additional damage. With a
successful attack with this weapon, before damage is rolled, he
can spend 1 action point to deal +3d6 points of damage. This
damage is not doubled by the effects of critical hits.

TECHNO MAGE

A new world brings new opportunities as the magical and the
mundane fuse into novel patterns. The Techno Mage com-
bines the rising power of magic with a deep understanding of
technology. The Techno Mage has a roster of spells that she
may cast, and in addition gains new powers that meld magic
and machinery.

Select this advanced class if you want your character to
use magic with a modern twist and utilize technology with
your spells.

The fastest path into this advanced class is from the Smart
hero basic class, though other paths are possible.

Requirements
To qualify to become a Techno Mage, a character must fulfill
the following criteria.

Skills: Computer Use 6 ranks, Craft (electronics) 6 ranks,
Knowledge (arcane lore) 6 ranks, Repair 6 ranks.

Class Information
The following information pertains to the Techno Mage
advanced class.

Hit Die
Techno Mages gain 1d6 hit points per level. The character’s
Constitution modifier applies.

i Action Points

Techno Mages gain a number of action points equal to 6 plus

. ‘'one-half their character level, rounded down, every time they

advance a level in this class.

Class Skills
The Techno Mage's class skills are as follows:

Computer Use (Int), Concentration (Con), Craft (chemical,
electronic, mechanical, pharmaceutical) (Int), Decipher Script
(Int), Demolitions (Int), Disable Device (Int), Investigate (Int),
Knowledge (arcane lore, art, current events, history, popular
culture, streetwise, technology) (Int), Read/Write Language
(none), Repair (Int), Research (Int), Speak Language (none),
Spellcraft (Int).

Skill Points at Each Level: 7 + Intelligence modifier.

Class Features
The following features pertain to the Techno Mage advanced
class.

Arcane Spells and Armor

The Techno Mage can become proficient in the use of armor,
and while his limitations are not as great as the traditional
Mage, he still has a difficult time casting most arcane spells
while wearing it. Armor restricts movement, making the com-
plicated gestures needed to cast spells with somatic compo-
nents harder to perform. When casting an arcane spell with a
somatic component, the chance of arcane spell failure
depends on the type of armor being worn, as shown below.

Armor Arcane Spell Arcane Spell
Type Failure, Proficient Failure, Nonproficient
Light 0% 10%

Medium 10% 20%

Heavy 20% 30%
Spellfiles

The Techno Mage must study her spellfiles each day to prepare
her spells. The Techno Mage can't prepare any spell not
recorded in her spellfiles (except for read magic, which the
Techno Mage can prepare from memory). The Techno Mage
begins play with spellfiles containing all O-level arcane spells
and three 1st-level arcane spells of the player's choice. For each
point of Intelligence bonus the Techno Mage has, her spellfiles
hold one additional 1st-level arcane spell. Each time the char-
acter attains a new level of Techno Mage, she gains two new
spells of any level or levels that she can cast, according to her
new level. The Techno Mage can also add spells found in other
Techno Mages' spellfiles or Mage's spellbooks. (Mages may
use spells found in the files of Techno Mages.)

AD =10 | 1 HNO [VIA ,

3 Base Attack Fort Ref Will Defense Reputation |

Level Bonus  Save Save Save Special Bonus Bonus
1st +0 +0 +1 +0 Arcane skills, arcane spells +1 +0
2nd +1 +0 +2 +0 Machine empathy, arcane spells +1 +0
3rd +1 +1 +2 +1 Bonus feat, arcane spells, program spell +2 +1
4th +2 +1 +2 +1 Create homunculus, arcane spells +2 +1
5th +2 +1 +3 +1 Arcane spontaneous casting, arcane spells ~ +3 +1
6th +3 +2 +3 +2 Bonus feat, arcane spells +3 +2
7th +3 +2 +4 +2 Spell focus, arcane spells +4 +2
8th +4 +2 +4 +2 Online casting, arcane spells +4 +2
9th +4 +3 +4 +3 Bonus feat, arcane spells +5 +3
10th +b +3 +b +3 Quicken spells, arcane spells +5 +3




A set of spellfiles is usually put into a notebook or desktop
computer, or a PDA. Occasionally they are put on a secure
website to allow access by cell phone or satellite phone.
Backup files are a must, and are usually kept in another loca-
tion (such as a safety deposit box). Hard copy is also used for
storage of spellfiles, sometimes bound in spellbooks.

Arcane Skills

At 1st level, the Techno Mage gains access to the arcane skill
Spellcraft and the expansion of the Concentration skill, as
described under the Mage entry in Chapter Nine: Campaign
Models of the dZ0 Moadern Roleplaying Game.

Arcane Spells
The Techno Mage’s key talent is the ability to cast arcane
spells.

The Techno Mage is limited to a certain number of spells of
each spell level per day, according to his Techno Mage class
level. The Techno Mage must prepare spells ahead of time by
resting for eight hours and spending one hour studying his
spellfiles. While studying, the Techno Mage decides which
spells to prepare. To learn, prepare, or cast a spell, the Techno
Mage must have an Intelligence score of at least 10 + the
spell's level. The Difficulty Class for saving throws against the
Techno Mage's spells is 10 + the spell’s level + the Techno
Mage’s Intelligence modifier.

In addition, the Techno Mage receives bonus spells based
on his Intelligence score, as shown on the next page.

Machine Empathy

At 2nd Level, the Techno Mage is so comfortable with tech-
nology that she gains a +2 competence bonus with any elec-
tronic or mechanical device, and in addition may use any skill
that involves technology untrained. A Techno Mage with no
levels of Pilot may attempt to land the 747 despite being
untrained (an Intelligence bonus in addition to the compe-
tence bonus would still apply in this case).

Program Spell
At 3rd level, the Techno Mage may spend an action point to
insert a spell within a particular analog or digital device, such
that by touching a key (or flicking a switch), the spell acti-
vates. All variables of the spell are set at the time of casting.
Example: The Techno Mage spends an action point then
programs her keyboard with a haste spell where the target is
a user who hits Alt-Control-H. The spell remains within the
machine until she discharges it.

Bonus Feats

At 3rd, 6th, and 9th level, the Techno Mage gets a bonus feat.
The bonus feat must be selected from the following list, and
the Techno Mage must meet all of the prerequisites for the
feat to select it.

Armor Proficiency (light), Builder, Educated, Gearhead,
Greater Spell Focus, Greater Spell Penetration, Personal
Firearms Proficiency, Spell Focus, Spell Penetration, Studious,
Windfall.

The Techno Mage may also take any metamagic feats as
bonus feats.

Int —Bonus Spells by Spell Level—

Score 2 3 4 5
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Techno Mage —Spells per Day by Spell Level—

Level 0 1 2 3 4 5
1 3 1 — = - —
2 4 2 = — — =
3 4 2 1 - s =
4 4 3 2 = = =
5 4 3 2 1 = —
6 4 3 3 2 = =
7 4 4 3 2 1 =
8 4 4 3 3 2 =
9 4 4 4 3 2 1

10 4 4 4 3 3 2

Create Homunculus

At 4th level, the Techno Mage can create a homunculus. The
homunculus may be flesh, digital, chemical, or biochemical in
nature. Homunculus stats are presented in the Chapter
Seven: Creatures.

Creating a homunculus requires a DC 25 Wealth check to
acquire the appropriate equipment. The materials used are
consumed in the creation of the homunculus. In addition, the
creation of a homunculus requires a pint of the Techno
Mage's blood.

It takes a week to create a homunculus. During this time
the Techno Mage must labor for 8 hours a day. A character
not actively working on the ritual must perform no other
activities except eating, sleeping, or talking. If she misses a
day, the process fails, and the ritual must begin anew. At the
end of the period, the Techno Mage makes an appropriate
skill check for the Craft skill connected with the particular
subtype of homunculus (DC 20). A failure indicates loss of the
subject (requiring the Techno Mage to begin again) but no
other penalty.

The Techno Mage may create any number of homunculi.
However, when a homunculi perishes, its death deals 2d10
points of damage to the Techno Mage, so caution is usually
the by-word in homunculus creation.

Arcane Spontaneous Casting

At 5th, the Techno Mage chooses a number of spells she
already knows equal to her Intelligence modifier. From that
point on, the Techno Mage can cast those spells in place of
already-chosen spells of the same level. The Techno Mage
“loses” a prepared spell to cast another spell of the same
level or lower.

Spell Focus
At 7th level, the Techno Mage gains Spell Focus as a banus
feat.
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Online Casting

At 8th level, the Techno Mage can cast spells through elec-
tronic devices, including cameras, cell phones, and modems.
If the spell requires the caster to be seen, then the target
must see the caster, if it requires the caster to be heard, then
the target must be able to hear the caster.

Range is determined from the caster to the pick-up device
(camera, keyboard, etc.) and then from the device to its target.
The space between keyboard and monitor, or camera and
screen, is not considered.

The Techno Mage must be able to see or otherwise be able
to determine the location of her target (“person at the key-
board” is a suitable target).

Spells cast online are less effective, such that the target
gets a +4 circumstance bonus on saving throws.

Quicken Spell

At 10th level, the Techno Mage learns to cast some spells as
free actions. With but a moment's thought (and the proper
verbal, somatic, and material components). She can perform
another action, even casting anather spell, in the same round
as she casts a quickened spell. She may only cast one quick-
ened spell per round. A spell whose casting time is more than
1 full round cannot be quickened.

A quickened spell does not provoke an attack of opportu-
nity. Quicken spell is considered a metamagic ability for pur-
poses of interacting with metamagic feats.

When a quickened spell is prepared, it is treated as a spell
of four levels higher than the spell’s actual level, such that
only 0- and 1st level spells may be quickened by a Techno
Mage.

THRASHER

The Thrasher is an individual trained for extreme action.
Through long physical trials, cross-training, and personal
discipline, the Thrasher has developed his body and will to
the point that he may call up extra reserves at key moments.
Thrashers include long-distance runners, professional
athletes, and extreme hobbyists who can absorb great
amounts of physical damage and still push themselves to
greater efforts.

. Select this advanced class if you want your character to be
", able to soak up large amounts of damage while tapping into

. 'hidden reserves of energy.

The fastest path into this advanced class is from the Tough
hero basic class, though other paths are possible.

Requirements
To qualify to become an Thrasher, a character must fulfill the
following criteria.

Base Attack Bonus: +2.

Skills: Concentration 6 ranks, Survival 6 ranks.

Feats: Athletic or Endurance.

Class Information
The following information pertains to the Thrasher advanced
class.

Hit Die
Thrashers gain 1d12 hit points per level. The character’s Con-
stitution modifier applies.

Action Points

Thrashers gain a number of action points equal to 6 plus one-
half their character level, rounded down, every time they
advance a level in this class.

Class Skills
The Thrasher's class skills are as follows:

Balance (Dex), Climb (Str), Concentration (Con), Drive (Dex),
Profession (Wis), Read/Write Languages (none), Ride (Dex),
Speak Language (none), Spot (Wis), Swim (Str), Survival (Wis),
Tumble (Dex).

Skill Points at Each Level: 3 + Intelligence modifier.

Class Features
The following features pertain to the Thrasher advanced
class.

Tough Defense

Using his constitution instead of his dexterity, the Thrasher
applies his Constitution bonus to his Defense instead of his
Dexterity bonus. Any situation that would deny the Thrasher
his Dexterity bonus to Defense denies the Constitution bonus.

Ability Surge

At 2nd, 5th, and 8th level, the Thrasher can temporarily
increase his Strength and Dexterity, but at a penalty to saving
throws. The Thrasher gains a +4 morale bonus to both

Defense jgpum;ion

Base Attack Fort Ref Will

" Level Bonus Save Save Save Special Bonus Bonus §

S st +0 +2 +1 +0 Tough Defense +1 +0
2nd +1 +3 +2 +0 Ability surge 1/day +1 +0
3rd +2 +3 +2 +1 Bonus feat +2 +0
4th +3 +4 +2 +1 Uncanny dodge X +2 +0
5th +3 +4 +3 +1 Ability surge 2/day +3 +1
6th +4 +5 +3 +2 Bonus feat +3 +1
7th +5 +5 +3 +2 Damage reduction 5/+1 +4 +1
8th +6 +6 +4 +2 Ability surge 3/day +4 +1
9th +6 +6 +4 +3 Bonus feat +b +2
10th +7 +7 +5 +3 Damage reduction 10/+1 +b +2




Strength and Dexterity, but takes a —2 penalty on all saving
throws.

Activating ability surge is a free action, and the surge lasts
for as many rounds as the character has Thrasher levels. Fol-
lowing an ability surge, the Thrasher is fatigued (-2 to
Strength and Dexterity) for as many rounds as he surged, but
may negate this penalty as a free action by spending an
action point.

The Thrasher may use the ability surge once per day at 2nd
level, twice per day at 5th level, and three times per day at
8th level.

Kurt Mason,
Thrasher

Bonus Feats
At 3rd, 6th, and 9th level, the Thrasher gets a bonus feat. The
bonus feat must be selected from the following list, and the
Thrasher must meet all of the prerequisites for the feat to
select it. =
Alertness, Blind-Fight, Brawl, Cleave, Combat Expertise,
Combat Reflexes, Far Shot, Focused, Great Cleave, Improved -
Brawl, Improved Knockout Punch, Improved Trip, Knockout
Punch, Power Attack.

Uncanny Dodge X
The Thrasher gains the ability of Uncanny Dodge, or
increases the potency of this ability if he already has it.
If the Thrasher does not have Uncanny Dodge 1 (usu-
' ally gained as a Fast hero), he gains Uncanny Dodge 1:
" He retains his Dexterity bonus to Defense (if any) regard-
less of being caught flat-footed or struck by a hidden
attacker. (He still loses his Dexterity bonus to Defense if he's

immobilized.)

If the Thrasher already has Uncanny Dodge 1, he gains
Uncanny Dodge 2: He can no longer be flanked; he can react
to opponents on opposite sides of himself as easily as he can
react to a single attacker.

If the Thrasher already has Uncanny Dodge 2, then he gains
no further benefit from this ability.

-

Damage Reduction
Starting at 7th level, the Thrasher gains the ability to use the
ambient magic around him to shrug off some amount of injury
from each attack. The Thrasher gains damage reduction 5/+1.
Subtract 5 from the damage the Thrasher takes each time he
is dealt damage from a physical attack—usually weapons or
natural attacks but not energy attacks (magical or nonmagical
in origin, spells, spell-like abilities, or supernatural abilities).
Ignore damage reduction if the damage is from a magic
weapon or attack of +1 bonus or higher.

Damage reduction can reduce damage to 0, but not below
0. Damage reduction does not stack with itself unless other-
wise stated—if the Thrasher gains other forms of damage
reduction, apply the best damage reduction for the situation.
Damage reduction from the Thrasher class may stack with the
Tough hero damage reduction tree; in this case add the bene-
fit of those damage reductions for attacks from melee and
ranged weapons.

At 10th level, this damage reduction increases to 10/+1.




WILDLORD

The Wildlord is a hero versed in survival in the wild. Park
rangers, guides, big game hunters, explorers, ecologists, and
eco-terrorists are examples of this class. While the Wildlord
is most comfortable in a rural setting, their skills can be often
applied to the urban landscape as well. The Wildlord does not
reject technology, but rather is very pragmatic about the tech
she uses—she travels light, takes what she can carry, and
lives off the land.

Select this advanced class if you want your character to
excel at wilderness and physical skills, and to be able to inter-
act well with animals.

The fastest path into this advanced class is from a combi-
nation of Strong and Tough hero basic classes, though other
paths are possible.

Requirements
To qualify to become a Wildlord, a character must fulfill the
following criteria.

Base Attack Bonus: +2.

Skills: Handle Animal 6 ranks, Survival 6 ranks.

Class Information
The following information pertains to the Wildlord advanced
class.

Hit Die
Wildlords gain 1d8 hit points per level. The character's Con-
stitution modifier applies.

Action Points

Wildlords gain a number of action points equal to 6 plus one-
half their character level, rounded down, every time they
advance a level in this class.

Class Skills
The Wildlord's class skills are as follows:

Climb (Str), Concentration (Con), Drive (Dex), Diplomacy
(Cha), Handle Animal (Cha), Hide (Dex), Knowledge (Behav-
joral sciences, earth and life sciences, physical sciences),
Move Silently (Dex), Navigate (Int), Pilot (Dex), Profession

! (Wis), Ride (Dex), Spot (Wis), Survival (Wis), Swim (Str), Treat
“Injury (Wis).
- Skill Points at Each Level: 5 + Intelligence modifier.

Class Features
The following features pertain to the Wildlord advanced
class.

Animal Empathy
At 1st level, the Wildlord gains the ability to use her Handle
Animal skill to improve the attitude of an animal or magical
beast. The interaction is treated as a Diplomacy skill check,
with Handle Animal used instead of Diplomacy. The Wildlord
needs to be within 30 feet of the creature to use this ability.
Most domestic animals have a starting attitude of indifferent,
while most wild animals are unfriendly. (Exceptions exist:
trained guard dogs may have an initial reaction of hostile
to strangers.)

The Wildlord may also seek to influence magical beasts
(including those she has never encountered before) at a —4
penalty. Animal empathy does not function on vermin.

Track
At 2nd level, the Wildlord gains Track as a bonus feat, if she
does not already have it.

Animal Companion

At 2nd level, the Wildlord may spend an action point to trans-
form an encountered animal into an animal companion. This
requires a full-round action. The animal must already be
friendly in attitude toward the Wildlord. This animal accom-
panies the Wildlord on her adventures as is appropriate to its
species (a porpoise may have problems if the Wildlord is
based in Phoenix, Arizona). The Wildlord may have a single
animal companion at a time.

Choose an animal from the following list: Ape, bear, big
cat, boar, crocodile, deinonychus, dog (medium), donkey,
eagle, elephant, herd animal (such as cow, camel, or bison),
horse, lizard, monkey, octopus, porpoise, snake (constrictor,
viper), squid, tiger, or wolf. The creature may be an animal of
Shadow. The animal cannot have more Hit Dice than the Wild-
lord has character levels.

The animal chosen remains an animal, but may gain addi-
tional abilities according to the level of the Wildlord (see
Animal Companions sidebar). The player running a Wildlord
should consider the fact that certain animals may create prob-
lems in urban areas (“Excuse me ma’am, is that your bear?”) .

eputation |

Base Attack Fort Ref Will
Bonus  Save Save Save Special Bonus
Animal empathy
* 2nd +1 +3 +0 +3 Track, animal companion +1 +1
3rd +2 +3 +1 +3 Bonus feat, fast climb +2 +1
4th +3 +4 +1 +4 Resist venom, call companion +2 +2
5th +3 +4 +1 +4 Skill mastery +3 +2
6th +4 +5 +2 +5 Bonus feat +3 +2
7th +5 +5 +2 +5 Expert in your field +4 +3
8th +6 +6 +2 +6 Command/rebuke animals +4 +3
9th +6 +6 +3 +6 Bonus feat, transform companion +5 +3
10th +7/ +7 +3 +/ Command/rebuke magical beasts +5 +4




Stephanie Lynch, Wildlord
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The Wildlord may release the animal back to the wild,
regaining the action point initially spent in the process. The
Wildlord does not regain the action point if the creatures dies.
In either case, the Wildlord must wait at least 24 hours before
attempting to gain another animal companion.

Bonus Feats
At 3rd, 6th, and 9th level, the Wildlord gets a bonus feat. The
bonus feat must be selected from the following list, and the
Wildlord must meet all of the prerequisites for the feat to
select it.

Animal Affinity, Athletic, Dodge, Endurance, Focused, Per-
sonal Firearms Proficiency, Renown, Stealthy.

Fast Climb
At 3rd level, the Wildlord becomes an expert at climbing. A

successful Climb check allows her to move her full speed &

rather than at half speed when climbing.

Resist Venom
At 4th level, the Wildlord gains +4 resistance
bonus on saving throws against natural poisons.

Call Companion
At 4th level, the Wildlord gains
the supernatural ability to call
her animal companion to her.
The animal companion must
be in the area (within a
mile of the Wildlord's
location), and will
arrive  within  10d6
minutes. Situations which
the Wildlord and animal companion are clearly separated
(separate cities, or the companion is chained or otherwise
prevented from being anywhere near the Wildlord), the
animal will express consternation and distress but will not be
able to respond.

Skill Mastery

At 5th level, the Wildlord designates one skill from her Wild-
lord class skill list. When making a check with this skill, the
Wildlord may take 10 even if stress and distractions would
normally prevent her from doing so. She becomes so certain in
the use of this skill that she can use it reliably even under
adverse conditions.

Expert in Your Field

At 7th level, the Wildlord is considered to be a master of
nature lore, animals, and plants. The Wildlord gains a circum-
stance bonus equal to her Reputation bonus when making
skill checks that are directly involved with her knowledge of
the natural world. Such skills would include applicable Knowl-
edge skills, as well as such social skills as Intimidate and
Bluff when animals are involved.

Command/Rebuke Animals
At 8th level, the Wildlord may spend an action point to turn,
command, or rebuke animals. This functions in the same




Animal Companions
As the Wildlord grows in power and ability, so too does
the power of her animal companion.

Class Bonus Natural Str/Dex
Level HD Armor  Adj. Special

2 +0 0 +0 Link, share spells
3-5 +2 2 +1 Evasion

6-8 +4 4 +2 Devotion
9-11 +6 6 +3 Multiattack
12-14 48 8 +4
15-17  +10 10 +5  Improved evasion
18-20 +12 12 +6

Class Level: The level of the Wildlord.

Bonus HD: These are extra eight-sided (d8) Hit Dice,
each of which gains a Constitution modifier, as normal.
Remember that extra Hit Dice improve the animal com-
panion’s base attack and base save bonuses. An animal
companion’s base attack bonus is equal to a Wildlord
whose level equals the animal’s HD. An animal compan-
ion has good Fortitude and Reflex saves (treat it as a
character whose level equals the animal’s HD). The ani-
mal companion doesn't gain any extra skill points or feats
for bonus HD.

Natural Armor: The number listed here is an improve-
ment to the animal companion’s natural armor rating.

Str/Dex Adj.: Add this figure to the animal companion’s
Strength and Dexterity scores.

Link (Ex): The Wildlord gains a +4 circumstance bonus
on Animal Empathy and Handle Animal checks made
regarding the animal companion.

Evasion (Ex): If the animal companion is subjected to
an attack that normally allows a Reflex saving throw for
half damage, it takes no damage if it makes a successful
saving throw.

Devotion (Ex): The animal companion’s devotion to its
master is so complete, it gains a +4 morale bonus on all
Will saves against Enchantment spells and effects.

Multiattack (Ex): The animal companion gains the
Multiattack feat, if it has 3 or more natural attacks. If it does
not have the requisite 3 or more natural attacks, the animal
companion instead gains a second attack with its primary
natural attack, albeit at a =5 to the base attack bonus.

Improved Evasion (Ex): If the animal companion is sub-
jected to an attack that normally allows a Reflex saving
throw for half damage, it takes no damage if it makes a
successful saving throw and only half damage if the
saving throw fails.

manner as the ability to turn undead for the Acolyte described
in Chapter Nine: Campaign Models of the d20 Modern Role-
playing Game.

The prestige classes for URBAN ARCANA are:

Archmage: A veteran arcane spellcaster with increased
power using her existing spells.

Artificer: A magical craftsperson capable of making
powerful magic items

Ecclesiarch: A seasoned divine spellcaster with
increased spellcasting abilities as well as ability to turn
additional creature types.

Holy/Unholy Knight: The defenders of their faith, the cru-
saders for their beliefs, the first and last line of defense for
their ideologies.

Transform Companion
At 9th level, the Wildlord gains the supernatural ability to
transform her animal companion into a small, inert object,
such as a charm, a totem, or a stuffed animal, that may be car-
ried around. While in object form, the transformed companion
has the properties of the item.

The Wildlord may, as a move action or part of a move
action, cast the object to the ground and cause it to immedi-

ately take its original form. The transformed creature is con- ARCHMAGE

sidered a magical beast as long as it remains the Wildlord's ) . .

T Those who rise to master the magic are awarded with
" P ’ power greater than that of mere dabblers. They have the

" Command/Rebuke Magical Beasts

. ‘At 10th level, the Wildlord may spend an action point to
turn, command, or rebuke magical beasts. This functions in
Basame manner as the ahility to turn, command, or rebuke Select this prestige class if you want your character to be
undead for the Acolyte as described in Chapter Nine:

‘Campaign Models of the d20 Modern Roleplaying Game. able to use spells and incantations more effectively and
N frequently than others.

)| The fastest path into this prestige class is from the Mage

M@e m and Techno Mage advanced classes, though other paths are

possible.
In addition to advanced classes, the URBAN ARcANA Campaign
Setting offers a number of prestige classes. These classes
have requirements that are more restrictive than those for
advanced classes, and therefore reflect deeper specialization.
In general, prestige classes are usually accessible only after 8
to 10 character levels and often have requirements only found
in advanced classes.

ability to work their spells to greater effect and frequency
than their peers. To those with the devation to break through
into the higher levels of magic comes power in the form of
the Archmage.

Requirements
To qualify to become an Archmage, a character must fulfill the
following criteria.

Skills: Spellcraft 12 ranks, Knowledge (arcane lore) 12
ranks, Concentration 12 ranks.

Special: Ability to cast arcane spells.




Class Information
The following information pertains to the Archmage prestige
class.

Hit Die
Archmages gain 1d6 hit points per level. The character’s Con-
stitution modifier applies.

Action Points

Archmage gain a number of action points equal to 7 plus one-
half their character level, rounded down, every time they
advance a level in this class.

Class Skills
The Archmage’s class skills are as follows:

Computer Use (Int), Concentration (Con), Craft (chemical,
electronic, mechanical, pharmaceutical) (Int), Decipher Script
(Int), Demolitions (Int), Disable Device (Int), Investigate (Int),
Knowledge (arcane lore, art, behavioral sciences, business,
civics, current events, earth and life sciences, history, physical
sciences, popular culture, streetwise, technology, theology
and philosophy) (Int), Profession (Wis), Read/Write Language
(none), Repair (Int), Research (Int), Speak Language (none),
Spellcraft (Int).

Skill Points at Each Level: 7 + Intelligence modifier.

Class Features
The following features pertain to the Archmage prestige
class.

Total Spellcasting
Count all character caster levels when determining the
Archmage’s casting level for arcane spells.

Increased Spells/Day

At 2nd level, the Archmage increases the base number of
arcane spells per day by one half (round down). This increase
occurs before modifications for high intelligence or other
alterations. At 4th level, the Archmage again increases the
number of arcane spells available per day, this time to a total
of twice what he would normally have. As before, this
increase happens prior to any modifications or alterations.

Gifted Incantations

At 3rd level, the Archmage can spend an action point on an
incantation to gain an additional +1d6 on all skill checks to
complete the incantation.

Granted Incantations
At 5th level, failure during an Incantation holds no penalty for
the Archmage.

ARTIFICER

The Artificer is an expert craftsperson, capable of forging
magic items of superior quality. The artificer is capable not
only of recreating legendary weaponry, but also creating new
weapons, items, and protective gear from modern materials.

Select this prestige class if you want your character to spe-
cialize in building magic items.

The fastest path into this prestige class is from the Mage
and Techno Mage advanced classes, though ather paths are
possible.

Requirements
To qualify to become an Atrtificer, a character must fulfill the
following criteria.

Skills: Spellcraft 9 ranks, Knowledge (arcane lore) 9 ranks,
and 9 ranks in any one Craft skill. The Craft skill will affect

the Artificer's ability to use different types of Craft |

Artifice abilities.
Other: Ability to cast 2nd-level arcane spells.

Class Information
The following information pertains to the Artificer prestige
class.

Hit Die
Artificers gain 1d6 hit points per level. The character’s
Constitution modifier applies.

Action Points

The Artificer gain a number of action points equal to 7 plus
one-half their character level, rounded down, every time they
advance a level in this class.

Class Skills
The Artificer's class skills are as follows:

Computer Use (Int), Concentration (Con), Craft (chemical,
electronic, mechanical, pharmaceutical, or structural) (Int),
Decipher Script (Int), Disable Device (Int), Drive (Dex), Forgery
(Int), Knowledge (arcane lore, art, business, current events,
earth and life sciences, history, physical sciences, popular cul-
ture, technology, or theology and philosophy) (Int), Profession
(Wis), Read/Write Language (none), Repair (Int), Research
(Int), Search (Int), Speak Language (none).

Skill Points at Each Level: 7 + Intelligence modifier.

Class Features
The following features pertain to the Artificer prestige class.

Craft Artifice
At each level of Artificer, choose one of the following item
creation talents. The Artificer must have ranks in the

Base Attack Fort Ref Will Defense Reputation |
Level Bonus  Save Save Save Special Bonus Bonus |
1st +0 +0 +0 +2 Total spellcasting +1 +2
2nd +1 +0 +0 +3 Increased spells/day +1 +2
3rd +1 +1 +1 +3 Gifted incantations +2 +2
Ath +2 +1 +1 +4 Increased spells/day +2 +3
5th +2 +1 +1 +4 Granted incantations +3 +3




Brandon Cross, the Artificer, and
Deakon Micklethwaite, the Archmage
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appropriate Craft skill to use the talent.
Note that for talents that are available
to other arcane advanced classes, the
Artificer's version is less expensive.
So, for example, a Mage can replace
his brew potion ability with the Arti-
ficer's to get an improved version of
the ability.

Craft Wand: With this talent, the
Artificer can create wands, which
carry spells within themselves.

The Artificer can create a wand of
any spell of 4th level or lower that he
knows. Crafting a wand takes 12 hours
x the spell’s level. When the Artificer
creates a wand, he sets the caster
level. The caster level must be suffi-
cient to cast the spell in question and
no higher than the Artificer's total class
levels in all arcane spellcasting
classes (Artificer, Mage, Techno
Mage). The caster level has an effect
on the purchase DC of the raw materi-
als to craft the wand, the skill check to
create the wand, the experience point
cost to craft the wand, and the DC of a
saving throw (if applicable) to resist
the effect of the wand.

The purchase DC for the raw
material that the Artificer
requires to craft a wand is




18 + the level of the spell stored in the wand + the wand’s
caster level.

The Artificer must also spend experience points to craft a
wand. The XP cost is equal to the spell level x the caster level
x the purchase DC of the raw materials.

Finally, the Artificer makes a Craft (mechanical) skill check.
The DC for the check is 10 + the spell level + the caster level
of the spell stored in the wand. If the check fails, the raw
materials are used up but the XP are not spent. The Artificer
can try crafting the wand again as soon as he purchases more
raw materials.

When an Artificer creates a wand, he makes any choices
that he would normally make when casting the spell. A newly
crafted wand has 50 charges.

Any wand that stores a spell with a costly material compo-
nent or an XP cost also carries a commensurate cost. In addi-
tion to the raw materials cost, the Artificer must expend 50
copies of the material component or pay 50 times the XP cost
when creating the wand.

Improved Brew Potion: With this talent, the Artificer can
create potions, which carry spells within themselves.

The Artificer can create a potion of any spell of 3rd level or
lower that he knows. The spell must target a character or
characters. Brewing a potion takes 24 hours. When the Artifi-
cer creates a potion, he sets the caster level. The caster level
must be sufficient to cast the spell in question and no higher
than the Artificer’s total class levels in all arcane spellcasting
classes (Artificer, Mage, Techno Mage). The caster level has
an effect on the purchase DC of the raw materials to brew the
potion, the skill check to create the potion, the experience
point cost to brew the potion, and the DC of a saving throw (if
applicable) to resist the effect of the potion.

The purchase DC for the raw material that the Artificer
requires to brew a potion is 12 + the potion’s spell level + the
potion’s caster level.

The Artificer must also spend experience points to brew a
potion. The XP cost is equal to the spell level x the caster
level x the purchase DC of the raw materials.

Finally, the Artificer makes a Craft (chemical) skill check.
The DC for the check is 10 + the spell level + the caster level
of the potion. If the check fails, the raw materials are used up
but the XP are not spent. The Artificer can try brewing the
potion again as soon as he purchases more raw materials.

When an Artificer creates a potion, he makes any choices
that he would normally make when casting the spell. Who-
ever drinks the potion is the target of the spell.

Any potion that stores a spell with a costly material com-
ponent or an XP cost also carries a commensurate cost. In
addition to the raw materials cost, the Artificer must expend

the material component or pay the XP when creating the
potion.

Improved Scribe Scroll: With this talent, the Artificer
can create scrolls from which he or another spellcaster can
cast a scribed spell. You can create a scroll of any spell you
know. Scribing a scroll takes one day. The purchase DC for the
raw materials to scribe a scroll is 10 + the scroll’s spell level
+ the scroll’s caster level.

The Artificer must also spend experience points to scribe a
scroll. The XP cost is equal to the spell level x the caster level
x the purchase DC of the raw materials.

Finally, the Artificer makes a Craft (writing) skill check. The
DC for the check is 10 + the spell level + the caster level of the
scroll. If the check fails, the raw materials are used up but the
XP are not spent. The Artificer can try scribing the scroll again
as soon as he purchases more raw materials.

Any scroll that stores a spell with a costly material compo- . -

nent or an XP cost also carries a commensurate cost. In addi- ¢
tion to the raw materials cost, the Artificer must expend the
material component or pay the XP when scribing the scroll.

A scroll can be written on a sheet of paper or parchment, or
it can be saved as a file on a computer or PDA.

Improved Scribe Tattoo: \With this talent, an Artificer can
create tattoos on his body or on someone else’s. Tattoos func-
tion similarly to scrolls, and are created in the same way (see
Scribe Scroll), except that the pertinent skill is Craft (visual
arts). See Chapter Ten: FX Abilities in the d20 Modern Role-
playing Game for more information about spell tattoos.

Magic Mastercraft: With this talent, the Artificer can
create magical mastercraft items.

Each time the Artificer selects this Craft Artifice talent, he
applies it to either armor or weapons. From this point on, he
can build magical mastercraft items of that type.

The Artificer uses his Craft (mechanical) and Craft (chemi-
cal) to build weapons and armor and embue them with
magical enhancements.

On average, it takes twice as long to build a magic master-
craft item as it does an ordinary item of the same type. The
cost to build a magic mastercraft item is equal to the purchase
DC for the components (see the appropriate Craft skill descrip-
tion) + an additional amount based on the magical enhance-
ment bonus: +1 bonus, +5 to the purchase DC; +2 bonus, +10 to
the purchase DC; +3 bonus, +15 to the purchase DC.

You can add the magic mastercraft feature to an existing
ordinary item by making the Wealth check and then making
the Craft check as though you were constructing the item
from scratch.

The Artificer must also spend experience points to create a
magic mastercraft item. The XP cost is equal to the enhance-
ment bonus x 10 x the purchase DC of the components. The

Base Attack Fort Ref Will Defense Reputation |
Bonus  Save Save Save Special Bonus Bonus
Craft artifice
2nd +1 +2 +0 +3 Craft artifice, bonus feat +1 +2
3rd +1 +2 +1 +3 Craft artifice +2 +2
4th +2 +2 +1 +4 Craft artifice, bonus feat +2 +3
bth +2 +3 +1 +4 Craft artifice +3 +3




XP must be paid before making the Craft checks. If the expen-
diture of these XP would drop the Artificer to below the mini-
mum needed for his current level, then the XP can't be paid
and the mastercraft work can't be done until the Artificer
gains enough additional XP to remain at his current level after
the expenditure is made.

Finally, the Artificer makes a Craft (mechanical) skill check
and a Craft (chemical) skill check to complete the work. The
DC for the Craft (mechanical) check is 20 + the enhancement
bonus for armor; 25 + the enhancement bonus for weapons.
The DC for the Craft (chemical) check is 25 + the enhancement
bonus — the Artificer's class level.

Bonus Feat
At 2nd and 4th level, the Artificer gets a bonus feat. The
bonus feat must be selected from the following list, and the
Artificer must meet all of the prerequisites for the feat to
select it.

Empower Spell, Enlarge Spell, Eschew Materials, Extend
Spell, Heighten Spell, Nonlethal Spell, Reach Spell, Sacred
Spell, Shadowbane Spell.

ECCLESIARCH

The Ecclesiarches are those individuals who rise to control
the divine spirit, whether it the evocation of a god or a belief
in personal strength and spirit. These are the high holy men
and women, the most gifted of their clerical ranks, who have
increased their spellcasting ability as well as their ability to
influence both allies and enemies.

Select this prestige class if you want your character to
excel at raw power within divine spellcasting and turning/
commanding/ rebuking creatures.

The fastest path into this prestige class is from the Acolyte
and Mystic advanced classes, though other paths are possible.

Requirements
To qualify to become an Ecclesiarch, a character must fulfill
the following criteria.

Skills: Spellcraft 10 ranks, Knowledge (theology and
philosophy) 10 ranks, Concentration 8 ranks.

Special: Ability to cast divine spells, ability to turn a

. particular creature type.

Class Information

The following information pertains to the Ecclesiarch prestige
class.

. Hit Die
+ Ecclesiarches gain 1d8 hit points per level. The character's
“Constitution modifier applies.

Base Attack Fort

Action Points

Ecclesiarches gain a number of action points equal to 7 plus
one-half their character level, rounded down, every time they
advance a level in this class.

Class Skills
The Ecclesiarch’s class skills are as follows:

Concentration (Con), Craft (chemical, electronic, visual art,
writing) (Int), Decipher Script (Int), Diplomacy (Cha), Gather
Information (Cha), Investigate (Int), Knowledge (arcane lore,
art, behavioral sciences, current events, history, popular cul-
ture, theology and philosophy), Listen (Wis), Perform (any),
Profession (Wis), Read/Write Language (none), Research (Int),
Sense Motive (Wis), Speak Language (none), Spellcraft (Int),
Survival (Wis), Treat Injury (Wis).

Skill Points at Each Level: 5 + Intelligence modifier.

Class Features
The following features pertain to the Ecclesiarch prestige
class.

Total Spellcasting
Count all character levels when determining the Ecclesiarch’s
casting level for divine spells.

Increased Spells/Day

At 2nd level, the Ecclesiarch increases the base number of
divine spells he may cast per day by one-half (round down).
This increase occurs before modifications for high Intelligence
or other alterations. At 4th level, the Ecclesiarch again
increases the number of divine spells available per day, this
time to a total of twice what he would normally have. As
before, this increase happens prior to any modifications or
alterations.

Total Turning
Count all character levels when determining the Ecclesiarch’s
level for attempts to turn, rebuke, or command creatures.

Innovative Turning

When the Ecclesiarch gains 5th level, and every time he gains
a character level above this, he may spend an action point to
alter the creature type he can turn, rebuke, or command. One
Ecclesiarch may choose to affect fey, while another may
affect constructs, and a third may choose to affect dragons.
The new creature type replaces that of the previous one, and
all limitations to the previous power apply (if the character
could not bolster the previous creature type, he cannot bolster
the new creature type). Certain types of creatures have

Ref Defense Reputation
Bonus  Save Save Save Special Bonus Bonus
Total spellcasting
2nd +1 +0 +0 +3 Increased spells/day +1 +2
3rd +1 +1 +1 +3 Total turning +2 +2
Ath +2 +1 +1 +4 Increased spells/day +2 +3
bth +2 +1 +1 +4 Innovative turning +3 +3




restrictions on how they may be affected. The types that may
be affected are:

Aberrations Humans *

Animals Magical beasts**
Constructs Monstrous humanoids™®
Dragons** Oozes

Elementals Qutsiders**

Fey* Plants

Giants* Undead

Humanoids * Vermin

*This type of creature cannot be destroyed by turning,
regardless of the success of the turning.

**This type of creature cannot be destroyed by turning, and
cannot be commanded.

HOLY/UNHOLY KNIGHT

Holy Knights, and their opposite numbers, Unholy Knights, are
dedicated crusaders for their particular allegiances, the ulti-
mate combatants in the conflict of good and evil. They com-
bine their combat skills with devotion to their cause and gain
access to divine spells as a result of their deeply held beliefs.
While the image of the Knight in Shining Armor is appropriate
for the Holy Knight (for they still use swords), they have
adapted to modern technology admirably.

Select this prestige class if you want your character to be
able to utilize both combat and divine spellcasting effectively.

The fastest path into this prestige class is from the Strong
and Fast hero basic classes, in particular those which proceed
through the Archaic Weaponsmaster and Swashbuckler
advanced classes.

Requirements
To qualify to become a Holy/Unholy Knight, a character must
fulfill the following criteria.

Base Attack Bonus: +8.

Skills: Diplomacy 9 ranks, Gather Information 9 ranks,
Knowledge (any one) 9 ranks.

Feats: \Weapon Focus in a melee weapon.

Other: At the time that the character receives his first level
in the Holy/Unholy Knight prestige class, he must decide
whether his faith leans toward the positive (good) or negative
(evil) energy of the universe. This choice adds either the good
or evil allegiance to the character, and determines how the
Holy/Unholy Knight uses certain aspects of his faith.

Class Information
The following information pertains to the Holy/Unholy Knight
prestige class.

Ref
Save

Base Attack Fort

Level Bonus Save Save

Special

Other Days, Other Knights

The GM may create other ranks of knighthood which are
not tied to the good/evil dichotomy. Use the Unholy/Holy
Knight as a framework for such knights (using their base
attack bonus, saves, Defense, and Reputation bonus),
but alter the allegiances and special abilities as follows:

Allegiance: The new Knight must choose an alle-
giance and an opposed allegiance. The presence of a
good/evil dichotomy makes for easy selection, but others
including law/chaos, nature/corporations and my
nation/other dangerous nations.

Sense Allegiance and Smite Allegiance special abili-
ties function within these new parameters.

Turning: Instead of turn undead, the GM may instead
cause another creature type to affected, and decide
whether the creature is affected by Turning/Destroying
or by Rebuking/Commanding.

Example: The GM wishes to include a “Knight of
Nature” in her campaign. The Knight of Nature has the
abilities noted above, with the following modifications:

The Knight of Nature's allegiance is “Nature,” and the
GM sets the opposed nature as “Corporations” (as the
GM, she will be responsible for opponents that carry that
allegiance). The GM further chooses that the Knight of
Nature should turn/destroy constructs as opposed to
undead. All other ahilities apply normally.

Hit Die
Holy/Unholy Knights gain 1d10 hit points per level. The
character’s Constitution modifier applies.

Action Points

Holy/Unholy Knights gain a number of action points equal to
7 plus one-half their character level, rounded down, every
time they advance a level in this class.

Class Skills
The Holy/Unholy Knight's class skills are as follows:

Climb (Str), Diplomacy (Cha), Handle Animal (Cha),Intimi-
date (Cha), Jump (Str), Knowledge (arcane lore, current
events, history, popular culture, streetwise, tactics, technol-
ogy, theology and philosophy) (Int), Profession (Wis),
Read/Write Language (none), Ride (Dex), Sense Motive (Wis),
Speak Language (none), Treat Injury (Wis).

Skill Points at Each Level: 5 + Intelligence modifier.

Defense Rep ut_at_io

Bonus Bonus §

Divine grace, divine spells
2nd +2 +3 +0 +3 Sense allegiance, divine spells +1 +1
3rd +3 +3 +1 +3 Smite allegiance, divine spells +1 +1
4th +4 +4 +1 +4 Divine touch, divine spells +1 +2
bth +b +4 +1 +4 Turn undead, divine spells +2 +2




Class Features
The following features pertain to the Holy/Unholy Knight
prestige class.

Divine Spells

The Holy/Unholy Knight casts divine spells. Unless noted
below, the Holy/Unholy Knight's ability functions identically to
the Acolyte’s spellcasting abilities (see Chapter Nine: Cam-
paign Models, in the d20 Modern Roleplaying Game). The Dif-
ficulty Class for a saving throw against the Holy/Unholy
Knight's spell is 10 + the spell's level + the Holy/Unholy
Knight's Wisdom modifier.

The Holy/Unholy Knight doesn’t acquire spells from books,
scrolls, or files, 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
Holy/Unholy Knight 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 Holy/Unholy
Knight's spell preparation.

The Holy/Unholy Knight receives no benefit to number of
spells due to higher ability scores.

Knight —Spells per Day by Spell Level—

Level 0 1 2 3
1 2 1 — —
2 3 2 — —
3 3 2 1 —
4 4 3 2 —
5 4 3 2 1

Divine Grace
At 1st level, a Holy/Unholy Knight applies his Charisma mod-
ifier (if positive) as a bonus on all saving throws.

Sense Allegiance
At 2nd level, The Holy/Unholy Knight cans sense the presence
of characters, creatures, and items of both his chosen alle-
giance, and his opposing allegiance (the Holy Knight has
“good” as a chosen allegiance, and “evil” as an opposing alle-
giance, while the Unholy Knight has the reverse). The sense
. allegiance ability extends in a 60-foot radius around the
“Knight, but may be concentrated to a quarter circle emanating
- forward from the Knight. You can pinpoint allegiance more
~ “finely (to a particular individual, for example, or a particularly
evil toy among hundreds) with a successful Search check
(DC 25).

: Smite Allegiance
“IAt 3rd level, the Holy/Unholy Knight gains the ability to smite
characters, creatures, or items of opposing allegiance with a
single melee attack (the Holy Knight has “evil” as an oppos-
ing allegiance, the Unholy Knight has “good” as an opposing
allegiance).
The Holy/Unholy Knight spends an action point and, in
addition to the normal benefit of the action point, gains a
bonus to the attack equal to his Charisma modifier (if positive)

and deals 1 extra point of damage per total character levels of
the Holy/Unholy Knight. A 3rd-level Strong/5th-level Archaic
Weaponsmaster/ 3rd-level Holy Knight will deal an additional
11 points of damage if he hits.

Should the attack miss, the action point is expended. Sim-
ilarly, the action paint is expended if the Holy/Unholy Knight
uses it and strikes a target that does not have an opposing
allegiance. Smite allegiance is considered a supernatural
ability.

Divine Touch

At 4th level, the Holy/Unholy Knight gains the ability to chan-
nel divine energy through his body and apply it directly to him-
self or another character. With this ability the Knight can
restore lost hit points with a single touch; he may also choose
to deal holy damage to a target with a simple a touch attack.
Each day the Holy/Unholy Knight may cure or deal a number
of points of damage equal to his Charisma bonus times his
total character level.

The Holy Knight is not limited to curing wounds, nor is the
Unholy Knight restricted to inflicting them. It is possible to
combine this ability with smite allegiance to increase the
amount of damage dealt by a touch attack. Massive damage
rules apply.

Use of this ability may be guided by the Holy/Unholy
Knight's allegiance, and widespread abuse (a Holy Knight
regularly inflicting damage on nonevil opponents) may cause
the Holy/Unholy Knight to lose his chosen allegiance.

Turn Undead

At 5th level, the Holy/Unholy Knight can turn undead in the
same manner as the Acolyte (see Chapter Nine: Campaign
Models, in the d20 Modern Roleplaying Game).

The Holy Knight affects undead in the same manner as an
Acolyte with good allegiance (turning or destroying undead),
while the Unholy Knight affects undead in the same manner
as an Acolyte with evil allegiance (rebuking or commanding
them). Count all Holy/Unholy Knight and Acolyte levels when
determining level for purposes of turning.

Former Knights

AHoly/Unholy Knight who loses his chosen allegiance, inten-
tionally or not, loses all Holy/Unholy Knight special abilities,
including the ability to cast divine spells. He may no longer
progress in levels of Holy/Unholy Knight, but can regain use of
those abilities if he atones for his actions.

The Holy/Unholy Knight may switch sides entirely, taking
its former opposed allegiance. In this case, none of the
Knight's abilities are lost, and the Knight merely changes his
designation from Holy to Unholy (being a Fallen Knight) or
Unholy to Holy (being a Redeemed Knight).

Such a switch of allegiance is dramatic, such that the
Fallen/Redeemed Knight automatically kicks off the sense
allegiance ability for Knights of its now-opposed allegiance.
Fallen Knights are usually hunted by their former fellows,
while Redeemed Knights are pursued by their one-time allies.




ometimes the differ-
ence between a hero | -
and a corpse is the equipment g
l each carried. In the battle against '
the Creatures of Shadow, heroes
4 have a wide choice of equipment to
take along with them. Most of the
items described in this chapter are
available through legitimate retail-
ers and dealers. Some equipment
is hard to find, and some might be
available only in specific areas or
not available at all for purchase. A
- few things might be difficult to
obtain due to legal restrictions.
This chapter features items spe-
cific to the campaign. For more infor-
mation, see Chapter Four: Equipment
' and Vehicles in the d20 Modern Role-
playing Game.

In the URBAN ARCANA campaign,
weapons are part of the natural rou-
tine. Monsters typically carry
weapons, and some have discovered
the incredible amount of damage that
modern firearms can cause. Those with
lower intelligence and less finesse (or
out of simple nostalgia) carry a wide
range of archaic weapons.
General firearms are detailed in
Chapter Four: Equipment and Vehicles
t_ in the d20 Modern Roleplaying Game.
The weapons in this chapter represent
the odd, unusual, or unique types
that might be used when fighting the
Creatures of Shadow. Weapons that
have magical enhancements are cov-
ered in Chapter Four: Magic Items.




Ranged Weapons

Descriptions of ranged weapons follow. Some are considered
simple weapons (covered by the Simple Weapon Proficiency
feat), some are archaic (covered by the Archaic Weapons Pro-
ficiency), and some are special in that they do not require a
feat to be used effectively.

Air Pistols and Air Rifles

These low powered weapons are used to fire darts or pellets,
typically to deliver a chemical payload (see Craft (chemical) in
Chapter Two: Skills of the @20 Modern Roleplaying Game).
They are very quiet when fired. Air pistols require a CO; car-
tridge to operate, which allows the gun to fire 10 times before
needing to be replaced (purchase DC 3).

Bolas

A bolas consists of two or more wooden spheres connected
by lengths of cord. The bolas is a ranged weapon that can be
used to entangle a Small or larger opponent. First, you make
a ranged touch attack against the target. The target must be
at least 10 feet away, as the bolas cannot be used against
adjacent opponents. If the attack roll succeeds, the target is
entangled (see the Character Condition Summary on page 140
of the d20 Modern Roleplaying Game). A target can free itself
from the bolas as a full-round action or make an Escape Artist
check (DC 15) on its turn to escape from the bolas as an attack
action. The bolas has 5 hit points and can be broken with a
successful Strength check (DC 20) as a full-round action.

If you entangle a creature with the bolas, you may attempt
to trip it on your next attack. The trip attack works as de-
scribed in the Combat chapter of the d20 Modern Roleplaying
Game, except that a failed trip does not allow the target to
make a trip attack against you.

Blowgun

The blowgun is a long tube through which you fire needles. A
needle can deliver poison of either the injury or contact type
(see Craft [chemical] in Chapter Two: Skills in the d20 Modern
Roleplaying Game for poisons).

Crossbow, Grapple-Firing

This device helps heroes scale unclimbable walls, bridge
chasms, escape down buildings, and the like. A grapple-
firing crossbow is a heavy crosshow modified to fire a spe-
cial, grapple-headed metal bolt attached to 100 feet of thin,
light line.

A successful shot at an appropriate target (see the Attack
an Object section in Chapter Five: Combat in the d20
Modern Roleplaying Game) indicates that the grapple has
hooked onto something, anchoring the rope firmly enough
for a character to ascend it with a successful Climb check
(DC 15). Failure brings one of three results: the grapple
simply failed to snag anything, it has lodged but is not
secure enough to support a character's weight, or there's
simply nothing up there for it to catch onto. In the first case,
the user can simply recoil the rope and try again. In the
second case, a successful Intelligence check (DC 10) made
before anyone tries to climb reveals the instability. The user
cannot free that grapple but may try to fire another. (Should
anyone try to climb the unstable rope, the grapple gives way
after the climber has progressed 2d10 feet. Determine
damage normally for the resulting fall.) In the third case,
retries automatically fail.

A character can easily anchor a grapple-bolt by hand in a
niche or use pitons to secure it on smooth stone. This provides
the same aid for descent without the need to fire the weapon.

Damage Range Rate of Purchase R
Type Increment Fire Magazine Size Weight DC Restriction;
lercing ; 1 ;
Air rifle (simple)* 1d2 20 Piercing 50 ft. 1 1 Int. large  51b. 8 —
. Blowgun (simple)* 1 20 Piercing 10 ft. 1 1 Int. Small 2 1b. 4 —
“Bolas (archaic)* * — * 10 ft. 1 — Small 2 1b. 3 —
- Crosshow, grapple-firing
(archaic)* 1d3 * Piercing 120 ft. 1 1 Int. Med. 12 1b. 12 —
Crossbow, hand (archaic) 1d4 19-20 Piercing 30 ft. 1 1 Int. Tiny 3 1b. 1" —
Crossbow, repeating
(exotic) 1d8 19-20 Piercing 80 ft. 1 5 Int. Med. 16 Ib. 13 —
° Flare gun (simple)* 1d8 20 Fire 30 ft. 1 1 Int. Small 2 1b. 1 —
" Net (archaic)* * — * 10 ft.* 1 — Med. 10lb. 6 —
Net launcher
(grenade launcher) * — — 10 ft. 1 1 Int. Large 20 Ib. 15 Lic (+1)
Paint ball gun (simple) — 20* * 30 ft Semi 40 Int. Small 2 1b. 8
Sling (archaic) 1d4 20 Ballistic 50 ft. 1 — Small  — 3 —
Slingshot (simple) 1d3 20 Ballistic 50 ft. 1 — Tiny 11b. 4 —
Speargun (simple)* 2d6 20 Piercing 10 ft. 1 1 Int. Large  51b. 10 =
Super watergun
(no feat required)* * * * 10 ft. 1 5 Int. Med. 2lb. 4 —
Water cannon (simple)* * — * 10 ft. * 20 Int. Huge 50 Ih. 19 Lic (+1)

*See weapon description for more information.




Crossbow, Hand

This exotic weapon is common among spies and others who
favor stealth over power. Assassins also use these weapons
to launch poison-coated bolts at the target. You can draw a
hand crosshow back manually. Loading a hand crossbow is a
move action that provokes attacks of opportunity.

Crossbow, Repeating

The repeating crossbow holds five crossbow bolts. When
loaded, you can shoot the crossbow according to your normal
number of attacks without reloading. Loading a new case
of five bolts is a full-round action that provokes attacks of
opportunity.

Flare Gun

Normally used as a signaling device, a flare gun can be used
as a weapon in a pinch. If fired in the air, it releases a brightly
colored flame that can be seen for miles, depending on sur-
rounding terrain. A flare gun automatically ignites flammable
items (see Catching on Fire in Chapter Seven: Gamemastering
of the d20 Modern Roleplaying Game).

Net

A fighting net has small barbs in the weave and a trailing
rope to control netted opponents. You use it to entangle
opponents.

When you throw a net, you make a ranged touch attack
against your target. A net’s maximum range is 10 feet, and you
suffer no range penalties to throw it even to its maximum range.
If you hit, the target is entangled. An entangled creature suffers
a —2 penalty on attack rolls and a —4 penalty on effective Dex-
terity. The entangled creature can only move at half speed and
cannot charge or run. If you control the trailing rope by succeed-
ing at an opposed Strength check while holding it, the entangled
creature can only move within the limits that the rope allows. If
the entangled creature attempts to cast a spell, it must succeed
at a Concentration check (DC 15) or the spell fails.

The entangled creature can escape with an Escape Artist
check (DC 20) that requires a full-round action. The net has 5
hit points and can be burst with a Strength check (DC 25, also
a full-round action).

Anet is only useful against creatures within one size cate-
gory of you. For instance, a Small character wielding a net can
entangle Tiny, Small, and Medium creatures.

Anet must be folded to be thrown effectively. The first time
you throw your net in a fight, you make a normal ranged touch
attack roll. After the net is unfolded, you suffer a —4 penalty
on attack rolls with it. It takes 2 rounds for a proficient user to
fold a net and twice that long for a nonproficient one to do so.

Net Launcher

This is a bulky, compressed air rifle with a conical muzzle that
throws a weighted net when fired. Police and animal control
personnel use net launchers, as well as big game hunters and
the occasional field researcher hoping to bag a live Shadow
creature.

Net launchers have a much greater range than a regular
thrown net. It takes 10 minutes to reset a net that was previ-
ously fired or 1 minute to set the net launcher with a prepack-
aged net (purchase DC 6, 2 Ib. per package).

Paintball Gun
Paintball guns offer a way for the average person to experi-
ence what it's like to be in a “live fire” scenario, but without
the possibility of taking lethal damage. A paintball deals no
damage, but a successful hit will spatter the target with a
large splotch of bright, degradable paint. Getting struck with
a paintball stings and, if the target is not aware of the cir-
cumstance, they might believe they have been shot with an
actual bullet.

A critical hit with a paintball gun deals 1d6 points of non-
lethal damage.

Sling
The sling, commonly used by primitive people, hurls lead bul-
lets to kill small game. It's not as easy to use as the crossbow
or as powerful as a bow, but it's cheap and easy to improvise
from common materials. -
You can hurl ordinary stones with a sling. Stones are notas '
dense or as round as bullets, so you deal only 1d3 points of
damage and suffer a —1 penalty on attack rolls.

Slingshot

Less powerful than a regular sling, a slingshot has a strong
pair of rubber bands attached to a V-shaped handle. The
damage listed in the table is for lead bullets (as the sling
above), but you can also hurl other small objects like fire-
crackers, paintballs, rocks, and the like.

Speargun
A speargun uses a powerful set of bands to propel a stain-
less steel shaft at the target. Most speargun shafts are tied
to a thin, strong line (DC 20 Strength check to break). This
line is attached to a reel, allowing the shooter to draw the
shaft back.

If you deal damage to your opponent, the shaft may lodge
in the victim if the victim fails a Reflex saving throw against a
DC equal to 10 + the damage dealt. The creature moves at
only half speed and cannot charge or run while a spear is
lodged in its body. If you control the trailing rope by succeed-
ing at an opposed Strength check while holding it, the har-
pooned creature can only move within the limits that the rope
allows (the trailing rope is 30 feet long). If the speared crea-
ture attempts to cast a spell, it must succeed at a Concentra-
tion check (DC 15) or the spell fails.

The speared creature can pull the shaft from its wound if it
takes a full-round action, but in so doing it deals 2d6 points of
damage to itself. Reloading a speargun is a full-round action.

Sticky Foam Sprayer

This bulky and unusual weapon looks similar to a flame-
thrower, with a fuel tank and sprayer nozzle. However, instead
of jellied flaming fuel, the sticky foam sprayer launches a
stream of liquid goop that hinders movement and can create
impromptu barriers.

The sticky foam sprayer has a range of 15 feet and fills a
5-foot square per round. A creature hit by the sticky foam suf-
fers a —2 penalty to attack rolls and a —4 penalty to effective
Dexterity. The entangled character must make a Reflex save
(DC 15) or be glued to the floor, unable to move. A creature
simply moving into a square with the foam also must make




this save, but does not suffer the penalty to attack rolls or
Dexterity. Even with a successful save, it can only move at
half speed. Creatures that are Huge or larger are unaffected
by sticky foam.

A character who is glued to the floor can break free with a
successful Strength check (DC 20) or by dealing 15 points of
damage to the sticky foam with a slashing weapon. A charac-
ter trying to scrape sticky foam off himself, or another char-
acter assisting, does not need to make an attack roll; hitting
the sticky foam is automatic, after which the character who
hit rolls damage to see how much of the goo he scraped off.
A character capable of spellcasting who is bound by the sticky
foam must make a Concentration check (DC 15) to cast a spell.
The sticky foam becomes brittle and breaks apart easily after
10 minutes.

Super Watergun

The super watergun is a toy gun that shoots a thin stream of
water. The tank holds enough water to shoot 5 times before
needing to be refilled. A super watergun has a maximum
range of 10 feet. No attack roll is required to hit, and thus no
feat is required to operate one effectively. Any creature
caught in the path of the stream can make a Reflex save (DC
15) to take half damage (if applicable). Creatures with cover
(see Chapter Five: Combat in the d20 Modern Roleplaying
Game) get a bonus on their Reflex save.

Regular water deals no damage, but special substances
(such as holy water) can be used for different effects. If you
make a full-round attack against a target, it deals the same
amount of damage as a vial of the substance—an attack
action does not produce enough of a stream to deal damage.

The super watergun has a handle that must be pumped to
shoot, thus requiring both hands to use effectively.

A super watergun cannot hold acid, which will eat through
the thin plastic tank in a matter of seconds. The entire tank of
water must contain the given substance to be effective—
mixing with regular water will negate the effect.

Water Cannon
Used for crowd control and riot dispersion, water cannons are
essentially mounted fire hoses built into vehicles with a large

. tank. A water cannon can fire continuously for 2 minutes
“before needing to be refilled.

A person struck by a water cannon takes 1d10 points of

~ ‘nonlethal damage per round, and must make a Reflex save

(DC 15) or be knocked prone by the force of the blast.

A water cannon that is attached to a vehicle cannot be
removed. Use these same statistics if attacking someone with

.8 firehose.

Ammunition
This section covers unique and exotic ammunition that a hero
might use during an adventure. For more information on regu-
lar ammunition, see Chapter Four: Equipment and Vehicles in
the d20 Modern Roleplaying Game.

Armor Piercing
Armor-piercing ammunition reduces the effectiveness of
armor. When fired at an opponent wearing any type of armor,

Ammunition ‘ :
Type Restriction
Armor Piercing Res (+2)
Beanbag +2 Res (+2)
Birdshot -1 Lic (+1)
Flechette +4 Mil (+3)
Frangible +2 Res (+2)

High Explosive +5 Mil (+3)
Rubber Round +1 Res (+2)

Silver +6 —

Subsonic +4 Mil (+3)
Tracer +1 Mil (+3)
Tranquilizer 7* Res (+2)
White Phosphorous (WP)  +5 Mil (+3)

*This is the regular purchase DC, not modifier.

the attack receives a +2 bonus. It has no benefit against
targets that are not wearing armor.

Beanbag

Riot police use this type of ammunition for crowd control.
Loads are available for shotguns and grenade launchers only.
It deals the same amount of damage as a normal load, but the
damage dealt is nonlethal.

Birdshot
This is a lighter shotgun ammunition. It reduces the damage
dealt by a shotgun by 1 die.

Flechette

Flechette rounds fire bundles of razor-sharp, fin-stabilized
tungsten darts. A weapon that fires this ammunition improves
its critical threat range by one, but takes a —1 penalty on
attack rolls.

Frangible

This ammunition scatters through a target rather than punch-
ing through and hitting something else. It increases the
damage dealt to unarmored targets by +1. This bonus is
negated if the target is wearing any sort of armor or has a nat-
ural armor bonus of +2 or more.

High Explosive

High explosive ammunition is used mostly in grenade launch-
ers and occasionally shotguns, but can be found for other
weapons. It is very expensive and difficult to come by. High
explosive ammunition deals 1 extra die of damage of the
appropriate type for the weapon.

Rubber Rounds
Rubber rounds exist for all types of handguns and longarms.
Rubber ammunition deals nonlethal damage.

Silver

Silver ammunition is useful for dealing with some types of
Shadow creatures. Silvered ammunition deals lethal damage
to regular targets and bypasses the damage reduction of any
creature that is vulnerable to silver. It is never mass-produced
and must be made by hand, as reflected by its high cost.




Because silvered ammunition must be manufactured by
hand, it is not licensed. It requires a Craft (mechanical) check
(DC 12) to manufacture a single silver bullet.

Subsonic

Assassins and snipers use subsonic ammunition; it is rarely
found outside those circles. Its primary use is to reduce the
noise of a shot, making it more difficult to spot the shooter
after the gun is fired.

Subsonic ammunition reduces damage dealt by —2 points, but
the DC to Listen checks to hear the gunshot is increased by +10.
Subsonic ammunition decreases the range increment by 20 feet.
It is available for handguns and longarms, except shotguns.

Tracer

These phosphorous-coated rounds aid the shooter of an auto-
matic weapon in leading bullets to a target, but makes them
easier to spot in turn. Tracer ammunition provides a +1 bonus
to attack rolls made with a weapon when fired on autofire
only. Opponents gain a +5 circumstance bonus on Spot checks
when trying to find someone firing tracer ammunition.

Tranquilizer

This ammunition is actually a large dart with a reservoir that
is used to deliver a tranquilizer (or poison) to the target. It is
only available for air rifles and pistols. For more information

APOI\

Damage Critical

Simple Weapons

Club, spiked 1d8 20 Bludgeoning,
Piercing
Dagger, punching 1d4 20/%3 Piercing
Gauntlet * * Bludgeoning
Gauntlet, spiked 1d4 20 Piercing
Ketch-all pole* 1d4* 20 Bludgeoning
Mace, heavy 1d8 20 Bludgeoning
Mace, light 1d6 20 Bludgeoning
Quarterstaff*f 1d6/1d6 20 Bludgeoning
Shortspear 1d8 20/x3 Piercing
Sickle 1d6 20 Slashing
Archaic Weapons
Battleaxe 1d8 20/x3 Slashing
Cutlass™ 1d6 19-20 Piercing,
Slashing
Falchion 2d4 18-20 Slashing
Flail, heavy* 1d10 19-20 Bludgeoning
Flail, light* 1d8 20 Bludgeoning
Glaivet 1d10 20/x3 Slashing
Greataxe 1d12 20/%3 Slashing
Greatclub 1d10 20 Bludgeoning
Greatsword 2d6 19-20 Slashing
Guisarme™t 2d4 20/%3 Slashing
Halberd™t 1d10 20/x3 Piercing,
Slashing
Lance, heavy 1d8 20/%3 Piercing
Lance, light 1d6 20/%3 Piercing
Maul 1d10 20/%3 Bludgeoning
Naginatat 1d10 20/%3 Slashing

on poisons, see the Craft (chemical) skill in Chapter Two:
Skills in the d20 Modern Roleplaying Game.

White Phosphorous (WP)

White phosphorous-tipped rounds can inflict terrible burns on
a target. These rounds go off if they strike anything between
the shooter and the target.

Any target damaged by a “Willie P” shot takes an addi-
tional 1d6 paints of fire damage and risks catching on fire (see
Catching on Fire in Chapter Seven: Gamemastering of the d20
Modern Roleplaying Game).

Melee Weapons

Melee weapons are used in close combat and are generally
among the simplest weapons to use. The feat that provides
proficiency with these weapons varies from weapon to

weapon; some are considered simple weapons (covered by . -

the Simple Weapon Proficiency feat); others are archaic (cov- s
ered by the Archaic Weapons Proficiency feat) or exotic (cov-
ered by the Exotic Melee Weapons feat).

Axe, Orc Double

An orc double axe is a double weapon. You can fight with it as
if fighting with two weapons, but if you do, you incur all the
normal attack penalties associated with fighting with two
weapons, as if you were wielding a one-handed weapon and

Range Purchase
Increment  Size Weight DC  Restriction:
— Med. 8 Ib. 5 =
— Tiny 2 |b. 5 —
— * 2 Ib. 5 —
= Tiny 2 Ib. 6 —=
— Large 8 Ib. 11 —
— Med. 8 Ib. 5 =
— Small 6 Ib. 4 —
— Large 4 1b. 3 —
20 ft. Large 51b. 5 —
— Small 31b. 3 —
— Med. 7 1b. 11 —
— Small 31b. 11 —
— Large 16 Ib. 12 —
= Large 20 Ib. 8 =,
— Med. 5 Ib. 7 —
— Large 15 Ib. 9 —
— Large 20 Ib. 12 —
—_— Large 10 Ib. 6 —
— Large 15 Ib. 13 —
— Large 15 Ib. 9 —
= Large 15 Ib. 10 ==
— Med. 10 Ib. 7 —
= Small 5 1b. 6 —
— Large 20 Ib. 10 —
— Large 15 Ib. 13 —




a light weapon (see Attacking with Two Weapons, Chapter
Five: Combat in the d20 Modern Roleplaying Game). A crea-
ture using a double weapon in one hand, such as an ogre
using an orc double axe, can't use it as a double weapon.

Battleaxe
The battleaxe has a large metal head and is popular with
cultists and others who like to leave big, bloody wounds.

Club, Spiked
Also called a morningstar, this simple weapon combines the
impact of a club with the piercing force of spikes.

Cutlass

The cutlass is a short, heavy, slightly curved blade useful for both
stabbing and slashing. Its heavy basket hilt gives the wielder a +2
equipment bonus on any checks to resist being disarmed.

Dagger, Punching
Also called a katar, the punching dagger puts the full force of the
wielder’s punch behind it, making it capable of deadly strikes.

Falchion
This sword, which is essentially a two-handed scimitar, has a
curve that gives it a keener edge.

Archaic Weapons

Pick 1d4 20/x4 Piercing
Pickaxe 1d6 20/x4 Piercing
Ranseurt 2d4 20/%3 Piercing
Saber* 1d8 19-20 Slashing,
Piercing
Scimitar 1d6 18-20 Slashing
Scythe 2d4 20/x4 Piercing,
Slashing
Sword, short 1d6 19-20 Piercing
Trident 1d8 20 Piercing
. Wakizashi 1d6 19-20 Slashing
*, Warhammer 1d8 20/%3 Bludgeoning
. 'Exotic Melee Weapons
Axe, orc double*t 1d8/1d8  20/%3 Slashing
Flail, dire*¥ 1d8/1d8 20 Bludgeoning
Hammer, 1d6/1d4  x3/x4* Bludgeoning,
gnome hooked*¥ Piercing
. Khopesh* 1d8 19-20 Slashing
Nekode* 1d4 20 Piercing
Ninja-to* 1d6 19-20 Slashing
Scourge™® 1d8 20 Slashing
Shikomi-zue 1d8 20/x3 Piercing
Sword, bastard* 1d10 19-20 Slashing
Sword, two-bladed*f 1d8/1d8  19-20 Slashing
Urgosh, dwarven*t  1d8/1d6  20/x3 Slashing,
Piercing
Waraxe, dwarven® 1d10 20/x3 Slashing
War fan* 1d6 20/%3 Slashing

*See the description of this weapon for special rules.

tReach weapon.

Flail, Dire

A dire flail is a double weapon. You can fight with it as if
fighting with two weapons, but if you do, you incur all the
normal attack penalties associated with fighting with two
weapons, as if you were using a one-handed weapon and a
light weapon (see Attacking with Two Weapons in Chapter
Five: Combat in the d20 Modern Roleplaying Game). A crea-
ture using a double weapon in one hand can't use it as a
double weapon.

With a dire flail, you gain a +2 bonus on your opposed
attack roll when attempting to disarm an enemy (including the
opposed attack roll to avoid being disarmed if you fail to
disarm your enemy).

You can also use this weapon to make trip attacks. If you
are tripped during your own trip attempt, you can drop the dire
flail to avoid being tripped.

Flail, Light and Heavy
With a flail, you gain a +2 bonus on your opposed attack roll
when attempting to disarm an enemy (including the roll to
avoid being disarmed if you fail to disarm your enemy).

You can also use this weapon to make trip attacks. If you
are tripped during your own trip attempt, you can drop the flail
to avoid being tripped.

Range Purchase
Increment  Size Weight DC  Restriction}
— Small 4 1b. 6 —
— Med. 6 Ib. 7 —
— Large 15 |b. 9 —
— Med. 4 1b. 11 =
— Med. 41b. 12 —
— Large 12 Ib. 7 —
— Small 3 Ib. 10 —
10 ft. Med. 5 Ib. 7 =%
— Small 3 1b. 11 —
— Med. 8 Ib. 9 =
— Large 25 |b. 15 —
— Large 20 Ib. 5 . —
— Med. 6 Ib. 15 —
. Med. 12 Ib. 1 —
— Tiny 2 Ib. 8 —
o Small 3 1b. 10 =
= Med. 2 |b. 6 =
. Large 5 Ib. 12 -
— Med. 10 Ib. 15 —
— Large 15 1b. 16 =
= Large 15 Ib. 15 =
— Med. 15 Ib. 15 =
— Small 3 1b. 12 —

tDouble weapon.




Gauntlet

These metal gloves protect your hands and let you deal lethal
damage with unarmed strikes rather than nonlethal damage.
A strike with a gauntlet is otherwise considered an unarmed
attack. The cost and weight given are for a single gauntlet.
Medium and heavy archaic armors (except breastplates) come
with gauntlets.

Gauntlet, Spiked

Your opponent cannot use a disarm action to disarm you of
spiked gauntlets. The cost and weight given are for a single
gauntlet. An attack with a spiked gauntlet is considered an
armed attack that deals lethal damage.

Glaive
A glaive has reach. You can strike opponents 10 feet away
with it, but you can't use it against an adjacent foe.

Greataxe

This big, heavy axe is a favorite of large Shadow creatures or
anybody else who wants the capability to deal out incredible
damage.

Greatclub
A greatclub is a two-handed version of a regular club.

Greatsword
This huge sword, including the Scottish claymore, can deal
tremendous damage in the right hands.

Guisarme
A guisarme has reach. You can strike opponents 10 feet away
with it, but you can't use it against adjacent foes.

Because of the guisarme’s curved blade, you can also use it
to make trip attacks. If you are tripped during your own trip
attack, you can drop the guisarme to avoid being tripped.

Halberd
Halberds are extremely rare outside of ceremonial functions
or museums, although some Shadow creatures wield them.
Normally, you strike with the halberd’s axe head, but the spike
on the end is useful against charging opponents.

Because of the hook on the back of the halberd, you can
use it to make trip attacks. If you are tripped during your own
trip attempt, you can drop the halberd to avoid being tripped.

Hammer, Gnome Hooked

A gnome hooked hammer is a double weapon. You can fight
with it as if fighting with two weapons, but if you do, you
incur all the normal attack penalties associated with fighting
with two weapons, as if you were using a one-handed
weapon and a light weapon (see Attacking with Two
Weapons, page 137 in the d20 Modern Roleplaying Game). A
creature using a double weapon in one hand, such as a human
using a gnome hooked hammer, can't use it as a double
weapon. The hammer’'s blunt head is a bludgeoning weapon
that deals 1d6 points of damage (x3 crit). Its hook is a piercing
weapon that deals 1d4 points of damage (x4 crit). You can use
either head as the primary weapon head. The other head is
the off-hand weapon.

Ketch-All Pole
A ketch-all pole is designed to capture opponents with a min-
imum of harm. A wielder who hits an opponent with a ketch-
all pole can immediately initiate a grapple (as a free action)
without provoking an attack of opportunity. In addition to the
normal options available to a grappler, the wielder of a ketch-
all pole can attempt to pull his target to the ground (the equiv-
alent of a trip attack, though no attack roll is necessary).

The ketch-all pole has reach and cannot be used against
adjacent opponents. A ketch-all pole can only be used against
opponents within one size category of the wielder.

Khopesh

This bizarre sword is popular with cultists of Egyptian gods.
The khopesh looks like a normal longsword whose blade sud-
denly turns sickle-shaped about a foot from the hilt. It is heavy

and awkward to use without a lot of training. You can use the . -

khopesh to make trip attacks due to its hooklike blade.

Lance, Heavy and Light
A lance deals double damage when used from the back of a
charging mount or vehicle (like a motorcycle or bicycle). A
heavy lance has reach. You can strike opponents 10 feet away
with it, but you can't use it against an adjacent foe. Light
lances are primarily for Small riders.

Maul
Bigger than a sledgehammer, the maul is a two-handed
warhammer of enormous size. Ogres and ather brutes favor it.

Naginata

A naginata is a finely crafted Japanese polearm. A naginata
has reach. You can strike opponents 10 feet away with it, but
you can't use it against an adjacent foe.

Nekode

A nekode is a strap or glove fitted with spikes in the palm,
favored as both a weapon and a climbing tool by ninja. Your
opponent cannot use a disarm action to disarm you of a nekode.
An attack with a nekode is considered an armed attack.

Using a pair of nekodes while climbing gives a +1 equip-
ment bonus on Climb checks. This bonus does not stack with
the +2 bonus provided by a climber’s kit.

The bagh nakh (“tiger's claws”) is similar to the nekode, but
wielded more like brass knuckles. Its statistics are the same,
but it does not give a bonus on Climb checks.

Ninja-to

The ninja-to—a short, straight sword similar to a wakiza-
shi—is the standard sword of the ninja. True to a ninja's
methods, the scabbard of the ninja-to is a multipurpose tool.
It is open at both ends, allowing it to be used as a blowpipe
for powders or poisons or as a breathing tube. It is also stiff
and strong, allowing it to be used as the rung of a ladder or
even as a weapon (use the statistics for a club).

Pick

A pick is designed to concentrate its force on a small, pene-
trating point. It is a small, one-handed instrument that
includes rock cutting picks and picks designed for combat.




Pickaxe
This is a heavy, two-handed tool commonly used for mining
and digging dirt. The version listed here is strengthened for
martial use.

Quarterstaff
You can strike with either end of a quarterstaff, allowing you to
take full advantage of openings in your opponent’s defenses.
A quarterstaff is a double weapon. You can fight with it as
if fighting with two weapons, but if you do, you incur all the
normal attack penalties associated with fighting with two
weapons as if you are using a one-handed weapon and a light
weapon. A creature using a double weapon in one hand, such
as a Large creature using a quarterstaff, can’t use it as a
double weapon.

Ranseur
This curious-looking polearm has reach. You can strike oppo-
nents 10 feet away with it, but you can't use it against an
adjacent foe.

With a ranseur, you get a +2 bonus on your opposed attack
rolls when attempting to disarm an opponent (including the
roll to avoid being disarmed if you fail to disarm
your opponent).

Saber
The saber is a long, heavy sword specialized for use in
mounted combat. You gain a +1 equipment bonus on your
attack rolls when you use a saber while mounted (horse or
a vehicle such as a motorcycle).

Scourge
A scourge is a multitailed, barbed whip. The scourge is often
- dipped in a poison delivered via injury. With a scourge, you
get a +2 bonus on your opposed attack roll when attempt-
ing to disarm an enemy (including the roll to avoid
being disarmed if you fail to disarm your foe).

attacks. If you are tripped during your own
trip attempt, you can drop the scourge to
avoid being tripped.

i
. Scimitar

A curved sword. The curve on this blade makes the
“‘weapon’s edge effectively sharper.

.- Scythe
The scythe can be a powerful weapon in the right
' hands. The design of the scythe focuses tremen-
“dous force on the sharp point as well as allowing
devastating slashes with the blade edge.

Sickle
This weapon is like a farmer's sickle, but it is
strengthened for use as a weapon.

Shikomi-zue

This ninja weapon appears to be a stout bamboo or wooden
staff, but a quick twist or press of a button causes a spear-
head to spring from one end. Without the blade, the shikomi-
zue deals the same damage as a quarterstaff (1d6, x2 crit),
and can be used as a double weapon. With the blade out, it
has the statistics shown on Table 2-3: Melee \Weapons.

Shortspear
A smaller spear that can be thrown.

Sword, Bastard

A bastard sword is too large to use in one hand without spe-
cial training, thus it is an exotic weapon. A Medium character
can use a bastard sword two-handed as a martial weapon, or
a Large creature can use it one-handed in the same way.

Sword, Short
This sword is popular with heroes for its concealability.




Sword, Two-Bladed

A two-bladed sword is a double weapon. You can fight with it
as if fighting with two weapons, but if you do, you incur all the
normal attack penalties associated with fighting with two
weapons as if you were using a one-handed weapon and a
light. A creature using a double weapon in one hand can't use
it as a double weapon.

Trident

This three-tined piercing weapon can be thrown just as a
shortspear can be, but its range increment is shorter because
it's not as aerodynamic. Scuba divers and aquatic Shadow
creatures make use of tridents.

Urgosh, Dwarven

A dwarven urgrosh is a double weapon. You can fight with it
as if fighting with two weapons, but if you do, you incur all the
normal attack penalties associated with fighting with two
weapons as if you were using a one-handed weapon and a
light. A creature using a double weapon in one hand can't use
it as a double weapon.

The urgrosh’s axe head is a slashing weapon that deals 1d8
points of damage. Its spear head is a piercing weapon that
deals 1d6 points of damage. You can use either head as the
primary weapon head. The other is the off-hand weapon.

If you use an urgrosh against a charging character, the
spear head is the part of the weapon that does damage.

An urgrosh is also called a spear-axe.

Wakizashi

The wakizashi is a Japanese masterwork short sword, grant-
ing a +1 bonus on your attack rolls. A masterwork weapon’s
bonus to attack does not stack with an enhancement bonus
to attack.

A samurai's wakizashi is part of a matched pair with his
katana, and—Iike the katana—is an important part of his
honor. Its most prominent use is in the suicide ritual called
seppuku.

Waraxe, Dwarven

A dwarven waraxe is too large to use in one hand without
special training; thus, it is an exotic weapon. A Medium char-
acter can use a dwarven waraxe two-handed as a martial
weapon, or a Large creature can use it one-handed in the
same way.

Warhammer

This is a one-handed sledge with a large, heavy head. It
includes large work hammers such as those that can be found
around construction sites.

War Fan

This weapon appears to the untrained eye as nothing more
than a beautifully crafted fan. In fact, the vanes of the fan are
crafted from steel, and the tips are needle-sharp. When first
brought into melee, the wielder may attempt a Bluff check
against an opponent’s Sense Motive check. If the wielder
wins the contest, he adds a +4 bonus to the attack roll for his
first round’s attack(s).

Armor and Protective Gear

Armor is extremely rare in the modern setting, except among
SWAT teams and military units. However, Shadow creatures
sometimes wear archaic armor, either because they don't
know any better or prefer its protection to modern versions.
Most magic armor is archaic by default, though there is noth-
ing stopping a Mage or Acolyte from crafting magic armor
using modern materials.

Archaic armor provides a tremendous amount of protection,
but is usually cumbersome, heavy, or both. Wearing this
armor outside of an SCA event will draw attention, especially
by law enforcement officials.

Three feats cover proficiency in the use of armor: Armor
Proficiency (light), Armor Proficiency (medium), and Armor
Proficiency (heavy).

A creature that is proficient in medium or heavy armor is
also proficient in the use of shields. s

For more detailed information on armor and how it works, ‘&
see Chapter Four: Equipment and Vehicles in the d20 Modern
Roleplaying Game. Magic armor is described in Chapter Ten:
FX Abilities in the core rulebook.

Banded Mail

This armor is made of overlapping strips of metal sewn to a
backing of leather and chainmail. The strips cover vulnerable
areas, while the chain and leather protect the joints and pro-
vide freedom of movement. Straps and buckles distribute the
weight evenly. A suit of this armor includes gauntlets.

Breastplate

A breastplate covers your front and your back. It comes with
a helmet and greaves (plates to cover your lower legs). A light
suit or skirt of studded leather beneath the breastplate pro-
tects your limbs without overly restricting movement.

Buckler

This small metal shield is strapped to your forearm. You can
use a pistol, longarm, or melee weapon without penalty. You
can also use an off-hand weapon, but you but suffer a —1
penalty on attack rolls because of the extra weight on your
arm. This penalty stacks with those for fighting with your off-
hand and for fighting with two weapons. In any case, if you
use a weapon in your off-hand, you don't get the buckler’s
shield bonus for the rest of the round.

Fire Resistant Suit

This bulky, silver-coated suit provides fire resistance 10, but
does not protect against any other type of damage. It is used
primarily by fire fighters.

Half-Plate

This armor is a combination of chainmail with metal plates
(breastplate, epaulettes, elbow guards, gauntlets, tasses, and
greaves) covering vital areas. Buckles and straps hold the
whole suit together and distribute the weight, but the armor
still hangs more loosely than full plate. It includes gauntlets.

Hide
This armor is prepared from multiple layers of leather and
animal hides. It is stiff and hard to move in. Shadow creatures




Armor

Arcane  Speed Purchase

Equipment Nonprof. = Max
Bonus Bonus Dex Bonus
Light Armor
Padded Impromptu ~ +1 +1 +8
Studded leather  Archaic +3 +1 +5
NBC suit Tactical - - +5
Fire resistant suit Tactical - - +5
Medium Armor
Hide Impromptu ~ +3 +2 +4
Lamellar Archaic +b +2 +3
Scale mail Archaic +4 +2 +3
Breastplate Archaic +b +2 +3
Heavy Armor
Splint mail Archaic +6 +3 +0
Banded mail Archaic +6 +3 +1
Half-plate Archaic +7 +3 +0
0-yoroi Archaic
Shield Nonprof. Max
Type Bonus  Bonus Dex Bonus
Buckler Shield
Shield, impromptu Shield +1 +0 —
Shield, small Shield +1 +0 —
Shield, large Shield +2 +1 —
Shield, riot Shield +3 +1 —

and other primitive individuals that are unconcerned about
appearance or hygiene commonly wear hide armor.

Lamellar

Similar to splint armar, lamellar consists of small, overlapping
plates of metal sewn together or stitched to a backing of
leather or cloth.

NBC Suit
Although technically not armor, this oversized suit does pro-
tect the wearer from nuclear (radiation), biological, and chem-
ical hazards. When worn and completely sealed, it grants a
+10 equipment bonus on Fortitude saves against radiation,
disease, chemicals, or poisons (airborne or contact only).
An NBC suit comes with an internal air supply that lasts for
. one hour. The suit takes 5 minutes to don with someone’s aid
“or 10 minutes without.
- Ifan NBC suit takes 4 points of damage from ballistic, slash-
~'ing, or piercing weapons, the benefits it provides are negated.
If the suit has been exposed to some hazard, it must be
cleaned and neutralized, taking 1 hour and requiring special
chemicals (purchase DC 15) and high-pressure water hoses.

*0-Yoroi

0-yoroi, also called great armor, is a full suit of armor formed
from small metal plates tied together with colored leather lac-
ings and lacquered to seal them from moisture. The full suit
consists of a corselet (do-maru, covering the stomach, chest,
shoulders, and back), large rectangular shoulder pieces
(sode), an apron of large plates to cover the thighs and knees
(haidate), a great helmet with a face mask (kabuto), and shin
guards made of metal splints (sune-ate). Wearing great armor
is a badge of honor for bushi of the samurai caste of Japan,
and they frown on anyone else wearing such a suit.

Penalty Spell Failure (30ft) Weight DC Restrictiod

-3 5% 30 10 Ib. 9 —
-1 15% 30 200b. 13 —
—4 40% 30 101b. 15  Res(+2)
—4 40% 30 101b. 13 —
-3 20% 20 250b. 10 —
—4 30% 20 35l 20 —
—4 25% 20 30lb. 16 —
—4 25% 20 30lb. 18 —
-7 40% 20 451b. 18 —
—6 35% 20 3Blb. 19 —
-7 35% 20 50lb. 21 —
Armor Arcane Speed Purchase
Penalty Spell Failure (30ft) Weight DC Restriction;
5 Ib.
—2 5% = varies =~ — —
-1 5% — 6 Ib. 5 —
-2 15% — 15 |b. 7 —
-1 30% — 6 Ib. 10 Res(+2)
Padded

Padded armor features layers of cloth and batting. Armor used
for training attack dogs and extremely heavy winter clothing
fall under this classification of armor.

Scale Mail

This is a coat and leggings (and perhaps a separate skirt) of
leather covered with overlapping pieces of metal, much like
the scales of a fish. It includes gauntlets.

Shield
You strap a shield to your forearm and grip it with your hand.
Small Shield: A small shield's light weight lets you carry
other items in that hand (although you cannot use weapons).
Large Shield: A large shield is too heavy for you to use your
shield hand for anything else.
Wooden or Steel: Wooden and steel shields offer the same
protection, although they respond differently to special attacks.
Impromptu: This includes “picked up” shields like garbage
can lids or stop signs. They are bulky, unwieldy, and tend to
fall apart after a few hits (hardness 5, 3 hp).
Riot. A riot shield is a large shield made of tough, trans-
parent plastic, providing cover without hindering sight.

Splint Mail

This armor is made of narrow vertical strips of metal riveted to
a backing of leather that is worn over cloth padding. Flexible
chainmail protects the joints. It includes gauntlets.

Studded Leather

This armor is made from tough but flexible leather (not hard-
ened leather as with normal leather armor) reinforced with
close-set metal rivets. Some heavily studded motorcycle gear
can be considered studded leather.




GENERAL EQUIPMENT

This section covers the variety of general gear available to
adventurers of all sorts.

Many of the items in this section are battery operated. Any
device that uses batteries comes with them. As a general
rule, ignore battery life—assume characters are smart
enough to recharge or replace their batteries between adven-
tures, and that the batteries last as long as needed during
adventures. If battery life is important in your game, roll 1d20
every time a battery-operated item is used. On a result of 1,
the battery charge runs out and the item is useless. New bat-
teries have a purchase DC of 2.

General equipment is described through a number of stats
(see Table 2-5: General Equipment).

Weight: This column gives the item's weight.

Purchase DC: This is the purchase DC to buy the item.

Restriction: The restriction rating for the item.

Clothing

Here are some additional outfits that heroes might wear
during their adventures. These supplement the material pro-
vided in Chapter Four: Equipment and Vehicles in the d20
Modern Roleplaying Game.

Stealth

Worn by anyone who wants to go someplace without being
seen. Includes long-sleeved shirt, cargo pants, tabi shoes, and
ski mask. All these items are tight-fitting and matte black.

Double-sided

Any type of clothing can be made double-sided, allowing
quick-change artists to switch outfits by turning their clothes
inside out. It takes one minute to swap clothing to the other
side and grants a +2 equipment bonus on Disguise checks.
Double-sided clothing adds +1 to the purchase DC of an outfit,
but does not change the weight.

Roberta and Kurt search
the sewers in NBC suits.

Surveillance Equipment
Keeping an eye on suspects or tracking the moves of potential
enemies is a crucial part of the modern adventurer’s job.

Bug Sweeper _
A bug sweeper is a handheld device that measures radio fre-
quency signals and looks for “suspicious” wavelengths. It
gives a +b equipment bonus on Search checks when trying to
find microtransmitters.

Fiber Optic Camera

This tiny camera mounted on a flexible cable allows a person to
peer into places without being spotted or getting in harm's way
(such as slipping it under a door or through an air vent). It includes
a small viewer and can be connected to a video camera or mon-~~ -
itor. It requires a Computer Use check (DC 10) to use properly.

Microphone, Contact

Originally designed for bomb-disposal applications, contact
mikes allow the operator to hear through walls, packages,
doors, and so on, merely by placing the suction-cup micro-
phone in contact with the surface in question. It can listen
through 6 inches of material.

Microphone, Laser

Trying to hear someone from a distance is fine, unless there is
something in the way. A laser microphone bypasses this by
measuring the vibrations on a glass surface (such as a
window). The listener can hear past a glass window and 10
feet around that area. It does not work on any other type of
surface. A laser microphone has a range of 100 feet.

Microphone, Parabolic

The specific function of this microphone is to pick up quiet
sounds at a distance. Otherwise, it functions just like an ordi-
nary pickup microphone. It has a range of 50 feet.

Microphone, Pick Up
The standard microphone, designed to pick up sounds within

a few meters. A standard pick up microphone can hear all
sounds within 10 feet, granting a +5
equipment bonus on Listen checks.




Microphone, Shotgun

A shotgun mike can pick up sounds up to 100 feet away, but
must be pointed directly at the target. It has a very narrow
corridor, roughly three feet across, and cannot pick up any-
thing beyond that range. A shotgun mike gives a +5 equip-
ment bonus on Listen checks.

Microtransmitter
Commonly called a “bug,” this tiny microphone is the size of
a nickel and sends a signal to a waiting transmitter. Average
quality bugs have a range of 100 feet, good quality bugs have
a range of 300 feet, and amazing quality bugs can reach one
mile. For +1 to the purchase DC, microtransmitters can be
built into pens, calculators, clocks, and other mundane items.
Finding a microtransmitter requires a Search check
opposed by the Hide skill of the person who planted it. A good
quality microtransmitter grants a +2 equipment bonus on Hide
checks. An amazing quality microtransmitter provides a +4
equipment bonus on Hide checks.

Police Scanner

A police scanner allows a person to listen to emergency
broadcast frequencies—fire, medical, animal control, and so
forth. It has a range of 10 miles.

Video Shades

Incorporating a tiny pinhole camera and a microtransmitter,
these otherwise ordinary sunglasses see whatever the
wearer sees. There are two models—one transmits in black
and white and the other in color. They include a microtrans-
mitter with a range of 150 feet.

Professional Equipment

This category covers a wide variety of specialized equipment
used by professionals in adventure-related fields. Some
of these are kits that contain a variety of items bundled in
one package.

Breaking and Entering Kit
This kit is designed for stealthy individuals who try to get into
someplace without being seen and while making minimal
) noise. It includes a contractor field bag (black), circular glass-
“cutter, boltcutters, car opening kit, contact microphone, pen-

“light, lockpick set, lock release gun, microphone headset

~‘(walkie-talkie bought separately), and a multipurpose tool.

Capture Kit
This kit is designed for neutralizing and capturing a live, dan-
- gerous target. Additional methods of incarceration are up to
includes the following items: Mossberg shotgun with 12
beanbag rounds, air rifle, 6 tranquilizer darts (poison or tran-
quilizers must be bought separately), 2 sets of handcuffs, 25
zip-ties, ketch-all pole, taser, duct tape, net launcher, and an
additional net pack.

Concertina Wire

So named because it folds up like a squeezebox, concertina
wire is the latest generation of barbed wire. It comes in
20-foot-long rolls that are stretch across the surface or fence

What Does a Police Officer
Carry?

Police and other law-enforcement officers carry a large
amount of equipment with them at all times. Here is a
sample list of the typical equipment carried by a uni-
formed police officer, excluding items that are normally
carried inside the police cruiser or during special situa-
tions, such as a raid or SWAT action. For more informa-
tion on these items, see Chapter Four: Equipment and
Vehicles in the d20 Modern Roleplaying Game.

e Glock 17 (plus 2 extra clips of ammunition)

e Undercover vest

e Flashlight (can be used as a club)

® Handcuffs, steel

e Zip-ties (6)

o Walkie-talkie (professional)

o Cell phone

e Pepper spray canister

e Metal baton and/or tonfa

e Multitool

o |atex gloves (12)

e (itation book

‘the hero—cages, lead-lined boxes, etc. The capture kit

to be protected. For each 2-foot section that a person tries to
cross, he or she must make a Reflex save (DC 15) or take 1d6
points of damage (save for half). Concertina wire has hard-
ness 2, 5 hp, and can only be damaged by slashing weapons
or cut with a tool like boltcutters.

Fiend Hunter’s Kit

Considered by some to be the most dangerous of prey, fiends
require extreme force and quick thinking to bring down. This
kit contains a Beretta M3P shotgun, 10 high-explosive rounds,
10 white phosphorous rounds, 2 white phosphorous grenades,
2 fragmentation grenades, night vision goggles, holy symbols
(various faiths), and 5 vials of holy water, all contained in a
duffle bag.

Generator, Portable

A single cylinder, gas-powered generator on wheels that can
produce enough electricity to power a house for eight hours.
It requires two gallons of gasoline to operate and is noisy.

Glasscutter, Circular
This special device allows a person to cut through glass panes
without cracking or shattering them in the process. It fits onto
the glass with a suction cup and has a rotating arm that cuts
a hole from 3 to 12 inches in diameter. Once the hole is cut,
the suction cup is tugged, pulling out the circle of glass.

The user makes a Dexterity check (DC 10) to create a hole
without shattering the glass. If the check fails, the glass shat-
ters with a loud crash.

Hydraulic Compressor

A hydraulic compressor is used to provide power to tools like
the jaws of life, jackhammers, pumps, and the like. Without a
compressor, many of these items will not operate.




Clothing
Clothing outfit
Business
Double-sided
Stealth
Surveillance Gear
Bug sweeper
Fiber optic camera
3-foot cable w/monitor
B-foot cable w/monitor
9-foot cable w/monitor
Microphone
Contact
Laser
Parabolic
Pick-up
Shotgun
Microtransmitter
Average quality
Good quality
Amazing quality
Police scanner
Video shades
Black and white
Color

Professional Equipment

Breaking and
entering kit
Capture kit
Chemistry kit
Concertina wire (20 ft.)
Fiend hunter's kit
Forced entry kit
Generator, portable
Glasscutter,
circular
Headset, microphone
Headset w/light
Headset w/camera
Hydraulic compressor
Holy water (flask)
Jaws of life
Liquid metal
embrittlement sprayer
Marbles, bag of
Ram, portable
Road flare (3)
Vampire slayer’s kit
Winch, portable
Sports Equipment
In-line skates
Skateboard
Skis and poles
Snowboard

3 Ib.

*

2 1b.

45 b.

351b.
45 b.
5.5 Ib.

1 Ib.
351b.
45 .
5.
351b.

50 Ib

57 Ib.
15 Ib.
15 1b.
40 b.
135 Ib.
125 Ib.
51b.

1 Ib.
50 Ib.
1 Ib.
40 Ib.
50 Ib.

51b.

35 |b.
1.5 1b.
20 Ib.
15 1b.

5 |b.
3 1b.
10 Ib.
8 Ib.

12
+1%

21

17
18
19

12
18
14
12
14

11
12
14
Al

23
24

20

21
13
(A
21
21
19
13

13
14
16
13
15
18
18

3
12
3
16
16

11
7
19
16

*See item description for more information.

1 (+4)

Res (+2)
Licensed

Res (+2)
Res (+2)

Res (+2)

Res (+2)
Res (+2)

Res (+2)

Res (+2)

Headset, Microphone

This is a small, unobtrusive microphone and earphone head-
set, often hooked up to a professional walkie-talkie or cell
phone (which must be purchased separately). It allows a
person to keep their hands free while engaging in conversa-
tion. Better quality versions also include a small, powerful
flashlight attachment or tiny video camera.

Holy Water

Holy water damages undead and evil outsiders almost as if it
were acid. Typically, a flask of holy water deals 2d4 points of
damage to an undead creature or an evil outsider on a direct hit,
or 1 point of damage if it splashes such a creature. Also, holy
water is considered blessed, which means it has special effects
on certain creatures. A flask of holy water can be thrown as a
grenadelike weapon. A flask breaks if thrown against the body

of a corporeal creature, but against an incorporeal creature, the . -
flask must be opened and the holy water poured out onto it. '3

Thus, you can only douse an incorporeal creature with holy
water if you are adjacent to it. Doing so is a ranged touch attack
that does not provoke an attack of opportunity.

Jaws of Life

This rescue tool is used by firefighters and aid personnel to
pry open the mangled doors of auto accidents. It requires a
hydraulic compressor to work, but gives a +10 equipment
bonus on Strength checks to open doors, bust through gates,
and the like.

Liquid Metal Embrittlement Sprayer
Although superficially resembling a flamethrower, this tool is
used to spray a special liquid that makes metal brittle. It has
arange of 10 feet and can coat a 5-foot square of metal in one
round. After 1d6 x 10 minutes, the liquid reduces the hardness
of the metal permanently by half (round down).

The tank holds enough liquid to coat 50 square feet of sur-
face. The liquid has no effect on any other type of substance.

Ram, Portable

This modern ram is the perfect tool for battering down doors.
Not only does it give you a +4 circumstance bonus on your
Strength check to break open a door, but it allows a second
person to help you without having to make an aid another
check, adding another +2 bonus to your check.

Road Flare

Road flares are small chemical sticks that produce a brilliant
red light. They are lit by striking the cap against the stick. A
road flare lasts for an hour before being completely consumed
and fills a 5-foot square with flickering red light. Anyone
struck with a road flare takes 1d6 points of fire damage. Road
flares are sold in packs of three.

Forced Entry Kit

Sometimes it's necessary to enter an area that someone
really doesn't want you to get into. This kit is not subtle, but
effective, relying on battering down doors and blasting
holes through walls. Police and military personnel are most
likely to use this kit. The forced entry kit contains the fol-
lowing items: Mossberg shotgun with integrated flashlight,

Lt b
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10 high-explosive shells, 5 beanbag rounds, boltcutters,
liquid metal embrittlement sprayer, portable ram, sledge-
hammer (equivalent to warhammer), and chainsaw.

Marbles, Bag of

About two dozen assorted glass spheres in a pouch. Commonly
used as a toy, but also useful for checking slopes (just set one
down and see which way it rolls) or as a nondamaging alternative
to caltrops, one bag covers a 5-foot square. Creatures moving
through or fighting in the area must make a Balance check (DC 15)
every round they remain within that area or fall prone.

Vampire Slayer’s Kit

This kit is specially tailored for dealing with undead blood-
suckers. Because not all vampires are vulnerable to the same
things (see Chapter Eight: Friends and Foes in the d20 Modern
Roleplaying Game), the kit covers a variety of possiblities. The
kit contains the following items: 5 wooden stakes, Mossberg
shotgun, 5 white phosphorous shotgun shells, silver holy
symbols (various faiths), hand crossbow, 5 bolts with wooden
tips, small metal mirror, garlic clove necklace. All this is
packaged in an aluminum travel case.

Winch, Portable

This small, portable electrical winch and cable has a solid
hook on the end. If properly bolted down (such as being
mounted to the front of a vehicle), it has enough strength to
pull a car out of a ditch or a small tree out of the ground (an
equivalent Strength 30). The cable is 150 feet long and has
hardness 4 and 5 hp. The cable can only be damaged with
slashing weapons or a boltcutter.

Sports Equipment

Extreme sports and extreme danger go hand-in-hand. The fol-
lowing items are sports and recreational equipment that
heroes might use in their adventures.

In-Line Skates

In-line skates allow a character to increase his or her speed by
an additional 20 feet per round on level ground and an addi-
tional 30 feet per round on a downward slope. The character

. can only take attack or move actions while using in-line

“skates (no full-round actions except a double move). If the

- character attempts any fancy maneuvers, he must make a Bal-
- “ance check (DC 10); the DC can increase based on how diffi-

cult the GM determines the maneuver to be. A failed check
means that he falls, taking damage as if he fell 10 feet verti-
cally for every 20 feet of movement.

“'Skateboard
The skateboard has become a ubiquitous part of city living. On
level ground, a skateboard increases a person’s speed by an
additional 10 feet per round. On a downward slope, this
increases by an additional 20 feet per round.

The character can only take attack or move actions while
riding a skateboard. Any time he does anything fancy, the
rider must make a Balance check (DC 15). The DC can increase
based on how difficult a maneuver he is attempting. A failed
check means that he falls, taking damage as if he fell 10 feet

vertically for every 20 feet of movement.

Skis and Snowboards

For game purposes, skis and snowboards operate the same
way. When moving downhill on snow or icy terrain, the char-
acter's speed increases by an additional 30 feet per move
action (20 feet when using cross-country skis on more-or-less
level terrain). A person can only move at half speed while
using skis up a slope.

Any time the character performs some sort of fancy maneu-
ver, he must make a Balance check (DC 15). The DC can
increase based on how difficult a maneuver he is attempting.
A failed check means that he falls, taking damage as if he fell
10 feet vertically for every 20 feet of movement. If the charac-
ter is skiing on fresh snow, this damage is reduced by one die.

Ski poles can be used as impromptu weapons—see Impro-
vised Weapons in Chapter Four: Equipment and Vehicles in
the d20 Modern Roleplaying Game.

VEHICLES

For vehicle statistics, see Table 2—6: Vehicles. For more infor-
mation on vehicles and how to use them in game play, see
Chapter Four: Equipment and Vehicles in the d20 Modern
Roleplaying Game.

Crew: The standard crew. In most cases, only one crew-
person is needed to drive the vehicle; others serve as gunners
or co-pilots.

Passengers: The number of passengers the vehicle is
designed to carry. This is in addition to the crew. Vehicles that
carry passengers can use passenger space to carry additional
cargo when passengers aren't present. Each unused passenger
slot allows the vehicle to carry an additional 250 pounds of cargo.

Cargo Capacity: The amount of cargo the vehicle is
designed to carry. Many vehicles can, in a pinch, carry extra
passengers instead of cargo, but doing so is usually a cramped,
uncomfortable, and often unsafe experience for those passen-
gers. As a rule of thumb, one additional passenger can be car-
ried for each 250 pounds of unused cargo capacity.

Initiative: The modifier added to initiative rolls when driv-
ing the vehicle.

Maneuver: The modifier added to any Drive or Pilot checks
attempted with the vehicle.

Max Speed: The maximum number of squares the vehicle
can cover in a single round at character scale (with the
number of squares at chase scale in parentheses). This is the
fastest the vehicle can move.

Defense: The vehicle's Defense.

Hardness: The vehicle’s hardness. Subtract this number
from ay weapon damage dealt to the vehicle.

Hit Points: The vehicle’s maximum hit points.

Size: The vehicle's size category.

Purchase DC: The purchase DC to buy the vehicle.

Restriction: The restriction rating for the vehicle.

General Purpose Aircraft
There are many models of civilian aircraft—from single-engine
propeller planes to jumbo jets. All use the Pilot skill to operate.

Maulle M-7-260C Seaplane

The Maulle M-7-260C seaplane has a fast cruise speed and
low stall speed, making it ideal for water landings. With twin
pontoons instead of wheels, landing a seaplane on anything




Operating a Bicycle
Operating a bicycle uses the same rules as any other
vehicle, but with a few special rules:

e (Operating a bicycle uses the Balance skill instead of
Drive, but is otherwise treated the same when using
the Vehicle rules.

® Ahicycle can only reach a maximum of street speed
and doing so requires a full-round action, unless
going down a significant downward slope (GM's dis-
cretion). The rider must use a full-round action to
climb up a significant slope and can only move a
maximum of alley speed on such an action.

e After every hour of strenuous riding, the rider must
make a Constitution check or become fatigued for
1d10 minutes per hour of riding.

e |tis a free action to get on or off a bicycle.

o All attacks made from a bicycle suffer a—2 penalty. The
rider cannot use any weapons that require both hands.

e Bicycles are Small vehicles, granting a +1 bonus to
Initiative, maneuver modifier, and Defense (the size
modifier is already included in the vehicle statistics
on Table 2-6: Vehicles.)

e Bicycle tires have 2 hit points each.

Deakon narrowly evades a fireball in his ultralight

but water would be disastrous. A seaplane is six squares
wide and six squares long.

Ultralight

Ultralights are essentially powered hang gliders. An ultralight
only requires 100 feet or so to land and take off, depending on
wind conditions. It is small enough to fit in the back of a
pickup truck when disassembled. It takes 15 minutes to dis-
assemble an ultralight and 30 minutes to assemble it. An
ultralight is two squares wide and two squares long. The
vehicle is very fragile and provides no cover to its pilot.

General Purpose Bicycles
Bicycles are common in urban settings and have the main
advantage of being able to skirt past traffic jams.

See the sidebar for additional rules on operating a bicycle.

Diamondback X-20 Mountain Bike

The Diamondback X-20 is a rugged mountain bike that works
equally well on smooth streets or rough terrain. The rider suf-
fers no additional penalties for taking the bike offroad. A
mountain bike is one square wide and one square long.

LeMond Victoire Racing Bike

The LeMond Victoire is a top of the line, aerodynamic 10-speed
bicycle designed for riding on streets and high-

' ways. A rider suffers a —4 penalty on Balance

J checks if they take the bike offroad. A racing bike
is one square wide and one square long.

.~~~ Mongoose Pro Fuzz BMX Bike
, A typical BMX bike used for offroad trails
| and stunt riding. The rider suffers no addi-
_ tional penalties for going offroad with this

=% bicycle. ABMX bike is one square wide and

_# One square long.

' J:? Police Bicycle
v' A police bicycle is a mountain bike (usually black
and emblazoned with “POLICE” on the side) that
includes large saddlebags that hold a small
f/ amount of equipment: 6 zip-ties, 3 road flares, a
/ 4 multipurpose tool, a first-aid kit, and a flashlight. A
f}f police bicycle is one square wide and one square long.
It

General Purpose Cars
\ Most new general purpose cars include such standard
features as air conditioning, air bags, anti-
- =" lock brakes, cruise control, keyless entry,
J and AM/FM radio with CD player. Luxury
. vehicles also include extras like heated side
/' mirrors, power seats, leather upholstery, and
" sunroofs. In general, these luxury amenities can
/4 be added to a non-luxury car with a +1
7 increase in the vehicle's purchase DC.
Unless otherwise noted, civilian cars pro-
vide three-quarters cover for their occupants
(although passengers who lean out of windows or
sunroofs, perhaps to fire weapons, may be reduced to
~one-half or even one-quarter cover).




1967 Chevrolet Camaro

A good example of a “muscle car,” a 1967 Chevy Camaro has
a 350 cubic inch V8 engine that produces 295 horsepower.
This does not include additional upgrades such as tur-
bocharging and racing tires. A Camaro is two squares wide
and four squares long.

Police Cruiser

This version is based on the Ford Crown Victoria, with a
strengthened chassis and improved engine. It is the typical
police vehicle found in cities and other urban areas. The
police cruiser is three squares wide and three squares long.

Dodge Intrepid Police Interceptor

With faster sports cars on the streets, the police occasion-
ally need faster cars to catch them. Only the largest and
best-funded police departments can afford this vehicle. It

contains the same equipment as a regular police cruiser.
Police interceptors are three squares wide and three
squares long.

General Purpose Trucks
Trucks include pickups, sport-utility vehicles, vans and mini-
vans. They generally have the same range of features as civil-
ian cars.

Like cars, trucks generally provide three-quarters cover to
their occupants. The rear beds of pickup trucks, however, pro-
vide only one-half cover.

Ford Econoline 150

A typical full-sized van used for hauling cargo or passengers,
the Ford Econoline 150 comes with two conventional doors up
front, sliding doors on the side, and a rear hatch-style door. It
is three squares wide and three squares long.

Max

Purchase
DC Restrictiort

Armor Hit
Speed Class Hardness Points Size

Cargo :
Crew Pass (lb.) Init Maneuver
General Purpose Aircraft
Ultralight 1 1 50 -4 —4
Maulle M-7-260C
(seaplane) 2 3 900 -4 -4
General Purpose Bicycles
Diamondback X-20
(mountain) 1 0 0 -1 +4
LeMond Victoire
(racing bike) 1 0 0 -1 +4
Mongoose Fuzz Pro
(BMX bike) 1 0 0 -1 +4
Civilian Cars
1967 Chevrolet Camaro
(sports coupe) 1 4 250 -2 -1
Police cruiser 1 4 425 -2 0
Dodge Intrepid police interceptor
(sports coupe) 1 1 200 -2 +1
General Purpose Motorcycles
Police motorcycle
. [street bike) 1 0 10 +1 +1
“\Vespa ET4 (scooter) 1 1 0 -2 +3
" Harley Davidson V-Rod
(street bike) 1 1 0+ +1
General Purpose Trucks
Jeep Wrangler (SUV) 1 3 800 -2 -2
Ford Econoline 150 (van) 1 8 4800 -2 -2
7 ‘Peterbilt Model 379
' (tractor trailer) 1 1 80,000* —4 -4
General Purpose Water Vehicles
Tug boat 5 5 50tons —4 —4
Fishing trawler 9 2 100 tons —4 —4
Avanti 39 (cigarette boat) 1 8 300 +1 -2
Other General Purpose Vehicles
Emergency aid vehicle 2 2 1000 -2 =2
Fire truck 4 2 2500 -4 -4
Police peacekeeper 3 10 250 -2 =2
Tow truck 1 1 50,000* -2 —4

*Towing and/or hauling capacity

28 (2) 9 3 10 L 21 Lic (+1)
90(9) 6 5 55 G 37 Lic (+1)
5 11 5 6 S 14 —

6 11 5 5 S 21 —

4 11 5 9 S 13 —
200(20) 8 5 36 H 28 Lic (+1)
190(19) 8 5 34 H 30  Res(+2)
200(20) 9 5 34 L 31 Res (+2)
290(29) 9 5 22 L 27  Res (+2)
22 (2) 10 R 10 M 18 Lic (+1)
300(30) 9 5 22 L 27 Lic (+1)
140 (14) 8 5 32 H 28 Lic (+1)
195(19) 8 5 34 H 29 Lic (+1)
50 (5) 6 5 85 G 33 Lic (+1)

7 6 5 150 G 38 Lic (+1)

7 6 5 170 (o 43 Lic (+1)

55 (5) 8 5 50 H 35 Lic (+1)
100(10) 8 5 34 H 30  Res(+2)
50 (5) 6 5 80 G 35  Res (+2)
70 (7) 8 10 48 H 40  Res (+2)
130(13) 6 5 39 G 31 Lic (+1)




What's Inside a Police Cruiser?
Police vehicles vary in terms of what equipment they
carry, depending on whether they belong to state,
county, or city precincts. Despite this, there is enough
similarity to assume that the following equipment could
be found in any police cruiser. Most of the items listed
here are described in Chapter Four: Equipment and Vehi-
cles in the d20 Modern Roleplaying Game. The following
items are located in the front passenger compartment of
the vehicle:

e Mossberg shotgun (including box of ammunition with
12 rounds; Disable Device check DC 20 to open the
lock)

® Patrol box

e (B radio (professional)

* Maps (road atlas)

e GPS receiver

e Searchlight (as battery flood flashlight but double the
range; mounted to vehicle)

e Pepper spray canister

o Baton (use club) or tonfa

e Flashlight (standard and 12 chemical light sticks)

e Taser (50% chance)

The following equipment is typically located in the
trunk of the vehicle (Disable Device check DC 15 to open
the lock):

e First-aid kit

e Basic evidence kit

e Basic toolkit (including duct tape, boltcutters, and
multipurpose tool)

e Handcuffs and plastic zip ties

e Blankets

e Food (the equivalent of 2 days trail rations)

e 12 road flares

e Traffic cones

e (as siphon

e (Crime scene tape

e Portable fire extinguisher

e Trauma kit (50% chance)

e 4 tear gas canisters (50% chance)

e Spike strip (50% chance)

Jeep Wrangler

The Wrangler is a small truck designed for serious off-road-
ing. It sports oversized tires, a roll bar, and heavy-duty shock
absorbers. It's not fast, but can get through difficult terrain
much better than a normal car. A Wrangler is three squares
wide and three squares long.

Peterbilt 379

The cab of this 18-wheeler has the classic long nose of most big
rigs. It is spacious, powerful, and comfortable. This model
includes a sleeper space immediately behind the cab, giving the
driver a home away from home. The Peterhilt 379 also carries a
basic mechanical tool kit, a CB radio (essentially a professional
walkie-talkie with twice the usual range), and a GPS receiver.
The vehicle is six squares wide and six squares long. The cab
itself is two squares long. The cab provides three-quarters cover
to its occupants, and being in the trailer provides full cover.

Tow Truck

A tow truck is a large diesel-powered vehicle with a profes-
sional grade tow bar/winch used for hauling inoperative cars. It
takes 2d10 minutes to hook up a car with the tow bar—a suc-
cessful Repair check (DC 10) can halve the time. Most tow trucks
also carry a basic mechanical tool kit, CB radio, and one-gallon
gas can.

General Purpose Motorcycles

Unlike getting into a car, mounting a motorcycle is a free
action. Motorcycles tend to perform better than automobiles,
but they provide no cover to their occupants.

V-Rod
The V-Rod combines the aesthetics of a traditional Harley
with the engine of a racing bike. Using a liquid-cooled engine

that kicks out 115 horsepower, this monster combines the | -

“biker” mystique with the speed of a racing bike. The V-Rod is &
two squares wide by two squares long.

Police Motorcycle

Most police departments use Harley-Davidson motorcycles,
specially altered to suit the department’s needs and painted
to look obvious. It has a professional CB radio, siren, bubble
lights, and a powerful 1450 cc engine. It has two large sad-
dlebags that contain the following items: 6 zip-ties, 3 road
flares, a multipurpose tool, a first-aid kit, and a flashlight. A
police motorcycle is two squares wide by two squares long.

Vespa ET4

A compromise between a bicycle and a motorcycle, scooters
are useful for getting through clogged city streets. Because
they only have small, single-cylinder engines, scooters are not
allowed on highways. A scooter is one square wide and one
square long.

General Purpose Water Vehicles
Piloting a water vehicle is covered by the Drive skill. Because of
their size, most large boats are more likely to be used as places
to stage an adventure rather than as a vehicle to get around.

Avanti 39 Cigarette Boat

Long and sleek, this expensive and high-powered boat is
designed to move fast and look good. It is commonly used for
smuggling cargo between ports that are not likely to stop
something that obviously belongs to an “upstanding citizen.”
A cigarette boat is two squares wide and eight squares long.

Fishing Trawler

Fishing trawlers are found around commercial fishing ports.
They are huge boats with most of their space dedicated to
equipment that harvests and stores fish. They are slow, but
handle well in rough water (+2 bonus on Drive checks in
rough seas). A fishing boat is six squares wide and sixteen
squares long.

Tug Boat

Common around ports, tug boats help guide larger vessels to
and from the docks. They are slow but incredibly powerful,
being able to nudge huge ships with their oversized and




What's Inside a Fire Truck?
Fire trucks are enormous vehicles that carry a tremen-
dous amount of firefighting, medical, and search and
rescue equipment. Obviously, most of the space is dedi-
cated to the operation of the fire hoses. The following
items can be found in the front cab of a fire truck:
e (B radio (equivalent to professional walkie-talkie
with double the range).
e GPS receiver
e Searchlight (mounted to vehicle)
e 4 walkie-talkies (professional) with charger
* Maps (road atlas)
* |nstant camera and extra film
® Binoculars
e Shovels, brooms, and steel rake
e 7 battery powered floodlights
The following items are located in various storage
panels on the sides and rear of the fire truck. Some of
these items have been condensed into kits:
e 1 crash kit
e 2 trauma kits
e 3first-aid kits
e 1 basic evidence kit
* Hose and pipe fittings
e Flashlights (3 battery flood, 3 regular)
e Basic mechanical tool kit (including duct tape, bolt-
cutters, multipurpose tool)
e Long tools (shovels, rakes, brooms, wrenches, pry
bar, fire axe, sledgehammer)
e Hand-held fire extinguishers (pressure water, dry
chemical, C02, halon)
© Rope (100 feet)
e 2 searchlights (mounted on sides of the vehicle)
e Submersible water pump
e Tarps
e 2 chainsaws
The following equipment is located in the hose bed
and open top compartment of a fire truck:
e Fire hoses (100+ feet)
¢ Hose fittings and couplings
® 5 gallon can of gasoline
e 2 15-foot ladders
e (Gas-powered circular saw
o (Gas-powered electrical generator and cables

-

rescue supplies. An emergency aid vehicle is two squares
wide and four squares long.

Fire Truck

There are technically two types of fire trucks—pumpers,
which have large water tanks, and ladder trucks, which mount
enormous ladders for getting firefighters up high.

Police Peacekeeper

When mobs are rioting in the streets, some police depart-
ments roll out these armored personnel carriers to help quell
violence. In addition to their size and intimidating appearance,
police APCs mount a water cannon, loudspeaker, and grenade
launcher that fires tear gas rounds.

The police peacekeeper is crewed by a driver, a “gunner”
(for the water cannon), and a commander. It has three top
hatches, one above each crew position, and a large door in
back for police to load or disembark. It takes one full-round
action to enter an APC through a top hatch, and another full-
round action to start it moving. Police armored personnel
carriers are three squares wide and four squares long.

overtorqued engines. A tug boat is eight squares wide and
eighteen squares long.

i

' Other Vehicles

A few types of vehicles don't fit neatly into the categories
covered above. Many of these (like the emergency aid vehicle
and urban assault vehicle) are usually custom built, so the
model name isn't specified as it is with most other vehicles.
The description and statistics reflect a typical design.

Emergency Aid Vehicle
When someone needs medical attention, this is what shows
up. It contains a large amount of medical and emergency

What's in an Emergency Aid
Vehicle?
Obviously, aid vehicles are loaded with a huge variety of
medical equipment. Instead of listing every single item,
assume that the following “kits” can be assembled from
the gear carried inside.
e 1 crash cart
e 4 trauma kits
e 6 first-aid kits
¢ 1 basic evidence kit
In addition, aid vehicles contain a large number of
non-medical equipment, allowing them to provide assis-
tance under almost any circumstance.
e (CBradio (as professional walkie-talkie with twice the
range)
o GPS receiver
e Maps (road atlas)
e Flashlights (2 standard, 4 penlights, 1 battery flood)
e Cellular phone
e Basic mechanical tool kit (including duct tape, bolt-
cutters, multipurpose tool)
* Rope (50 feet)
e Blankets
e Physical restraints (equivalent to handcuffs)
e Sand bags (for stabilization)
* Wood blocks (for setting tires)
e Searchlight (as a battery flood flashlight, but twice
the range; mounted on vehicle)
e Winch and cable
e Hydraulic compressor (50% chance; mounted on out-
side of vehicle)
o Jaws of life (only if there is a hydraulic compressor)
e Metal cutting saw (only if there is a hydraulic com-
pressor)
e Tire chains (+2 bonus on Drive checks on icy surfaces)




chWaptek Hwkee

spslls

agic is an ancient tradition, and
many of its effects reflect its vener- & |
able roots. The modern world has given magic ;
new applications, however, a few of which are
reflected here.

ARCANE SPELLS

The following spells may be cast by arcane spell-

casters (for example, Mages and Techno Mages).

Spells printed in bold italic text can be found in
Chapter Ten: FX Abilities in the d20 Modern Role-
playing Game.

0-level Arcane Spells
Arcane Graffiti. Inscribes personal rune or short
i message on object or surface.
i Daze. Subject takes no actions for
I ‘ 1 round.
! Detect Magical Aura. Detects spells
and magic items within 60 feet.
Haywire. Causes a single device to
behave randomly and erratically.
Light. Object shines like a torch.
Mage Hand. 5-pound telekinesis.
Magic ID. Creates a false but visually
accurate identification card.
Mending. Repairs small breaks or tears
in objects.
Message. \Whispered conversation at
distance.
Prestidigitation. Perform minor tricks.
Read Magic. Read scrolls, spellbooks,
and magical writing.
Resistance. Subject gains +1 on saving
throws.

1st-level
Arcane Spells
Burning Hands. 1d4 fire damage/
level (max 5d4).
Cause Fear. One creature flees for
1d4 rounds.
Change Self. Changes vyour
appearance.

Roberta demonstrates a mastery of arcane magic
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Clean. Eliminates grime, dirt, and bacterial contaminants
from the target, and renders target scentless.

Comprehend Languages. Understands all spoken and
written languages.

Dancing Lights. Creates up to four lights or a glowing,
vaguely humanoid shape.

Degauss. Erase a single device that contains electronic
data.

Feather Fall. Objects or creatures fall slowly.

Hold Portal. Holds door shut.

Instant Identify. Determines all magic properties of a
single magic item.

Jump. Subject gets bonus on Jump checks.

Mage Armor. Gives subject +4 Defense bonus.

Magic Missile. 1d4+1 damage; +1 missile/two levels
above 1st (max 5).

Magic Weapon. \Neapon gains +1 bonus.

Mask Metal. Renders a metal object undetectable to
metal detectors.

Obscuring Mist. Creates cloud of vapor that obscures all
sight, including darkvision, beyond 5 feet.

Power Device. Powers one inoperative electrical or
mechanical device.

Ray of Fatigue. Ray fatigues target.

Shield. Invisible disc gives cover, blocks magic missiles.

Sleep. Put 2d4 HD of creatures into comatose slumber.

Summon Vivilor I. Summons a 1st-level vivilor from
Shadow to fight for you.

Trace Purge. Removes physical traces of the subject’s
presence or passage.

True Strike. Adds +20 bonus to your next attack roll.

Undetectable Magical Aura. Masks a magic item's aura
from detection.

2nd-level Arcane Spells

Arcane Lock. Magically locks a portal or chest.

Blur. Attacks miss subject 20% of the time.

Burglar's Buddy. Suppresses mechanic or electronic
intrusion alarms and alarm sensors within a 15-foot radius.

Darkvision. See 60 feet in total darkness.

Dataread. You can access and read data stored in any
machine-readable data source.

Enhance Ability. Subject gains +5 bonus to one ability
score for 1 min./level.

Glitterdust. Blinds creatures, outlines invisible creatures.

Invisibility. Subject is invisible for 10 min./level or until it
attacks.

Knock. Opens locked or magically sealed door.

Levitate. Subject moves up and down at your direction.

Locate Object. Senses direction toward object (specific
or type).

Machine Invisibility. One creature or object cannot be
detected by machines.

Magic Message. Device delivers a message of 25 words
or less when specific conditions are met.

Magic Mouth. Speaks once when triggered.

Protection from Arrows/Bullets. Subject immune to
most ranged attacks.

Relay Text. You can transmit a message of up to 25 words
via electronic device to someone you know.

Resist Energy. Ignores 10 points of damage/round from
one energy type.

See Invisibility. Reveals invisible creatures or objects.

Spider Climb. Grants ability to travel on walls and
ceilings.

Summon Vivilor Il. Summons a 2nd-level vivilor or 1d3
1st-level vivilors to fight for you.

Web. Fills 20-foot-radius spread with sticky spider webs.

3rd-level Arcane Spells

Dispel Magic. Cancels magical spells and effects.

Displacement. Attacks miss subject 50% of the time.

Electromagnetic Pulse. Ruins or scrambles electronic
circuitry in a 20-foot-radius burst.

Fireball. 1d6 damage per level, 20-foot radius.

Flaming Projectiles. Projectiles deal +1d6 fire damage.

Gaseous Form. Turns subject into translucent mist or
wispy smoke and grants damage reduction 10/+1.

Greater Magic Weapon. +1/three levels (max +5).

Halt Undead. Immobilizes undead for 1 round/level.

Haste. Extra attack action, additional move, and +2
Defense.

Hold Person. Holds one person helpless; 1 round/level.

Improved Arcane Lock. Closes and locks all specifically
targeted doors within range.

Invisibility Sphere. Makes everyone within 10 feet
invisible.

Keen Edge. Doubles normal weapon’s threat range.

Lightning Bolt. Electricity deals 1d6 damage/level.

Nondetection. Creature or object becomes difficult to
detect by divination and detection spells.

Phantom Chopper. Conjures a quasi-real motorcycle that
seats one creature.

Secret Pocket. Creates extradimensional space within a
pocket on a garment.

Shutdown. Electric devices in area cease to function for
the duration of the spell.

Slow. One subject/level may only move or attack; —2 to
Defense, —2 on melee attack and damage rolls, —2 on Reflex
saves.

Summon Vivilor lIl. Summons a 3rd-level vivilor, 1d3 2nd-
level vivilors, or 1d4+1 1st-level vivilors to fight for you.

Tongues. Speak any language.

Vampiric Touch. Touch deals 1d6 points of damage per
two caster levels; caster gains damage as temporary hit
points.

Wall Walk. Subject can move on ceilings and walls at
normal speed as well as hold and wield weapons.

Water Breathing. Subjects can breathe underwater.

4th-level Arcane Spells
Animate Dead. Creates undead skeletons and zombies.
Arcane Eye. Invisible floating eye moves 30 feet/round.
Bestow Curse. —6 to an ability; —4 on attacks, saves, and
checks; or 50% chance of taking no action.
Clown Car. Creates extradimensional space within en-
closed vehicle that holds one passenger per caster level.
Confusion. Makes subject behave oddly for 1 round/level.
Detect Scrying. You are aware of any attempt to scry on
you and can sense the presence of scrying devices.




Dimension Door. Teleports you and up to 50 Ib./level.

Energy Trap. Opened object deals 1d4 +1/level damage of
given energy type.

Fear. Subjects within cone flee for 1 round/level.

Ice Storm. Hail deals 5d6 damage in cylinder 40 feet
across.

Magic Bullets. Enchants bullets with the power to knock
out or panic targets.

Minor Globe of Invulnerability. Stops 1st- through 3rd-
level spell effects.

Phantasmal Killer. Fearsome illusion kills subject or
deals 3d6 points of damage.

Remove Curse. Frees object or person from curse.

Scrying. Spies on subject from a distance.

Shout. Deafens all within cone and deals 2d6 damage.

Stoneskin. Stops blows, cuts, stabs, and slashes.

Summon Vivilor IV. Summons a 4th-level vivilor, 1d3 3rd-
level vivilors, or 1d4+1 2nd-level vivilors to fight for you.

Via Negativa. Crackling energy deals 4d6 points of
damage per round to grappled foe; +5 bonus to grapple
checks.

Wall of Fire. Deals 2d4 fire damage out to 10 feet and 1d4
out to 20 feet. Passing through wall deals 2d6 +1/level.

Wall of Ice. Ice plane creates wall with 15 hp +1/level, or
hemisphere can trap creatures inside.

Wire Walk. Subjects teleport instantly to the location of a
telephone you call.

5th-level Arcane Spells

Cloudkill. Kills 3 HD or less; 46 HD save or die.

Cone of Cold. 1d6 cold damage/level.

Hold Monster. As hold person, but any creature.

Instant Connectivity. Instantly transport one or more
creatures through the Internet using instant-message
software.

Passwall. Breaches walls 1 foot thick/level.

Phantom Limousine. Conjures a quasi-real limousine that
seats eight Medium creatures.

Phantom Projectiles. Projectiles pass through obstacles
and armor and ignore most damage reduction.

Phantom Watchdog. Spectral dog can guard or attack.

Secret Vault. Creates extradimensional space in which to
hide a container, which you can retrieve at will.

Seeming. Changes the appearance of one creature per
two levels.

Summon Vivilor V. Summons a 5th-level vivilor, 1d3 4th-
level vivilars, or 1d4+1 3rd-level vivilors to fight for you.

Synchronicity. Subject isn't delayed by the inconven-
iences of modern life.

Telekinesis. Lifts or moves 25 |b./level at long range.

Wall of Force. \Wall is immune to damage.

Wall of Iron. 30 hp/four levels; can topple onto foes.

Wall of Stone. Creates a stone wall that can be shaped.

DIVINE SPELLS

The following spells may be cast by divine spellcasters (for
example, Acolytes, Mystics, and Unholy/Holy Knights). Note
that spells printed in bold italic text can be found in Chapter
Ten: FX Abilities in the d20 Modern Roleplaying Game.

O-level Divine Spells

Create Water. Creates 2 gallons/level of pure water.

Cure Minor Wounds. Cures 1 point of damage.

Detect Magical Aura. Detects spells, magic items within
60 feet.

Haywire. Causes a single device to behave randomly and
erratically.

Inflict Minor Wounds. Touch attack, 1 point of damage.

Light. Object shines like a torch.

Mending. Repairs small breaks or tears in objects.

Read Magic. Read scrolls and magical writing.

Resistance. Subject gains +1 on saving throws.

Virtue. Subject gains 1 temporary hp.

1st-level Divine Spelils
Bane. Enemies suffer —1 attack, —1 on saves against fear.

Bless. Allies gain +1 attack and +1 on saves against fear. . -

Cause Fear. One creature flees for 1d4 rounds.

Clean. Eliminates grime, dirt, and bacterial contaminants
from the target, and renders target scentless.

Command. One subject obeys one-word command for 1
round.

Comprehend Languages. Understand all spoken and
written languages.

Cure Light Wounds. Cures 1d8 +1/level damage (max +5).

Degauss. Erases a single device that contains electronic
data.

Faerie Fire. Pale glow surrounds and outlines creatures
and objects in a b-foot-radius burst.

Inflict Light Wounds. Touch, 1d8 +1/level damage
(max +5).

Instant Identify. Determines all magic properties of a
single magic item.

Magic Weapon. \Neapon gains +1 bonus.

Obscuring Mist. Creates cloud of vapor that obscures all
sight, including darkvision, beyond 5 feet.

Remove Fear. +4 on saves against fear for one subject +
one additional subject/four levels.

Sanctuary. Opponents can't attack you, and you can't
attack them.

Shield of Faith. Aura grants +2 or higher deflection bonus.

Summon Vivilor I. Summons a 1st-level vivilor from
Shadow to fight for you.

Trace Purge. Removes physical traces of the subject’s
presence or passage.

2nd-level Divine Spells

Aid. +1 attack, +1 on saves against fear, 1d8 temporary hit
points.

Augury. Learn whether an action will be good or bad.

Cure Moderate Wounds. Cures 2d8 +1/level damage
(max +10).

Darkness. Causes an object to radiate darkness out to a
20-foot radius.

Dataread. You can access and read data stored in any
machine-readable data source.

Daylight. Object touched sheds light as bright as full
daylight in a 60-foot radius.

Delay Poison. Stops poison from harming subject for 1
hour/level.




Enhance Ability. Subject gains +5 bonus to one ability
score for 1 min./level.

Hold Person. Holds one person helpless; 1 round/level.

Inflict Moderate Wounds. Touch attack, 2d8 +1/level
damage (max +10).

Lesser Restoration. Dispels magic ability penalty or
repairs 1d4 ability damage.

Remove Paralysis. Frees one or more creatures from
paralysis, hold, or slow.

Resist Energy. Ignores 10 points of damage/round from
one energy type.

Shatter. Sonic vibration damages objects or crystalline
creatures.

Shield Other. You take half of the subject’s damage. Sub-
ject gains +1 deflection bonus to Defense and +1 resistance
bonus to saves.

Silence. Negates sound in 15-foot radius.

Speak with Animals. You can comprehend and commu-
nicate with animals.

Spider Climb. Grants ability to travel on walls and
ceilings.

Summon Vivilor Il. Summons a 2nd-level vivilor or 1d3
1st-level vivilors to fight for you.

Zone of Truth. Subjects within range cannot lie.

3rd-level Divine Spells

Animate Dead. Creates undead skeletons and zombies.

Bestow Curse. —6 to an ability; —4 on attacks, saves, and
checks; or 50% chance of losing each action.

Cure Serious Wounds. Cures 3d8 +1/level damage
(max +10).

Dispel Magic. Cancels magical spells and effects.

Glyph of Warding. Inscription harms those who pass it.

Inflict Serious Wounds. Touch attack, 3d8 +1/level
damage (max +10).

Locate Object. Senses direction toward object (specific or
type).

Magic Circle. 10-foot-radius area grants +2 bonus to
Defense and saves, counters mind control, and hedges out
summoned and conjured creatures of specified allegiance.

Prayer. Allies gain +1 on most rolls, and enemies suffer

1.
Recharge. Removes debilitating conditions and grants a
- +4 bonus on Fortitude saves against poison for 1 minute.

Remove Curse. Frees object or person from curse.

Remove Disease. Cures all diseases affecting subject.

Searing Light. Ray deals 1d8/two levels, more against
undead.

Secret Pocket. Creates extradimensional space within a

* pocket on a garment.

Shadowmoth Plague. Summons a cloud of shadowmoths
that fills a 5-foot-high, 10-foot-radius spread.

Shutdown. Electric devices in area cease to function for
the duration of the spell.

Status. Monitors condition and position of one ally per 3
caster levels.

Summon Vivilor lll. Summons a 3rd-level vivilor, 1d3 2nd-
level vivilars, or 1d4+1 1st-level vivilors to fight for you.

Vampiric Touch. Touch deals 1d6 points of damage per
two caster levels; caster gains damage as temporary hit
points.

Water Breathing. Subjects can breathe underwater.

4th-level Divine Spells

Crawling Carpet. Summons a 10-foot-radius carpet of
monstrous centipedes, scarab beetles, or spiders.

Cure Critical Wounds. Cures 4d8 +1/level damage
(max +10).

Discern Lies. Reveals deliberate falsehoods.

Divination. Provides useful (if cryptic) advice to a single
question.

Faith's Fury. Damages and blinds creatures with a specific
allegiance.

Freedom of Movement. Subject moves normally despite
impediments.

Greater Magic Weapon. +1 bonus/three levels (max +5).

Inflict Critical Wounds. Touch attack, 4d8 +1/level
damage (max +10).

Magic Bullets. Enchants bullets with the power to cure
light wounds or inflict light wounds.

Neutralize Poison. Detoxifies venom in or on subject.

Restoration. Restores level and ability score drains.

Spell Immunity. Subject is immune to one spell per four
levels.

Summon Vivilor IV. Summons a 4th-level vivilor, 1d3 3rd-
level vivilors, or 1d4+1 2nd-level vivilors to fight for you.

Tongues. Speak any language.

Via Negativa. Crackling energy deals 4d6 points of
damage per round to grappled foe; +5 bonus to grapple
checks.

Wall Walk. Subject can move on ceilings and walls at
normal speed as well as hold and wield weapons.

5th-level Divine Spells

Break Enchantment. Frees subjects from enchantments,
alterations, curses, and petrification.

Flaming Wrath. Smites foes with fire (1d6/level).

Greater Command. As command, but affects one
subject/level.

Insect Plague. Insect horde limits vision, inflicts damage,
and weak creatures flee.

Mass Cure Light Wounds. Cures 1d8 +1/level damage
for many creatures.

Mass Inflict Light Wounds. Deals 1d8 +1/level damage
to many creatures.

Rage of Bees. Summons 1d3 swarms of sentient killer
bees to fight for you.

Raise Dead. Restores life to subject who died up to 1
day/level ago.

Scrying. Spies on subject from a distance.

Spell Resistance. Subject gains spell resistance 12 +
your caster level.

Summon Vivilor V. Summons a 5th-level vivilor, 1d3 4th-
level vivilars, or 1d4+1 3rd-level vivilors to fight for you.

Synchronicity. Subject isn't delayed by the inconven-
iences of modern life.

True Seeing. See all things as they really are.

Wall of Stone. Creates a stone wall that can be shaped.




Spell Descriptions
The spells herein are presented in alphabetical order.

Arcane Graffiti

Conjuration (Creation)

Level: Arcane 0; Components: V, S; Casting Time: Attack
action; Range: 0 ft.; Effect: One personal rune or short
message; Duration: Instantaneous; Saving Throw: None;
Spell Resistance: No

This spell allows you to inscribe your personal rune or a short
message, which can be no larger than 2 feet tall and consist
of no more than six words, on a nonliving creature or object.
The writing can be visible or invisible. An arcane graffiti spell
enables you to etch the words upon any substance (even
stone or metal) without harming the material upon which the
mark is placed. If invisible graffiti is made, the casting of any
spell or use of any spell-like ability within 30 feet causes the
words to become visible for 5 rounds.

The mark cannot be dispelled, but it can be removed by the
caster or with a clean spell.

i

Burglar’'s Buddy

lllusion

Level: Arcane 2; Components: V, S, M; Casting Time:
Attack action; Range: Long (400 ft. + 40 ft./level); Area:
15-ft.-radius emanation centered on a creature, object, or
point in space; Duration: 1 minute/level; Saving Throw:
None and Will negates (object); Spell Resistance: Yes
and no (object)

This spell suppresses all mechanical or electronic intrusion
alarms and alarm sensors in the affected area. Burglar alarms
or other intrusion alarms within the affected area simply fail
to function; sensors for intrusion alarm systems (such as

motion detectors, IR detectors, pressure sensors, electric

eyes, and so forth) also fail to function, sending no signal to
monitoring stations. Video surveillance devices continue to
send whatever image they were photographing the moment
when the spell was cast.

Material Component: A camera lens cover.

Clean

Transmutation

Level: Arcane 1, Divine 1; Components: V, S, M; Casting
Time: Full-round action; Range: Close (25 ft. + 5 ft./2
levels); Target: One creature, object of up to 1,000
Ib./level, or room of up to 100 square feet/level; Duration:
Instantaneous; Saving Throw: Fortitude negates (harm-
less); Spell Resistance: Yes (harmless)

The clean spell completely eliminates grime, dirt, and bacter-
ial contaminants from the target. Smoath surfaces gain a faint
shine, as if they had been polished.

If cast on a room or object, the clean spell destroys dirt,
dust, and anything else that would ordinarily be wiped away
with a thorough mundane cleaning. The room or object retains
no fingerprints, and even the smallest hairs, skin cells, and
# garment fibers are cleaned away—rendering most evi-
¥ dence collection impossible, for example.

If cast on a creature, the clean spell disinfects wounds
(doubling the natural healing rate for that day) and renders the
creature scentless for 1 minute. This means that crea-
tures with the scent extraordinary ability won't be able
# 9 todetect the subject by scent alone.

Material Component: Bar of soap.

® Clown Car

Conjuration (Summoning)

Level: Arcane 4; Components: V, S, F; Casting
Time: 1 minute; Range: 0 ft.; Effect:
Extradimensional space within an enclosed
vehicle capable of holding one creature per
caster level; Duration: 1 hour/level; Saving
Throw: None; Spell Resistance: No

You create a temporary extradimensional space
within an enclosed passenger compartment of a
vehicle. The spell cannot be cast on vehicles
without enclosed passenger compartments,
such as motorcycles. The extradimensional
space allows the vehicle to hold a number

Crawling carpet




of additional passengers equal to the caster’s level. A pas-
senger may be up to Large size and can bring up to a
medium load into the extradimensional space; creatures
with more than a medium load cannot enter the extradi-
mensional space.

Creatures that enter the extradimensional space cannot
interact with anything outside of the vehicle, nor can crea-
tures outside the vehicle perceive or interact with the occu-
pants and contents of the extradimensional space (or even
see the extradimensional space itself). Creatures within the
extradimensional space effectively occupy the same 5-foot-
square and are incapable of making attacks while so con-
tained. Exiting the extradimensional space requires the
passengers to physically exit the vehicle as well.

If the vehicle is destroyed or the extradimensional space is
successfully dispelled, the extradimensional space collapses.
Any creatures or objects within the extradimensional space
are ejected before the space implodes. Ejected creatures fall
prone in squares adjacent to the vehicle.

Focus: A klaxon, which must be honked when the spell
is cast.

Crawling Carpet

Conjuration (Summoning)

Level: Divine 4, Components: V, S, DF; Casting Time: Full-
round action; Range: Long (400 ft. + 40 ft./level); Effect:
Carpet of monstrous spiders, scarab beetles, or centipedes
filling a 10-ft.-radius spread; Duration: 1 minute/level;
Saving Throw: None; Spell Resistance: No

You summon a number of monstrous insect swarms, each of
which attacks any creature occupying its square. Each square
of the spell's effect contains a swarm of monstrous spiders,
monstrous scarab beetles, or monstrous centipedes, to a
maximum of 12 swarms, assuming that the spell’s effect isn't
blocked by obstacles. The swarms are stationary after being
summoned, and won't pursue creatures that flee.

Chapter Seven: Creatures presents statistics for a mon-
strous spider swarm. Use these statistics for monstrous scarab
beetle swarms and monstrous centipede swarms as well.

. Dancing Lights

+ Evocation [Light]

- Level: Arcane 0; Components: V, S; Casting Time: Attack
action; Range: Medium (100 ft. + 10 ft./level); Effect: Up
to four lights, all within a 10-ft.-radius area; Duration: 1
minute (D); Saving Throw: None; Spell Resistance: No

* You create up to four lights that resemble lanterns or flash-

“llights (and cast that amount of light), or up to four glowing
spheres of light, or one faintly glowing, vaguely humanoid
shape. The dancing lights must stay within a 10-foot-radius
area in relation to each other but otherwise move as you
desire (no concentration required): forward or back, up or
down, straight or turning corners, and so forth. The lights
can move up to 100 feet per round. A light winks out if the
distance between you and the nearest light exceeds the
spell’s range.

Darkness

Evocation [Darkness]

Level: Divine 2; Components: V, DF; Casting Time: Attack
action; Range: Touch; Target: Object touched; Duration:
10 minutes/level (D); Saving Throw: None; Spell Resis-
tance: No

This spell causes an object to radiate darkness out to a 20-
foot radius. Not even creatures who can normally see in the
dark (such as with darkvision) can see in an area shrouded in
magical darkness. Normal lights (flashlights, candles,
lanterns, and so forth) do not illuminate the darkened area,
nor do light spells of lower level (such as /ight and dancing
lights). Darkness and the 2nd-level spell daylight cancel each
other, leaving whatever light conditions normally prevail in
the overlapping areas of the spells.

If the spell is cast on a small object that is then placed
inside or under a lightproof covering, the spell’s effects are
blocked until the covering is removed.

Darkness counters or dispels any light spell of equal or
lower level.

Dataread

Divination

Level: Arcane 2, Divine 2; Components: V, S, F/DF; Casting
Time: Attack action; Range: Touch; Effect: Read machine-
readable data; Duration: 1 minute/level; Saving Throw:
None; Spell Resistance: No

You run your finger over any machine-readable data source (a
barcode, a computer disk, a CD, magnetic tape, or any similar
record) to understand the content of the data. You experience
the data as it would normally be experienced through an appro-
priate machine. For example, if reading a music CD, you hear the
music in your head. If reading a word processor file, you visual-
ize and read an image of the page. If reading a barcode, you see
the serial number, pricing information, or other barcoded data.

The amount of time required to experience the data is the
same as that required to read it by conventional means. You
can normally read 2 pages of documents in 1 minute. This spell
does not decode encrypted data. Without the encryption code,
an encrypted document or file appears as a seemingly random
string of characters. If you know the encryption code, however,
you can read encrypted data normally with this spell.

Daylight

Evocation [Light]

Level: Divine 2; Components: V, DF; Casting Time: Attack
action; Range: Touch; Target: Object touched; Duration:
10 minutes/level (D); Saving Throw: None; Spell Resis-
tance: No

The object touched sheds light as bright as full daylight in a
60-foot radius. Creatures who suffer penalties in bright light
suffer them while exposed to this magical light. Despite its
name, this spell isn't equivalent to daylight insofar as it does
not damage or destroy creatures normally harmed by daylight
(such as vampires). If the spell is cast on a small object that is
then placed inside or under a lightproof covering, the spell’s
effects are blocked until the covering is removed.




Daylight brought into an area of magical darkness (or vice
versa) is temporarily negated, so that the otherwise prevailing
light conditions exist in the overlapping areas of effect.

Daylight counters or dispels any darkness spell of equal or
lower level, such as darkness.

Degauss

Transmutation

Level: Arcane 1, Divine 1, Components: V, S; Casting Time:
Attack action; Range: Touch; Effect: Stored data is erased;
Duration: Instantaneous; Saving Throw: None; Spell
Resistance: No

By touching a single device that contains electronic files, such
as a computer, external hard drive, CD-ROM, or magnetic disk,
you erase all files on that device. The device is rendered
empty of data.

Detect Scrying

Divination

Level: Arcane 4, Components: V, S, M; Casting Time:
Attack action; Range: 120 ft.; Area: 120-ft.-radius emana-
tion centered on you; Duration: 24 hours; Saving Throw:
None; Spell Resistance: No

You immediately become aware of any attempt to observe
you by means of scrying (including the scrying spell). The
spell’s effect radiates from you moves as you move. The spell
also reveals the use of crystal balls or other magic scrying
devices. You know the location of every magical sensor within
the spell’s area.

If the scrying attempt originates within the area, you also
know its location. If the attempt originates outside this range,
you and the scrier immediately make opposed caster level
checks. If you match or beat the scrier's result, you get a visual
image of the scrier and a sense of the scrier's direction and
distance from you (accurate to within one-tenth the distance).

Material Components: A small shard of mirror and a minia-
ture trumpet.

Divination

Divination

Level: Acolyte 4, Components: V, S, M; Casting Time: 10
minutes; Range: Personal; Target: You; Duration: Instan-
taneous

Similar to augury but more powerful, a divination spell can
provide you with a useful piece of advice in reply to a question
concerning a specific goal, event, or activity that is to occur
within one week. The advice can be as simple as a short
phrase, or it might take the form of a cryptic rhyme or omen.
For example, suppose the question is “Will we do well if
we venture into the temple of the snake cult?” The GM knows
that a pair of yuan-ti guard a huge treasure but estimates that
the party could beat the creatures after a hard fight. The div-
ination response might be: “A steady will and sharp eye will
conquer the serpent and claim its trove.” In all cases, the GM
controls what information the caster receives. Note that if the
caster doesn't act on the information, the conditions may
change so that the information no longer proves useful.

(For example, the yuan-ti could leave the temple and take
their treasure with them.)

The base chance for a correct divination is 70% + 1% per
caster level. The GM adjusts the chance if unusual circum-
stances require it (if, for example, unusual precautions against
divination spells have been taken). If the dice roll fails, the caster
knows the spell failed unless specific magic yielding false infor-
mation is at work. As with augury, multiple divinations about the
same topic by the same caster use the same dice result as the
first divination and yield the same answer each time.

Material Components: Incense and a sacrificial offering
appropriate to the caster’s religion (purchase DC 13).

Electromagnetic Pulse
Evocation [Electricity]
Level: Arcane 3; Components: V, S; Casting Time: Attack

action; Range: Short (25 ft. + 5 ft./2 levels); Area: 20-ft. . -

burst; Duration: Instantaneous; Saving Throw: Will
negates (object); Spell Resistance: Yes (object)

When you cast electromagnetic pulse, you send a powerful
burst of energy that ruins electronic circuitry within the spell’s
area. Any computer, telephone, television, or other device
with a computer processor inside ceases to function immedi-
ately, and the contents of hard drives and other storage
media are scrambled.

The electromagnetic pulse affects only devices with exten-
sive circuitry, not everything that uses electricity. Ordinarily the
lights stay on, although their electronic switches might not
function. Automobiles continue to run, although their engines
will run more roughly without electronic guidance. Most cars
manufactured after the 1980s won't start after an electro-
magnetic pulse because they have electronic ignition systems.

Devices affected by an electromagnetic pulse can be fixed
according to the following table.

Repair Task Relevant Purchase Repair

(Example) Skill DC DC Time
Simple processors (cars,

elevator controls) Repair 7 15 10 min.
Complex processors (computers,

home theaters) Repair 10 20 1hr
Data recovery (scrambled

hard drive) Computer Use 4 25 WA

You can jury-rig repairs more quickly and cheaply, but the
repairs may not last. See the description of the Repair skill in
Chapter Two: Skills of the d20 Modern Roleplaying Game.

Some military gear is immune to energy effects such as
electromagnetic pulse thanks to a process called tempest
hardening. Tempest hardening adds +1 to the purchase DC of
an item and makes it Restricted (+2).

Faerie Fire

Evocation [Light]

Level: Divine 1; Components: V, S, DF; Casting Time:
Attack action; Range: Long (400 ft. + 40 ft./level); Area:
Creatures and objects within a 5-ft.-radius burst;
Duration: 1 minute/level (D); Saving Throw: None;
Spell Resistance: Yes




A pale glow surrounds and outlines the subjects. Qutlined sub-
jects shed light as candles. Outlined creatures do not benefit
from the concealment normally caused by darkness (but not mag-
ical darkness), blur, displacement, invisibility, or similar effects.
The light is too dim to have any special effect on undead or dark-
dwelling creatures. The faerie fire can be blue, green, or violet,
according to your word at the time of casting. The faerie fire does
not cause any harm to the objects or creatures thus outlined.

Gaseous Form

Transmutation

Level: Arcane 3; Components: S, M; Casting Time: Attack
action; Range: Touch; Target: Willing corporeal creature
touched; Duration: 1 minute/level (D); Saving Throw:
None; Spell Resistance: No

The subject and all her gear become insubstantial, misty (or
smoky), and translucent. The subject gains damage reduction
10/+1. Her material armor (including natural armor) becomes
worthless, though her size, Dexterity, deflection bonuses, and
Defense bonuses from force armor (for example, from the
mage armor spell) still apply. She becomes immune to poison
and critical hits. She can't attack or cast spells with verbal,
somatic, material, or focus components while in gaseous
form. The subject loses supernatural abilities while in
gaseous form. If she has a touch spell ready to use, it is dis-
charged harmlessly when the spell takes effect.

The gaseous subject can't run but she can fly (speed 10
feet, perfect maneuverability). She can pass through small
holes or narrow openings, even mere cracks, with all she was
wearing or holding in her hands, as long as the spell persists.
She is subject to wind. She can't enter water or other liquid.
Material Component. A bit of gauze or pinch of ash.

Electromagnetic pulse

Haywire

Transmutation

Level: Arcane 0, Divine 0; Components: V, S, M; Casting
Time: Attack action; Range: Close (25 ft. + 5 ft./2 levels);
Target: One object of up to 100 Ib./level; Duration: 1
minute/level; Saving Throw: Will negates (object); Spell
Resistance: Yes (object)

The haywire spell causes a single device to behave randomly
and erratically, defying any attempts to bring it under control.
Cash registers display random prices and open their money
drawers repeatedly. Escalators surge forward, then reverse
themselves. Automatic teller machines flash random patrons’
account balances on the screen as they spew forth receipts
(not money, though).

It's impossible to describe the exact effects of haywire on
every modern device. In general, a machine subject to hay-
wire functions as if someone were pressing random buttons
or otherwise manipulating it randomly.

Turning off a device subject to a haywire spell doesn’t
work, because the spell disables the “off” switch. Cutting off
the power supply (by unplugging it, for example) disables the
device 1d4 rounds later, ending the spell.

Material Component: A small magnet.

Improved Arcane Lock

Abjuration

Level: Arcane 3; Range: Long (400 ft. + 40 ft./level); Target:
One door, cabinet, chest, or portal/level, up to 30 sq. ft./
level each; Duration: 1 hour/level

As arcane lock, except as described above. Additionally,
improved arcane lock closes all targeted doors or containers if




Casting Spelils through Email

Any spell that can be scribed onto a scroll can likewise
be saved in electronic format—as email. In order to
accomplish this, the caster must have the Scribe Scroll
ability and a minimum of 8 ranks in Computer Use.

All the spellcaster needs is a computer with Internet
access and the usual components necessary to cast the
spell. First she writes the email, which takes one minute
per level of the spell. At the end of that time, the spell-
caster must cast the spell and succeed at a Computer
Use check (DC 15 + spell level). If the check fails, the
email is not correctly typed, the spell is ruined, and the
spellcaster must begin anew. If the check succeeds, the
email carries the spell through cyberspace and delivers it
to the mailbox of the target.

There are several rules and restrictions pertaining to
spells sent through email:

Target: The target of the spell is always the person
who first opens the email. Any target with 10 or more
ranks in Computer Use, Knowledge (arcane lore or tech-
nology), or Spellcraft receives a +5 competence bonus to
any saving throws required by the spell.

No Spam: The email may only be sent to a single
account. If you put more than one address in the “Recip-
ient” line, the spell is ruined and wasted.

Subject Line: The spell's name must be typed into
the “Subject” line of the email. One can attempt to dis-
guise the name by writing it in an obscure language, an
illegible font, or burying it in the middle of a larger
phrase. (An email with the subject line, “Fierce ice storm
in the Midwest” could be a bulletin from your local
weather service, or it could have an ice storm spell
attached to the file.)

Duration: All spells begin immediately upon the
email being opened. It is not possible for a spellcaster to
save the power from an email spell and discharge it later.

Undeliverable: If the email is not opened within 72
hours, it becomes undeliverable. The account that sent
the original email will receive an email notification of
this. If the target opens the email after 2 hours have
elapsed, the body of the message will be blank.

they're open when the spell is cast, then locks them. Unlike
most spells, the caster need not have an unblocked line of
effect to each door targeted by the spell, but the caster must
know the location of each door. Mages and Techno Mages
often use improved arcane lock to simultaneously close and
lock every door in a building, either to trap something inside or
lock something out.

Instant Connectivity

Conjuration (Teleporting)

Level: Arcane 5; Components: V, S, F; Casting Time: Attack
action; Range: Touch (see text); Target: Creature touched,
or up to eight willing creatures joining hands; Duration:
Instantaneous; Saving Throw: Will negates; Spell
Resistance: Yes

Instant connectivity can only be cast through a computer net-
work (see the Casting Spells through Email sidebar). With the
aid of instant messaging software, you physically transport
the subject or subjects from one place to another. If several
willing persons link hands in a circle, up to eight creatures can
be affected by the spell at the same time.

At least one of the creatures affected must be touching a
computer with an Internet connection and active instant mes-
saging (IM) software. The targets must be sent to a specific
IM address that is currently active online. Instant connectiv-
ity causes the targets to appear in the room from which that
IM address is being accessed, automatically gaining surprise
on anyone else in that room.

Focus: A computer hard drive (purchase DC 23 or higher).

Instant Ildentify

Divination =t

Level: Arcane 1, Divine 1; Components: V, S, M/DF; Casting ':
Time: Full-round action; Range: Touch; Target: One
touched object; Duration: Instantaneous; Saving Throw:
None; Spell Resistance: No

The spell determines all magic properties of a single magic
item, including how to activate those functions (if appropriate)
and how many charges (if any) are left.

Arcane Material Component: A pear! (purchase DC 12).

Machine Invisibility

llusion

Level: Arcane 2; Components: V, S, F; Casting Time: Attack
action; Range: Personal or touch; Target: One creature or
object weighing no more than 100 Ib./level; Duration: 1
minute/level (D); Saving Throw: Will negates (harmless)
or Will negates (harmless, object); Spell Resistance: Yes
(harmless) or Yes (harmless, object)

The creature or object touched cannot be detected by video
cameras, electronic sensors, or other high-tech detection
machines. The creature is also invisible to mechanical con-
structs such as gear golems, digital homunculi, and mechani-
cal homunculi. If the recipient is a creature carrying gear, the
gear is likewise undetectable. The subject is missing from still
photos taken while the spell is in effect, closed-circuit televi-
sion monitors don't display the subject, and other machines
are likewise fooled. The creature or object touched can stand
on a scale and doesn't appear to weigh anything. Infrared and
heat sensors detect only the ambient heat levels. X-ray
machines don't reveal the presence of an object with machine
invisibility. Microphones don't pick up sounds that the subject
makes directly, although they will pick up sounds that subject
makes by interacting with the environment. A hidden micro-
phone wouldn't hear the subject’s voice but would record the
sound of that creature throwing a brick through a window.
[tems dropped or put down by an affected creature become
visible to machine detectors; items picked up disappear if
tucked into clothing or a bag carried by the creature. Light
never becomes invisible, although a source of light can
become so (thus, the effect in a photograph or video image is
that of a light with no visible source). Any part of an item that




¢

Bullet deals no damage and instead cures 1d8+5 points of damage.
Creature damaged by pain bullet must succeed at a Will save (DC 14) or take

an additional 1d8+5 points of damage.

Creature damaged by knock-out bullet must succeed at a Will save (DC 14) or

fall into a comatose slumber. Creatures with 5 or more Hit Dice are immne to

Magic Bullet Type Other Spell Known  Effect
Curing bullet (divine) Cure light wounds
Inflicting bullet (divine) Inflict light wounds
Knock-out bullet (arcane) ~ Sleep

this effect.
Panic bullet (arcane) Cause fear

Creature damaged by terror bullet must succeed at a Will save (DC 14) or be

panicked (—2 morale penalty on attack rolls, weapon damage rolls, and saves)
for 1d4 rounds.

the subject carries but that extends more than 10 feet from it
becomes visible, such as a trailing rope.

The spell ends if the subject attacks any creature. For pur-
poses of this spell, an “attack” includes any spell targeting a
foe or whose area or effect includes a foe. (Exactly who is a
foe depends on the invisible character’s perceptions.) Actions
directed at unattended objects do not break the spell. Causing
harm indirectly is not an attack. If the subject attacks directly,
however, the subject and its gear immediately becomes
visible to machines.

While machine invisibility is useful for many tasks requiring
stealth, it sometimes makes the subject’s life more difficult. A
stoplight sensor under an intersection might not pick up a
motorcycle with machine invisibility. Automatic sliding doors
at the supermarket won't open for the subject of machine
invisibility. Talking on the telephone or radio is impossible.

Focus: A glass lens, which the caster fogs by breathing on it.

Magic Bullets

Transmutation

Level: Arcane 4, Divine 4, Components: V, S, F, Casting
Time: Attack action; Range: Touch; Target: 50 bullets, all
of which must be in contact with each other at the time of
casting; Duration: 1 hour/level; Saving Throw: Will
negates (harmless, object); Spell Resistance: Yes (harm-
less, object)

You enhance up to 50 individual bullets of the same caliber or
a single magazine of up to 50 rounds with the power of a 1st-
level spell you already know. The bullets must be fired from a
.gun for the subsidiary magical effects to take hold. The
", related spells you must know to create magic bullets of a par-

. ticular type are listed below.

Each time you cast the spell, all the bullets receive the
same enchantment, but afterward it is possible to mix
magic bullets with different effects in the same magazine.

. Be sure to note the order in which the bullets are loaded to

;scorrectly track the effect of each shot. Unless otherwise
“noted, magic bullets deal normal damage before they
impart their magical effect.

This spell can be used to create one type of bullet (as noted
in the chart on this page), or others at the GM’s discretion.

Magic Circle

Abjuration

Level: Divine 3; Components: V, S, DF; Casting Time:
Attack action; Range: Touch; Area: 10-ft.-radius emana-
tion from touched creature; Duration: 10 minutes/level;

Saving Throw: Will negates (harmless); Spell Resis-
tance: No (see text)

This spell wards an area from attacks by creatures of a spe-
cific allegiance (chosen when the spell is cast), from mental
control, and from summoned or conjured creatures. It cre-
ates a magical barrier around the subject at a distance of 10
feet. The barrier moves with the subject and has three
major effects:

First, everyone inside the magic circle gains a +2 deflection
bonus to Defense and a +2 resistance bonus on saves. Both
these bonuses apply only against attacks made by creatures
with the specified allegiance.

Simple gestures beget complex spells




Second, the barrier blocks any attempt to possess crea-
tures within the magic circle (as by a possession incantation).
The barrier keeps out a possessing life force but does not
expel one if it is in place before the spell is cast.

Third, the magic circle thwarts any attempt to exert
mental control over creatures within its area. If a dominated
creature enters the magic circle, mental control is lost for
the duration of the magic circle spell or until the creature
leaves the protected area.

Fourth, the spell prevents bodily contact by summoned or
conjured creatures of the specified allegiance. This causes
the natural weapon attacks of such creatures to fail and the
creatures to recoil if such attacks require touching a creature
inside the magic circle. The protection against contact by
summoned or conjured creatures ends if anyone inside the
magic circle makes an attack against a blocked creature or the
subject tries to force the barrier against the blocked creature.
Spell resistance can allow a creature to overcome this
protection and reach and step inside the magic circle.

Magic ID

llusion

Level: Arcane 0; Components: V, S, ; Casting Time: Attack
action; Range: Touch; Effect: Illusory identification card;
Duration: See description; Saving Throw: Will disbelief
(if interacted with); Spell Resistance: No

With this glamer, you make a small card or slip of paper
appear to be a valid identification card of your choosing. For
example, you might make a business card look like a driver 's
license, or a video club card look like an FBI identification
card. The card bears your name, likeness, and all other data
expected by anyone examining such a card. However, it is only
visually accurate and does not contain any valid machine-
readable data or electronic coding. You cannot use this spell
to make an electronic passkey. The illusion lasts only as long
as you touch the card, to a maximum of 5 rounds.
Focus: A small card or slip of paper.

Magic Message

llusion

Level: Arcane 2; Components: V, S, M; Casting Time: Full-
round action; Range: Close (25 ft. + 5 ft./2 levels); Target:
One object (see text); Duration: Permanent until dis-
charged; Saving Throw: Will negates (object); Spell
Resistance: Yes (object)

This spell imbues a modern device such as a television, radio,
computer monitor, or news ticker with a message you set
that's delivered when a specified event occurs. The message,
which must be 25 words or less, is delivered in a manner
appropriate to the device targeted by the spell. A newscaster
on a targeted television will appear to speak the message. A
stereo plays the message as a repetitive song lyric. An elec-
tronic traffic sign displays the message for all motorists
to see.

The spell functions when specific conditions are fulfilled
according to your command as set in the spell. Commands can
be as general or specific as desired, although only visiual and
audible triggers can be used such as the following: “Deliver

the message when a man in a dark suit walks past with a gun
drawn.” Triggers react to what appears to be the case. Dis-
guises and illusions can fool them. Normal darkness does not
defeat a visual trigger (it's common for a television to flicker
to life in a dark apartment, delivering a magic message). Mag-
ical darkness and invisibility will defeat a visual trigger, how-
ever, and silent movement and magical silence defeats
audible triggers. Audible triggers can be keyed to general
types of noises (footsteps, elevator music) or to a specific
noise or a spoken work. Actions can serve as triggers if they
are visible or audible. For example, “Deliver the message
when any creature picks up the talking doll” is an acceptable
command if the creature is visible. A magic message cannot
distinguish class, level, Hit Dice, or allegiance.

The range limit of a trigger is 15 feet per caster level, so a
6th-level caster can command a magic message to respond to

triggers up to 90 feet away. Regardless of range, the magic . -

message can respond only to visible or audible triggers and
actions in line of sight or within hearing distance.
Material Component: A carved jade figurine (purchase DC 8).

Mask Metal

[llusion

Level: Arcane 1; Components: V, S, M; Casting Time:
Attack action; Range: Touch; Target: A single metal object
weighing no more than 10 Ib./level; Duration: 10 minutes/
level (D); Saving Throw: None or Will negates (harmless,
object); Spell Resistance: No or yes (harmless, object)

This glamer makes a metal object undetectable to metal
detectors. When any creature or character makes a Search or
Spot check to detect the object, he or she does not gain equip-
ment bonuses from any device that detects metal.

Material Component: A magnet.

Mending

Transmutation

Level: Arcane 0, Divine 0; Components: V, S; Casting Time:
Attack action; Range: 10 ft.; Target: One object of up to 1
pound/level; Duration: Instantaneous; Saving Throw:
Will negates (harmless, object); Spell Resistance: Yes
(harmless, object)

Mending repairs small breaks or tears in objects (not warps).
In metallic abjects, it will weld a broken chain link, a necklace,
or a knife, providing but one break exists. Ceramic or wooden
objects with multiple breaks can be rejoined to be as strong
as new. A hole in a backpack or garment is completely healed
over by mending. The spell can repair a magic item, but the
item’'s magical abilities are not restored. The spell has no
effect on creatures (even constructs).

Nondetection

Abjuration

Level: Arcane 3; Components: V, S, M; Casting Time:
Attack action; Range: Touch; Target: Creature or object
touched; Duration: 1 hour/level; Saving Throw: Will
negates (harmless, object); Spell Resistance: Yes (harm-
less, object)




The warded creature or object becomes difficult to detect by
divination and detection spells, such as scrying. Nondetection
also prevents location by such magic items as crystal balls. If
a divination is attempted against the warded creature or item,
the caster of the divination must succeed at a caster level
check (1d20 + caster level) against a DC of 11 + the caster
level of the spellcaster who cast nondetection. If you cast
nondetection on yourself or on an item currently in your pos-
session, the DC is 15 + your caster level.

If cast on a creature, nondetection wards the creature’s
gear as well as the creature itself.

Material Component: A pinch of diamond dust (purchase
DC 10).

Obscuring Mist

Conjuration (Creation)

Level: Arcane 1, Divine 1; Components: V, S; Casting Time:
Attack action; Range: 30 ft.; Effect: Cloud centered on you
spreads 30 ft. and is 20 ft. high; Duration: 1 minute/level;
Saving Throw: None; Spell Resistance: No

A misty vapor arises around you. It is stationary once created.
The vapor obscures all sight, including darkvision, beyond 5
feet. A creature 5 feet away has one-half concealment
(attacks have a 20% miss chance). Creatures farther away
have total concealment (50% miss chance, and the attacker
cannot use sight to locate the target).

A moderate wind (11+ mph) disperses the fog in 4 rounds.
A strong wind (21+ mph) disperses the fog in 1 round. A fire-
ball, flaming wrath, or similar spell burns away the fog in the
spell's area. A wall of fire burns away the fog in the area into
which it deals damage.

This spell does not function underwater.

Phantasmal Killer

lllusion [Fear, Mind-Affecting]

Level: Arcane 4; Components: V, S; Casting Time: Attack
action; Range: Medium (100 ft. + 10 ft./level); Target: One
living creature; Duration: Instantaneous; Saving Throw:
Will disbelief (if interacted with), then Fortitude partial;
Spell Resistance: Yes

+ You create the phantasmal image of the most fearsome crea-
- ture imaginable to the subject simply by forming the fears of
-~ 'the subject’s subconscious mind into something that its con-
scious mind can visualize: this most horrible beast. Only the
spell’s subject can perceive the phantasmal killer. You see
only a shadowy shape. The subject first gets a Will save to
recognlze the image as unreal. If the subject fails the Will
“Isave, the phantasm touches him, and he must succeed at a
Fortitude save or die from fear. Even if the Fortitude save is
successful, the subject takes 3d6 points of damage.

Phantom Chopper

Conjuration (Creation)

Level: Arcane 3; Components: V, S; Casting Time: 10 min-
utes; Range: 0 ft.; Effect: One quasi-real motorcycle;
Duration: 1 hour/level (D); Saving Throw: None; Spell
Resistance: No

You conjure a quasi-real motorcycle. The motorcycle can be
ridden only by you or the one person for whom you specifically
create the cycle. A phantom chopper looks like a heavily cus-
tomized motorcycle of indeterminate make and model. It has
realistic-looking license plates, and you decide what the
license plate says when you cast the spell.

The phantom chopper has a Defense of 10, hardness of 5,
and 20 hit points +1 hit point per caster level. If it loses all its
hit points, the phantom chopper disappears. A phantom chop-
per has a top speed of 40 feet per caster level, an initiative
modifier of +0, and a maneuver modifier of +1.

The phantom choppers gains certain powers according to
caster level. A motorcycle’s abilities include those of motorcy-
cles of lower caster levels. Thus, the phantom chopper created
by a 9th-level caster has the 7th-level and 8th-level abilities.

7th Level: The motorcycle can ride over sandy, muddy, or
even swampy ground without difficulty or decrease in speed.

8th Level: The motorcycle can ride over water as if it were
firm, dry ground.

9th Level: The motorcycle can ride in the air as if it were
firm land, so chasms and the like can be crossed without ben-
efit of a bridge. The phantom chopper cannot take off and fly.
[t can only ride horizontally across the air. After 1 round in the
air, the motorcycle falls.

Phantom Limousine

Conjuration (Creation)

Level: Arcane 5; Components: V, S, F; Casting Time: 1
minute; Range: 0 ft.; Effect: One quasi-real limousine;
Duration: 1 hour/level (D); Saving Throw: None; Spell
Resistance: No

You conjure forth a quasi-real limousine that seats eight
Medium characters (two in the front and six in a comfortable
passenger area), four Large creatures (one in the front and
three in the back), or sixteen Small creatures (four in the front
and twelve in the back). The limousine has the exterior color
and design details you choose when you prepare the spell,
and the interior is one of opulent luxury. You decide what its
license plates look like when you cast the spell.

The phantom limousine has a Defense of 6, hardness of 15,
and 50 hit points +1 point per caster level. If it loses all its hit
points, the phantom limousine disappears. A phantom limou-
sine is much faster than it looks, with a top speed of 60 feet
per caster level, an initiative modifier of —2, and a maneuver
modifier of —2.

A phantom limousine has enough luxurious food and drink
inside to provide a hearty meal for all passengers. It has all
the powers of a phantom chopper (ability to drive over bad ter-
rain, water, or air). Additionally, it is airtight and can even
travel underwater at a speed of 10 feet per caster level.

Focus: A pair of car keys on a silver keychain.

Phantom Projectiles

Transmutation

Level: Arcane 5; Components: V, S, M; Casting Time: Attack
action; Range: Touch; Target: 50 projectiles, all of which
must be in contact with each other at the time of casting;
Duration: 1 hour/level; Saving Throw: Will negates (harm-
less, object); Spell Resistance: Yes (harmless, object)




Recharge

You turn ammunition (such as arrows,
bolts, bullets, and shuriken) into incorpo-
real projectiles that damage only their
intended targets.
Phantom projectiles pass through inter-
vening obstacles (including armor) and
thus ignore cover bonuses and
equipment bonuses to Defense.
Barriers of magical force, such as a
wall of force, stops them. Phantom bul-
lets count as having a +3 enhancement bonus for the pur-
pose of overcoming damage reduction, although they don't
actually receive the enhancement bonus on attacks or
damage. Additionally, the phantom bullets disappear 1d4
rounds after being fired, making it impossible to gather
ballistic evidence.
Material Component: In addition to the bullets, the caster
needs a small chunk of lithium.

Rage of Bees

Conjuration (Summoning)

Level: Divine 5, Components: V, S, DF; Casting Time: Full-
round action; Range: Long (400 ft. + 40 ft./level); Effect:
1d3 swarms of sentient killer bees, no two of which can be
more than 30 ft. apart; Duration: 1 minute/level; Saving
Throw: None; Spell Resistance: No

You summon 1d3 swarms of sentient killer bees, each one
filling a 5-foot square within the spell’s effect. The swarms
independently attack targets designated by you.

Chapter Seven: Creatures has statistics for a sentient killer
bee swarm.

Recharge
Conjuration (Healing)
Level: Divine 3; Components: V, S, F;
Casting Time: Attack action; Range:
Touch; Target: Creature touched; Duration: Instanta-
neous and special (see text); Saving Throw: Will
negates (harmless); Spell Resistance: Yes (harmless)

By converting electrical energy into eldritch power, you
can recover quickly from debilitating physical effects.
However, you must draw current from a wall socket to
power this healing magic.

The recharge spell instantly eliminates the follow-
ing conditions, as described in Chapter Five of the
d20 Modern Roleplaying Game: cowering, dazed,
exhausted, fatigued, nauseated, shaken, and

these conditions, but others (such as stunned) don't

allow spellcasting or other actions.

In addition, the recharge spell instantly cures blindness or

deafness caused by a spell or spell-like ability, and it grants a

+4 bonus on Fortitude saves against poison for 1 minute.
Focus: An active electrical outlet.

Relay Text

Transmutation

Level: Arcane 2; Components: V, S; Casting Time: Attack
action; Range: Unlimited; Effect: A text message
reaches an electronic device of someone you know;
Duration: Instantaneous; Saving Throw: None; Spell
Resistance: No

You cause a text message of up to 25 words to appear on the
screen of an electronic device capable of receiving such mes-
sages, such as a cell phone, pager, PDA, or computer. If the
device is turned on, the message appears instantly; if not, the
message appears as soon as someone turns it on. The mes-
sage remains onscreen until read, then disappears, leaving no
electronic record of its appearance. You must have seen the
device to send a message to it.

Sanctuary

Abjuration

Level: Divine 1; Components: V, S, DF; Casting Time:
Attack action; Range: Touch; Target: Creature touched;
Duration: 1 round/level; Saving Throw: Will negates;
Spell Resistance: No

Any opponent attempting to strike or otherwise directly attack
the warded creature, even with a targeted spell, must attempt
a Will save. If the save succeeds, the opponent can attack
normally and is unaffected by that casting of the spell. If the
save fails, the opponent can't follow through with the attack,
that part of the attacker's action is lost, and the attacker can't
directly attack the warded creature for the duration of the
spell. Those not attempting to attack the subject remain unaf-
fected. This spell does not prevent the warded creature from
being attacked or affected by area or effect spells. The sub-
ject cannot attack without breaking the spell but may use
nonattack spells or otherwise act. This allows a warded

stunned. The caster can heal herself of some of . -



acolyte to heal wounds, for example, or to bless, perform an
augury, summon creatures, and so on.

Scrying

Divination

Level: Arcane 4, Divine 5; Components: V, S, M/DF, F; Cast-
ing Time: 1 hour; Range: See text; Effect: Magical
sensor; Duration: 1 minute/level; Saving Throw: Will
negates; Spell Resistance: Yes

You can see and hear some creature, who may be at any dis-
tance. If the subject succeeds at a Will save, the scrying
attempt fails. The difficulty of the save depends on how well
you know the subject and what sort of physical connection (if
any) you have to that creature. Furthermore, if the subject is
on another plane or in some other dimension (such as the
extradimensional space created by a clown car spell), it gains
a +b circumstance bonus to its Will save.

Knowledge of Subject Will Save Modifier

None* +10
Secondhand (you have heard of the subject) +5
Firsthand (you have met the subject) +0
Familiar (you know the subject well) -5

*You must have some sort of connection to a creature you have
no knowledge of.

Connection Will Save Modifier
Likeness or picture -2
Possession or garment —4

Body part, lock of hair, nail clippings, etc. -10

If the save fails, you can see the subject and the subject’s
immediate surroundings (approximately 10 feet in all direc-
tions of the subject). If the subject moves, the sensor follows
at a speed of up to 150 feet.

The following spells, if active on the caster during the
scrying, operate through the sensor: darkvision, read magic,
tongues, and true seeing. Detect magical aura has a 5%
chance per caster level of operating correctly through the
Sensor.

Arcane Material Components: Some droplets of nitric acid
“in an eyedropper.

- Arcane Focus: A mirror of finely wrought silver (at least 2
- ‘feet by 4 feet) or an orb of polished crystal (at least 5 inches
in diameter). Either item has a purchase DC of 19.

Divine Focus: A font filled with holy water (purchase DC 8).

: Secret Pocket
/Conjuration (Summoning)

Level: Arcane 3, Divine 3; Components: V, S, M/DF; Casting
Time: Attack action; Range: Object touched; Target: One
pocket on a garment; Duration: 1 hour/level; Saving
Throw: None; Spell Resistance: No

The secret pocket spell creates an extradimensional space
that only you can reach through a pocket in the target gar-
ment. The secret pocket can hold 1 pound per caster level,
and you can put anything in it that will physical fit through
the pocket opening. The item can be of any length and isn't

otherwise restricted by the pocket’s actual dimensions—it
just has to be able to fit through the opening. The contents of
the extradimensional space never cause the pocket to bulge,
and items inside the secret pocket have no weight once
they're placed inside (although the weight still counts
against the capacity of the extradimensional space).

Whenever you reach into the pocket, you access the
extradimensional space rather than the actual pocket. Any-
one else who examines the pocket finds it completely ordi-
nary. If someone else puts something in the pocket, you can't
reach it because your hand goes into the extradimensional
space instead.

You can give the garment to someone else to wear if you
like, but only you can access the extradimensional space
through the pocket.

Arcane Material Component: A black handkerchief.

Secret Vault

Conjuration (Summoning)

Level: Arcane 5, Components: V, S, F; Casting Time: 10
minutes; Range: See text; Target: One chest and up to 1
cu. ft. of goods/caster level; Duration: 60 days or until dis-
charged; Saving Throw: None; Spell Resistance: No

You hide a briefcase, backpack, dufflebag, or similar item in
an extradimensional space for up to 60 days and can retrieve
it at will. The item used as a secret vault can contain up to
1 cubic foot of material per caster level (regardless of the
item’s actual size). If you put anything living inside the secret
vault, the spell fails. Once you cast the spell, the item and its
contents disappear. You can retrieve it anytime thereafter by
concentrating (an attack or move action), and it appears next
to you.

To create the secret vault, you cast the spell while touching
both the full-size container and a miniscule replica of it. The
container and anything within it or touching it (subject to the
volume limitation above) vanishes into an extradimensional
space. You need the miniature replica to recall the container.
After 60 days, the container reappears in your hand whether
you wish it to or not.

Focus: A briefcase, duffle bag, or similar container pre-
pared with expensive and rare reagents, as well as a minis-
cule replica of it. The actual storage container and the
miniature replica have a combined purchase DC of 25.

Seeming

[llusion

Level: Arcane 5; Components: V, S; Casting Time: Attack
action; Range: Close (25 ft. + 5 ft./2 levels); Targets: One
creature/two levels, no two of which can be more than 30
ft. apart; Duration: 12 hours (D); Saving Throw: Will
negates or Will disbelief (if interacted with); Spell Resis-
tance: Yes or No (see text)

This glamer functions like the change self spell (see Chapter
Ten: FX Abilities in the d20 Modern Roleplaying Game) except
you can change the appearance of other creatures as well.
Affected creatures resume their normal appearances if slain.

Unwilling targets can negate the spell’s effect on them by
making Will saves or with spell resistance.




Shadowmoth Plague

Conjuration (Summoning)

Level: Divine 3; Components: V, S, DF; Casting Time: Full-
round action; Range: Long (400 ft. + 40 ft./level); Effect: 5-
ft.-high cloud of shadowmoths filling a 10-ft.-radius spread;
Duration: 1 minute/level; Saving Throw: None; Spell
Resistance: No

You summon a number of shadowmoth swarms, each of
which attacks any creature occupying its square. Each square
of the spell’s effect is filled with a swarm of shadowmoths, to
a maximum of 12 swarms, assuming that the spell’s effect
isn't blocked by obstacles. The swarms are stationary after
being summoned, and won't pursue creatures that flee.

Chapter Seven: Creatures has statistics for a shadowmoth
swarm.

Shatter

Evocation [Sonic/Concussion]

Level: Divine 2; Components: V, S, F; Casting Time: Attack
action; Range: Close (25 ft. + 5 ft./2 levels); Area or
Target: 5-ft.-radius spread; or one solid object or one crys-
talline creature; Duration: Instantaneous; Saving Throw:
Will negates (object) or Fortitude half (see text), Spell
Resistance: Yes (object)

Shatter creates a loud, ringing noise that shatters brittle, non-
magical objects; sunders a single solid, nonmagical object; or
damages a crystalline creature.

Used as an area attack, shatter destroys nonmagical
objects of glass, crystal, ceramic, or porcelain, such as vials,
windows, mirrors, bottles, windshields, and so forth. All such
objects within a 5-foot radius of the point of origin are
smashed into dozens of pieces by the spell. Objects weighing
more than 1 pound per your level are not affected, but all
other objects of the appropriate composition are shattered.

Alternatively, you can target shatter against a single solid
object, regardless of composition, weighing up to 10 pounds
per caster level.

Targeted against a crystalline creature (of any weight), shat-
ter deals 1d6 points of sonic/concussion damage per caster
level (maximum 10d6), with a Fortitude save for half damage.

Focus: A tuning fork.

Shield Other

Abjuration

Level: Divine 2; Components: V, S, F; Casting Time: Attack
action; Range: Close (25 ft. + 5 ft./2 levels); Target: One
creature; Duration: 1 hour/level (D); Saving Throw: Will
negates (harmless); Spell Resistance: Yes (harmless)

This spell creates a mystic connection between you and the
subject so that some of the subject’s wounds are transferred
to you. The subject gains a +1 deflection bonus to Defense
and a +1 resistance bonus on saving throws. Additionally, the
subject takes only half damage from all wounds and attacks
(including damage dealt by special abilities) that deal hit point
damage. The amount of damage not taken by the warded
creature is taken by you. Forms of harm that do not involve hit
points, such as charm effects, temporary ability damage, and

level draining are not affected. If the subject suffers a reduc-
tion of hit points from a lowered Constitution score, the reduc-
tion is not split with you because it is not hit point damage.
When the spell ends, subsequent damage is no longer divided
between the subject and you, but damage already split is not
reassigned to the subject.

If you and the subject of the spell move out of range of
each other, the spell ends.

Focus: A pair of platinum rings (purchase DC 15 each) worn
by both you and the warded creature.

Shutdown

Transmutation

Level: Arcane 3, Divine 3; Components: V, M/DF; Casting
Time: Attack action; Range: Close (25 ft. + 5 ft./2 levels);
Area: 15-ft.-radius emanation centered on a point in space;

Duration: 1 minute/level; Saving Throw: None; Spell .

Resistance: No

All electrical devices within the spell's area—lights, comput-
ers, cell phones, digital watches, and so forth—do not function
for the duration of the spell. The spell does not prevent devices
outside of the area of effect from operating normally, even if
they are on the same electrical circuit as those affected. (Even
if the spell is cast on a generator supplying power to devices
outside the area of effect, those outside devices continue to
remain powered.) At the end of the spell’s duration, the devices
operate again as if their operation had not been interrupted.
(Computers do not need to be restarted, and clocks display the
correct time.) Many sophisticated mechanical devices, includ-
ing automobiles and aircraft, rely on electrical components, and
so are usually affected by this spell.

Arcane Material Components: The CONTROL, ALT, and DELETE
keys from a computer keyboard.

Speak with Animals

Divination

Level: Divine 2; Components: V, S; Casting Time: Attack
action; Range: Personal; Target: You; Duration: 1 minute/
level

You can comprehend and communicate with animals. You are
able to ask questions of and receive answers from animals,
although the spell doesn’t make animals any more friendly or
cooperative than normal. Furthermore, wary and cunning ani-
mals are likely to be terse and evasive, while the more stupid
ones make inane comments. If the animal is friendly, it may do
some favor or service for you (as determined by the GM).
This spell does not work on magical beasts or vermin.

Spell Immunity

Abjuration

Level: Divine 4; Components: V, S, DF; Casting Time:
Attack action; Range: Touch; Target: Creature touched;
Duration: 10 minutes/level; Saving Throw: Will negates
(harmless); Spell Resistance: Yes (harmless)

The warded creature is immune to the effects of one specified
spell for every four levels you have. The spells must be of 4th
level or lower. The warded creature effectively has unbeat-
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able spell resistance regarding the specified spell or spells.
Naturally, such immunity doesn't protect a creature from
spells for which spell resistance doesn't apply.

Spell immunity protects against spells, spell-like effects of
magic items, and innate spell-like abilities of creatures. It
does not protect against supernatural or extraordinary abili-
ties, such as breath weapons or gaze attacks. Only a particu-
lar spell can be protected against, not a school of spells or a
group of spells that are similar in effect. Thus, a creature
given immunity to fireball is still vulnerable to burning hands
and flaming wrath.

A creature can have only one spell immunity spell in effect
on it ata time.

Spell Resistance

Abjuration

Level: Divine 5; Components: V, S, DF; Casting Time:
Attack action; Range: Touch; Target: Creature touched;
Duration: 1 minute/level; Saving Throw: Will negates
(harmless); Spell Resistance: Yes (harmless)

The creature gains spell resistance equal to 12 + your caster
level.

Summon Vivilor |

Conjuration (Summoning)

Level: Arcane 1, Divine 1; Components: \, S; Casting Time:
Full-round action; Range: Close (25 ft. + 5 ft./2 levels);
Effect: One summoned creature; Duration: 1 round/level;
Saving Throw: None; Spell Resistance: No

This spell summons a 1st-level vivilor, a strange creature from
the edge of Shadow (see Chapter Seven: Creatures). The caster
chooses the form the vivilor will take when it appears, and the
vivilor maintains that shape for the duration of the spell.

The vivilor appears where you designate and acts immedi-
ately, attacking your enemies unless you give it other orders.
You can mentally direct it not to attack, to attack particular
enemies, or to perform other actions. The vivilor acts normally
on the last round of the spell and dissipates into nothingness
at the end of its turn.

You choose the form the vivilor will take (see Chapter

“Seven: Creatures for more information on vivilors).

Summon Vivilor 1l

Conjuration (Summoning)

Level: Arcane 2, Divine 2; Effect: One or more summoned
creatures, no two of which can be more than 30 ft. apart

"/As summon vivilor |, except you can summon one 2nd-level vivilor
or 1d3 1st-level vivilors. If you create more than one vivilor, you
can choose their forms separately; they need not be identical.

Summon Vivilor I

Conjuration (Summoning)

Level: Arcane 3, Divine 3; Effect: One or more summoned
creatures, no two of which can be more than 30 ft. apart

As summon vivilor |, except you can summon one 3rd-level
vivilor, 1d3 2nd-level vivilors, or 1d4+1 1st-level vivilors. If you

create more than one vivilor, you can choose their forms sep-
arately; they need not be identical.

Summon Vivilor IV

Conjuration (Summoning)

Level: Arcane 4, Divine 4; Effect: One or more summoned
creatures, no two of which can be more than 30 ft. apart

As summon vivilor |, except you can summon one 4th-level
vivilor, 1d3 3rd-level vivilors, or 1d4+1 2nd-level vivilors. If you
create more than one vivilor, you can choose their forms sep-
arately; they need not be identical.

Summon Vivilor V

Conjuration (Summoning)

Level: Arcane 5, Divine 5; Effect: One or more summoned
creatures, no two of which can be more than 30 ft. apart

As summon vivilor I, except you can summon one 5th-level
vivilor, 1d3 4th-level vivilors, or 1d4+1 3rd-level vivilors. If you
create more than one vivilor, you can choose their forms sep-
arately; they need not be identical.

Synchronicity

Abjuration

Level: Arcane 5, Divine 5; Components: V, S, F/DF; Casting
Time: Attack action; Range: Touch; Target: Creature
touched; Duration: 10 minutes/level; Saving Throw: Will
negates (harmless); Spell Resistance: Yes (harmless)

The synchronicity spell subtly rearranges reality so that the
subject isn't inconvenienced by the minor delays in modern
life. For the subject of synchronicity, the traffic light is always
green and there's always a waiting elevator. On a city street,
synchronicity ensures that a taxicab pulls up within 1 round of
the subject standing on the curb. The subway trains always
run on time for the subject of synchronicity, and waiters and
clerks promptly arrive whenever they're needed.

Though designed for convenience, the synchronicity spell
offers advantages for a caster in harm's way. The subject of
synchronicity can run at full speed through even through a
dense crowd, because people subconsciously move aside.
The synchronicity spell also provides a +4 bonus to Defense
when the subject’s movement provokes an attack of opportu-
nity (just like the Mobility feat), because even enemies have
a tendency to stay out of the subject’s way.

Synchronicity is also useful during car chases. Because
other cars naturally get out of the way and traffic lights
always turn green, a driver with synchronicity gains a +8
inherent bonus on Drive checks in urban areas and can make
an unlimited number of avoid hazard and hard turn stunts
(drivers are ordinarily limited to one or two stunts, as
described in the Chapter Five of the d20 Modern Roleplaying
Game). When engaged in vehicular hide-and-seek, the syn-
chronicity spell provides a +8 inherent bonus on Bluff and
Hide checks (if you're being chased) or Sense Motive and Spot
checks (if you're pursuing another vehicle) because other cars
and pedestrians naturally aid your efforts.

Arcane fFocus: A gold-level credit card or garage door
remote control.




Trace Purge

Transmutation

Level: Arcane 1, Divine 1; Components: V, S, M/DF; Casting
Time: Attack action; Range: Close (25 ft. + 5 ft./2 levels);
Area: 15-ft.-radius emanation centered on a point in space;
Duration: Instantaneous; Saving Throw: None; Spell
Resistance: No

When you cast this spell, you touch one creature (yourself or
someone else). The spell eliminates all physical evidence left
by that person’s body (fingerprints, fluids, hairs, and so forth)
within the affected area along with any evidentiary materials
accidentally deposited by that person’s body, clothes, or gear
(such as fibers, mud, dust, and so forth). The spell only affects
materials no larger than a few strands of hair or a few ounces
of dirt. It does not change any disturbances that person cre-
ated (including footprints, tool marks, or broken items) or
remove any object the target person deliberately left.
Arcane Material Component: A pair of tweezers.

Undetectable Magical Aura

llusion

Level: Arcane 1; Components: V, S, F; Casting Time: Attack
action; Range: Touch; Target: Object touched weighing up
to 5 Ib./level; Duration: 1 day/level (D); Saving Throw:
None (see text); Spell Resistance: No

This glamer allows you to mask a magic item’s aura from
detection. It fools detect magical aura spells such that the
item appears nonmagical. If the object bearing undetectable
magical aura has instant identify cast on it, the examiner rec-
ognizes that the aura is false and detects the object’s actual
qualities if he succeeds at a Will save.

Focus: A small square of silk that must be passed over
the object.

Vampiric Touch

Necromancy

Level: Arcane 3, Divine 3; Components: V, S; Casting Time:
Attack action; Range: Touch; Target: Living creature
touched; Duration: Instantaneous and 1 hour (see text);
Saving Throw: None; Spell Resistance: Yes

You must succeed at a melee touch attack. Your touch deals .
1d6 points of damage per two caster levels (maximum 5d6).
You gain temporary hit points equal to the damage you deal.
However, you can't gain more than the target's current hit
points +10, which is enough to kill the target. The temporary
hit points disappear 1 hour later.

Via Negativa

Necromancy

Level: Arcane 4, Divine 4; Components: S, F/DF; Casting
Time: Attack action; Range: Touch; Target: Creature
touched; Duration: 1 round/level; Saving Throw: Forti-
tude half; Spell Resistance: Yes

When you cast the via negativa spell, your right hand is

covered with crackling black energy that causes intense

pain to any living creature that comes into prolonged con-

tact with it. Meanwhile, it imbues you with necro-

mantic power.

The via negativa spell affects any living creature

that you grapple, dealing 4d6 points of damage

on round the grapple is initiated and each round the

grapple is maintained. If your foe escapes the

grapple, you can attempt to attain another hold.

Furthermore, the via negativa spell grants a

+5 enhancement bonus to Strength as long as
you're grappling.

The somatic component for the via negativa
spell begins with a handshake motion. If you use
an innocuous handshake with someone to start an
via negativa spell, your melee touch attack auto-
matically succeeds and you don't provoke an
attack of opportunity to start the grapple.

Arcane Focus: A ring with a black pearl (pur-
chase DC 22).

Wall Walk

Transmutation

Level: Arcane 3, Divine 4; Components: V, S, M;
Casting Time: Attack action; Range: Touch;
Target: Creature touched; Duration: 10 min-
utes/level; Saving Throw: Will negates (harm-
less); Spell Resistance: Yes (harmless)

Via negativa




Converting Psionic Powers into Spells

Almost all the psionic powers featured in the d20 Modern Roleplaying Game can be converted into spells for use in any
Ursan ARCANA campaign. To convert a psionic power into a spell, change “Manifestation Time” to “Casting Time,” and
“Power Resistance” to “Spell Resistance.” Ignore the Power Point Cost and the Display, as neither applies to spells.

To determine the level, components, and school {and subschool) for the spell equivalents of psionic powers, consult this list.

Level School Components
0-Level Arcane Spells
Burst Transmutation V. S, M (shoelaces)
Distract Enchantment [Mind-Affecting] V.S, M (ball of twine)
Far punch Evocation V.S
Finger of fire Evocation [Fire] V. S, M (lit match)
1st-Level Arcane Spells
Charm person Enchantment (Compulsion) [Mind-Affecting,

Language-Dependent] V. S
Control object Transmutation V, S
Lesser concussion Evocation [Sonic/Concussion] V, S, M (copper coin)
Lesser mindlink Divination V.S
2nd-Level Arcane Spells
Brain lock Enchantment [Mind-Affecting] V.S
Clairaudience/clairvoyance Divination V. S, F (chunk of quartz)
Claws of the bear Transmutation V.S
Concussion Evocation [Sonic/Concussion] V. S, M (fistful of coins)
Electric charge Evocation [Electricity] V. S, M (small battery)
Inflict pain Necromancy V, S, M (needle)
3rd-Level Arcane Spells
Detect thoughts Divination V. S, F (deck of cards)
False sensory input [llusion V, S, M (camera film)
Mental blast Necromancy V.S
Mind darts Evocation V. S
Mindlink Divination V. S, F (radio antenna)
Suggestion Enchantment (Compulsion) [Mind-Affecting,

4th-Level Arcane Spells

Forced mindlink Divination V, S, M (telephone cord)
Lesser domination Enchantment (Compulsion) [Mind-Affecting] V.S

Natural armor Transmutation V, S, M (strip of |eather)
Tailor memory Enchantment [Mind-Affecting] V. S, F (scalpel)
5th-Level Arcane Spells

Domination Enchantment (Compulsion) [Mind-Affecting] V, S

Mind probe Divination V. S, F (goggles)
0-Level Divine Spells

Far punch Evocation V.S

Sending Transmutation [Language-Dependent] V, S, M (air-mail stamp)
Valor Enchantment V. DF

1st-Level Divine Spells

Attraction Enchantment (Compulsion) [Mind-Affecting] V, S, M (iron filings)
Combat precognition Divination V. S, DF

Lesser bioweapon Conjuration (Creation) V, S, DF

Lesser concussion Evocation [Sonic/Concussion] V, S, M (copper coin)
Object reading Divination V. S, DF

Vigor Transmutation vV, S, DF

2nd-Level Divine Spells

Combat focus Divination V. S, M (caffeinated drink)
Combat prescience Divination V. S, DF

Concussion Evocation [Sonic/Concussion] V, S, M (fistful of coins)
Sensitivity to psychic impressions  Divination vV, S, DF

3rd-Level Divine Spells

Lightning strike Conjuration (Creation) [Electricity] V, S

Whitefire Evocation [Fire] V.S, DF

4th-Level Divine Spells

Fire storm Evocation [Fire] V. S, DF

Greater bioweapon Conjuration (Creation) V. S, DF

Telekinesis Transmutation V, S, DF

5th-Level Divine Spells

Spell resistance Abjuration V, S, DF

(formerly power resistance)

Language-Dependent]

V, M (honeycomb)




An improved version of the spider climb spell, wall walk
allows for faster, easier movement. The subject can travel on
vertical surfaces or ceilings as well as they can walk on the
ground. No matter how smooth the wall, the subject of a wall
walk spell can run up it or even fight from a sideways posi-
tion, never needing to make Climb checks to do so. The sub-
ject can switch from floor to walls to ceilings as many times
as his speed allows.

Unlike the spider climb spell, wall walk doesn't require the
subject to use his hands to climb, so the subject can hold
items and wield weapons normally.

Material Component: A black strip of Velcro.

Wire Walk

Conjuration (Teleporting)

Level: Arcane 4; Components: V; Casting Time: Attack
action; Range: Personal and touch; Target: You and
touched objects or other touched willing creatures weigh-
ing up to 25 Ib./level; Duration: Instantaneous; Saving
Throw: None and Will negates (object); Spell Resis-
tance: No and yes (object)

You and any other objects or creatures targeted by the spell
teleport instantly to the location of a telephone you call. The
telephone must be answered; the spell only works over an
open line. You arrive adjacent to the device (within 5 feet of
it), and any other creatures transported by the spell appear
next to you.

For example, you might use a cell phone to call home. As
soon as anyone answers the phone (including an answering
machine), you could use the spell to teleport home. Willing
subjects of the spell (and the objects they carry) need not
make a saving throw, nor does spell resistance apply in
this instance.

INCANTATIONS

Incantations function like spells, except a character need not
be a spellcaster to cast them. Anyone can cast an incantation
simply by performing the correct ritual gestures and phrases.
Incantations don't use spell slots, so they don't have to be pre-
pared ahead of time, and there’s no limit on the number of
times one can cast an incantation per day. Since they do not
use up spell slots, incantations cannot be improved using
metamagic feats. Finally, incantations generally have more
powerful, far-reaching effects than even 5th-level spells.
There is, of course, a catch. Incantations take much longer
to cast than normal spells. Success with an incantation is
never assured, and the consequences for failure can be dra-
matic. The most powerful incantations can require rituals
involving multiple participants, strange or expensive material
components, or other aspects that make them difficult to cast.

Discovering Incantations

The instructions for performing incantations are generally
found in various obscure tomes. Such books are filled with
“magic spells,” and most of them are utterly bogus. But
hidden among the dross is the real stuff, and discerning
whether an incantation found in a book will actually work is a
matter for experts in arcane lore.

Finding a set of instructions for a particular incantation
requires a successful Research check with a DC equal to the
Knowledge (arcane lore) DC for the incantation —10. Just
learning of the existence of a particular incantation is an
easier Research check, with a DC equal to the Knowledge
(arcane lore) DC —15.

Casting an Incantation

At its core, casting an incantation means having the required
incantation components, then succeeding at a number of
Knowledge (arcane lore) checks during the incantation’s
casting time.

Each incantation lists how many Knowledge (arcane lore)
checks are required to cast the incantation successfully.
Unless otherwise specified, the caster makes Knowledge
(arcane lore) checks every 10 minutes. Failing a Knowledge

(arcane lore) check doesn’t mean that the entire incantation & -

is a failure, just that the previous 10 minutes have been ‘i
wasted. However, if you fail two Knowledge (arcane lore)
checks in a row, the incantation immediately fails. The con-
sequences for failure are detailed in the description of the
specific incantation. Even if the incantation fails, material
components and experience points are still lost and the
backlash still takes effect.

Incantation Components

Most incantations require components not unlike spells,
including verbal, somatic, focus, and material components. In
addition, some require secondary casters (abbreviated SC),
cause some sort of backlash (abbreviated B), or cost the
caster some experience points (abbreviated XP).

Secondary Casters

Some incantations require multiple participants to cast suc-
cessfully. These secondary casters (abbreviated SC) are
indispensable to the success of the spell. No matter how
many people are gathered in the dark room, chanting with
candles, only one character—generally the one with the
highest Knowledge (arcane lore) check—is the primary
caster who'll make the relevant checks. Secondary casters
can't help the primary caster with the Aid Another rules, but
their presence is required for certain aspects of the ritual
nonetheless. If an incantation requires some other skill
check (the polymorph incantation, for example), any of the
secondary casters can make that check if they have a higher
bonus than the primary caster. Even if you're not a required
caster of the spell, you can step in and make the non-Knowl-
edge check if you're better at the relevant skill than the
actual caster. Casters who favor the polymorph incantation,
for example, keep biologists on hand if they aren’t trained in
that discipline themselves.

Backlash

Some spells damage or drain the caster in some way. They
have a backlash component, generally damage, negative
levels, or some other condition (described in the Character
Condition Summary section in Chapter Five of d20 Modern
Roleplaying Game). The caster takes the backlash regardless
of the success or failure of the spell.




Saves and Spell Resistance

If the incantation allows a save, the formula to calculate it is
included in the spell’s description. For checks to overcome
spell resistance, divide the incantation’s Knowledge (arcane
lore) DC by 2 to get the effective caster level for the spell
resistance check. For example, the caster of a baleful poly-
morph incantation (DC 41) would add 20 to a 1d20 roll to
attempt to overcome the spell resistance of the target.

Incantations as Spell-Like Abilities

Some creatures have spell-like abilities that duplicate the
effects of incantations. There's no chance of failure and no
backlash for such spell-like abilities, which dont require com-
ponents of any kind and take only an attack action to activate.

Failed Incantations

Each incantation has its own consequences for failure (two
failed skill checks in a row). In general, they can be divided
into the following categories.

Attack: A creature is called from elsewhere to battle the
caster (and often any bystanders and secondary casters). The
incantation’s description tells the GM what Challenge Rating the
creature should have, how it behaves, and how long it persists.

Augment: The incantation was supposed to weaken or
destroy its target, but it makes it more powerful instead. A
damaging spell might heal its target or cause it to grow in
size, for example.

Betrayal: The incantation seemingly succeeds, but the
subject of the incantation (or in rare cases the caster) loses all
allegiances and gains their opposites. In general, the subject
now hates all it loved before the incantation. The subject may
keep its new allegiances a secret. Whenever a character
attempts an incantation with a chance of betrayal failure, the
GM should make the relevant die rolls in secret.

Damage: The simplest consequence of failure, damage is
dealt to the caster or the target, depending on the incantation.

Death: Someone—usually the caster or the target—dies.
Depending on the incantation, a successful saving throw may
avoid the effect of failure.

Delusion: The caster believes the incantation had the
desired effect, but in fact it had no effect or a very different one.

. Falsehood: Common with divinations, the incantation
“delivers false results to the caster, but the caster believes the
- results are true. Whenever a character attempts an incanta-
~“tion with a chance of falsehood failure, the GM should make
the relevant die rolls in secret.

Hostile Spell: The caster of the incantation is targeted by

a harmful spell or incantation. The spell description specifies
7 the specific spell or incantation, save DC, and so on.
| Mirrorcast: The spell has the opposite effect of that
intended.

Reversal: The spell targets the caster, rather than the
intended target of the incantation.

Baleful Polymorph

Transmutation

Skill Check: Knowledge (arcane lore) DC 41, 6 successes,
and Knowledge (earth and life sciences), 1 success; Fail-
ure: Two consecutive failed skill checks; Components: V,
S, M, F, SC; Casting Time: 70 minutes (minimum); Range:

Touch; Target: Helpless creature touched; Duration: Per-
manent; Saving Throw: Fortitude negates (DC 17 +
caster's Cha modifier) and see text; Spell Resistance: Yes

As the polymorph incantation, except that you change the sub-
ject into a Small or smaller animal of no more than 1 HD (such
as a dog, lizard, monkey, toad, or viper). If the new form would
prove fatal to the creature (such as polymorphing a landbound
target into a fish), the subject gets a +4 bonus on the save.

If the incantation succeeds, the target must also make a
Will save. If this second save fails, the creature gains the
Intelligence, Wisdom, and Charisma scores of its new form. It
still retains its class and level, hit points, base attack bonus,
base save bonuses, allegiances, extraordinary abilities, super-
natural abilities, and spell-like abilities, as well as any spell-
casting ability possessed.

Note that incorporeal or gaseous creatures are immune to
being polymorphed, and a shapeshifter (such as a werewolf)
can revert to its natural form as a move action.

Material Component: Laboratory equipment and alchemical
supplies (purchase DC 25).

Focus: Part of the kind of creature that the target will turn
into, such as a hair, scale, or feather. If you have a living, help-
less creature that can serve as a model for the target creature,
you gain a +2 bonus on the Knowledge (arcane lore) checks
required for this incantation.

Secondary Casters: 12 required (not including the primary
caster).

Failure: Reversal on all secondary casters, using the same
saving throw DC.

Bibliolalia

Divination

Skill Check: Knowledge (arcane lore) DC 33, 6 successes;
Failure: Two consecutive failed skill checks; Compo-
nents: V. S, F, XP; Casting Time: 60 minutes (minimum);
Range: Personal; Target: You; Duration: Instantaneous;
Saving Throw: None; Spell Resistance: No

The bibliolalia incantation puts you in an oracular trance as
you pore through books in a library. At the incantation’s con-
clusion, you uncover lore about an important person, place, or
thing beyond the limits of mundane research.

The information gleaned through a bibliolalia incantation
isn't necessarily known to anyone, and it may not be in any of
the books in the library. Nonetheless, something within the
books triggers the burst of magical inspiration that reveals the
information.

No set of rules can adequately describe how much infor-
mation the bibliolalia incantation provides. If you have the
item or person at hand, you'll learn more than if you just have
aname or a cryptic clue. Ultimately, how much you learn is up
to the GM, who may find the following examples useful.

A divination about a mysterious magic sword you have at hand:
“Forged in the dim time when Shadow last crept up the shore of
the world, this sword, known as Fedifensor, has been cleaned of
blood in each of the Seven Seas. Only the pure of heart and con-
fident of virtue may wield it safely, for it loathes base motives and
dark hearts. Fiends in particular fear the caress of its steel. The
phrase ‘Kreyva jahto’ causes it to glow with a chilly light.”




A divination about a vampire named Vualek that the char-
acters just fought: “Vualek is not the first to wear his name,
but he is the first to wear it with fell intent. By subverting
everything the noble Vualek held dear seven centuries ago, he
hopes to bathe the moon in an inky shroud and bring his
ancient sire to life.” (This gives the caster some avenues for
further research, but says little outright.)

A divination about a Mayan temple about which you have
only a passing reference: “The priests of Mokochem, known
as the Tongueless, abandoned their temples every summer.
They returned every winter, but claimed never to have left.”
(This information is downright cryptic, but perhaps some
future clue will explain its relevance.)

Focus: A large library with at least a token occult section
(purchase DC 25).

Experience Point Cost: 200 XP.

Failure: Falsehood. The bibliolalia incantation reveals infor-
mation that seems accurate, but is actively misleading.

Body Double

Conjuration (Creation)

Skill Check: Knowledge (arcane lore) DC 39, 6 successes
(and see text) and Disguise DC 39, 1 success; Failure: Two
consecutive failed skill checks; Components: V, S, M (see
text), XP; Casting Time: 7 hours (minimum); Range: Touch;
Effect: One duplicate creature; Duration: 12 days; Saving
Throw: None; Spell Resistance: No

The body double incantation creates a duplicate of any crea-
ture formed from mystic clay, with alchemical blood and an
eldritch life of its own. At first glance, the duplicate appears
to be exactly the same as the creature you modeled it after,
but there are differences: The body double has only half the
level or Hit Dice (which affects its skills, feats, and class fea-
tures). It has the surface mannerisms and personality of the
real creature, but its Intelligence, Wisdom, and Charisma
scores are all 5. Creatures familiar with the original might
detect the ruse with a successful Spot check. You must make
a Disguise check when you cast the incantation to determine
how good the likeness is, and this Disguise check sets the DC
for Spot checks (to notice imperfections in the duplication)
and Sense Motive checks (to discern that the body double is
behaving oddly).

At all times the body double remains under your absolute
command. No special telepathic link exists, so command
must be exercised in some other manner. The body double
has no ability to become more powerful. It cannot earn expe-
rience points. If destroyed, it reverts to clay and melts into a
vaguely humanoid lump within 1 minute. The body double
doesn’t naturally heal and responds to neither conventional
medicine nor natural healing. A complex process requiring at
least one day, materials (purchase DC 5 + 1 per hit point), and
a fully equipped magical laboratory can repair damage to the
body double.

Material Component: The spell is cast over an elaborate
clay simulacrum of the creature to be duplicated, and some
piece of the creature (a hair or fingernail, for instance) must
be placed within the clay. Additionally, the incantation
requires rare earths and unguents (purchase DC 30).

XP Cost: 1,000 XP.

Failure: Betrayal. The body double has allegiances opposite
the original creature and a pathological hatred of both the
original creature and the caster. Furthermore, the body double
isn't under the command of the caster, although it may play
along for a while while it learns about its new enemies.

Caduceus

Conjuration (Healing)

Skill Check: Knowledge (arcane lore) DC 31, 4 successes,
and Treat Injury DC 31, 2 success; Failure: Two consecu-
tive failed skill checks; Components: V, S, F, Casting
Time: 6 hours (minimum); Range: Touch; Target: Living
creature; Duration: Instantaneous; Saving Throw: Will
negates (harmless); Spell Resistance: Yes (harmless)

Caduceus enables you to channel magic into a creature to

wipe away injury and afflictions. It immediately ends any and . -

all of the following adverse conditions affecting the target: '
temporary ability damage (but not permanent ability drain),
blindness (including dazzled effects), confusion or insanity,
daze, deafness, fatigue, exhaustion, feeblemindedness,
nausea, and poison. It also cures up to 150 points of damage.
A single casting of the incantation is enough to simultane-
ously achieve all these effects.

Caduceus also removes negative levels, but it does not
restore permanently drained levels.

The caduceus incantation has no effect on undead or
constructs.

Focus: Medical equipment found in a hospital emergency
room (purchase DC 25).

Failure: Death. Target must succeed at a Fortitude save (DC
15) or die. If the save succeeds, the target is reduced to —1 hit
points, unless he was already below that.

Cast into Shadow

Abjuration

Skill Check: Knowledge (arcane lore) DC 33, 6 successes
(see text); Failure: Two consecutive failed skill checks;
Components: V, S, M, XP, B; Casting Time: 1 hour (mini-
mum); Range: 55 ft.; Target: One or more outsiders, no
two of which can be more than 30 ft. apart; Duration: Per-
manent; Saving Throw: Fortitude negates (DC 17 +
caster's Cha modifier) and see text; Spell Resistance: Yes

The cast into Shadow incantation enables you to force out-
siders (usually, but not always, fiends) away from the world
you know, trapping them in some distant dimension. Up to 2
HD of creatures per caster level can be sent away in this fash-
ion. To target a creature, you must present at least one object
or substance that it hates, fears, or otherwise opposes.

If you successfully overcome the target's spell resistance,
and the target fails its save, the target disappears. In general,
targets never find their way back from beyond Shadow—or if
they do, they don't remember their previous time here.

Options: If the target or targets are all helpless, the DC for
the incantation is reduced by —6. At the GM’s option, certain
rare items might work twice as well (each providing +2
against spell resistance and +4 on the spell's DC).

Material Component: An object the creature hates, fears,
or opposes. Discovering such an item may require a Research




check (see Researching Creatures in in Chapter Eight: Friends
and Foes of the d20 Modern Roleplaying Game). Table 8—26:
Sources of Weakness in the d20 Modern Roleplaying Game
provides a list of possible objects.

Experience Point Cost: 1,000 XP.

Backlash: Caster is exhausted.

Failure: Attack from an outsider of the same allegiance.
The attacking outsider has a Challenge Rating equal to the
average party level +1. It attacks the caster within a few
rounds of the incantation’s failure. It has been brought to this
world by the failed incantation, so it may retreat and try to
make a home for itself here. It will always bear a grudge
against the caster for bringing it here, however, and it is a
potential source of later mischief.

Control Weather

Evocation

Skill Check: Knowledge (arcane lore) DC 34, 6 successes;
Failure: Two consecutive failed skill checks; Compo-
nents: V, S, SC; Casting Time: 60 minutes (minimum);
Range: Two miles; Area: Two-mile-radius circle, centered
on you; Duration: 24 hours (D); Saving Throw: None;
Spell Resistance: No

You change the weather in the local area. It takes 10 minutes
for the effects to manifest after the incantation is completed.
The current, natural weather conditions are determined by the
GM. You can call forth weather appropriate to the climate and
season of the area you are in.

Season Possible Weather

Spring Tornado, thunderstorm, sleet storm, or hot
weather

Summer Torrential rain, heat wave, or hailstorm

Autumn Hot or cold weather, fog, or sleet

Winter Frigid cold, blizzard, or thaw

Late winter Hurricane-force winds or early spring (coastal

area)

You control the general tendencies of the weather, such as

the direction and intensity of the wind. You cannot control

. specific applications of the weather—where lightning strikes,

“for example, or the exact path of a tornado. When you select

' a certain weather condition to occur, the weather assumes

~‘that condition 10 minutes later (changing gradually, not

abruptly). The weather continues as you left it for the dura-

tion, or until you use an attack action to designate a new kind

of weather (which fully manifests itself 10 minutes later).

7 Contradictory conditions are not possible simultaneously—
*Ifog and strong wind, for example.

Control weather can do away with atmospheric phenom-
ena (naturally occurring or otherwise) as well as create them.

Secondary Casters: 12 required (not including the primary
caster).

Failure: Mirrorcast. The opposite weather effect manifests
over the course of 10 minutes (rain rather than a heat wave,
for example, or a thaw rather than a blizzard). This weather
persists for 4d12 hours and cannot be dismissed.

Create Clone

Necromancy

Skill Check: Knowledge (arcane lore) DC 32, 7 successes,
and Knowledge (earth and life sciences) DC 32, 1 success;
Failure: Two consecutive failed skill checks; Compo-
nents: V, S, M, F, XP; Casting Time: 8 hours (minimum)
and see text; Range: Touch; Effect: One clone; Duration:
Instantaneous; Saving Throw: None; Spell Resis-
tance: No

This incantation makes an inert duplicate of a creature. If the
original individual has been slain, the original’s soul transfers
to the clone, creating a replacement. The original’s physical
remains, should they still exist, become inert matter and
cannot thereafter be restored to life.

To create the duplicate, you must have a piece of flesh
(not hair, nails, scales, or the like) taken from the original’s
living body, with a volume of at least 1 cubic inch. The piece
of flesh need not be fresh, but it must be kept from rotting
(through periodic applications of cure minor wounds or more
advanced medical means). Prior to the incantation being
cast, the duplicate body must be grown in a laboratory for
2d4 months.

When the clone is completed, if the original is dead, the
original’s soul enters the clone. The clone has the personality,
memories, skills, and levels the original had at the time the
piece of flesh was taken. However, the replacement must be
at least one level lower than the original was at the time of
death. If the original was 1st level, the clone’s Constitution
score drops by 1; if this would give the clone a Constitution
score of 0, the incantation fails. If the original creature has
lost levels since the flesh sample was taken and died at a
lower level than the clone would otherwise be, the clone is at
the level at which the original died.

The spell duplicates only the original’s body and mind, not
its equipment.

A duplicate can be grown while the original still lives, or
when the original soul is somehow unavailable, but the
resulting creature is merely a soulless bit of inert flesh, which
rots if not somehow preserved.

Material Component: The piece of flesh and various labo-
ratory supplies (purchase DC 25).

Focus: Genetics laboratory (purchase DC 30).

Experience Point Cost: 500 XP.

Failure: Betrayal, and possibly reversal as well. If the
caster and cloned creature were allies or neutral toward
one another, then the cloned creature gains allegiances
opposite the ones it once had. If the caster and cloned crea-
ture were enemies, then each one gains the allegiances the
other one had (although neither one knows the other has
new allegiances).

Create Golem

Conjuration (Creation)

Skill Check: Knowledge (arcane lore) DC 32, 7 successes;
Failure: Two consecutive failed skill checks; Compo-
nents: V, S, M, XP; Casting Time: 7 hours (minimum);
Range: Touch; Target: One corpse; Duration: Instanta-
neous; Saving Throw: None; Spell Resistance: No




This incantation fuses an elemental spirit with a patchwork
collection of body parts knitted into a single bipedal form.
Create golem brings a flesh golem (as described in Chapter
Eight: Friends and Foes of the d20 Modern Roleplaying Game)
to life under your command. The golem can follow simple
instructions. It does not speak.

Options: If you want to create a gear golem (described in
Chapter Seven: Creatures) rather than a flesh golem, increase
the DC of the Knowledge (arcane lore) check by +8 and
increase the experience point cost to 700 XP. If you want to
create an advanced golem, increase the DC of the Knowledge
(arcane lore) check by +2 for each additional Hit Die.

Material Component. The body of the golem must be made
to exacting eldritch specifications, with rare ingredients and
unusual components (purchase DC 25).

Experience Point Cost: 400 XP.

Failure: Attack. The golem immediately goes berserk,
attacking everyone and everything.

Create Undead

Necromancy [Evil]

Skill Check: Knowledge (arcane lore) DC 31, 7 successes;
Failure: Two consecutive failed skill checks; Compo-
nents: V, S, M, XP; Casting Time: 7 hours (minimum);
Range: Touch; Target: One corpse or skeleton; Duration:
Instantaneous; Saving Throw: None; Spell Resis-
tance: No

Much more potent than the animate dead spell, this evil
incantation allows you to create a powerful undead creature
from the creature’s dead remains. The incantation raises a
corpse as a liquefied zombie, mummy, or vampire. It turns a
skeleton into an ash wraith or spirit, and the bones turn to
dust upon completion of the incantation.

You can create an undead creature up to 20 Hit Dice, and
you may control up to 20 Hit Dice of undead at a time. If you
create new undead in excess of this amount, older undead
slip from your control.

This incantation must be cast at night.

Options: The type of undead you're creating has a great
influence on the Knowledge (arcane lore) check DC. Apply the
following modifiers: animating spirit =10, frightful spirit -8,
groaning spirit —6, Small or smaller liquefied zombie —4,
Medium liquefied zombie —2, weakening spirit +0, mummy +0,
Large liquefied zombie +0, possessing spirit +2, Huge lique-
fied zombie +2, ash wraith +4, Gargantuan liquefied zombie
+8, Colossal liquefied zombie +10. If you're creating a vam-
pire, increase the DC of the Knowledge (arcane lore) check by
the vampire’s Hit Dice + 4.

Material Components: A clay pot filled with grave dirt and
another filled with brackish water. The spell requires a crea-
ture’s corpse or complete skeletal remains. You must place a
black onyx gem (purchase DC 20) into the mouth of the corpse
or skeleton. The magic of the spell turns the gem into a
worthless shell.

Experience Point Cost: 100 XP.

Failure: Betrayal and attack. The undead creature rises and
attacks the caster immediately, fighting until slain.

Dedicate Site

Evocation [Good)]

Skill Check: Knowledge (arcane lore) DC 35, 5 successes,
and Spellcraft DC 35, 1 success; Failure: Two consecutive
failed skill checks; Components: V, S, M, SC, B; Casting
Time: 6 hours (minimum); Range: Touch; Area: 120-ft.-
radius emanation centered on touched point; Duration:
One year; Saving Throw: See text; Spell Resistance:
See text

Dedicate site makes a particular place, building, or structure
particularly attuned to a specific allegiance. This has two
major effects.
First, the site or structure is guarded by a magic circle
effect (as the spell) against any allegiance you choose.
Second, you may choose to fix a single spell effect to the

dedicated site. The spell effect lasts for one year and func- .

tions throughout the entire site, regardless of the normal '
duration and area or effect. You may designate whether the
effect applies to all creatures, creatures that share an alle-
giance with you, or creatures that have another allegiance.
For example, you may create a bless effect that aids all crea-
tures of your allegiance in the area, or a bestow curse effect
that hinders creatures of the opposed allegiance or an enemy
faith. At the end of the year, the chosen effect lapses, but it
can be renewed or replaced simply by casting the dedicate
site incantation again.

Spell effects that may be tied to a dedicated site include
aid, bane, bless, cause fear, darkness, daylight, detect magical
aura, discern lies, dispel magic, freedom of movement, remove
fear, resist energy, silence, tongues, and zone of truth. Saving
throws and spell resistance might apply to these spells’
effects. (See the individual spell descriptions for details.)

An area can receive only one dedicate site spell (and its
associated spell effect) at a time.

Material Component: Various symbols relevant to your
allegiance (purchase DC 25). For example, holy water, reli-
gious icons, and spiritually themed art might be appropriate if
you're dedicating a church to good with this incantation.

Secondary Casters: 11 required (not including the primary
caster).

Backlash: All casters are exhausted.

Failure: Hostile spell. The primary caster is targeted with a
bestow curse spell, but does not get a saving throw or spell
resistance. The GM chooses the exact curse.

Greater Dispel Magic

Abjuration

Skill Check: Knowledge (arcane lore) DC 31, 4 successes,
and Spellcraft DC 31, 2 successes; Failure: Two consecu-
tive failed skill checks; Components: V, S, M, B; Casting
Time: 60 minutes (minimum); Range: 220 ft.; Target: One
spellcaster, creature, or object; or 30-ft.-radius burst; Dura-
tion: Instantaneous; Saving Throw: None; Spell Resis-
tance: No

As the dispel magic spell, except that the bonus on the dispel
check is +15, not the caster level. Additionally, greater dispel
magic has a chance to dispel any effect that remove curse can
remove, even if dispe/ magic can't dispel that effect.




Material Component: Various rare incenses, herbs, and
reagents (purchase DC 20).

Backlash: Caster takes 4d6 points of damage.

Failure: Augment. One characteristic of the magical effect
targeted (area, range, duration, etc.) doubles. The target spell
might deal twice as much damage or a curse might bestow
twice the penalty, for example. The GM determines which
aspect of the target spell is so augmented.

Mystic Veil

lllusion

Skill Check: Knowledge (arcane lore) DC 34, 7 successes
(and see text); Failure: Two consecutive failed skill checks;
Components: V, S, M (see text), B; Casting Time: 70 min-
utes (minimum); Range: 55 ft.; Effect: Visual and audible
figment that covers 12 10-foot cubes (S); Duration: 12
hours; Saving Throw: None or Will disbelief (if interacted
with) (see text); Spell Resistance: No

This incantation combines several elements to create a pow-
erful protection from scrying and direct observation. When
© casting the incantation, you dictate what will and will not be
*lobserved in the incantation’s area. The illusion created must
be stated in general terms. Thus, you could specify the illusion
of yourself and another character playing chess for the dura-
tion of the incantation, but you could not have the illusory
chess players take a break, make dinner, and then resume
their game. You could have a crossroads appear quiet and
empty even while an infantry squad is actually passing
through the area. You could specify that no one be seen
(including passing strangers), that your troops be undetected,
or even that every fifth person should be visible. Once the con-
ditions are set, they cannot be changed.

Attempts to scry the area auto-
matically detect the image stated by you
with no save allowed. Sight and sound are appropri-

ate to the illusion created. A band of people standing in a
meadow could be concealed as an empty meadow with birds
chirping, for instance.

Direct observation may allow a save (as per a normal illu-
sion), if there is cause to dishelieve what is seen. Certainly
onlookers in the area would become suspicious if marching
soldiers disappeared at one point to reappear at another. Even
entering the area does not cancel the illusion or necessarily
allow a save, assuming that hidden beings take care to stay
out of the way of those affected by the illusion.

Options: You can create the material component for the
mystic veil illusion yourself at no cost. If you do, the incanta-
tion also requires a successful Craft (visual arts) check
(DC 34).

Material Component: Realistic paintings, digitally-altered
photos, or other representations of the desired illusion (pur-
chase DC 17).

Backlash: Caster takes 2d6 points of damage.

Failure: Delusion. The caster and anyone else present at
the conclusion of the incantation believe the mystic veil is
effective, but no one else is fooled.

Polymorph

Transmutation

Skill Check: Knowledge (arcane lore) DC 31, 5 successes,
and Knowledge (earth and life sciences) DC 31, 1 success;
Failure: Two consecutive failed skill checks; Compo-
nents: V, S, M, F; Casting Time: 60 minutes (minimum);
Range: Touch; Target: Willing creature touched; Dura-
tion: 12 minutes; Saving Throw: Fortitude negates; Spell
Resistance: Yes

The polymorph incantation gives a creature anather form that
you designate, which must be within one size category of the
subject’s normal size. The new form can have no more Hit
Dice than you or the subject has (whichever is greater), and in




any case the assumed form cannot have more than 15 Hit
Dice. You can transform the subject into an average member
of its own species. The new form cannot be an elemental,
outsider, or undead unless the subject is that type already.
The new form can't be incorporeal or gaseous.

The subject’s Strength, Dexterity, and Constitution scores
change to the average scores for the new form. You cannat,
for example, turn someone into a mighty weight lifter to gain
great Strength. Likewise, you cannot change someone into a
bigger or more powerful version of a creature (or a smaller,
weaker version). The subject doesn't gain or lose any hit
points, regardless of its new Constitution score.

The subject retains its own Intelligence, Wisdom, and
Charisma scores. The subject’s class and level, hit points,
alignment, base attack bonus, and base save bonuses all
remain the same. (New Strength, Dexterity, and Constitution
scores may affect final attack and save bonuses.) The subject
also retains all extraordinary, supernatural, and spell-like
abilities, as well as any spellcasting ability.

You can freely designate the new form's minor physical
qualities (such as hair color, hair texture, and skin color) within
the normal ranges for a creature of that type. The new form’s
significant physical qualities (such as height, weight, and
gender) are also under your control, but must fall within the
norms for the new form’s species. The subject is effectively
disguised as an average member of the new form’s race. If
you use this spell to create a disguise, you get a +10 bonus on
your Disguise check.

The subject acquires the physical qualities of the new form
while retaining its own mind. Physical qualities include natu-
ral size, mundane movement capabilities (such as burrowing,
climbing, walking, swimming, and flight with wings, up to a
maximum speed of 120 feet for flying or 60 feet for non-
flying), darkvision and/or low-light vision, natural armor
bonus, natural weapons (such as claws, bite, and so on),
species skill bonuses, species bonus feats, and any gross
physical qualities (presence or absence of wings, number of
extremities, and so forth). A body with extra limbs does not
allow a character to make more attacks (or more advanta-
geous two-weapon attacks) than normal.

The subject also gains any extraordinary special qualities
(such as a troglodyte’s stench) possessed by the new form. You
do not gain any extraordinary special qualities not listed above
under physical qualities, such as blindsight, fast healing,
regeneration, energy resistance, scent, or spell resistance.

You do not gain any supernatural abilities or spell-like abil-
ities of the new form.

If the new form is capable of speech, the subject can com-
municate normally. Though the subject retains any spellcast-
ing ability he had in his original form, the form must be able to
speak intelligibly (that is, speak a language) to use verbal
components and must have humanlike hands to use somatic
or material components.

When the polymorph occurs, the subject’s equipment, if
any, either remains worn or held by the new form (if the new
form is capable of wearing or holding the item), or melds into
the new form and becomes nonfunctional. When the subject
reverts to his true form, any objects previously melded into
the new form reappear in the same locations they previously
were and are once again functional. Any new items he wore

in polymorphed form and can't wear in his normal form (such
as a saddle, rider, or halter) fall off and land at his feet; any
that he could wear in either form or carried in a body part
common to both forms (mouth, hands, or the like) at the time
of reversion are still held in the same way. Any part of the
body or piece of equipment that is separated from the whole
reverts to its original form.

Options: If you have a living, helpless creature that can
serve as a model for the target creature, the DC on the
Knowledge (arcane lore) checks for this incantation is
reduced by —2.

Material Component: Part of the kind of creature that the
target will turn into, such as a hair, scale, or feather.

Focus: Laboratory equipment (purchase DC 25).

Failure: Damage. The target takes 12d6 points of damage.

Possession

Necromancy

Skill Check: Knowledge (arcane lore) DC 34, 6 successes;
Failure: Two consecutive failed skill checks; Compo-
nents: V, S, M, XP; Casting Time: 60 minutes (minimum);
Range: Touch; Target: One helpless creature of fewer Hit
Dice than you; Duration: 12 hours (D); Saving Throw:
Will negates (DC 16 + caster’s Charisma modifier); Spell
Resistance: Yes

By casting the possession incantation, you place the subject’s
soul in a receptacle (a gem or large crystal) while your soul
inhabits the subject’s body, leaving your body lifeless. Then
you can attempt to take control of a nearby body, forcing its
soul into the receptacle. The spell ends when you send your
soul back to your own body (restoring the subject’s soul to its
body and causing the receptacle to crumble into dust).

You possess the body and force the creature’s soul into the
receptacle unless the subject succeeds at a Will save. Failure
to take over the host leaves your life force in your body, and
the receptacle turns to dust.

If successful, your life force occupies the host body, and the
host’s life force is imprisoned in the receptacle. You keep your
Intelligence, Wisdom, Charisma, level, class, base attack
bonus, base save bonuses, alignment, and mental abilities.
The body retains its Strength, Dexterity, Constitution, hit
paints, natural abilities, and automatic abilities. For example,
a troglodyte’s body breathes water and a troll's body regener-
ates. A body with extra limbs does not allow you to make
more attacks (or more advantageous two-weapon attacks)
than normal. You can't choose to activate the body’s extraor-
dinary or supernatural abilities. The creature’s spells and
spell-like abilities do not stay with the body.

As an attack or move action, you can send the trapped soul
back to its body and return to yours. This ends the spell.

If the host body is slain, you return to your body and the life
force of the host departs (that is, it is dead). If the spell ends
while you are in a host, you return to your body and the soul
in the receptacle returns to its body. Destroying the recepta-
cle ends the spell and returns both souls to their original
bodies. The spell can be dispelled at either the receptacle or
the host.

When you transfer your soul upon casting, your body is, as
near as anyone can tell, dead.




Material Component: A large gem or crystal (purchase
DC 25).

Experience Point Cost: 1,000 XP.

Failure: Mirrorcast. You wind up trapped inside the recep-
tacle, and the subject’s soul inhabits your body.

Quartz Compulsion

Enchantment (Compulsion) [Mind-Affecting, Language-

Dependent]

Skill Check: Knowledge (arcane lore) DC 33, 6 successes,
and Intimidate DC 33, 2 successes; Failure: Two consecu-
tive failed skill checks; Components: V, S, F, B; Casting
Time: 80 minutes (minimum); Range: Unlimited; Target:
One creature with fewer Hit Dice that you; Duration: 16
hours (see text); Saving Throw: Will partial (DC 18 +
caster's Cha modifier); Spell Resistance: Yes

The quartz compulsion incantation lets you telepathically con-
tact the subject by gazing through a quartz shard, regardless
of where the subject is located. You can telepathically con-
verse for 16 minutes with the subject. Your telepathic contact
can also contain a suggestion (as per the suggestion psionic
power), which the subject does her best to carry out. A suc-
cessful Will save negates the suggestion effect but not the
contact itself. Telepathic communcation is possible even if the
creature’s Intelligence score is as low as 1, but you must have
alanguage in common with the subject to communicate. If the
message is impossible or meaningless according to the cir-
cumstances that exist for the subject at the time the guartz
compulsion comes, the message is understood but the
suggestion is ineffective.

Focus: A carefully cut shard of quartz (purchase DC 22).

Backlash: Caster is exhausted.

Failure: Reversal. You converse with the subject nor-
mally, but the suggestion attempt automatically fails, and
the subject can instead compel you (as per the suggestion
psionic power). You don't get a saving throw, and spell
resistance does not apply. Depending on the specific sug-
gestion, you may not realize that your attempt failed or that
you've been compelled.

. Satellite Tracking

“Divination

- Skill Check: Knowledge (arcane lore) DC 34, 6 successes,

- and Computer Use DC 34, 2 successes; Failure: Two con-
secutive failed skill checks; Components: V, S, F; Casting
Time: 80 minutes (minimum); Range: Unlimited; Target:
One living creature or object; Duration: Instantaneous;

- Saving Throw: None; Spell Resistance: No

A satellite tracking incantation is among the most powerful
means of locating creatures or objects. You learn the exact
location of a single individual or object. Satellite tracking cir-
cumvents normal means of protection from scrying or loca-
tion. The incantation reveals global positioning system (GPS)
coordinates for the subject, and a successful computer search
(Computer Use check, DC 15) supplies the name of the loca-
tion (place, name, business name, building name, or the like),
community, county (or similar political division), and country
where the subject lies.

To find a creature with the spell, you must have seen the
creature or have some item that once belonged to it. To find
an object, you must have touched the object at least once.

Focus: A satellite dish, computer, and telemetry software
(purchase DC 25).

Failure: Falsehood. The caster obtains bogus GPS data. At
the GM's discretion, the bogus data may lead the caster to a
creature or object thematically similar to the intended target.
For example, a failed satellite tracking incantation targeting
the kidnapped U.S. Secretary of Defense may instead lead the
caster to another nation’s Secretary of Defense.

Sigil of Algos

Enchantment (Compulsion) [Mind-Affecting]

Skill Check: Knowledge (arcane lore) DC 32, 6 successes;
Failure: Two consecutive failed skill checks; Compo-
nents: V, S, M, XP; Casting Time: 60 minutes (minimum);
Range: Touch; Effect: 60 ft. burst centered on magic rune
(see text); Duration: 12 minutes (and see text); Saving
Throw: Will negates (DC 16 + caster’s Charisma modifier);
Spell Resistance: Yes

This incantation, named after the Greek god of pain, allows
you to scribe a potent rune of power upon a surface. When
triggered, the sigil of Algos causes one or more creatures
within 60 feet of the rune (treat as a burst) to suffer wracking
pain if they fail a Fortitude save. The pain imposes a —4
penalty on attack rolls, skill checks, and saving throws. These
effects last for 12 hours after the creature leaves the area of
the spell.

Once triggered, the symbol becomes active and glows,
lasting for 12 minutes. Any creature who enters the area
while the sigil of Algos is active is subject to its effects,
whether or not that creature was in the area when it was trig-
gered. A creature need only save against the symbol once as
long as it remains within the area, though if it leaves the area
and returns while the symbol is still active, it must save again.

Until it is triggered, the sigil of Algos is inactive (though vis-
ible and legible at a range of up to 60 feet). To be effective, a
sigil of Algos must always be placed in plain sight and in a
prominent location. Covering or hiding the rune renders it inef-
fective (unless a creature removes the covering, in which case
the sigil of Algos works normally).

As a default, a sigil of Algos is triggered whenever a crea-
ture does one or more of the following, as you select: looks at
the rune; reads the rune; touches the rune; passes over the
rune; or passes through a portal bearing the rune. Regardless
of the trigger method or methods chosen, a creature more
than 60 feet from a sigil of Algos can't trigger it (even if they
meet one or more of the triggering conditions, such as reading
it). Once the incantation is complete, the triggering conditions
cannot be changed.

In this case, “reading” the rune means any attempt to study
it, identify it, or fathom its meaning. Throwing a cover over a
sigil of Algos to render it inoperative triggers it if it reacts to
touch. You can't use a sigil of Algos offensively; for instance,
a touch-triggered rune remains untriggered if an item bearing
the sigil of Algosis used to touch a creature. Likewise, a sigi/
of Algos cannot be placed on a weapon and set to activate
when the weapon strikes a foe.




You can also set special triggering limitations of your own.
These can be as simple or elaborate as you desire. Special
conditions for triggering a sigil of Algos can be based on a
creature’s name, identity, or allegiances, but otherwise must
be based on abservable actions or qualities. Intangibles such
as level, class, Hit Dice, and hit paints don't qualify. For exam-
ple, a sigil of Algos can be set to activate when an evil crea-
ture approaches, but not when a Fast Hero approaches.

When scribing a sigil of Algos, you can specify a password
or phrase that prevents a creature using it from triggering the
rune. Anyone using the password remains immune to that
particular rune’s effects so long as the character remains
within 60 feet of the sigil of Algos. If the character leaves the
radius and returns later, he must use the password again.

You also can attune any number of creatures to the sigi/ of
Algos, but doing this can extend the casting time. Attuning
one or two creatures takes negligible time, and attuning a
small group (up to ten creatures) extends the casting time by
1 hour. Attuning a large group (up to 25 creatures) takes one
day. Attuning larger groups takes proportionately longer, as
the GM sees fit. Any creature attuned to a sigil of Algos
cannot trigger it and is immune to its effects, even if within its
radius when triggered. You are automatically considered
attuned to your own sigils, and thus always ignore the effects
and cannot inadvertently trigger them.

Read magic allows you to identify a sigil of Algos with a
successful Spellcraft check (DC 16). Of course, if the sigil of
Algos is set to be triggered by reading it, this will trigger
the symbol.

The sigil of Algos can be removed by a successful dispe/
magic targeted solely on the rune. A clean spell has no
effect on a sigil of Algos. Destruction of the surface where a
sigil of Algos is inscribed destroys the rune but also triggers
its effects.

Note: Magic traps such as sigil of Algos are hard to detect
and disable. Characters can use the Search skill to find a sigi/
of Algos and the Disable Device skill to thwart it. The DC in
each case is 31.

Material Component: Rare alchemical paints and herbs
(purchase DC 20).

Experience Point Cost: 500 XP.

Failure: Reversal. The sigil affects anyone, including the
caster and any bystanders, who looks at it or reads it.

Sigil of Lyssa

Enchantment (Compulsion) [Mind-Affecting]

Skill Check: Knowledge (arcane lore) DC 35, 7 successes
(and see text); Failure: Two consecutive failed skill checks;
Components: V, S, M, XP; Casting Time: 70 minutes
(minimum); Range: Touch; Effect: 60 ft. burst centered on
magic rune (see text); Duration: 16 minutes (and see text);
Saving Throw: Will negates (DC 18 + caster's Charisma
moadifier); Spell Resistance: Yes

As the sigil of Algos incantation, except that the rune causes
creatures within 60 feet of the rune (treat as a burst) to go
temporarily insane if they fail their Will saves.

Creatures affected by this spell behave randomly for the
next 16 hours, as indicated on the following table:

1d10 Behavior

1 Wander away for 1 minute (unless prevented)
2-6 Do nothing for 1 round

7-9 Attack nearest creature for 1 round

10 Act normally for 1 round

Except on a result of 1, roll again each round on the crea-
ture’s turn to see what the subject does that round. Wandering
creatures leave the scene as if disinterested. Attackers are not
at any special advantage when attacking them. Behavior is
checked at the beginning of each creature’s turn. Any confused
creature that is attacked automatically attacks its attackers on
its next turn. Remove curse won't end the insanity, but a break
enchantment spell or heal incantation will.

Once triggered, the symbol becomes active and glows,
lasting for 16 minutes. Any creature that enters the area while

the sigil of Lyssa is active is subject to its effects, whether or | -
not that creature was in the area when it was triggered. A 3

creature need only save against the symbol once as long as it
remains within the area, though if it leaves the area and
returns while the symbol is still active, it must save again.

Read magic allows you to identify a sigil of Lyssa with a
successful Spellcraft check (DC 18). Of course, if the sigil of
Algos is set to be triggered by reading it, this will trigger
the symbol.

Note: Magic traps such as sigi/ of Lyssa are hard to detect
and disable. Characters can use the Search skill to find a sigi/
of Lyssa and Disable Device to thwart it. The DC in each case
is 33.

Material Component: Rare alchemical paints and herbs
(purchase DC 25).

Experience Point Cost: 700 XP.

Failure: Reversal. The sigil affects anyone, including the
caster and any bystanders, who looks at it or reads it.

Subjugate Outsider

Conjuration (Calling)

Skill Check: Knowledge (arcane lore) DC 33, 6 successes;
Failure: Two consecutive failed skill checks; Compo-
nents: V, S, M, SC, B; Casting Time: 6 hours (minimum);
Range: 55 ft.; Target: One outsider of up to CR 6 (see text);
Duration: Instantaneous (see text); Saving Throw: Will
negates (DC 16 + caster’s Charisma modifier); Spell Resis-
tance: Yes

Casting this incantation attempts a dangerous act: to lure a
creature from another dimension or plane to a specifically
prepared trap. The called creature is held in the trap until it
agrees to perform one service in return for its freedom.

The trap is a ward similar to a magic circle spell, but
focused inward. The type of creature to be bound must be
known and stated. If it has a specific, proper, or given name,
this must be uttered during the incantation. If you wish to call
a vivilor with this incantation, you can choose its abilities just
as if you had cast the summon vivilor spell.

The target creature must attempt a Will saving throw. If
the saving throw succeeds, the creature resists the incanta-
tion. If the saving throw fails, the creature is immediately
drawn to the trap (spell resistance does not keep the creature
from being called). The creature can escape from the trap




with a successful spell resistance roll or a successful

Charisma check (DC 20 + the caster’'s Charisma modifier). It

can try each method once per day. If it breaks loose, it can

flee or attack you.

If the creature does not break free of the trap, you can keep
it bound for as long as you dare. You can attempt to compel
the creature to perform a service by describing the service and
perhaps offering some sort of reward. You make a Charisma
check opposed by the creature’s Charisma check. The GM
then assigns a bonus based on the service and reward, from
+0 to +6. This bonus applies to your Charisma check. If the
creature wins the opposed check, it refuses service. New
offers, bribes, and the like can be made or the old ones reof-
fered every 24 hours. This can be repeated until the creature
promises to serve, until it breaks free, or until you decide to
get rid of it by means of some other spell or incantation (such
as the cast into Shadow incantation). Impossible demands or
unreasonable commands are never agreed to. If you roll a 1 on
the Charisma check, the creature breaks free of the trap and
can escape or attack you.

Once the requested service is completed, the creature
need only so inform you to be instantly sent back whence it
came. The creature might later seek revenge. If you assign
some open-ended task that the creature cannot complete
though its own actions (such as “Wait here” or “Defend this
area against attack”), the incantation remains in effect for a
maximum of ten days, and the creature gains an immediate
chance to break free. Note that a clever recipient can subvert
some instructions.

Options: If you call an outsider of CR 11 to CR 15, the DC for
the incantation is increased by +4. If you call an outsider of CR
16 or higher, the DC for the incantation is increased by +8.

Material Component: Various rare alchemical pigments
(purchase DC 25), which are used to trace a series of symbols
in a circle on the floor. This circle is the trap for the outsider.

Secondary Casters: 12 required (not including primary
caster).

Backlash: All casters (primary and secondary) receive one
negative level (Fortitude save, DC 15, to remove).

Failure: Attack. The called outsider immediately attacks the
casters, and is thereafter roams the world freely for 10 days

. before returning to its home plane or dimension.
' Teleport
~ '‘Conjuration (Teleporting)

Skill Check: Knowledge (arcane lore) DC 31, 5 successes,
and Navigate DC 31, 1 success; Failure: Two consecutive
failed skill checks; Components: V, S, SC, B; Casting

i Time: 60 minutes (minimum); Range: Personal and

' Touch; Target: You, up to six touched willing creatures,
and touched objects weighing up to 500 |b./level; Dura-
tion: Instantaneous; Saving Throw: None; Spell Resis-
tance: No

This incantation instantly transports you to a designated des-
tination up to 1,000 miles away. You can bring along up to
500 pounds of touched objects and up to six additional will-
ing creatures (and their gear or objects up to their maximum
load). All creatures to be transported must be in contact with
one another, and at least one of those creatures must be in

contact with you. The creatures may be the secondary cast-
ers of the incantation, but they don't need to be.

You must have some clear idea of the location and layout of
the destination. You can't simply teleport to the NORAD com-
mand bunker if you don't know where that bunker is, what it
looks like, or what's in it. The clearer your mental image, the
more likely the teleportation works. Areas of strong physical
or magical energies may make teleportation more hazardous
or even impossible.

Options: If you have global positioning system coordinates
for your destination, decrease the Knowledge (arcane lore)
and Navigate check DCs by —2.

Secondary Casters: Three required (not including primary
caster).

Backlash: All casters take 2d6 points of damage.

Failure: Mirrorcast. If the second consecutive Knowledge
(arcane lore) check fails by 5 or less, you arrive off target,
appearing safely a random distance away from the destina-
tion in a random direction. Distance off target is 1d10 x
1d10% of the distance that was to be traveled. For example,
if you tried to travel 120 miles, landed off target, and rolled 5
and 3 on the two d10s, then you would be 15% off target.
That's 18 miles, in this case. The DM determines the direction
off target randomly, such as by rolling 1d8 and designating 1
as north, 2 as northeast, and so forth. If you were teleporting
to a coastal city and wound up 18 miles out at sea, you could
be in trouble.

If the second Knowledge (arcane lore) check fails by 6 or
more, you wind up in an area that's visually or thematically
opposite to the destination. A caster heading for her mountain
stronghold might wind up in an inner-city alley, or deep in a
canyon somewhere. The GM determines the point of arrival.

Creating New Incantations

Designing unique incantations for your URBAN ARCANA cam-
paign is a tricky balancing act. Incantations are intentionally
constructed to be much more idiosyncratic than spells. Since
incantations hinge on Knowledge (arcane lore) checks, it's
possible for characters to gain access to powerful magic
before they—or the campaign—are ready for it.

Incantations are built from building blocks called seeds,
which describe in general terms the magic effect you're trying
to create. When you're designing your own incantation, you'll
first choose which seed (or seeds) you want for the incanta-
tion. Each seed comes with its own Knowledge (arcane lore)
DC, which will serve as the base DC for the incantation you're
designing. If you're designing an incantation with more than
one seed, choose the most important one to provide the
Knowledge (arcane lore) DC. Other seeds add one-third their
Knowledge (arcane lore) DC to the total. For example, the
create clone incantation has /ife as its most important seed
and animate as a second seed. Thus the create clone incan-
tation has a base DC of 43 (33 + 10).

Next you'll apply a number of factors: modifications to the
Knowledge (arcane lore) DC based on the specifics of your
ritual. Increasing the base range of an incantation, for exam-
ple, is a factor that will increase the Knowledge (arcane
lore) DC. Reducing the duration of the incantation, on the
other hand, is a factor that reduces the Knowledge (arcane
lore) DC.




Incantation Definitions
The following terms are used extensively in this section
of the chapter:

Incantation: Powerful ritual magic that requires suc-
cessful Knowledge (arcane lore) checks to cast. Incanta-
tions don't require spellcasting ability, don't take up spell
slots, can't be improved using metamagic feats, and
need not be prepared ahead of time.

Factor: An aspect of the incantation that's built in
when the incantation is designed. Casters have no con-
trol over factors; they're an indelible part of the incanta-
tion. When a GM designs an incantation for an URBAN
ARCANA campaign, factors are useful ways to customize
an incantation.

Option: Aspects of the incantation that make it easier
or harder, depending on choices the caster makes.
Options provide modifiers to the caster’s Knowledge
(arcane lore) check.

Seed: The building blocks of incantation, seeds
describe magical effects in general terms.

The third step is to identify components and options for the
incantation. Some of your choices here may modify the
Knowledge (arcane lore) DC further.

Next, you'll set the effective level of the incantation. In
some respects, incantations are like 6th- through 9th-level
spells. Assess how powerful the incantation is, and assign it
an effective level. The effective level determines a number of
relatively minor aspects to the incantation: how many total
successes are required, the exact save DC of the incantation,
and sometimes its precise range and duration.

Total Successes: Equal to the incantation’s effective
level (minimum 6).

Save DC: Equals 10 + incantation’s effective level +
caster’s Charisma modifier.

Duration and Range: Assume a caster level of twice the
spell’s level, using the same formula a spell would. For exam-
ple an incantation built from a seed with a duration of “min-
utes” would last 12 minutes if it's effectively a 6th-level spell.
The same incantation with Medium range can affect a target
up to 220 feet away.

Finally, you'll decide how to put the new incantation in your
game. Usually, a Research check will suffice to reveal it to the
characters, but some incantations can be powerful tools in
the hands of NPCs.

Create with Caution

Fundamentally, it's important to realize that this system is
meant as a starting point, not the last word. Anytime you have
multiple modifiers to a single DC, the potential for accidental
consequences or intentional abuse is there.

To keep incantations under control in your campaign, avoid
creating incantations with Knowledge (arcane lore) DCs lower
than 30. Conversely, don't allow any feat, class feature, or
magic item that provides a large bonus to Knowledge (arcane
lore) checks. Bonuses of +2 or even +4 are fine, but larger
bonuses might unbalance your game.

GMs should emphasize how much faster, easier, and safer
spells are than incantations. Every incantation you create

should have at least one component that's difficult for the
caster to deal with, such as an experience point cost, expen-
sive material component, or significant backlash. Because
incantations don't require spell slots—or even spellcasting
ability—you need to make sure that characters can't simply
cast incantations repeatedly, stopping only to sleep.

Seed Descriptions
Each seed description hereafter describes the relevant Know!-
edge (arcane lore) check DC for incantations using the seed
and describes typical effects that incantations with that seed
produce. Most of the parameters of the seed (range, duration,
and so on) can be modified for a specific incantation by apply-
ing factors, described in the seed description and in Table
3-1: General Factors.

The following seeds can be used alone or in combination to

create incantations for any purpose. If you're seeking an .

effect not described below, simply choose a seed that approx-
imates what you're looking for, then apply an ad-hoc adjust-
ment as you see fit.

AB —1; NERAL FACTORS
Factor DC modifier
Skill Checks

Requires skill check other than Knowledge

(arcane lore) -1
Casting Time

1 hour between checks -1
Range

Touch to Close/Close to Touch +2/-2

Close to Medium/Medium to Close +2/-2

Medium to Long/Long to Medium +2/-2
Target

Unwilling target must be helpless i

Limited targets (by HD, creature type, etc.) -3

Single target to multiple targets +4
Duration

Rounds to minutes/minutes to rounds +2/-2

Minutes to hours/hours to minutes +4/-2

Hours to days /days to hours +6/-2

Days to permanent/permanent to days +10/-4
Material Components

Expensive component (purchase DC 20-24) -1

Expensive component (purchase DC 25-29) -2

Expensive component (purchase DC 30+) —4

Expensive focus (purchase DC 25-29) -1

Expensive focus (purchase DC 30+) -2
XP Cost

per 100 XP (max 1,000 XP) -1
Extra Casters

Up to 10 secondary casters -2

11-100 secondary casters —6

101+ secondary casters -10
Backlash

Per 2d6 points of damage -1

Caster is exhausted -2

Per negative level caster suffers —2

Caster reduced to —1 hp -3

Caster infected with disease —4

Backlash affects secondary casters too -1




Seed: Afflict

Enchantment (Compulsion) [Fear, Mind-Affecting]

Knowledge (arcane lore) DC: 30; Range: Close; Target:
One living creature; Duration: Minutes; Saving Throw:
Will negates; Spell Resistance: Yes

You afflict the target with a —2 morale penalty on attack rolls,

checks, and saving throws. For each additional —1 penalty

assessed on either the target's attack rolls, checks, or saving
throws, increase the Knowledge (arcane lore) check DC by +2.

You may also develop an incantation with this seed that

afflicts the target with a —1 penalty on caster level checks, a
—1 penalty to an ability score, a—1 penalty to spell resistance,
or a —1 penalty to some other aspect of the target. For each
additional —1 penalty assessed in one of the above cate-
gories, increase the Knowledge (arcane lore) check DC by +4.

You can afflict a character’s ability scores to the point

where they reach 0, save for Constitution where 1 is the min-
imum. If you're applying ability penalties, you can't lengthen
the duration. Instead, you can increase the Knowledge
(arcane lore) check DC by +2 to turn the penalties into tempo-
rary ability damage, or increase the Knowledge (arcane lore)
DC by +10 to turn the penalties into permanent ability drain.

If you increase the Knowledge (arcane lore) check DC by

+2, you can afflict whichever one of the target’s senses you
select: sight, touch, hearing, taste, touch, or a special sense
the target possesses. If the target fails its saving throw, the
sense you select doesn't function for the spell’s duration,
with all attendant penalties that apply for losing the speci-
fied sense.

Options: Useful options for incantations with the afflict
seed include having a hair, fingernail, or other part of the
target (+2 bonus); having the target present and helpless
during the incantation (+6 bonus); or building an elaborate
model or doll of the target (+4 bonus).

Seed: Animate Dead

Necromancy

Knowledge (arcane lore) DC: 34; Range: Touch; Targets:
One or more corpses touched; Duration: Instantaneous;
Saving Throw: None; Spell Resistance: No

¢
i

“You can turn the bones or bodies of dead creatures into
- undead that follow your spoken commands. The undead can
- ‘follow you, or they can remain in an area and attack any crea-

ture (or a specific type of creature) entering the place. The
undead remain animated until they are destroyed. (A
destroyed undead can't be animated again.) Intelligent

* undead can follow more sophisticated commands.

*| . The animate dead seed (which is more potent than the ani-
mate dead spell presented in the dZ0 Modern Roleplaying
Game) allows you create 20 HD of undead. For each additional
1 HD of undead created, increase the Knowledge (arcane lore)
check DC by +1.

The undead you create remain under your control indefi-
nitely. You can naturally control 20 HD of undead creatures
you've personally created, regardless of the method you
used. If you exceed this number, newly created creatures fall
under your control, and excess undead from previous cast-
ings become uncontrolled (you choose which creatures are

released). Any undead you command through a class-based
ability to command or rebuke undead do not count toward
the limit.

For each additional 2 HD of undead to be controlled,
increase the Knowledge (arcane lore) check DC by +1. Only
undead in excess of 20 HD created with this seed can be con-
trolled using this DC adjustment. If you want to both create
and control more than 20 HD of undead, increase the Knowl-
edge (arcane lore) DC by +3 per additional 2 HD of undead.

Type of Undead: All types of undead can be created with
the animate dead seed, although creating more powerful
undead increases the Knowledge (arcane lore) check DC,
according to the chart below. The GM must set the Knowl-
edge (arcane lore) check DC for undead not included on the
chart, using similar undead as a basis for comparison.

Knowledge

(arcane lore)
Undead DC Modifier
Medium or smaller skeleton -12
Medium or smaller zombie -12
Animating spirit —10
Frightful spirit -8
Large skeleton -8
Large zombie -6
Groaning spirit —5
Small or smaller liquefied zombie —4
Medium liquefied zombie —2
Weakening spirit +0
Mummy +0
Large liquefied zombie +0
Possessing spirit +2
Huge skeleton +2
Huge liquefied zombie +2
Ash wraith +4
Huge zombie +4
Gargantuan or Colossal skeleton +6
Gargantuan or Colossal zombie +8
Gargantuan liquefied zombie +8
Colossal liquefied zombie +10
Vampire Hit Dice + 4

Seed: Armor

Conjuration (Creation)

Knowledge (arcane lore) DC: 30; Range: Touch;
Target: Creature touched; Duration: Hours (D); Saving
Throw: Will negates (harmless); Spell Resistance:
Yes (harmless)

You grant a creature additional armor, providing a +4 bonus
to Defense. The bonus is either an equipment bonus or a nat-
ural armor bonus, whichever you select. Unlike mundane
armor, the armor seed provides an intangible protection that
entails no armor check penalty, arcane spell failure chance, or
speed reduction. Incorporeal creatures can't bypass the armor
seed the way they can ignore normal armor. For each addi-
tional point of Defense bonus, increase the Knowledge
(arcane lore) check DC by +2.

You can also grant a creature a +1 bonus to Defense with
different bonus types, including deflection, insight, sacred, or




others. For each additional point of Defense bonus in one of  and dispersing throughout the immediate area. QOutsiders
these types, increase the Knowledge (arcane lore) check DC  likewise disappear to a place beyond Shadow, though some

by +10. eventually find their way back with dim memories of their pre-

vious sojourn in the mundane world. Other creatures simply
Seed: Banish reappear wherever they were before they were summoned.
Abjuration

Knowledge (arcane lore) DC: 34; Range: Close; Tar- Seed: Compel
gets: One or more summoned or called creatures, notwo ~ Enchantment (Compulsion) [Mind-Affecting, Language-
of which can be more than 30 ft. apart; Duration: Instan-  Dependent]
taneous; Saving Throw: Will negates; Spell Resis- Knowledge (arcane lore) DC: 30; Range: Close; Target:
tance: Yes One living creature; Duration: Hours (D); Saving Throw:
Will negates; Spell Resistance: Yes
You force summoned or called creatures back to where they
came from. You can banish up to 14 HD of such creatures. For ~ You compel a target to follow a specified course of activity.
each additional Hit Die of creatures you banish, increase the At the basic level of effect, an incantation using the
Knowledge (arcane lore) check DC by +1. To banish a creature  compel seed must be worded in such a manner as to make the

that's not summoned or called, increase the Knowledge activity sound reasonable. Asking the creature to stab itself, . -

(arcane lore) check DC by +6 if the target creatures are limited  throw itself onto a spear, immolate itself, or do some other ‘3
to elementals and outsiders, or by +10 if the target creatures  obviously harmful act automatically negates the effect. How-
are of a different type. ever, urging a dragon to stop attacking your friends so that
In general, creatures return whence they came. Some crea-  everyone could jointly assault a mob safehouse elsewhere is
tures, such as vivilars, return to the edge of Shadow. Elemen-  a reasonable use of the incantation’s power.
tals fade into nothingness, their elemental nature suffusing The compelled course of activity can continue for the
entire duration, such as in the case of the dragon mentioned
above. If the compelled activity can be completed in a
shorter time, the incantation ends when the subject finishes
what he was asked to do. You can instead specify conditions
that will trigger a special activity during the duration. For
example, you might compel a rock star to give her the first
panhandler she meets a ride in her limo. If the condition is
not met before the incantation using this seed expires, the
activity is not performed.

Seed: Conceal

[llusion

Knowledge (arcane lore) DC: 30; Range: Personal or
touch; Target: You or a creature or object up to 2,000 Ib;;
Duration: Minutes; Saving Throw: None or Will negates
(harmless, object); Spell Resistance: No or Yes (harm-
less, object)

You can conceal a creature or object touched from sight,
even from darkvision. If the target is a creature carry-
ing gear, the gear vanishes, too, rendering the crea-
ture invisible, with all the rules that apply to
invisibility. An incantation using the conceal seed
ends if the subject attacks any creature. Actions
directed at unattended objects do not break the
incantation, and causing harm indirectly is not
an attack. To create invisibility that lasts
regardless of the actions of the subject,
increase the Knowledge (arcane lore) check
DC by +4.

Alternatively, you can conceal the exact
location of the subject so that it appears
to be about 2 feet away from its true
location; this increases the Knowledge
(arcane lore) check DC by +2. The sub-
ject benefits from a 50% miss chance
as if it had full concealment. However,




unlike actual full concealment, this displacement effect does
not prevent enemies from targeting him normally.

The conceal seed can also be used to block out divinatory
spells such as scrying spells, spell-like effects, and incanta-
tions developed using the reveal seed; this increases the
Knowledge (arcane lore) check DC by +6. In all cases where
incantations are used against the subject of a incantation
using the conceal seed for this purpose, an opposed Know!-
edge (arcane lore) check determines which incantation works.

Seed: Conjure

Conjuration (Creation)

Knowledge (arcane lore) DC: 30; Range: 0 ft.; Effect:
Unattended, nonmagical object of nonliving matter,
20 cu. ft.; Duration: Hours; Saving Throw: None; Spell
Resistance: No

You create a nonmagical, unattended object of up to 20 cubic
feet. You must succeed at an appropriate skill check to make
a complex item, such as a Craft (mechanical) check to make a
motorcycle. The object can be composed of any organic or
manufactured subtance (or combination of substances) with a
hardness of 10 or less. For each additional cubic foot of matter
created, increase the Knowledge (arcane lore) DC by +2.

Attempting to use any created object as a material compo-
nent causes the spell or incantation to fail and the object to
disappear.

Seed: Contact

Divination

Knowledge (arcane lore) DC: 30; Range: See text; Tar-
gets: One other creature; Duration: Hours; Saving
Throw: None; Spell Resistance: No

You forge a telepathic bond with a particular creature with
whom you are familiar (or can currently see directly or through
magical means) and can converse back and forth. The subject
recognizes you if it knows you. It can answer in like manner
immediately, though it does not have to.
You can forge a communal bond among more than two
creatures. For each additional creature contacted, increase
) the Knowledge (arcane lore) check DC by +1. The bond can be
“established only among willing subjects. For telepathic com-
- munication through the bond regardless of language, increase
- 'the Knowledge (arcane lore) check DC by +4. No special influ-
ence is established as a result of the bond, only the power to
communicate at a distance.

: Seed: Delude

llusion

Knowledge (arcane lore) DC: 30; Range: Long; Effect:
Visual figment that can extend up to 12 10-ft. cubes (S);
Duration: Minutes; Saving Throw: Will disbelief (if

interacted with); Spell Resistance: No

An incantation developed with the delude seed creates the
visual illusion of an object, creature, or force, as visualized by
you. You can move the image within the limits of the size of
the effect by concentrating (the image is otherwise station-
ary). The image disappears when struck by an opponent

unless you cause the illusion to react appropriately. For an
illusion that includes audible, olfactory, tactile, taste, and
thermal aspects, increase the Knowledge (arcane lore) check
DC by +2 per extra aspect. Even realistic tactile and thermal
illusions can't deal damage, however.

For each additional image with the effect, increase the
Knowledge (arcane lore) check DC by +1. For an illusion that
follows a script determined by you, increase the Knowledge
(arcane lore) check DC by +2. The illusion can include intelli-
gible speech if you wish.

For an illusion that makes any area appear to be something
other than it is (such as making a swamp appear as a grass-
land or a village), increase the Knowledge (arcane lore) check
DC by +4. Additional components, such as sounds, can be
added as noted above. Concealing creatures requires addi-
tional incantation development using this or other seeds.

Seed: Destroy

Transmutation

Knowledge (arcane lore) DC: 30; Range: Long; Targets: 1
creature, or up to a 10-foot cube of nonliving matter; Dura-
tion: Instantaneous; Saving Throw: Fortitude half; Spell
Resistance: Yes

You deal 10d6 points of damage to the target. The damage is
of no particular type or energy—it is purely destructive. For
each additional 1d6 points of damage dealt, increase the
Knowledge (arcane lore) check DC by +2. If the target is
reduced to —10 hit points or less (or a construct, object, or
undead is reduced to 0 hit points), it is destroyed as if disin-
tegrated, leaving behind only a trace of fine dust. Up to a 10-
foot cube of nonliving matter is affected, so an incantation
using the destroy seed destroys only part of any very large
object or structure targeted.

The destroy seed affects even magical matter, energy
fields, and force effects that are normally immune to damage,
such as wall of force. Such effects are automatically
destroyed. Incantations using the ward seed may also be
destroyed, though you must succeed at an opposed Knowl-
edge (arcane lore) check against the other caster to bring
down such an effect.

Seed: Dispel

Abjuration

Knowledge (arcane lore) DC: 30; Range: Medium; Target:
One creature or object; Duration: Instantaneous; Saving
Throw: None; Spell Resistance: No

You can end ongoing spells and incantations that have been
cast on a creature or object, temporarily suppress the magical
abilities of a magic item, or end ongoing spells and incanta-
tions (or at least their effects) within an area. A dispelled spell
ends as if its duration had expired. The dispe/ seed can defeat
all spells, even those not normally subject to dispel magic.
The dispel seed can dispel (but not counter) the ongoing
effects of supernatural abilities as well as spells, and it
affects spell-like effects just as it affects spells.

One object, creature, or spell is the target of the dispel
seed. You make a dispel check against the spell or against
each ongoing spell currently in effect on the object or crea-




ture. A dispel check is 1d20 + 10 against a DC of 11 + the
target spell’s caster level. For each additional +1 on your
dispel check, increase the Knowledge (arcane lore) check
DC by +1.

If you target an object or creature that is the effect of an
ongoing spell (such as a vivilor summoned by a summon
vivilor spell), make a dispel check to end the spell that con-
jured the object or creature.

If the object you target is a magic item, you make a dispel
check against the item’s caster level. If you succeed, all the
item’s magical properties are suppressed for 1d4 rounds, after
which the item recovers on its own. A suppressed item
becomes nonmagical for the duration of the effect. An
extradimensional space targeted by the dispel is destroyed,
and anything within it is instantly ejected. A magic item's
physical properties are unchanged.

You automatically succeed at your dispel check against any
spell that you cast yourself.

Seed: Energy

Evocation [Acid, Fire, Electricity, Cold, or Sonic/Concussion]

Knowledge (arcane lore) DC: 30; Range: Medium, or
touched creature or object of up to 2,000 Ibs.; Area: A bolt
5 ft. wide to 300 ft. long; or 5-ft.-radius emanation; or a
wall whose area is up to one 200-ft. square; or a sphere or
hemisphere with a radius of up to 20 ft.; Duration: Instan-
taneous or hours; Saving Throw: Reflex half, Spell
Resistance: Yes

You can work with whichever one of five energy types you
choose: acid, cold, electricity, fire, or sonic/concussion. You
can cast the energy forth as a bolt, imbue an object with the
energy, or create a freestanding manifestation of the energy.

If your incantation developed using the energy seed
releases a bolt, that bolt instantaneously deals 10d6 points of
damage of the appropriate energy type, and all creatures in
bolt's area must make a Reflex save for half damage. For each
additional 1d6 points of damage dealt, increase the Knowl-
edge (arcane lore) check DC by +2. The bolt begins at your fin-
gertips. If you wish to imbue another creature with the ability
to use an energy bolt as a spell-like ability at its option or
when a particular condition is met, increase the Knowledge
(arcane lore) check DC by +12.

You can also cause a creature or object to emanate the
specific energy type to a radius of 10 feet. The emanated
energy deals 2d6 points of energy damage per round against
unprotected creatures (the target creature is susceptible if not
separately warded or otherwise resistant to the energy). For
each additional 1d6 points of damage emanated, increase the
Knowledge (arcane lore) check DC by +2.

You may also create a wall, half-circle, circle, dome, or
sphere of the desired energy that emanates the energy. One
side of the wall, selected by you, sends forth waves of energy,
dealing 2d4 points of energy damage to creatures within 10
feet and 1d4 points of energy damage to those past 10 feet
but within 20 feet. The wall deals this damage when it
appears and each round that a creature enters or remains in
the area. In addition, the wall deals 6d6 points of energy
damage to any creature passing through it. The wall deals
double damage to undead creatures, provided the undead

creature is not immune to the selected energy type. For each
additional 1d6 points of damage, increase the Knowledge
(arcane lore) check DC by +2.

You can also use the energy seed to create an incantation
that carefully releases and balances the emanation of cold,
electricity, and fire, creating specific weather effects for a
period of 24 hours. Using the energy seed this way has a
base Knowledge (arcane lore) check DC of 34. The area
extends to a two-mile-radius centered on you. Once the
incantation is cast, the weather takes 10 minutes to mani-
fest. With the base use, you can't directly target a creature or
object, though indirect effects are possible. But you can
create cold snaps, heat waves, thunderstorms, fogs, bliz-
zards—even a tornado that moves randomly in the affected
area. Creating targeted damaging effects requires an addi-
tional use of the energy seed.

Seed: Foresee

Divination

Knowledge (arcane lore) DC: 32; Range: Personal;
Target: You; Duration: Instantaneous (see text)

You can foretell the immediate future, or gain information
about specific questions.

You are 90% likely to receive a meaningful reading of the
future of the next 30 minutes. If successful, you know whether
a particular action will bring good results, bad results, or no
result. For each additional 30 minutes into the future, multiply
the Knowledge (arcane lore) check DC by 2.

For better results, you can pose up to ten specific ques-
tions (one per round while you concentrate), but the base
Knowledge (arcane lore) check DC for such an attempt is 32.
Your questions reverberate through dimension interstices be-
yond the veil of Shadow, seeking an answer from some will-
ing entity. The answers return in a language you understand,
but use only one-word answers such as “yes,” “no,”
“maybe,” “never,” “irrelevant,” or some other one-word
answer. All questions answered are 90% likely to be
answered truthfully. However, a specific incantation using
the foresee seed can only be cast once every five weeks.

The foresee seed is also useful for incantations requiring
specific information before functioning, such as those that
use the reveal and transport seeds.

You can also use the foresee seed to gain one basic piece
of information about a living target: location, level, class,
alignment, or other special ability (or an object’s magical abil-
ities, if any). For knowledge revealed in each additional cate-
gory, increase the Knowledge (arcane lore) check DC by +2. To
obtain information about an object, increase the Knowledge
(arcane lore) check DC by +4.

Seed: Fortify

Transmutation

Knowledge (arcane lore) DC: 30; Range: Touch; Target:
Creature touched; Duration: Hours; Saving Throw: Will
negates (harmless); Spell Resistance: Yes (harmless)

Incantations using the fortify seed grant a +1 enhancement
bonus to whichever ane of the following you choose:




¢ Any one ability score.

e Any one kind of saving throw.
e Spell resistance.

e Natural armor bonus.

The fortify seed can also grant energy resistance 1 for one
energy type or 1 temporary hit point. For each additional +1
bonus, point of energy resistance, or hit point, increase the
Knowledge (arcane lore) check DC by +2.

The fortify seed has a base Knowledge (arcane lore) check
DC is 34 if it grants a +1 bonus of a type other than enhance-
ment (such as luck or insight). For each additional +1 bonus of
a type other than enhancement, increase the Knowledge
(arcane lore) check DC by +4. If you apply a factor to make the
duration permanent, the bonus must be an inherent bonus,
and the maximum inherent bonus allowed is +5.

The fortify seed can also grant SR 22, and each additional
point of spell resistance increases the Knowledge (arcane
lore) check DC by +4 (each —1 to spell resistance reduces the
Knowledge (arcane lore) check DC by —2). If an incantation
with the fortify seed grants an inanimate object an ability
score it wouldn't normally possess (such as Intelligence), the
incantation must also incorporate the /ife seed.

The fortify seed can also grant damage reduction 10/+1.
For each additional point of damage reduction, increase the
Knowledge (arcane lore) check DC by +1. For each additional
point of required weapon enhancement above +1, increase
the Knowledge (arcane lore) check DC by +3. For example, a
damage reduction of 15/+3 would increase the Knowledge
(arcane lore) DC check by a total of +11.

Seed: Heal

Conjuration (Healing)

Knowledge (arcane lore) DC: 32; Range: Touch; Target:
Creature touched; Duration: Instantaneous; Saving
Throw: Yes (harmless; see text); Spell Resistance: Yes
(harmless)

Incantations developed with the heal seed channel positive
energy into a creature to wipe away disease and injury. Such an
incantation completely cures all diseases, blindness, deafness,

. hit point damage, and temporary ability damage. To restore per-

“manent ability damage, increase the Knowledge (arcane lore)

- check DC by +4. The heal seed neutralizes poisons in the sub-
-~ ‘ject’s system so that no additional damage or effects are suf-

fered. It offsets feeblemindedness and cures mental disorders
caused by spells or injury to the brain. It dispels all magical
effects penalizing the character's abilities, including effects
° caused by spells and even incantations developed with the
“lafflict seed. Only a single application of the incantation is
needed to simultaneously achieve all these effects. It does not
restore levels or Constitution points lost due to death.
To dispel all negative energy levels afflicting the target,
increase the Knowledge (arcane lore) check DC by +2.

Seed: Life

Conjuration (Healing)

Knowledge (arcane lore) DC: 33; Range: Touch; Target:
Dead creature touched; Duration: Instantaneous; Saving
Throw: None (see text); Spell Resistance: Yes (harmless)

An incantation developed with the /ife seed will restore life
and complete vigor to any deceased creature. The condition of
the remains is not a factor. So long as some small portion
of the creature’s body still exists, it can be returned to life,
but the portion receiving the incantation must have been part
of the creature’s body at the time of death.

The creature is immediately restored to full hit points, vigor,
and health, with no loss of prepared spells. However, the sub-
ject loses 1 level (or 1 point of Constitution if the subject was
1st level). You cannot revive someone who has died of old age.

You can also use the /ife seed to give an animal or plant a
soul, personality, and sentience. For each point of Intelli-
gence, Wisdom, or Charisma you give your creation, increase
the Knowledge (arcane lore) check DC by +1. You can't create
a creature with a higher Intelligence, Wisdom, or Charisma
than you have.

The newly sentient animal or plant is friendly toward you.
The newly sentient creature understands one language auto-
matically; to give the creature the ability to speak, increase
the Knowledge (arcane lore) check DC by +1.

Seed: Reflect

Abjuration

Knowledge (arcane lore) DC: 32; Range: Personal;
Target: You; Duration: Until expended or 12 hours

Attacks targeted against you rebound on the original
attacker. Each use of the reflect seed in an incantation is
effective against one type of attack only: spells (and incan-
tations and spell-like effects), ranged attacks, or melee
attacks. To reflect an area spell, where you are not the
target but are caught in the vicinity, increase the Knowledge
(arcane lore) check DC by +8. A single successful use of
reflect expends its protection.

Incantations developed with the reflect seed against spells
and spell-like effects return spell effects of up to 1st level. For
each additional level of spells to be reflected, increase the
Knowledge (arcane lore) check DC by +6. Other incantations
are treated as 6th-level spells for this purpose.

Against 0- to bth-level spells, the desired effect is auto-
matically reflected. An opposed Knowledge (arcane lore)
check is required when the reflect seed is used against
another incantation. If the enemy caster gets his incantation
through by winning the Knowledge (arcane lore) check, the
incantation using the reflect seed is not expended, just
momentarily suppressed.

If the reflect seed is used against a melee attack or ranged
attack, five such attacks are automatically reflected back on
the original attacker. For each additional attack reflected,
increase the Knowledge (arcane lore) check DC by +4. The
reflected attack rebounds on the attacker using the same
attack roll. Once the allotted attacks are reflected, the incan-
tation using the reflect seed is expended.

Seed: Reveal

Divination

Knowledge (arcane lore) DC: 30; Range: See text; Effect:
Magical sensor; Duration: Minutes (D); Saving Throw:
None; Spell Resistance: No




You can hear or see some distant location almost as if you
were there. To both hear and see, increase the Knowledge
(arcane lore) check DC by +2. Distance is not a factor, but
the locale must be known—a place familiar to you or an
obvious one (such as behind a door, around a corner, orina
grove of trees). The incantation creates an invisible sensor,
similar to that created by a scrying spell, that can be dis-
pelled. Lead sheeting or magical protection (such as non-
detection) blocks the incantation, and you sense that the
incantation is so blocked.

If you prefer to create a mobile (speed 30 feet) sensor that
you control, increase the Knowledge (arcane lore) check DC by
+2. To allow magically enhanced senses to work through an
incantation built with the reveal seed, increase the Knowl-
edge (arcane lore) check DC by +4.

To cast any spell whose range is Touch or greater from the
sensor instead of you, increase the Knowledge (arcane lore)
check DC by +6; however, you must maintain line of effect to
the sensor at all times. If your line of effect is obstructed, the
incantation ends.

Increase the Knowledge (arcane lore) check DC by +6 if you
use the reveal seed to pierce illusions and see things as they
really are. You can see through normal and magical darkness,
notice secret doors hidden by magic, see the exact locations
of creatures or objects under bluror displacement effects, see
invisible creatures or objects normally, see through illusions,
and see the true form of polymorphed, changed, or trans-
muted things. The range of such sight is 120 feet. The reveal
seed cannot identify creatures or objects within extradimen-
sional spaces.

Seed: Slay

Necromancy [Death]

Knowledge (arcane lore) DC: 34; Range: Medium; Target:
One living creature; Duration: Instantaneous; Saving
Throw: Fortitude partial; Spell Resistance: Yes

An incantation developed using the slay seed snuffs out
the life force of a living creature, killing it instantly. The
slay seed kills a creature of up to 20 HD. The subject is
entitled to a Fortitude saving throw to survive the attack. If
the save is successful, it instead takes 4d6 points of
damage. For each additional 20 HD affected (or each addi-
tional creature affected), increase the Knowledge (arcane
lore) check DC by +8.

Alternatively, you can use the slay seed in an incantation to
suppress the life force of the target by bestowing 2d4 nega-
tive levels on the target (the incantation bestows half as many
negative levels on a successful Fortitude save). For each addi-
tional 1d4 negative levels bestowed, increase the Knowledge
(arcane lore) check DC by +4. If the subject has at least as
many negative levels as Hit Dice, it dies. Assuming the sub-
ject survives, the negative levels will become permanently
drained levels 24 hours later if the subject fails a Fortitude
saving throw.

Seed: Summon

Conjuration (Summoning)

Knowledge (arcane lore) DC: 32; Range: Close; Effect:
One summoned creature; Duration: Rounds (D); Saving
Throw: Will negates (see text); Spell Resistance: Yes
(see text)

You can summon an outsider. It appears where you designate
and acts immediately, on your turn, if its spell resistance is
overcome and it fails a Will saving throw. It attacks your
opponents to the best of its ability. If you can communicate
with the outsider, you can direct it not to attack, to attack par-
ticular enemies, or to perform other actions.

The incantation conjures an outsider you select of CR 6 or
less. For each +1 CR of the summoned outsider, increase the
Knowledge (arcane lore) check DC by +2.

If you increase the Knowledge (arcane lore) check DC by +6, . -

you can summon a creature of CR 6 or less from another mon- 5
ster type, such as giant, aberration, or undead.

For each +1 CR of the summoned creature, increase the
Knowledge (arcane lore) check DC by +2. The summoned crea-
ture is assumed to have been plucked from some faraway
place (perhaps somewhere beyond Shadow). The summoned
creature attacks your opponents to the best of its ability, or if
you can communicate with it, it will perform other actions.
However, the summoning ends if the creature is asked to per-
form a task inimical to its nature, such as commanding a good
creature to attack an innocent, or commanding any creature to
commit suicide.

Seed: Transform

Transmutation

Knowledge (arcane lore) DC: 32; Range: Close; Target:
One creature or inanimate, nonmagical object; Duration:
Hours; Saving Throw: Fortitude negates (and see text);
Spell Resistance: Yes

Incantations using the transform seed change the subject into
another form of creature or object. The new form can range in
size from Diminutive to one size larger than the subject's
normal form. If you want transform a creature into a nonmag-
ical, inanimate object, increase the Knowledge (arcane lore)
check DC by +10. If you want to change a creature of one type
into another type (for example, undead to outsider), increase
the Knowledge (arcane lore) check DC by +5.

Transformations involving nonmagical inanimate sub-
stances with hardness are more difficult; for each 2 points
of hardness, increase the Knowledge (arcane lore) check DC
by +1.

The transform seed can also change its target into some-
one specific. To transform an object or creature into the
specific likeness of another individual, increase the Knowl-
edge (arcane lore) check DC by +6. If the transformed crea-
ture doesn't have the level or Hit Dice of its new likeness, it
can only use the abilities of the creature at its own level or
Hit Dice.

If slain or destroyed, the transformed creature or object
reverts to its original form. The subject’s equipment, if any,
remains untransformed.




The transformed creature or object acquires the physical
and natural abilities of the creature or object it has been
changed into while retaining its own mind and mental ability
scores. Mental abilities include personality, Intelligence,
Wisdom, and Charisma scores, level and class, hit points
(despite any change in its Constitution score), alignment, base
attack bonus, base saves, extraordinary abilities, spells, and
spell-like abilities, but not its supernatural abilities. Physical
abilities include natural size and Strength, Dexterity, and
Constitution scores. Natural abilities include armor, natural
weapons, and similar gross physical qualities (presence or
absence of wings, number of extremities, etc.), and possibly
hardness. Creatures transformed into inanimate objects do
not gain the benefit of their untransformed physical abilities,
and may well be blind, deaf, dumb, and unfeeling.

The transformed subject can have no more Hit Dice than
you have or that the subject has (whichever is greater). In any
case, for each Hit Die the assumed form has above 15 HD,
increase the Knowledge (arcane lore) check DC by +2.

Seed: Transport

Conjuration (Teleporting)

Knowledge (arcane lore) DC: 32; Range: Touch; Target:
You and touched objects or other touched willing creatures
weighing up to 500 |b.; Duration: Instantaneous; Saving
Throw: None and Will negates (object, subject); Spell
Resistance: No and Yes (object, subject)

Incantations using the transport seed instantly transport you
to a designated destination up to 1,000 miles away. For each
additional 500 miles you wish to travel, increase the Knowl-
edge (arcane lore) check DC by +2.
For each additional 50 pounds in objects (beyond the base
500 pounds), increase the Knowledge (arcane lore) check DC by
+2. To bring along willing creatures, increase the Knowledge
(arcane lore) check DC by +2 per three additional creatures.
You need not make a saving throw, nor is spell resistance
applicable to you. Only objects worn or carried (attended) by
another unwilling creature receive saving throws and spell
resistance. For an incantation intended to transport unwill-
ing creatures, increase the Knowledge (arcane lore) check
. DCby +6.
You must have at least a reliable description of the place to
- which you are transporting. If you attempt to use the trans-
- 'port seed with insufficient or misleading information, you dis-
appear and simply reappear in your original location.

Seed: Ward
° Abjuration
“/Knowledge (arcane lore) DC: 30; Range: Touch; Target:
Creature or object of 1,000 Ibs. or less touched; or 10-ft.-
radius spherical emanation, centered on you; Duration:
Hours (D); Saving Throw: None; Spell Resistance: Yes

You can grant a creature protection from damage of a speci-
fied type. You can protect a creature from standard damage or
from energy damage. You can protect a creature or area from
magic. Alternatively, you can hedge out a type of creature
from a specified area.

A ward against standard damage protects a creature from
two of the following damage types: ballistic, bludgeoning,
piercing, and slashing. For a ward against all types, increase
the Knowledge (arcane lore) check DC by +4. Each round, the
incantation created with the ward seed absorbs the first 5
points of damage the creature would otherwise take, regard-
less of whether the source of the damage is natural or magi-
cal. For each additional point of protection, increase the
Knowledge (arcane lore) check DC by +2.

A ward against energy grants a creature protection from
whichever one you select of the five energy types: acid, cold,
electricity, fire, or sonic/concussion. Each round, the incanta-
tion absorbs the first 5 points of damage the creature would
otherwise take from the specified energy type, regardless of
whether the source of damage is natural or magical. The
incantation protects the recipient’s equipment as well. For
each additional point of protection, increase the Knowledge
(arcane lore) check DC by +1.

A ward against a specific type of creature prevents bodily
contact from whichever one of several monster types you
select from the Chapter Eight: Friends and Foes of the d20
Modern Roleplaying Game (giants, humanoids, or outsiders,
for example). This causes the natural weapon attacks of such
creatures to fail and the creatures to recoil if such attacks
require touching the warded creature. The protection ends if
the warded creature makes an attack against or intentionally
moves within 5 feet of the blocked creature. Spell resistance
can allow a creature to overcome this protection and touch
the warded creature.

A ward against magic creates an immobile, faintly shim-
mering magical sphere (with radius 10 feet) that surrounds
you and excludes all spell effects of up to 1st level. Alter-
natively, you can ward just the target and not create the
radius effect. For each additional level of spells to be
excluded, increase the Knowledge (arcane lore) check DC by
+6. The area or effect of any such spells does not include
the area of the ward, and such spells fail to affect any
target within the ward. This includes spell-like abilities and
spells or spell-like effects from magic items. However, any
type of spell can be cast through or out of the ward. You can
leave and return to the protected area without penalty
(unless the incantation specifically targets a creature and
does not provide a radius effect).

Instead of creating an incantation that uses the ward seed
to nullify all spells of a given and lower level, you can create
a ward that nullifies a specific spell (or specific set of spells).
For each specific spell so nullified, increase the Knowledge
(arcane lore) check DC by only +1 per spell level above 1st. For
example, if you want to create an incantation that protects
you specifically against charm person and dominate, the
Knowledge (arcane lore) check DC would increase by +0 and
+4, respectively.

The ward could be brought down by a targeted dispe/
magic spell. Incantations using the dispe/ seed may bring
down a ward if the enemy spellcaster succeeds at a caster
level check.
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he d20 Modern Roleplaying Game contains the basic

rules for creating FX items. What follows are a . -

number of FX items suitable to an URBAN ARCANA campaign.

Even in the Ursan ARcana Campaign Setting, magic items
are rare and wondrous things, well beyond the reach of most
ordinary folk. Low-level characters might
stumble upon one in the course of an
adventure, while mid- to high-level char-
acters could amass a small trove
of a half-dozen items to spread
among themselves. Through their
travails, high-level characters
may even gain access to an arti-
., fact (a particularly powerful
& item). Although the GM ulti-
g’ mately controls the proliferation
of magic items, as a general
I~ rule magic items should be dis-
F tributed sparingly. A minor,
well-equipped URBAN ARCANA vil-
lain might possess one, possibly two,
single-use items (such as potions and
scrolls). A major villain might possess a
-- “ handful of single-use items as well as one or
=\ w0 more powerful items.

Although purchase DCs are given for all
of the magic items, characters are more
likely to find magic items than buy them.
Even in the URBAN ARCANA setting, magic
item vendors are few and far between.

Intrepid characters might locate an
fl occultist or artificer with a few items
| stashed away, or they might be able to
dl acquire items at private auctions. But for the
most part, characters acquire magic items
as treasure, either by defeating power-
ful adversaries or by completing
major story goals.

»i
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Stephanie goes to town in
her demonic biker’s jacket




Magic Items and Mundanes

For the most part, magic items won't function for a mun-
dane. Sure, the mundane might feel joy and attachement to
such an item, or perhaps fear and loathing, depending on
the person and the function of the item, but rarely does a
mundane recognize and understand asuch an item for what
it truly is. Remember, most of the world doesn't believe in
magic or the supernatural. So, for these people, a magic
item that actually operates while in their possession is
either seen as a trick or a special effect, or the person con-
vinces himself that he didn't really see what he thinks he
just saw. In some cases, such an event might disturb a mun-
dane to such an extent that psychological harm occurs.

ARNOR AND SHIELDS

Below are some examples of modern-day magical armor and
shields. See Chapter Two: Equipment for general rules and
information about armor and shields.

Bulletproof Shirt
This light shirt provides the same protection as a +7 leather
jacket. In addition, the wearer gains the benefits of a contin-
uous protection from arrows/bullets spell (damage reduction
5/+1 against arrows, bullets, and crossbow bolts).

Type: Armor (magic); Caster Level: 3rd; Purchase DC: 22;
Weight: 1 |b.

Riot Shield of Fear
Introduced by police forces that employ magical gear, this riot
shield provides an enhancement bonus to Defense (+1 to +3).
At its wielder's command, the shield can also cast cause fear
three times per day as a 3rd-level Acolyte.

Type: Armor (magic); Caster Level: 3rd; Purchase DC: 26
(+1), 31 (+2), 36 (+3); Weight: 6 Ib.

Scalemail of the Silver Dragon
Artificers working for the Knights of the Silver Dragon (see
Chapter Six: Organizations) fashion suits of silvery scalemail
for high-ranking warriors of the order. This suit, which weighs
half as much as a normal suit of scalemail, provides an
©._enhancement bonus to Defense (+1 to +3). In addition, the
“, armor has an arcane spell failure chance of 10%, a maximum
. Dexterity bonus of +6, and no armor penalty. Speed while
wearing scalemail of the silver dragon is 30 feet for Medium
creatures and 20 feet for Small creatures.
Type: Armor (magic); Caster Level: 7th; Purchase DC: 33
i (+1), 38 (+2), 43 (+3); Weight: 15 Ib.
-'Magic Armor and
Shield Special Abilities
Most magic armor and shields only have enhancement
bonuses. Such items can also have the special abilities
detailed here. Armor or a shield with a special ability must
have at least a +1 enhancement bonus.

Acid Resistance: A suit of armor or a shield with this
enchantment normally has a dull gray appearance. The armor
absorbs the first 10 points of acid damage per attack that the
wearer would normally take (similar to the resist energy spell).

Purchase DC Modifier: +2.

Animated (shields only): Upon command, an animated
shield floats within 2 feet of the wielder, protecting her as if
she were using it herself but freeing up both her hands. Only
one shield can protect a character at a time.

Purchase DC Modifier: +2.

Bashing (shields only): This shield is made to make a
shield bash. No matter what the size of the attacker, a large
bashing shield or bashing riot shield deals 1d8 points of
damage; a small bashing shield or bashing buckler deals 1d6
points of damage. The shield acts as a +7 weapon when used
to bash. (Impromptu shields cannot be bashing shields.)

Purchase DC Modifier: +1.

Blinding (shields only): A shield with this enchantment
flashes with a brilliant light up to twice per day upon com-
mand of the wielder. All within 20 feet except the wielder
must succeed at a Reflex saving throw (DC 14) or be blinded
for 1d4 rounds.

Purchase DC Modifier: +1.

Converting DunGeEons & DRAGONS®
Magic Items

The Dunceon MASTER's Guide, written for the DUNGEONS &
DrAGONS game, contains a tremendous selection of
magic items that can easily be dropped into an URBAN
ARCANA campaign. With just a little bit of work, you can
make use of all the items described in that book.

Missing Spells: Some of the magic items described
in the Dunceon MasTer's Guide have effects that duplicate
spells not found in Chapter Three: Spells or in Chapter
Ten: FX Abilities of the d20 Modern Roleplaying Game. To
import a D&D magic item into your URBAN ARCANA game,
first locate the appropriate spell description in the D&D
Player's Handbook. If you are the GM, you must consider
the ramifications of adding a new D&D spell to your
URrBAN ARCANA campaign. Some D&D spells are more
appropriate for a medieval fantasy setting than a modern-
world fantasy setting and could unbalance the game if
introduced into an URBAN ARCANA campaign. GMs should
be especially wary of 6th-level or higher D&D spells.

The GM decides what spells are available in an URBAN
ARcANA campaign. However, spell effects produced by
magic items need not have spell equivalents that can be
learned and cast by spellcasters. The game can allow
magic items that duplicate “lost spells” that no spell-
caster in the URBAN ARCANA campaign has the skill or
knowledge to cast. Such spells are forever lost if the
magic item is destroyed or drained of all charges.

The GM also has the option of suppressing one or
more of a magic item’s spell-like effects; perhaps the
voyage through Shadow renders these spell-like effects
inert in the mundane world. It's conceivable that an item
crafted on a medieval fantasy world functions differently
when brought to the real world.

Purchase DC: To determine the purchase DC of a
D&D magic item, multiply the market price of the item
(given in gold pieces) by 20 and compare the result with
Table 7-1: Purchase DCs in the d20 Modern Roleplaying
Game. Reduce the purchase DC by 2 for magic items that
lose some of their power (or spell-like effects) when
brought into the mundane world.




Catching (shields only): A shield with this ability attracts
ranged weapons to it. It has a deflection bonus of +1 versus
ranged weapons because projectiles and thrown weapons
veer toward it. Additionally, any projectile or thrown weapon
aimed at a target within 5 feet of the shield’s wearer diverts
from its original target and targets the shield’s bearer instead.
(If the wielder has total cover with respect to the attacker, the
projectile or thrown weapon is not diverted.) Additionally,
those attacking the wearer with ranged weapons ignore any
miss chances that would normally apply. Projectiles and
thrown weapons that have an enhancement bonus higher
than the shield’s base Defense bonus are not diverted to the
wearer (but the shield’s increased Defense bonus still applies
against these weapons). The wielder activates this ability
with a command word and can shut it off by repeating the
command word.

Purchase DC Modifier: +1.

Cold Resistance: A suit of armor or a shield with this
enchantment normally has a bluish, icy hue or is adorned with
furs. The armor absorbs the first 10 points of cold damage per
attack that the wearer would normally take (similar to the
resist energy spell).

Purchase DC Modifier: +2.

Damage Reduction (armor only): This suit of armor grants
the wearer damage reduction of a specific type:

Damage Purchase DC
Reduction Modifier
5/+1 +1

10/+1 +2

Electricity Resistance: A suit of armor or a shield with
this enchantment normally has a bluish hue and often bears a
storm or lightning motif. The armor absorbs the first 10 points
of electrical damage per attack that the wearer would nor-
mally take (similar to the resist energy spell).

Purchase DC Modifier: +2.

Fire Resistance: A suit of armor or a shield with this
enchantment normally has a reddish hue and often is deco-
rated with a draconic motif. The armor absorbs the first 10
points of fire damage per attack that the wearer would nor-
mally take (similar to the resist energy spell).

Purchase DC Modifier: +2.

Fortification: This suit of armor or shield produces a mag-
ical force that protects vital areas of the wearer more effec-
tively. When a critical hit or sneak attack is scored on the
wearer, there is a chance that the critical hit or sneak attack
is negated and damage is instead rolled normally:

Fortification Chance for Purchase DC
Type Normal Damage Modifier
Light 25% +1
Moderate 75% +2
Heavy 100% +3

Ghost Touch: This armor or shield seems almost translucent.
Both its enhancement bonus and its armor bonus count against
the attacks of incorporeal creatures. Further, it can be picked up,
moved, and worn by incorporeal creatures at any time. Incorpo-
real creatures gain the armor or shield’s enhancement bonus

against both corporeal and incorporeal attacks, and they can still
pass freely through solid objects.

Purchase DC Modifier: +2.

Glamered (armor only): A suit of armor with this capabil-
ity appears normal. Upon command, the armor changes shape
and form to assume the appearance of a normal set of cloth-
ing. The armor retains all its properties (including weight)
when glamered. Only a true seeing spell or similar magic
reveals the true nature of the armor when disguised.

Purchase DC Modifier: +1.

Shadow (armor only): This type of armor is jet black and
blurs the wearer whenever she tries to hide, granting a +5
competence bonus on Hide checks (essentially a bonus for an
extremely favorable condition). This bonus does not stack
with obscuring or blinding-based Hide check bonuses. (The
armor’s armor check penalty still applies normally.)

Purchase DC Modifier: +1. :

Silent Moves (armor only): This armor is well oiled and 3
magically constructed so that it not only makes little sound,
but it dampens sound around it. It adds a +10 competence
bonus on its wearer's Move Silently checks. (The armor’s
armor check penalty still applies normally.)

Purchase DC Modifier: +1.

Slick (armor only): Slick armor seems coated at all times
with a slightly greasy oil. It adds a +5 competence bonus on
its wearer's Escape Artist checks. (The armor’s armor check
penalty still applies normally.)

Purchase DC Modifier: +1.

Sonic Resistance: A suit of armor or a shield with this
enchantment normally has a glistening appearance. The
armor absorbs the first 10 points of sonic/concussion damage
per attack that the wearer would normally take (similar to the
resist energy spell).

Purchase DC Modifier: +2.

Spell Resistance (armor only): This enchantment grants
the armor’s wearer spell resistance while the armor is worn.

Spell Purchase DC
Resistance Modifier
15 +1

19 +2

23 +3

Sponsorship: This suit of armor or a shield is emblazoned
with corporate logos, emblems, and advertisements. The
armor gains no special benefits but is cheaper to purchase.

Purchase DC Modifier: 2.

Below are some new modern-day magical weapons. See Chap-
ter Two: Equipment for general rules and information about
ranged weapons and melee weapons of assorted types.

Bladegun

A bladegun is a magic pistol that transforms into a magic
short sword (and back again) upon command. Each bladegun
is a specific make of handgun, such as a Colt M1911 or
Beretta 92F. The handgun and short sword versions of the
weapon possess the same enhancement bonus (+1 to +3).
Turning the handgun into a short sword—and vice versa—
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takes a move action. A bladegun in handgun form
must be loaded with ammunition to fire (as any gun).

Type: Weapon (magic); Caster Level: 9th; Purchase
DC: 16 + pistol's purchase DC (+1), 21 + pistol’s pur-
chase DC (+2), 26 + pistol's purchase DC (+3);
Weight: Varies (as pistol or short sword).

Chain Saw of the Psycho
This battered chain saw has a +1 to +3
enhancement bonus. It constantly drips ol
and small amounts of blood, and it does not
require gas to activate. The chain saw deals
x3 damage (instead of x2 damage) on a
successful critical hit.

Any creature with a good allegiance who
handles a chain saw of the psycho gains two
negative levels. These negative levels remain
so long as the chain saw is in hand and disap-
pear when it is no longer wielded. These nega-
tive levels never result in actual level loss, but they
cannot be overcome in any way while the chain saw
is wielded.

Type: Weapon (magic); Caster Level: 10th;
Purchase DC: 25 (+1), 30 (+2), 35 (+3); Weight:
10 Ib.

Cloudkill Grenade
This smoke grenade contains greenish ooze.
When used, it releases a pungent green cloud, as the cloud-
kill spell cast by a 9th-level Mage. The grenade is destroyed
once used. The price listed is for a box of six grenades.

Type: Weapon (magic); Caster Level: 9th; Purchase DC: 30
(per box); Weight: 2 Ib. (per grenade).

Deadeye Rifle
The deadeye rifle is a Barrett Light Fifty sniper rifle with an
enhancement bonus of +1 to +3. The stock is covered with
elaborate runes, and the deadeye rifle is considerably lighter
than a normal Barrett Light Fifty. The rifle’s wielder suffers no
penalties for 5 range increments, with each additional incre-
ment accruing only a —1 penalty.

Type: Weapon (magic); Caster Level: 5th; Purchase DC: 42

“(+1), 47 (+2), 52 (+3); Weight: 20 Ib.

Demolition Hammer
This weapon resembles a standard sledgehammer (use the
warhammer statistics presented in Chapoter Two: Equipment)
with runes carved into its wooden handle. Besides its
7 enhancement bonus (+1 to +3), the hammer has a destroy seed
“lincantation bound into it that the wielder may activate once per
day after a successful melee attack. The target must succeed at
a Fortitude save (DC 20) or take 10d6 points of damage. If the
target is reduced to —10 hit points or less (or a construct, object,
or undead is reduced to 0 hit points), it is destroyed as if disin-
tegrated, leaving behind only a trace of fine dust. See Chapter
Three: Spells for more information on incantations.
Type: Weapon (magic); Caster Level: 11th*; Purchase DC:
30 (+1), 35 (+2), 40 (+3); Weight: 8 Ib.
*See the Incantation-Based FX Items sidebar.

Shotgun of wounding and
merciful revolver

Thunderclap Taser
This taser releases a deafening blast of thunder when it
strikes an opponent. It deals normal damage (1d4 electrical)
plus an additional 2d6 points of sonic/concussion damage.
The taser's battery is exhausted after a successful hit and
must be replaced after each use.

Type: Weapon (magic); Caster Level: 5th; Purchase DC: 20,
Weight: 1 Ib.

Magic Weapon Special Abilities

Most magic weapons have a +1 or better enhancement bonus.
They can also have special abilities detailed here. A weapon with
a special ability must have at least a +1 enchantment bonus.

Acidic: Upon command, this weapon drips with acid. The
acid does not harm the hands that hold the weapon. These
weapons deal +1d6 points of bonus acid damage on a suc-
cessful hit. Ranged weapons so enchanted bestow the energy
type upon their ammunition.

Purchase DC Modifier: +1.

Bane: A bane weapon excels at attacking a specific kind of
creature (such as black dragons, ogres, or trolls). Against its
designated foe, its effective enhancement bonus is +2 better
than its normal enhancement bonus and deals +2d6 points of
bonus damage against the foe.

Purchase DC Modifier: +2.

Brilliant (melee weapons only): A brilliant energy weapon
has its significant portion transformed into light, although this
does not modify the item’s weight. It gives off light as a torch
(20-foot radius). A brilliant energy weapon ignores nonliving
matter. Equipment and enhancement Defense bonuses do not
count against it because the weapon passes through armor.
(Dexterity, deflection, dodge, natural armor, and other such



bonuses still apply.) A brilliant energy weapon cannot harm
undead, constructs, and objects. Ranged weapons cannot be
enchanted with this ability.

Purchase DC Modifier: +3.

Chaetic: This weapon is infused with the power of chaos. It
deals +2d6 points of bonus damage against any creature with an
allegiance to law. It bestows one negative level on any creature
with the law allegiance attempting to wield it. The negative
level remains as long as the weapon is in hand and disappears
when the weapon is no longer wielded. This negative level
never results in actual level loss, but it cannot be overcome in
any way while the weapon is wielded. Ranged weapons so
enchanted bestow the power upon their ammunition.

Purchase DC Modifier: +1.

Dancing: A dancing weapon can be loosed (requiring a
move action) to attack on its own. It fights for 4 rounds using
the base attack bonus of the one who loosed it and then
drops. It never leaves the side of the one who loosed it (never
straying more than 5 feet) and fights on even if that creature
falls. The wielder who loosed it can grasp it while it is attack-
ing on its own as a free action, but when so retrieved it can't
dance (attack on its own) again for 4 rounds.

Purchase DC Modifier: +3.

Slingshot
of distance

Crowbar
of disruption
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Defending (melee weapons only): A defending weapon
allows the wielder to transfer some or all of the weapon's
enhancement bonus to his Defense as a special bonus that
stacks with all others. As a free action, the wielder chooses

how to allocate the weapon's enhancement bonus at the

start of his turn before using the weapon, and the effect to

Defense lasts until his next turn. This ability cannot be

placed on ranged weapons.

Purchase DC Modifier: +2.

Disruption (melee weapons only): This type of weapons
deals +2d6 points of damage to undead creatures.

Purchase DC Modifier: +1.

Distance (ranged weapons only): A weapon of distance
doubles its range increment.

Purchase DC Modifier: +2.

Energy Blast: Energy blast weapons come in five types: acid

blast, fiery blast, icy blast, electrical blast, and concussive blast. ..
A burst weapon explodes with the appropriate energy type

(acid, cold, electricity, fire, or sonic/concussion) upon scoring a

successful critical hit. The energy does not harm

/ "'h._ the hands that hold the weapon. These

| bl weapons deal +1d10 points of bonus energy

b damage (of the requisite type) on a successful

critical hit. If the weapon’s critical

multiplier is x3, add +2d10 points

of bonus energy damage instead,

and if the multiplier is x4, add

+3d10 points of bonus energy

damage. Ranged weapons so

enchanted bestow the energy
upon their ammunition.

Any electrical device that is
damaged by a shocking blast
weapon has its electronics
scrambled. A successful Repair
check (DC 10 + the damage
dealt) fixes the short.

Subjects dealt a critical hit

by a concussive blast

weapon must make a Forti-

tude save (DC 14) or be deaf-
ened permanently.

Purchase DC Modifier: +2.

Flaming: Upon command,
this weapon bursts into flame.
The flame does not harm the
hands that hold the weapon.
These weapons deal +1d6 points
of bonus fire damage on a suc-
cessful hit. Ranged weapons so
enchanted bestow the energy
type upon their ammunition.
FPurchase DC Modifier: +1.
Frost: Upon command, this
weapon is engulfed
in a bluish nimbus of
cold energy. The cold does
not harm the hands that hold
the weapon. These weapons
deal +1d6 points of bonus cold

Ghost touch cutlass




damage on a successful hit. Ranged weapons so enchanted
bestow the energy type upon their ammunition.

Purchase DC Modifier: +1.

Ghost Touch (melee weapons only): A ghost touch
weapon deals damage normally against incorporeal crea-
tures, regardless of its bonus. Further, it can be picked up and
moved by incorporeal creatures at any time.

Purchase DC Modifier: +1.

Holy: This weapon is infused with holy power. It deals +2d6
points of bonus damage against any creature with an alle-
giance to evil. It bestows one negative level on any creature
with the evil allegiance attempting to wield it. The negative
level remains as long as the weapon is in hand and disappears
when the weapon is no longer wielded. This negative level
never results in actual level loss, but it cannot be overcome in
any way while the weapon is wielded. Ranged weapons so
enchanted bestow the power upon their ammunition.

Purchase DC Modifier: +1.

Keen (slashing weapons only): This enchantment doubles
the threat range of a weapon.

Purchase DC Modifier: +1.

Lawful: This weapon is infused with the power of law. It
deals +2d6 points of bonus damage against any creature
with an allegiance to chaos. It bestows one negative level
on any creature with the chaos allegiance attempting to
wield it. The negative level remains as long as the weapon
is in hand and disappears when the weapon is no longer
wielded. This negative level never results in actual level
loss, but it cannot be overcome in any way while the
weapon is wielded. Ranged weapons so enchanted bestow
the power upon their ammunition.

Purchase DC Modifier: +1.

Merciful: The weapon deals +1d6 points of damage, and
all damage it deals is nonlethal damage. On command, the
weapon suppresses this ability until commanded to resume it.
Ranged weapons so enchanted bestow the merciful effect
upon their ammunition.

Purchase DC Modifier: +1.

Mighty Cleaving (melee weapons only): This weapon
allows a wielder with the Cleave feat to make one additional
cleave attempt in a round. Only one extra cleave attempt is

. allowed per round.

Purchase DC Modifier: +2.
Returning (thrown weapons only): A returning weapon

- ‘returns to the thrower’s hand at the beginning of his or her

next turn.
Purchase DC Modifier: +1.
Shocking: Upon command, this weapon crackles with
* lightning. The electricity does not harm the hands that hold
“Ithe weapon. These weapons deal +1d6 points of bonus elec-
tricity damage on a successful hit. Ranged weapons so
enchanted bestow the energy type upon their ammunition.
Any electrical device damaged by a shocking weapon has its
electronics scrambled. A successful Repair check (DC 10 + the
damage dealt) fixes the short.
Purchase DC Modifier: +1.
Speed: A weapon of speed allows the wielder one single
extra attack each round at his highest bonus.
Purchase DC Modifier: +3.

Thundering: Upon command, this weapon resonates
with sonic energy. These weapons deal +1d6 points of
bonus sonic/concussion damage on a successful hit.
Ranged weapons so enchanted bestow the energy type
upon their ammunition.

Purchase DC Modifier: +1.

Unholy: This weapon is infused with unholy power. It
deals +2d6 points of bonus damage against any creature
with an allegiance to good. It bestows one negative level on
any creature with the good allegiance attempting to wield
it. The negative level remains as long as the weapon is in
hand and disappears when the weapon is no longer
wielded. This negative level never results in actual level
loss, but it cannot be overcome in any way while the
weapon is wielded. Ranged weapons so enchanted bestow
the power upon their ammunition.

Purchase DC Modifier: +1.

Wounding (melee weapons only): This weapon deals
damage to a creature such that a wound it inflicts bleeds for
1 point of damage per round thereafter in addition to the
normal damage the weapon deals. Multiple wounds from the
weapon result in cumulative bleeding loss. The bleeding can
only be stopped by a successful Treat Injury check (DC 15) or
the application of any cure spell or other healing spell.

Purchase DC Modifier: +3.

STAFFS

Staffs are long shafts of wood, metal, or other materials
that store a specific combination of spells. Staffs are
described in Chapter Ten: FX Abilities in the d20 Modern
Roleplaying Game.

Doppler Staff
This staff is unusual in that it performs only one function—
albeit a considerable one. Crafted from sandalwood carved
with cloud patterns spiraling up its shaft, the doppler staff
requires that the user hold it above her head using both
hands. The staff enables its user to cast a control weather
incantation without secondary casters. The staff also grants a
+4 equipment bonus on all Knowledge (arcane lore) checks to
successfully complete the incantation. Each attempted use
costs one charge, even if the incantation fails.

Type: Staff (magic); Caster Level: 11th (arcane); Purchase
DC: 41; Weight:5 Ib.

*See the Incantation-Based FX Items sidebar.

Staff of Swarms
This polished black staff often doubles as a walking cane, one
end of which is capped with a ornate silver insect or arachnid.

The staff has a number of uses, some identical to the cor-
responding divine spell. Each time the staff is used, it
depletes a certain number of charges. A fully-charged staff
holds 50 charges.

e Shadowmoth plague (lasts 9 minutes); uses 1 charge.

e (rawling carpet (lasts 9 minutes); uses 1 charge.

e Rage of bees (lasts 9 minutes); uses 2 charges.

Type: Staff (magic); Caster Level: 9th (divine); Purchase DC:
45; Weight: 5 Ib.




Incantation-Based FX Items
Making most magic items is a solitary endeavor, one
in which the spellcaster spends days (perhaps weeks)
preparing an item to receive and permanently hold a
spell. It is possible to do the same thing with an
incantation, but this requires the help of secondary
casters. This has a greater chance of failure than
infusing an item with a spell as the process requires
both a Craft check and the appropriate skill check for
casting the incantation.

The person creating the item must have the appropri-
ate item creation feat or ability (such as the Mage's
Scribe Scroll ability), spend the appropriate amount of
time fashioning the item, succeed at the required Wealth
check (purchase DC = one-fifth of the item’s listed pur-
chase DC), and spend the appropriate amount of XP. Then
the creator must succeed at the required Craft check. If
this check fails, the materials are used up but the XP are
not spent. If it succeeds, then the item has been suc-
cessfully prepared to receive the incantation.

The person who created the item must then serve as
the primary caster in performing the desired incantation.
This occurs as written in the incantation’s description
(see Chapter Three: Spells). Failed incantations have all
the usual repercussions, plus the item has been tar-
nished and must be prepared before another attempt can
be made to infuse it with the incantation.

Determining the Purchase DC
Calculating the purchase DCs for items created to hold
incantations is technically impossible, as incantations
have neither caster levels nor spell levels. For the pur-
pose of calculating and item's purchase DC, use the fol-
lowing conversions.

Caster Level = 5 + total number of successful skill
checks required to complete the incantation (mini-
mum 11).

Spell Level = total number of successful skill checks
required to complete the incantation.

Staff of the Urban Jungle

This staff is crafted from a long piece of rebar and topped
with a variety of bangles, including doll heads, wires, and
bolts. It requires that the user hold it forth in at least one
hand.

The staff has a number of uses, some identical to the cor-
responding arcane spell. Each time the staff is used, it
depletes a certain number of charges. A fully-charged staff
holds 50 charges.

e Arcane graffiti; use no charges.

e (hange self; uses 1 charge.

e Power device (lasts 90 minutes); uses 1 charge.

® Burglar's buddy (lasts 9 minutes; Will save DC 14); uses

1 charge.

¢ Nondetection (lasts 9 hours; Will save DC 15); uses
1 charge.

e Synchronicity (lasts 90 minutes; Will save DC 17); uses
2 charges.

Type: Staff (magic); Caster Level: 9th (arcane); Purchase
DC: 45; Weight:5 Ib.

Staff of Voltage

This staff is made from a solid piece of copper and etched
with lightning bolts or electrical symbols resembling circuitry.
It requires that the user hold it forth in at least one hand. A
fully-charged staff holds 50 charges.

The staff has a number of uses, some identical to the cor-
responding arcane spell. Each time the staff is used, it
depletes a certain number of charges.

e Degauss (by touch); uses 1 charge.

o FElectromagnetic pulse (DC 15); uses 1 charge.

e [ightning bolt (3d6 points of electricity damage; Reflex

save DC 15); uses 1 charge.

Type: Staff (magic); Caster Level: 9th (arcane); Purchase
DC: 40; Weight: 5 Ib.

POTIONS

A potion is a single-use elixir that either duplicates a spell of
3rd level or lower or bestows some other temporary, spell-like
effect upon the imbiber. Despite the name, potions can take
many forms—aoils, pills, perfumes, and colognes represent a
few variations. All of the potions listed below follow the rules
for potions presented in Chapter Ten: FX Abilities in the d20
Modern Roleplaying Game.

Leau deTigre
This perfume or cologne grants a +5 circumstance bonus on
Bluff and Sense Motive checks for 1 hour.

Type: Potion (magic); Caster Level: 2nd; Purchase DC: 20;
Weight: —.

Potion of Mechanical Aptitude

This potion makes the imbiber more proficient in understand-

ing how technological devices work. He gains a +5 circum-

stance bonus on Computer Use and Repair checks for 1 hour.
Type: Potion (magic); Caster Level: 6th; Purchase DC: 16;

Weight: —.

Potion of Vehicle Handling
This bubbly pation temporarily sharpens the drinker's driving
and piloting skills, granting a +5 circumstance bonus on Drive
and Pilot checks for 1 hour.

Type: Potion (magic); Caster Level: 6th; Purchase DC: 16;
Weight: —.

Potion of Wall Walk

This viscid potion allows its imbiber to move across vertical

surfaces or ceilings as easily as he can walk on the ground,

and hold items and wield weapons normally while doing so.
Type: Potion (magic); Caster Level: 6th; Purchase DC: 16;

Weight: —.

Vaporex (Potion of Gaseous Form)
This potent elixir or capsule renders the imbiber gaseous, as
per the gaseous form spell. The effect lasts 5 minutes.

Type: Potion (magic); Caster Level: 5th; Purchase DC: 25;
Weight: —.




A ring is a circular metal band worn on the finger that con-
tains a spell-like effect (often an effect that persists as long
as the ring is worn). More information on rings can be found
in Chapter Ten: FX Abilities of the d20 Modern Roleplaying
Game.

Sample rings include the following:

Cat’'s Eye Ring

This ring grants the wearer continuous low-light vision. In
addition, once per day, the wearer may transform into a cat
(as the baleful polymorph incantation, but with no skill checks
or additional components required). The wearer can turn back
into her own form at any time. Either way, the transformation
takes a move action to complete.

The wearer retains her Intelligence, Wisdom, and Charisma
scores in cat form, during which the ring takes the form of a
handsome collar.

Type: Ring (magic); Caster Level: 12th*; Purchase DC: 37,
Weight: —.

*See the Incantation-Based FX Items sidebar.

Decoder Ring
This cheap-looking tin ring has a small dial adorned with let-
ters of the alphabet. It grants its wearer a +10 equipment
bonus on Decipher Script checks. Note that understanding
does not necessarily imply spell use.

Type: Ring (magic); Caster Level: 5th; Purchase DC: 30;
Weight: —.

Ring of Algos
This iron signet ring has a sigil of Algos (see Incantations in
Chapter Three: Spells) carved into its setting. Any time the
wearer shakes hands with another living creature, he may
activate the ring’s power (as an attack action). The two parties
shaking hands make opposed Will saves, although the ring’s
wearer gets to add his Charisma bonus to his save. Whoever
has the lower result receives a —4 penalty to all attack rolls,
skill checks, and saving throws for the next 12 hours.

Type: Ring (magic); Caster Level: 11th*; Purchase DC: 36;
Weight: —.

. *See the Incantation-Based FX Items sidebar.

'Ring of Cold Cocking

- This brass ring is shaped like a fist. The wearer can make an
unarmed attack against a flat-footed opponent as if he had
the Knockout Punch feat (see Chapter Three: Feats in the d20
Modern Roleplaying Game), even if he doesn't have the pre-

" requisites.

| Type: Ring (magic); Caster Level: 5th; Purchase DC: 30;
Weight: —.

Ring of Lockpicking
On command, this ring releases several lockpicks, tongs, and
tiny mechanical arms designed to fit into any Fine or Diminu-
tive lock. The ring grants a +5 equipment bonus on Disable
Device checks when picking or disabling mechanical or elec-
tronic locks.

Type: Ring (magic); Caster Level: 3rd; Purchase DC: 28;
Weight: —.

Ring of Lyssa
Arring is made of delicate silver threads forged in a pattern of
thorny brambles with a single blood-red ruby set in the center.
Anyone who puts on this cursed ring is suffers the effects of
a sigil of Lyssaincantation for as long as the ring is worn (Will
save, DC 28, negates). When the ring is removed, the victim
must make a second Will save (DC 28) or suffer the effects for
an additional 16 minutes.

Type: Ring (magic); Caster Level: 12th*; Purchase DC: 37,
Weight: —.

*See the Incantation-Based FX Items sidebar.

Ring of Surveillance Detection
This ring pulses dimly when electronic devices are monitoring
the wearer. The ring can detect a working video camera, micro-
phone, motion detector, or other sensor within 50 feet. By taking
a full-round action, the wearer can locate the direction and dis-
tance to the device. It grants a +5 circumstance bonus on Search
checks when trying to find concealed monitoring devices.

Type: Ring (magic); Caster Level: 5th; Purchase DC: 30;
Weight: —.

Ring of Via Negativa
This ring is set with a black pearl and allows its wearer to cast
via negativa three times per day (see Chapter Three: Spells).
Activating the ring is an attack action.

Type: Ring (magic); Caster Level: 7th; Purchase DC: 32;
Weight: —.

TATTOOS

Tattoos are single-use “items” containing a spell-like effect that

effects only the bearer. For more information on tattoos, see

Chapter Ten: FX Abilities of the d20 Modern Roleplaying Game.
Sample tattoos include the following:

Broken Arrow Tattoo
The bearer of the tattoo, which usually looks like a broken
arrow, gains damage reduction 10/+2 against ranged
weapons that fire arrows, bolts, or bullets (as per the protec-
tion from arrows/bullets spell). The effect lasts for 50 min-
utes.

Type: Tattoo (magic); Caster Level: 5th (arcane); Purchase
DC: 20; Weight: —.

Bullseye Tattoo
The bearer of this bullseye tattoo gains a +20 insight bonus on
her next single attack, as per the true strike spell. The attack
ignores any miss chance that applies to attacks against a con-
cealed target.

Type: Tattoo (magic); Caster Level: st (arcane); Purchase
DC:17; Weight: —.

Caduceus Tattoo

This tattoo is usually shaped like a medical caduceus (a pair of
serpents entwined around a staff). Activating the tattoo trig-
gers a caduceus incantation that affects a single target: the
bearer or another creature touched by the bearer. The effects
are instantaneous, and once the tattoo is successfully cre-
ated, no skill checks are required to activate the spell and
there is no chance of the incantation failing.




The magic of the caduceus tattoo immediately ends any
and all of the following adverse conditions affecting the
target: temporary ability damage (but not permanent ability
drain), blindness (including dazzled effects), confusion or
insanity, daze, deafness, fatigue, exhaustion, feebleminded-
ness, nausea, and poison. It also cures up to 150 points of
damage. A single tattoo is enough to simultaneously achieve
all these effects. The tattoo’s magic also removes negative
levels, but it does not restore permanently drained levels.

Type: Tattoo (magic); Caster Level: 11th*; Purchase DC: 26;
Weight: —.

*See the Incantation-Based FX Items sidebar.

Tattoo of Spell Resistance

This tattoo comes in various patterns, although tribal bands

around the forearm or bicep are the most common. The bearer of

this tattoo gains SR 21 for 9 minutes once the tattoo is activated.
Type: Tattoo (magic); Caster Level: 9th (divine); Purchase

DC: 24; Weight: —.

WONDROUS ITEMS

Wondrous items include anything that doesn't fall into the

other groups, including jewelry, tools, books, apparel, and

gadgets. For more information on wondrous items, see Chap-

ter Ten: FX Abilities of the d20 Modern Roleplaying Game.
Sample wondrous items include the following:

Air Duct Infiltration Suit

This is a pale blue pair of coveralls, like the kind worn by many

janitors, that are favored by corporate spies. Four times per

day, the wearer can use the suit to trigger a gaseous form

spell, allowing him to travel through a building’s air ducts.
Type: Wondrous Item (magic); Caster Level: 5th; Purchase

DC: 32; Weight: 2 |b.

Animated Tools

Twao different sets of animated tools exist: the “mechanoset”
is designed for mechanical devices, while the “electroset” is
intended for electrical devices. When used like ordinary tools,
animated tools operate as a deluxe tool kit of the appropriate
type (+2 equipment bonus on Repair checks), although they
have the same size and weight as a basic kit.

On command, the tool animate and begin repairing a single
damaged item of the appropriate type. The animated tools
must be placed within 5 feet of the item to be repaired, and
the user must remain within 30 feet for the duration of the
repairs. When used in this manner, the animated tools act as
though they have 10 ranks in the Repair skill (Repair +10). The
animated tools have a hardness of 10 and 10 hit points (total).
They cannot be commanded to attack.

Type: Wondrous Item (magic); Caster Level: 9th; Purchase
DC: 34; Weight: 12 Ib. (electronic) or 22 Ib.(mechanical).

ArcAaNoOBOTS Action Figure

ARcaNOBOTS action figures are durable, articulated, collectible
robots powered by magic (though to most of the world, this is
just marketing hyperbole). When powered by magic batteries
(as opposed to normal batteries), they respond to the verbal
commands of their owners. They come equipped with pop-out
jet wings and miniature “death ray” guns that deal light sonic/

concussion damage (unless powered by normal batteries, in
which case they fire harmless beams of light).

An Arcanogot filled with magic batteries operates for 24
hours, at which point it becomes an inanimate, normal toy.
Replacement batteries can be obtained from the manufacturer’s
website (purchase DC 12), but real magic batteries are only sold
to those with a connection to or true understanding of Shadow.

An ArcanoBaT action figure has the following statistics:

Arcanobot: CR 1/4; Diminutive construct; HD 1/8d10; hp 1;
Mas —; Init +3; Spd 10 ft., fly 30 ft. (good); Defense 17, touch
17, flat-footed 14 (+3 Dex, +4 size); BAB +0; Grap —16; Atk +0
melee (1d2—4 nonlethal, unarmed strike) or +3 ranged touch
(1d3 sonic/concussion, “death ray”); Full Atk +0 melee (1d2—4
nonlethal, unarmed strike) or +3 ranged touch (1d3 sonic/con-
cussion, “death ray”); FS 1 ft. by 1 ft.; Reach 0 ft.; SQ darkvi-

sion 60 ft., construct immunities; AL creator or owner; SV Fort &

+0, Ref +3, Will -5; AP 0; Rep +0; Str 3, Dex 16, Con —, Int—, &
Wis 1, Cha 1. '

Type: Wondrous Item (magic); Caster Level: 10th; Purchase
DC: 36; Weight: 1 Ib.

Backpack of Holding

This appears to be a common daypack, typically used by stu-
dents and hikers. The backpack of holding opens into a nondi-
mensional space: Its inside is larger than its outside
dimensions. Regardless of what is put into the backpack, it
weighs a fixed amount. This weight, and the limits in weight
and volume of the backpack’s contents, depend on the back-
pack’s type, as shown below.

Pack Weight Limit Volume Limit Purchase
Type Weight of Contents of Contents  DC
Light backpack 2 |b. 250 Ib. 30 cu. ft. 34
Medium backpack 5 Ib. 500 Ib. 70 cu. ft. 36
Heavy backpack 8 Ib. 1,000 Ib. 150 cu. ft. 38
Jumbo backpack 20 1b.  1,5001b. 250 cu. ft. 4

If the backpack is overloaded, or if sharp objects pierce it
(from inside or outside), the bag ruptures and is ruined. All con-
tents are lost forever. If a backpack of holding is turned inside
out, its contents spill out, unharmed, but the backpack must be
put right before it can be used again. If living creatures are
placed within the backpack, they can survive for up to 10 min-
utes, after which time they suffocate. Retrieving a specific
item from a backpack of holding is a move action unless the
bag contains more than an ordinary backpack would hold, in
which case retrieving a specific item is a full-round action.

Type: Wondrous Item (magic); Caster Level: 9th; Purchase
DC: Varies; Weight: Varies.

Bad Hair Day Clip

At first this seems like a cheap, plastic hair clip of the kind
found in most convenience stores, but closer inspection
reveals a tiny rune carved into the grip. This cursed item con-
tains a version of the afflict incantation seed (see Chapter
Three: Spells) that causes the person wearing it to suffer a —4
morale penalty on all saving throws, Charisma checks, and
Charisma-based skill checks. Remaving the hair clip requires
a remove curse or break enchantment spell.




Type: Wondrous Item (magic); Caster Level: 11th*; Pur-
chase DC: 39 (often sold as a mundane hair clip, purchase
DC 1); Weight: —.

Camera of Soul Stealing

This bulky, old-fashioned instant camera steals the life force of
anyone caught in its field of view. Once per day, the user of the
camera of soul stealing can take a picture (the camera does not
need to be loaded with film). Anyone within a 30-foot cone
must succeed at a Will save (DC 20) or gain 1d4 negative levels.
If a creature successfully makes the Will save, it is permanently
immune to the effects of that camera of soul stealing.

The pictures taken by the camera of soul stealing are black
and white, and they possess a horrific, mind-bending quality
such that people look gaunt and haunted, objects are twisted
in a sinister way, and shadows seem darker and menacing.

Type: Wondrous Item (magic); Caster Level: 10th; Purchase
DC: 37; Weight:5 Ib.

Demonic Biker’s Jacket
This worn and faded leather jacket is covered with spikes, rivets,
and metal chains. A large skull shrouded in flame adorns the
back. The jacket makes the wearer look dangerous and menac-
ing, granting a +4 equipment bonus on Intimidate checks. Once
per day, the wearer’s hands can transform into gnarled talons for
up to 10 rounds. The transformation allows the jacket’s wearer
to make unarmed strikes without provoking attacks of opportu-
nity. The wearer deals 1d6 points of lethal damage (plus
Strength modifier, if any) with each successful unarmed strike.
Type: Wondrous Item (magic); Caster Level: 5th; Purchase
DC: 35; Weight: 4 |b.

Driving Ace Gloves
These snug, leather racing gloves provide a +5 equipment
bonus on all Drive checks while operating a land vehicle (no
benefit for boats, planes, or helicopters). Both gloves must be
worn for the magic to be effective.

Type: Wondrous Item (magic); Caster Level: 5th; Purchase
DC: 33; Weight: —.

Eagle Eye Sunglasses
These stylish sunglasses grant superior vision as well as pro-
tecting the wearer’s eyes from bright lights and UV rays. The
sunglasses grant a +5 equipment bonus on Spot checks made
in brightly lit locations.

Type: Wondrous Item (magic); Caster Level: 3rd; Purchase
DC: 31; Weight: —.

Eldritch Cell Phone
This cell phone has an unusually long and odd-shaped antenna
but is otherwise nondescript. It has the ability to connect to
any other phone regardless of weather conditions or distance.
The connection has a slight warble to it, but is otherwise free
of static and other interference. If the person being contacted
doesn't have a phone, the eldritch cell phone automatically
dials the phone nearest to the individual (even though the con-
tact might be unable to reach it). Furthermore, the eldritch cell
phone magically encrypts the conversation so that anyone who
taps into the conversation (using a cellular interceptor or other
hardware) hears only gibberish.

The eldritch cell phone has a built-in caller ID defeater and
cannot be traced by mundane technology.

Type: Wondrous Item (magic); Caster Level: 3rd; Purchase
DC: 32; Weight: —.

Fabric of Style
This bolt of fine, silky fabric is wrapped around a person’s
body. On command, fabric of style turns into a any sort of outfit
of excellent quality, but does not include accessories like jew-
elry, watches, and so forth. Fabric of style also grants a +2
equipment bonus on Charisma checks and Charisma-based
skill checks while worn. The style of outfit can be changed, but
the fabric of style must be removed and donned again, requir-
ing a full-round action. If any part of the outfit is removed, the
fabric of style turns back into the bolt of cloth.

Type: Wondrous Item (magic); Caster Level: 7th; Purchase
DC: 36; Weight: 3 Ib.




Fuel Tablets
These amber-colored tablets come in bottles of ten. Each fue/
tablet transforms into liquid or gaseous fuel (gasoline, diesel,
kerosine, jet fuel, or propane) when dropped into the fuel tank
of a vehicle or other machine. The fuel completely fills the tank,
but is otherwise like regular fuel and is destroyed once used.
Type: Wondrous Item (magic); Caster Level: 3rd; Purchase
DC: 29 (per bottle); Weight: —.

Glasses of Minute Seeing
These normal looking glasses have specially crafted lenses.
When worn, they grant the wearer a +5 equipment bonus on
Search checks to locate or identify features such as tiny
seams, marks, cracks, or imperfections.

Type: Wondrous Item (magic); Caster Level: 3rd; Purchase
DC: 31; Weight: —.

Haz-Mat Gloves
These elbow-length, optic yellow gloves are made of coarse,
stiff material. The wearer gains acid, cold, and fire resistance
10 so long as bath gloves are worn.

Type: Wondrous Item (magic); Caster Level: 7th; Purchase
DC: 35; Weight: 5 Ib.

Hidden Holster
This concealed carry holster can hold any handgun and grants
a +b circumstance bonus on Sleight of Hand checks to conceal
the weapon. The bonus applies to physical searches as well
as casual inspection.

Type: Wondrous Item (magic); Caster Level: 5th; Purchase
DC: 33; Weight: 0.5 Ib.

Instant Ice Box

This item looks like an ordinary 1-foot-wide, 3-foot-long, and
1.5-foot-deep picnic cooler with a 2-inch-thick plastic cover.
The only apparent difference are the three buttons on the
hasp. When the lid is closed and one or more of the buttons
are pressed, the instant ice box will magically cool any mate-
rials placed inside for as long as the lid remains closed. If the
lid is opened, the effect ends. The cooler has a total of 50
charges that can be spent in three different ways.

Chill (uses T charge): If any one of the buttons is pressed,
the box chills all the contents to a temperature of 40°F (4.5°C),
as though placed in a domestic refrigerator.

Preserve (uses 2 charges): If any two of the buttons are
pressed, the box chills all the contents to a temperature of 0°F
(—18°C), as though placed in a domestic freezer.

Freeze (uses 3 charges): If all three buttons are pressed, the
box chills all the contents to a temperature of —27°F
(—32.75°C), about the temperature used for storing freeze-
dried medical supplies.

An instant ice box drained of all charges functions as an
ordinary cooler.

Type: Wondrous Item (magic); Caster Level: 7th; Purchase
DC: 33; Weight:5 Ib.

Invisifinder Goggles

These military-grade night vision goggles are carved with
runes and other occult symbols. In addition to the benefits of
regular night-vision goggles (see Chapter Four: Equipment in

the d20 Modern Roleplaying Game), they also allow the
wearer to see invisibility as the spell.

Type: Wondrous Item (magic); Caster Level: 3rd; Purchase
DC: 31; Weight: 3 Ib.

Lucky Deck
This ordinary looking deck of playing cards usually features a
stylized genie or similar image on the backs of its cards, The
lucky deck grants its owner a +5 luck bonus on Gamble
checks involving card games (such as poker or single-deck
blackjack). To become the owner, a person must keep the deck
on his or her person for 24 continuous hours.

Type: Wondrous Item (magic); Caster Level: 3rd; Purchase
DC: 31; Weight: —.

Lucky Dice

These ordinary looking, casino-grade dice grant a +5 luck & -
bonus on Gamble checks when used for any dice games (such 3

as craps). Because they work for anyone who uses them, the
user typically palms them between throws to avoid suspicion
(requiring a separate Sleight of Hand check).

Type: Wondrous Item (magic); Caster Level: 3rd; Purchase
DC: 31; Weight: —.

Lucky Suit
A polyester suit consisting of a garish plaid jacket and lime
green pants, the Jucky suit protects the wearer from ranged
attacks as though he had total concealment (50% miss
chance). The suit doesn't actually conceal or displace the
wearer, but helps the wearer avoid range attacks that might
normally hit. The concealment doesn't apply to melee attacks.
The wearer also gains a +2 luck bonus on Reflex saves.

Type: Wondrous Item (magic); Caster Level: 7th; Purchase
DC: 38; Weight: 3 Ib.

Magic Billiard-Ball
Once per day, this otherwise normal looking toy Magic
Billiard-ball can be used to cast augury (as by a 5th-level
Acolyte). To activate this ability, the user must state the
question out loud and shake the Magic Billiard-ball. It pro-
vides no answers whatsoever if used more than once in a
24-hour period.

Type: Wondrous Item (magic); Caster Level: 3rd; Purchase
DC: 30; Weight: —.

Medicine Bundle
This small leather pouch, filled with herbs and crystals, is
adorned with small beads and feathers. While worn, it pro-
vides a +4 resistance bonus on Fortitude saves. The medicine
bundle becomes useless once the wearer fails to make a save.
Only one medicine bundle can be worn at a time for any bene-
fit—wearing multiple medicine bundles negates the bonus.
Type: Wondrous Item (magic); Caster Level: 1st; Purchase
DC: 26; Weight: —.

Muse Statuette

This six-inch-tall statuette of a beautiful woman animates and
provides suggestions to the controller on ways to improve
whatever art form they are working on (provided the user
knows the appropriate verbal command). The statue grants a




+5 circumstance bonus on any Craft (visual art or writing) skill
check. The statue has a hardness of 5 and 5 hit points. If the
muse statuette is destroyed, its owner takes a—10 penalty on
Craft (visual art) and Craft (writing) checks for the next year. A
remove curse spell negates this penalty.

Type: Wondrous Item (magic); Caster Level: 3rd; Purchase
DC:31; Weight: 2 Ib.

Parka of Warmth
This winter parka grants cold resistance 10 to the wearer.
Unless the wearer takes actual damage, the parka of warmth
keeps him at a constant comfortable temperature. This ability
overlaps (does not stack) with any other cold resistance the
wearer might have.

Type: Wondrous Item (magic); Caster Level: 5th; Purchase
DC: 33; Weight: 3 Ib.

Pen of Invisible Ink

This pen looks like an old-fashioned calligraphy stylus, but
contains its own magical supply of black ink. Any letter
printed with this pen appears normal until the user speaks a
name and blows upon the paper. Once spoken, the ink fades
and can only be viewed by the person who was stated at the
time of writing. If the name is not specific, then anyone with
the same name will be able to read the message as normal.
For example, if the writer of the invisible message stated
“John” at the time of writing, then anyone with that name
would be able to read the message.

A read magic spell will indicate that invisible ink has been
used, but will not reveal the message. It is possible to create
a nonmagical chemical compound (Craft [chemical] check, DC
25) that, when spread over the surface of the paper, reveals
the message written in invisible ink.

A pen of invisible ink holds enough ink for 50 messages.

Type: Wondrous Item (magic); Caster Level: 3rd; Purchase
DC: 29; Weight: —.

Quick-Draw Holster
Any handgun placed in this hip holster fits perfectly. The
quick-draw holster allows its wearer to draw or holster the
weapon as a free action (as though the wearer had the Quick
! Draw feat).
Type: Wondrous Item (magic); Caster Level: 3rd; Purchase
.. DC: 31; Weight: 1 b.

Replay Mirror

This 3-foot-by-3-foot mirror has an attractive, modern frame.

Uttering a command word causes the mirror to “record” any-
* thing within its field of view, exactly like a video recorder, for
“11 hour. One can also speak a command word instructing the

mirror to begin recording anywhere up to 1 hour in the future.

On command, the mirror can “replay” the images that it has

captured (visual only, no audio).

The viewer can move back and forth to change viewing
angles, just like looking in a regular mirror. The mirror record-
ing can move in reverse, pause, and fast forward, just like a
normal, high-quality VCR. The mirror can remember up to 3
hours of recordings, “erasing” the oldest images first.

Type: Wondrous Item (magic); Caster Level: 7th; Purchase
DC: 35; Weight: 20 Ib.

Rod of Technology

This 18-inch-long metal rod is covered in wires and diodes,
and topped with a large crystal. Six switches are built into its
length. Each switch activates a special power of the rod.

The first button turns the rod into a portable satellite tele-
phone (see page 115 of the d20 Modern Roleplaying Game).

The second button transforms the rod into a metal detector
(see page 116 of the d20 Modern Roleplaying Game).

The third switch turns the rod into a lock release gun (see
page 118 of the d20 Modern Roleplaying Game).

The fourth button transforms the rod into a GPS receiver
(see page 119 of the d20 Modern Roleplaying Game).

The fifth switch causes the rod's crystal tip to shed bright
light equivalent to a /ight spell.

The sixth button delivers an electrical pulse to any device
touched by the rod’s crystal tip, duplicating the effects of a
power device or degauss spell (at the wielder’s discretion).

Type: Wondrous Item (magic); Caster Level: 1st; Purchase
DC: 29; Weight: 6 Ib.

Shadow Detector
The Shadow detector looks like a normal hand-held metal
detector, but is inscribed with a variety of occult runes. When
waved over a living creature within 5 feet, it can determine
whether it is a creature of Shadow (which includes Shadowkind
characters). The Shadow detector works in the same way as a
detect magggical aura, but only detects creatures of Shadow.
Type: Wondrous Item (magic); Caster Level: 3rd; Purchase
DC: 31; Weight: 2 b.

Spectacles of Speed Reading
These octagonal-framed spectacles resemble ordinary read-
ing glasses, but they have been enchanted with a version of
the bibliolalia incantation. While wearing these glasses, a
character increases her reading speed to 10 pages per minute
(or reduces required reading time to 20% of the listed time)
and, for the 30 minutes following the completion of a book,
has perfect recall of everything she read. After that, she must
make a Research check (DC = one-fifth of the book's page
count) to remember more than general information.

Type: Wondrous Item (magic); Caster Level: 11th*; Pur-
chase DC: 39; Weight: —.

*See the Incantation-Based FX Iltems sidebar.

Stamps of Delivery

Normally found in books of six, stamps of delivery are large,
ornate postage stamps bearing the image of the Greek god
Hermes. A letter or package weighing no more than 5 pounds
that bears a stamp of delivery will instantly transport to the
address listed on the label (arriving at the appropriate mail
slot, box, or in front of the main door if there isn't one). The
stamp of delivery can be placed on any object (within the
target weight), as long as it has the target address is labeled
somewhere on its surface.

If successfully delivered, the stamp of delivery bears an
illegible but visible postmark and cannot be used again. If the
address is incorrect but actually exists, the package will
deliver itself to that location. If the address labeled on the
package does not exist, the package will not transport and the
stamp of delivery will be rendered useless.




Type: Wondrous Item (magic); Caster Level: 7th; Purchase
DC: 32 (per book); Weight: —.

Tempus Fugit Watch

The tempus fugit watch is an antique gold pocket watch with
numerous hands that do not seem to conform to the standard
array of hours, minutes, and seconds. It uses long-forgotten
and extremely powerful magic to stop time for a short while
while enabling its wearer to move about freely. These
watches are only found, as the secret of their manufacture
has been lost.

Once per day, the tempus fugit watch can make time cease
to flow for everyone but the wearer. In reality, the wearer
speeds up so greatly that all other creatures seem frozen,
though they are moving at their regular speed. The wearer is
free to act for 1d4+1 rounds of apparent time. While the time
stop is in effect, other creatures are invulnerable to the
wearer’s attacks and spells. A spell that affects an area and
has a duration longer than the remaining duration of the time
stop (such as cloudkill) have their normal effects on other
creatures once the time-stopping effect ends.

Normal and magical fire, cold, gas, and the like can still
harm the wearer during the time stop. The wearer cannot
move or harm items held, carried, or worn by a creature stuck
in normal time, but the wearer can affect any item that is not
in another creature’s possession. The wearer is not detectable
while the effect lasts.

There is a 1% chance per use that the watch ceases to
function after its last use. Once it ceases to function, the
watch cannot be repaired.

Type: Wondrous Item (magic); Caster Level: 10th; Purchase
DC: 37, Weight: —.

Token of Friendship
Tokens of friendship are tiny silver charms in various shapes
strung on silver necklaces or bracelets. Groups of up to 10
charms (all of the same design) are enchanted at the same
time with a version of the satellite tracking incantation.
Anyone wearing one of these charms can, as a move equiva-
lent action, determine the exact location of any other single
person wearing another of the matched charms. As per the
incantation, the charms provide only GPS coordinates.

Type: Wondrous Item (magic); Caster Level: 13th; Purchase
DC: 41; Weight: —.

*See the Incantation-Based FX Items sidebar.

Translator’s Earpiece
This tiny molded earpiece (which requires a succcessful Spot
check, DC 20, to notice) lets the wearer speak and understand
the language of any intelligent creature, whether it is a racial
tongue or regional dialect (as per the tongues spell, albeit
continuously). It does not allow the wearer to understand or
transcribe written foreign languages.

Type: Wondrous Item (magic); Caster Level: 5th; Purchase
DC: 33; Weight: —.

Trench Coat of Useful Items

This appears to be an unremarkable black trench coat, but a
character who dons it notes that it is adorned with small cloth
patches in various shapes. Only the wearer of trench coat can

see these patches, recognize them for what items they
become, and detach them. One patch can be detached each
round. Detaching a patch causes it to become an actual item,
as indicated below. A newly created trench coat of useful
items always has two each of the following patches:

Flashlight, standard
Knife

Multipurpose tool
Duct tape
150-foot-long rope
Boltcutter

In addition, the trench coat has 2d6+4 other items, deter-
mined by rolling on the table below.

D% Result

01-08  Bundle of cash (increase Wealth bonus by +2)

09-15  Loaded flare gun (with 3 extra rounds)

16-22 Gas mask (with an extra filter canister)

23-30  Night vision goggles

31-44  24-foot-long metal ladder

45-51 Diamondback X-20 mountain bike

52-59  Steel handcuffs

6068 Portable generator (with full tank of gas)

69-75  Fire exitinguisher

76-83  Small bag of jewels (increase Wealth bonus by +4)

84-90  Cell phone (connects to any cellular network and
works for 8 hours before becoming useless)

91-96  First aid kit

97-00  Roll twice mare, ignoring results of 97-00

Type: Wondrous Item (magic); Caster Level: 9th; Purchase
DC: 35; Weight: 1 Ib.

Umbrella of Feather Falling
If this umbrella is open, the user can jump from any height and
drift to the ground as though affected by a feather fall spell.
The umbrella does not function if it is not open, although the
user can attempt to do so while falling by succeeding at a
Dexterity check (DC 10), taking no damage if successful. Fail-
ure indicates that the umbrella does not open in time, and the
user takes the full damage from the fall.

Type: Wondrous Item (magic); Caster Level: 1st; Purchase
DC: 30; Weight: 2 Ib.

Universal ID
This blank piece of plastic is the size of a credit card and can
transform into any form of ID on command, including photo,
holographic imprints, and watermarks (as per the magic ID
spell). It does not create a magnetic strip or other form of non-
visual information. The card must be held by the user for the
image to be changed.

Type: Wondrous Item (magic); Caster Level: 1st; Purchase
DC: 29; Weight: —.

Video Camera of True Seeing

This video camera is covered in runes and sigils. In addition to
operating like a normal video camera, it is also capable of
videotaping things unseen by normal eyes, as if through the




true seeing spell. The camera records invisible beings as well
as the actual form of Shadow creatures with perfect clarity.

Type: Wondrous Item (magic); Caster Level: 9th; Purchase
DC: 37; Weight: 2 b.

Watch of Speed
This modern looking wristwatch improves the wearer’s con-
cept of time, granting a +2 equipment bonus on initiative
checks. This bonus stacks with other abilities that improve ini-
tiative, such as the Improved Initiative feat.

Type: Wondrous Item (magic); Caster Level: 5th; Purchase
DC: 33; Weight: —.

ARTIFACTS

Artifacts are wondrous items that are especially powerful, par-
ticularly difficult to craft, or unique. They are ancient relics
whose origins are shrouded in mystery. Even the most power-
ful artificers cannot create artifacts, for they are items whose
power has grown through time. They are true objects of legend
and, in many cases, instigators or catalysts of world change.

Activating an Artifact

Unless otherwise noted, activating an artifact takes an attack
action and does not provoke attacks of opportunity. Artifacts
are activated by command word or use-activated.

Destroying an Artifact
Artifacts are unnaturally resilient and can only be destroyed
by extraordinary means. The secret to destroying an artifact is
often as well-guarded and mysterious as the artifact itself,
requiring a successful Research check (DC 25) to uncover.
Destroying the artifact is even more
arduous—and frequently the * .= . -
basis for an entire adventure. -~ i'- -.
To illustrate the difficulty
of destroying an artifact, several means of
destruction are presented below (and the GM is
encouraged to devise other means). X
¢ |ocate and retrieve an ancient Babylon-
ian scroll with a transform
seed incantation, which
will turn the artifact into -
something that can be
destroyed by conven-
tional means.
e Use a subjugate out-
sider incantation to
summon a
powerful
demon, then
command it to take the
artifact and plunge it into
the Pit of Dispater (in Hell).
e Find the living
descendant of an
ancient Mongol
dynasty whose blood,
when spilled on the
artifact, will cause it
to dissolve.
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e Place the artifact on an altar in a Paris cathedral, then
splash it with holy water from the Aspergillum of Saint
Javier, which was stolen from the cathedral in the 15th
century and was last seen in a private art collection in
Singapore.

e Persuade or trick a red dragon emperor or empress into
devouring the artifact, which will be consumed in the
fires of its stomach.

e |ocate an Egyptian brazier with the power to summon an
efreeti noble, then use a wish to command the efreeti to
smash the artifact with its great iron falchion.

Artifact Purchase DCs
Artifacts cannot generally be purchased on the open market,
although a careless vendors might sell one inadvertantly (by
failing to realize its true nature or power). Since artifacts are
often unique items, one must strike a deal with the current
owner (who usually demands an exorbitant price). Players
may not equip their characters with artifacts without their
GM's permission.

For the purposes of XP and reward values, an artifact’s pur-
chase DC is 30 + its FX modifier. The FX madifier depends on
the item's nature, as shown below:

Artifact Effects FX Modifier
Each single-use effect
Each continuous effect, permanent effect, or

+3 enhancement bonus +10

Each effect with a limited number of uses per day,

or each +2 enhancement bonus +7
Each effect with a limited number of charges,
or each +1 enhancement bonus +5

]
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Fifty magic bullets later, "~ !
Troy escapes +
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Sample Artifacts
Examples of artifacts include the following.

Caesar’s Shield

This is the shield that Julius Caesar carried with him from
Britain to Egypt and back to Rome. The shield is said to have
disappeared at roughly the same time Caesar was slain by
ambitious senators. It has reportedly surfaced from time to
time, appearing on auction blocks and being alternately
decried as a forgery and contested in bidding wars more
savage than any of Caesar's campaigns.

This +3 large shield, emblazoned with the image of a roaring
lion's head, allows the bearer to wield any weapon as though
he was proficient in its use. It also grants whatever weapon its
bearer uses a +3 enhancement bonus. The bearer has damage
reduction 10/+1 while grasping Caesar's shield as well.

Type: Artifact (magic); Caster Level: —; Purchase DC: 70;
Weight: 15 Ib.

Crescent of the Moon

Legend says that the stone blade of this ancient scythe is
carved from rock that came from the moon. Given the age of
the specimen, this seems patently impossible, but its previous
owners have been unwilling to submit the crescent to scien-
tific examination. Experts estimate that it was made during
the early iron age, though why one would make a stone blade
when metal
ones were
widely avail-
able, no one
can say. The
crescent

Learning how to destroy an artifact demands research

has a long and colorful history as an object both desired and
feared by pagan sects.

This +3 scythe, with images of the lunar cycle and baying
wolves carved into its shaft, also has the quality of lycan-
thrope bane (gaining an additional +2 enhancement bonus
and dealing an additional +2d6 points of damage to were-
wolves, wererats, and other lycanthropes).

The crescent of the moon has other enchantments that
activate only during specific phases of the lunar cycle. The fol-
lowing effects are active only from dusk to dawn on the days
in question:

New Moon: On the three nights of the new moon, the
crescent grants its wielder the ability to recognize lycan-
thropes by sight regardless of their current form—humanoid,
hybrid, or animal.

Waxing: During the period of time between new and full

moon, the crescent grants its wielder darkvision out to a . -

range of 60 feet.

Full Moon: On the three nights of the full moon, the cres-
cent grants its wielder the ability to throw himself into a vio-
lent rage once per night. This rage lasts 1d4+3 rounds, and the
wielder cannot choose to end it prematurely. Beginning a rage
is a free action. In the rage, the wielder temporarily gains +4
Strength, +4 Constitution, and a +2 morale bonus on Will
saves, but suffers a —2 penalty to Defense. The increased
Constitution increases the wielder's hit points by 2 per level,
but these hit points go away at the end of the rage when the
Constitution score drops back to normal. (These extra hit
points are not lost first the way temporary hit points are.)
While raging, the wielder can take no action other than
attacking; if there are no foes to attack, he must forfeit all
actions until the rage has passed—~he does not have to attack
his friends. At the end of the rage, the wielder is fatigued (-2
to Strength, —2 to Dexterity, can't charge or run) for 1d4+3
rounds. The wielder may only fly into a rage during his action,
not in response to somebody else’s action.

Waning: During the period of time between full and new
moon, the crescent grants its wielder the scent special qual-
ity (see Chapter Eight: Friends and Foes of the d20 Modern
Roleplaying Game).

Type: Artifact (magic); Caster Level: —; Pur-
chase DC: 68; Weight: 12 Ib.

Cup of Curing

The origins of this gold chalice, crafted in

intricate baroque patters and encrusted

with dozens of jewels, are as mysterious as
its powers. At various times in history, the
cup has an object of worship for nearly every
major religion—indeed, there is evidence
that its possession has precipitated innumer-
able wars.

Any liquid drunk from the cup takes on amaz-
ing curative powers. One swallow cures all dis-
eases, blindness, deafness, hit point damage,
and all temporary ability damage. It also neu-
tralizes poisons in the drinker's system (so that
no additional damage or effects are suffered)
and cures mental disorders caused by spells or
injury to the brain.




A second swallow in the same sitting removes nega-
tive levels and restores permanently drained levels and
ability scores.

A third swallow grants the drinker a +5 bonus on saving
throws, attack rolls, and skill checks for one day.

Afourth swallow causes the drinker to glow with a brilliant
white light. One round later, as the light grows brighter,
anyone looking at the person must succeed at a Fortitude save
(DC 25) or be struck blind for 2d6 minutes. On the next round,
the drinker's body is completely consumed as the light
flares—anyone still watching must succeed at a Fortitude
save (DC 35) or be struck permanently blind. The following
round the light ceases, and the cup of curing disappears along
with any trace of the greedy drinker. No spell can divine
where the cup goes or when it will surface again.

A character may drink from the cup on up to five different
occasions. The sixth time, he immediately suffers conse-
quences identical to drinking four times in a sitting.

Drinking from the cup is a move action that provokes
attacks of opportunity.

Type: Artifact (magic); Caster Level: —; Purchase DC: 51;
Weight: 3 Ib.

Dagger of Eternal Unrest

The curved, black blade of this dagger leads into a hilt inlaid
with human bones ending in a large black onyx gem. It is a
relic formerly used by a cult that performed ritual sacrifices
then brought their victims back from the grave as the walking
undead. The dagger has a +3 enhancement bonus plus a sec-
ondary enchantment.

Three times per day, if the dagger is used in a successful
coup de grace, the wielder may choose to have the blade cast
animate dead on the victim. This creates a zombie (see Chap-
ter Eight: Friends and Foes of the d20 Modern Roleplaying
Game) under the control of the dagger's wielder. If the dagger
changes hands, so too does the zombie's loyalty.

Type: Artifact (magic); Caster Level: —; Purchase DC: 47;
Weight: 1 |b.

Houdini’s Watch Fob
This short length of gold chain with a belt clip on one end and

. a wooden fetish at the other once belonged to the famed

“stage magician Harry Houdini. The fetish is a crude, tiny carv-

“ing of a human figure with strange glyphs gouged into its
~‘chest and back. Houdini, it is said, was never seen without

this fob hooked to his belt—never, that is, except for the night
that he died.
In the intervening years, the fob has passed through the
* hands of several collectors, all of whom swear that they will
" give the artifact a permanent home. Each owner, though, has
fallen on hard times, passed away, or come to a particularly
valid reason to sell the item less than a year after taking pos-
session. The fob, it seems, does not want to stay in one place.
Anyone wearing the fob gains a +3 luck bonus on Reflex
saves, as well as a +6 luck bonus on Balance, Bluff, Climb, Dis-
guise, Escape Artist, Move Silently, and Tumble checks. Further-
more, the fob grants the wearer the Improved Initiative feat.
Type: Artifact (magic); Caster Level: —; Purchase DC: 50;
Weight: —.

Index of Alexandria

There are four copies of this large, leather-bound, illuminated
tome believed to exist (although rumors perpetually circulate
about more). They represent the life’s work of a monk identified
only as Ranald de St. Augustine (exactly which site named for
St. Augustine remains unclear). They are Latin translations of a
series of Greek scrolls attributed to Aristarchus of Samoth-
race—the last known librarian of the Great Library of Alexan-
dria—that purport to be a complete index to the 40,000
volumes housed in that legendary temple to knowledge.

Reading the Index takes 40 days (which do not have to
occur in a row). At the end of each day, the reader must make
a Decipher Script check (DC 30) or that day's effort is lost.
Upon completing the book, the reader gains +4 Intelligence,
+2 Wisdom, and a +3 insight bonus on all Knowledge (arcane
lore, art, civics, earth and life sciences, history, physical sci-
ences, tactics, or theology and philosophy) checks.

After completely reading the book, a person may return to
the volume to try to glean specific information or insight on
matters of ancient history, languages and translation, various
sciences, theology, and philosophy. (It is up to the GM to
decide whether or not a specific subject falls into one or more
of these categories.) This requires 2d6 hours and a successful
Research check (DC 25).

Type: Artifact (magic); Caster Level: —; Purchase DC: 60;
Weight: 30 Ib.

Sphere of Annihilation

A sphere of annihilation is a globe of absolute blackness, a
ball of nothingness 2 feet in diameter. The sphere is actually
a hole in the continuity of the universe. Any matter that comes
in contact with a sphere is instantly sucked into the void,
gone, and utterly destroyed.

There are several known spheres of annihilation. Most
belong to government agencies, some to universities or pri-
vate research groups, and a few to private collectors. It is
even feared that one or two have fallen into the hands of rad-
ical terrorist groups.

The origin of the spheres is uncertain, but the most common
rumor is that they are all small pieces of a single original globe
of annihilation. It is said that the globe is over 200 feet in
diameter and that the U.S. government has it secreted away in
an underground bunker in the Nevada desert.

A sphere of annihilation is static, resting in some spot as if
it were a normal hole. It can be caused to move, however, by
mental effort. The brain waves of the individual concentrating
on moving it bend spatial fabrics, causing the hole to slide.
The range of this control is 40 feet initially, then 40 feet + 10
feet per character level once control is established. Control is
based on the character’s Intelligence and level. (The higher his
level, the greater his mental discipline.) The character adds
his Intelligence bonus and character level and then applies
the total to a 1d20 roll. To control the sphere, the DC is 30. The
sphere’s speed is 10 feet per round + 1 foot for every point by
which the control check result exceeds 30.

If two or more characters vie for control of a sphere of
annihilation, the rolls are opposed. If none is successful, the
sphere slips toward the one who rolled lowest.

Should a teleport incantation be cast upon a sphere of anni-
hilation, there is a 50% chance (a 01-50 result on d%) that the




spell destroys it, a 34% chance (51-85) that the spell does noth-
ing, and a 15% chance (86—100) that a gap is torn in the spatial
fabric, resulting in a tremendous explosion. Everything within a
60-foot radius takes 2d6x10 points of damage. Dispel magic has
no effect on the sphere, although a greater dispel magic incan-
tation has a chance of succeeding (treat the sphere as a spell
effect created by a 20th-level spellcaster for this purpose).

Type: Artifact (magic); Caster Level: —; Purchase DC: 40,
Weight: —.

Staff of Sorcerous Might

A'long wooden staff, shod in iron and inscribed with sigils and
runes of all types, this potent artifact had been sitting in a dis-
play case in the British National Museum for decades. No one
knows exactly what caused it to release a lightning bolt, shat-
tering the case along with any illusions that it was just an ordi-
nary decorative walking stick. Some people say it belonged to
Merlin, Circe, or any one of a dozen other literary or historical
sorcerers. Others say that it is just another magical piece of
detritus that has come through Shadow in recent years. No
one truly knows whether it is one of a kind, or if there are other
staffs like it waiting to be found. In any case, it is one of the
most powerful items that any spellcaster could possess.

The staff of sorcerous might gives the wielder spell resist-
ance 23. It has several other spell powers, as well. Some the
staff's powers drain charges, while others don't. A fully-
charged staff of sorcerous might has 50 charges. The follow-
ing powers do not drain charges:

Detect magical aura Mage armor
Hold portal Mage hand
Light

The following powers drain 1 charge per usage:
Dimension door
Dispel magic
Electromagnetic pulse (Will save DC 15)
Fireball (10d6 points of damage, Reflex save DC 15)
Ice storm
Invisibility
Knock
Lightning bolt (10d6 points of damage, Reflex save DC 15)
Summon vivilor IV

These powers drain 2 charges per usage:
Cone of cold(10d6 points of cold damage, Reflex save DC 17)
Passwall
Telekinesis (400 pounds maximum additional weight)

A staff of sorcerous might has the following additional
spell-like abilities:

Absorb: As an readied action, the staff's wielder can draw
spells or spell-like abilities into the staff. The magic absorbed
must be a single-target spell or a ray directed either at the
character possessing the staff or her gear. The staff then nul-
lifies the spell’s effect and stores its potential, converting
spell levels into charges. The GM should keep a running total
of the number of charges currently in the staff. If the staff
absorbs spell levels beyond its charge limit (50), it explodes as
if a retributive strike had been made (see below). Note that
the wielder has no idea how many spell levels are cast at

her—the staff does not communicate this knowledge.
Absorbing spells is risky, but absorption is the only way this
staff can be recharged.

Retributive Strike: The staff of sorcerous might can be
broken for a retributive strike. Such an act must be purposeful
and declared by the wielder. All charges in the staff are
released in a 30-foot spread. All within 10 feet of the broken
staff take points of damage equal to 8 times the number of
charges in the staff, those between 11 feet and 20 feet away
take points equal to 6 times the number of charges, and those
21 feet to 30 feet distant take 4 times the number of charges.
A successful Reflex save (DC 17) reduce damage by half. The
character breaking the staff is destroyed in the explosion.

Only the staff of sorcerous might is capable of a retributive
strike—this is not an act that can be performed with any
other staff, wand, or magic item.

Type: Artifact (magic); Caster Level: —; Purchase DC: 95; | -
Weight:5 Ib. it

Talisman of Pure Good

A divine spellcaster with an allegiance to good who pos-
sesses this item can cause a flaming crack to open at the feet
of a divine spellcaster with an allegiance to evil who is up to
100 feet away. The intended victim is swallowed up forever
and sent hurtling to the center of the earth. The wielder of the
talisman must have an allegiance to good, and if he is not
exceptionally pure in thought and deed (GM’s discretion), the
evil character gains a Reflex saving throw (DC 19) to leap
away from the crack. Obviously, the target must be standing
on solid ground for this item to function. (In the air, in a high-
rise building, or on a boat or airplane are all places of safety
against this otherwise potent item.)

A talisman of pure good has 7 charges. If a divine spellcaster
without an allegiance to good touches one of these medallions,
he takes 6d6 points of damage. If a divine spellcaster with an
allegiance to evil touches one, he takes 8d6 points of damage.
All other characters are unaffected by this item.

Type: Artifact (magic); Caster Level: —; Purchase DC: 35;
Weight: —.

Talisman of Ultimate Evil

A divine spellcaster with an allegiance to evil who possesses
this item can cause a flaming crack to open at the feet of a
divine spellcaster with an allegiance to good who is up to 100
feet away. The intended victim is swallowed up forever and
sent hurtling to the center of the earth. The wielder of the tal-
isman must have an allegiance to evil, and if he is not excep-
tionally foul and perverse (GM's discretion), the good
character gains a Reflex saving throw (DC 19) to leap away
from the crack. Obviously, the target must be standing on solid
ground for this item to function. (In the air, in a high-rise build-
ing, or on a boat or airplane are all places of safety against
this otherwise potent item.)

A talisman of ultimate evil has 6 charges. If a divine spell-
caster without an allegiance to evil touches one of these medal-
lions, he takes 6d6 points of damage. If a divine spellcaster with
an allegiance to good touches one, he takes 8d6 points of
damage. All other characters are unaffected by this item.

Type: Artifact (magic); Caster Level: —; Purchase DC: 35;
Weight: —.




VEHICULAR MAGIC ITEMS

Automobiles and other motor vehicles are ubiquitous ele-
ments of modern life, and in the URBAN ARCANA setting, many
of these vehicles incorporate magic in some fashion. This sec-
tion describes several magic “accessories” for vehicles.

A vehicular magic item functions only when it is properly
placed on or within the vehicle: either attached to the vehicle
in its proper place, painted on the vehicle, or incorporated into
its design. Simply placing an item in the front seat will not
activate the item's magic effect. Removing the vehicular
magic item from its intended location also ends the effect,
although the item continues to radiate magic.

Vehicular Magic Item Purchase DCs
A vehicular magic item’s purchase price is 20 + the item’s
caster level + its FX madifier. The FX modifier depends on the
item’s nature, as shown on the table below:

Item’s Nature FX Modifier
Single-use item —
Continuous effect or bonus +3
Limited number of uses per day +2
Limited number of charges +1

Limits for FX Items on Vehicles
Just as characters are limited in their ability to carry magic
items, a vehicle can only bear so many functional magic
items. The limits are as follows:
1 ramplate or set of bumpers
1 steering wheel
1 coat of paint
1 set of tires
1 pair of headlights
1 horn or siren
1 containment area (ashtray, glove compartment, trunk, etc.)
1 non-electronic accessory (hung from the rear view mirror,
on the dashboard, etc.)
1 seat or set of seats
1 engine or engine accessory
1 set of windows (including windshield and side windows)
2 electronic accessories (stereo, CB radio, car alarm, etc.)
» Vehicular Magic Items
" Descriptions
- 'The following section described several new vehicular magic
items.

Ablative Paint Job
* A vehicle coated in this nigh unscratchable silvery-gray paint
" gains 5 points of hardness. It has no effect on any vehicle with
a hardness of 10 or higher.
Type: Wondrous Item (vehicular); Caster Level: 5th; Pur-

chase DC: 28; Weight: —.

Bumpers of Blasting

If a vehicle equipped with bumpers of blasting strikes an
object or creature while maving at least street speed (see
Chapter Five: Combat in the d20 Modern Roleplaying Game),
the driver of the vehicle can choose to have the bumper emit
an explosive blast. The explosion causes 5d6 points of fire

damage (in addition to any collision damage) to the object or
creature struck. The vehicle with the bumper of blasting does
not take any damage from the explosion, but does take colli-
sion damage as normal.

The explosive blast can be triggered three times per day,
regardless of whether the attack is made with a front or rear
bumper. The driver cannot trigger an explosive blast out of
turn, such as when struck by another vehicle, although the
driver could ready an action to trigger the explosive blast
when such a condition arises.

Type: Wondrous Item (vehicular); Caster Level: 5th; Pur-
chase DC: 27, Weight: — (factored into the vehicle's weight).

Bumper of the Ram
This vicious looking spiked bumper must be bolted to the front or
back of the vehicle. Any time the driver of the vehicle uses the
bumper to ram another vehicle or object, damage to the opposed
vehicle is increased by one speed and size increment, while
damage to the vehicle with the bumper of the ramis reduced by
one speed and one size increment. See Collisions and Ramming
in Chapter Five: Combat of the d20 Modern Roleplaying Game.
The bumper of the ram's effects do not apply to sideswipes.
Type: Wondrous Item (vehicular); Caster Level: 9th; Pur-
chase DC: 32; Weight: — (factored into the vehicle's weight).

Dashboard Figurine

A dashboard figurine appears to be a statue of an animal or
person 4 to 6 inches tall. When placed upon the dashboard of
a vehicle, it sticks in place and can only be removed by the
owner with a command word. Once in place, the figurine
grants a special ability to the vehicle and the driver.

Three different types of dashboard figurines are available:
humorous, monstrous, and religious.

Humorous: This figurine depicts some amusing-looking
figure, such as a hula dancer or a cartoon character. The driver
of the vehicle gains a +1 morale bonus on all saves while
operating the vehicle.

Monstrous: This figurine depicts some sort of fierce-look-
ing toy monster. Attacks made by the driver and passengers of
the vehicle gain a +1 morale bonus.

Religious: This is an icon of a saint, the Virgin Mary, or
some other being of religious or spiritual significance. This
type of dashboard figurine provides a +2 deflection bonus to
the vehicle's Defense.

Type: Wondrous Item (vehicular); Caster Level: 3rd; Pur-
chase DC: 26; Weight: 0.5 Ib.

Engine of Infernal Speed
A vehicle with this engine can accelerate up to two speed cat-
egories for the round, instead of one. However, the vehicle
can still only decrease speed by one speed category for the
round, as normal (unless the driver performs a hard stop). If
the vehicle accelerates in this manner, the engine produces
jets of blue flame from the tail pipe that deal 2d6 points of fire
damage to anything within 10 feet of the rear of the vehicle;
a successful Reflex save (DC 15) halves the damage. The
flames automatically set fire to combustibles.

Type: Wondrous Item (vehicular); Caster Level: 7th; Pur-
chase DC: 30; Weight: — (factored into the vehicle's weight).




Bumper of
the ram

Flame Job
This paint job covers the front of the vehicle in wicked-looking
flames. Once per day, on the owner's command, the vehicle can
burst into flames for 3 rounds, dealing 5d6 points of fire damage
to any creature or object touched or struck by the vehicle. In addi-
tion, any creature standing adjacent to the flaming vehicle takes
2d6 points of fire damage; a successful Reflex save (DC 15) halves
the damage. The flames automatically set fire to combustibles.
Neither the vehicle nor its occupants suffer any ill effects from the
fire so long as they remain completely inside the vehicle.

Type: Wondrous Item (vehicular); Caster Level: 5th; Pur-
chase DC: 27, Weight: — (factored into the vehicle's weight).

Fuzzy Dice of Luck
These gaudy, hot-pink fuzzy dice must be hung from the rear-
view mirror of the vehicle to be activated. Once per day, the
driver of the vehicle can reroll any Drive check, but must take
the new result regardless of the outcome.

Type: Wondrous Item (vehicular); Caster Level: 3rd; Pur-
chase DC: 25; Weight: —.

Headlights of Blinding
Three times per day, these headlights can emit a blinding 50-
foot cone of light projecting from the front of the vehicle. Any
creatures caught in the area must succeed at a Fortitude save
(DC 15) or be blinded for 2d6 rounds. See Chapter Five:
Combat in the d20 Modern Roleplaying Game for the effects
of blindness.

Type: Wondrous Item (vehicular); Caster Level: 5th; Pur-
chase DC: 27, Weight: — (factored into the vehicle's weight).

Horn of Blasting

Up to three times per day, this horn can emit a shrieking sound
that deafens and damages creatures caught in its path. Any
creature within a 30-foot cone directly in front of the vehicle
takes 2d6 points of sonic/concussion damage and is deafened

for 2d6 rounds. A successful Fortitude save (DC 16) halves the
damage and negates the deafening effect. Crystalline crea-
tures in the cone take quadruple damage (8d6 points) from the
sonic blast. See Chapter Five: Combat of the d20 Modern
Roleplaying Game for the effects of being deafened.
Vehicle windows and windshields may shatter if they take
sufficient damage from the blast (see Windows and Wind-
shields in Chapter Five: Combat of the d20 Modern
: Roleplaying Game). Headlights are also sus-
ceptible to the horn of blasting and should
be treated as windows for this purpose.
Type: Wondrous Item (vehicular); Caster
Level: 7th; Purchase DC: 29; Weight: —
(factored into the vehicle's weight).

Horn of Dread

emit a terrifying noise. Anyone within
50 feet of the horn's sound must suc-
f ceed a Will save (DC 15) or be
) affected by a cause fear spell (as

if cast by a 5th-level Acolyte).

Type: Wondrous Item (vehicular);
Caster Level: 5th; Purchase DC: 27; Weight: — (factored
into the vehicle's weight).

Impervious Tires
These tires are usually sold in sets of two or four, and each
tire in the set has a hardness of 20. See the Taking Out the
Tires sidebar in Chapter Five: Combat of the d20 Modern
Roleplaying Game for more information on vehicle tires.

If one of the tires is punctured and ruined, the remaining
impervious tires continue to function.

Type: Wondrous Item (vehicular); Caster Level: 5th; Purchase
DC: 28 (per set); Weight:— (factored into the vehicle’s weight).

Nondescript Paint Job
This paint job makes the vehicle less noticeable. It grants a +5
circumstance bonus on Bluff and Hide checks when tailing
another vehicle or losing a tail (see Hide and Seek in Chapter
Five: Combat of the d20 Modern Roleplaying Game). In addi-
tion, anyone wishing to break into the vehicle (other than the
owner) must succeed at a Will save (DC 15) or be unable to do
so. This is a mind-affecting spell-like effect; a new save may
be attempted after 24 hours have passed.

Type: Wondrous Item (vehicular); Caster Level: 5th; Pur-
chase DC: 28; Weight: —.

Paint Job of Blurring
Once per day, this paint job makes the vehicle’s outline to
appear blurry. This is as the blur spell as if cast by a 5th-level
Mage. Occupants of the vehicle are also blurred.

Type: Wondrous Item (vehicular); Caster Level: 5th; Pur-
chase DC: 27; Weight: —.

Paralytic Alarm

This vehicle alarm triggers whenever an attempt is made to
break into the vehicle (for example, by smashing a window or
bypassing a door lock), unless the intruder succeeds at a
Disable Device check (DC 30).

. Up to three times per day, this horn can . -




When activated, the paralytic alarm emits a hypnotic pulse
that paralyzes any creature within 30 feet for 2d6 rounds. A
successful Will save (DC 15) negates this mind-affecting
enchantment.

Type: Wondrous Item (vehicular); Caster Level: 5th; Pur-
chase DC: 28; Weight: — (factored into the vehicle's weight).

Reinflating Tires
These tires (usually sold in sets of two or four) are slightly
spongy to the touch. If a tire is punctured, it instantly rein-
flates and is restored to full hit points. Once a tire magically
reinflates, it becomes a nonmagical tire and cannot rein-
flate again.

Type: Wondrous Item (vehicular); Caster Level: 3rd; Pur-
chase DC: 23 (per tire) or 26 (per set); Weight: —.

Seats of Safety
The occupants of a vehicle equipped with these seats gain the
benefits of three-quarters cover while inside the vehicle.
They take no damage from vehicle collisions, they gain a +7
cover bonus to Defense, and they gain a +3 cover bonus on
Reflex saves. The seats of safety do not function if any of the
vehicle's doors are open.

Type: Wondrous Item (vehicular); Caster Level: 5th; Pur-
chase DC: 28 (per vehicle), Weight: — (factored into the
vehicle's weight).

Seat of Hold Monster
Once per day, when the driver utters the proper command word,
this seat (usually a passenger seat in the front or back of the
vehicle) holds the creature seated in it, as the hold monster spell
cast by a 10th-level Acolyte. The target creature gets a Will save
(DC 17) to negate the effect, which lasts for 10 rounds.

Type: Wondrous Item (vehicular); Caster Level: 10th; Pur-
chase DC: 32 (per seat); Weight: — (factored into the
vehicle's weight).

Shrinking Paint Job

This paint job allows the vehicle to “shrink” to a matchbox-
sized version small enough to fit in the palm of one’s hand.
Shrinking or enlarging the vehicle requires a command word,
. and the vehicle takes a full-round action to shrink or return to
“full size. The vehicle will not shrink if it contains any living
- beings, but can be shrunk with up to 50 pounds of cargo stored
~inits trunk. The vehicle will not unfold if it is in an area that will
not allow it to expand to its full size. A vehicle in its toy size has
a hardness of 5 and 5 hit points. The vehicle is destroyed and

cannot be repaired if reduced to 0 hit points in its toy form.
Type: Wondrous Item (vehicular); Caster Level: 7th; Pur-
“Ichase DC: 30; Weight: — (factored into the vehicle's weight).

Silent Warning Alarm

This vehicle alarm triggers whenever an attempt is made to
break into the vehicle (for example, by smashing the window
or bypassing a door lock), unless the intruder succeeds at a
Disable Device check (DC 30).

When activated, the alarm sends a mental warning to the
owner of the vehicle, although the owner must be within 1
mile of the vehicle to receive it. If the owner receives the
warning and succeeds at a Wisdom check (DC 10), he also

receives a mental picture of the individual or individuals
attempting to break into the vehicle, as if standing next to
them (lighting conditions apply).

Type: Wondrous Item (vehicular); Caster Level: 3rd; Pur-
chase DC: 26; Weight: — (factored into the vehicle's weight).

Trunk of Masking

Whenever this trunk is opened, it creates a powerful illusion
to conceal its true contents. The owner decides what the
trunk appears to contain, and its contents seem real in every
respect. lllusory items can be removed, handled, and manipu-
lated. However, illusory tools provide no benefits to their
users, and illusory items disappear if taken more than 30 feet
from the vehicle.

Gleaning the true contents of the trunk requires a true
seeing spell or similar magic. Creatures that suspect the pres-
ence of an illusion are entitled to a Will save (DC 16) to dis-
believe it; if the save succeeds, they can perceive the true
contents of the trunk of masking.

Type: Wondrous Item (vehicular); Caster Level: 7th; Pur-
chase DC: 30; Weight: — (factored into the vehicle's weight).

Windows of Deception
The driver of this vehicle can alter his or her appearance to
viewers on the outside of the vehicle, as if by change self cast
by a 3rd-level Mage. If the one or more of the vehicle’s win-
dows are destroyed, the effect ends and the windows of
deception cease to function.

Type: Wondrous Item (vehicular); Caster Level: 3rd; Pur-
chase DC: 26; Weight: —.

ZephyrTires

Zephyr tires (sold in sets of two or four) are emblazoned with
large white wings on the side. When placed on any car, van,
or motorcycle (they resize to fit any of these vehicles), they
allow the vehicle to fly.

Once per day, the vehicle's driver can command the vehicle
to fly. While flying, the vehicle follows all the normal rules for
piloting a flying vehicle, but otherwise retains the same
speed, initiative, and other statistics. The vehicle can main-
tain flight for 10 rounds. When performing aerial stunts, the
driver makes Pilot checks instead of Drive checks.

Should the effect’s duration expire while the vehicle is still
aloft, the magic fails slowly. The vehicle drops 60 feet per
round for 1d6 rounds. If it reaches the ground in that amount
of time, it lands safely. If not, it falls the remaining distance.
See Collisions in Chapter Five: Combat and Falling in Chapter
Seven: Gamemastering of the d20 Modern Roleplaying Game.

Zephyr tires have a hardness of 5 and 2 hit points (which
also count toward the hit points of the vehicle). If one or more
of the tires are destroyed, the zephyr tires lose their magic
and cease to function, and the vehicle (if airborne) plunges
from the sky.

Type: Wondrous Item (vehicular); Caster Level: Sth; Pur-
chase DC: 32 (per set); Weight: —.




In our world, créatures of Shadow
can seem like'ordinary people

cMw

any people forget that the

Gamemaster is also a player . -

in an URBAN ARrcANA game. The GM is a !
player with a slightly different perspective
and a few extra responsibilities. But in the
end, the GM's goal is the same as any
other player's—to have fun.

Chapter Seven:Gamemastering in the
d20 Modern Roleplaying Game is filled
with useful information, tips, tricks, and
general advice about the fine art of Game-
mastering. If it's been a while since you
read that chapter, you'd do well to give it
another look. This chapter builds on the
information contained therein and pro-
vides material that is particularly applica-
ble to games using the URBAN ARCANA
setting. We have broken this information
into seven sections.

Urban Arcana: The Game: Notes on
how to keep the game fun. That, after all,
is why you and your friends will be using
this book.

Urban Arcana: The World: What
makes the URBAN ARCANA campaign differ-
ent from other roleplaying settings? And
now that you know the differences, how
are you going to take advantage of them?

One-Shot Adventures: The most
basic unit of roleplaying. This section dis-
cusses how to best use one-shot adven-
tures in your games.

Ongoing Campaigns: Crafting a cam-
paign that captures the imaginations and
hearts of players for months or even years
on end is the pinnacle of Gamemastering.

This section provides tools, ideas, and advice to
help you forge better campaigns.

Your First Adventure: How your game starts
sets the tone for everything to come. We provide
material and support to help you start your players
on the right track.

Adventure By Design: Tips on where to get
ideas for your URBAN ARCANA adventures, crafting




those ideas into fun gaming sessions, and making your play-
ers ravenous for more.

Mastering the Game: Sometimes it's tough being behind
that GM screen. This section provides ideas, advice, and tools
to help make running your game more fun for everyone—
especially you.

URBAN ARCANA:
THE GAME

Remember that this is a game. Everyone is supposed to have
fun—including you—and the best way to insure that is by
talking with your players before you sit down at the table.

Unlike most fantasy roleplaying games, the URBAN ARCANA
campaign is set in the real world. Every player has particular
ideas about what that means—ideas formed by years of
living in the real world. You can't simply point to a reference
book and say “this is all you know.” Like many obstacles, this
fact provides both challenges and opportunities.

You will be challenged to make all the players’ points of
view and expectations match up as closely as possible. The
best way to do this is to sit down with your players (as a
group or individually) and explain to them your vision of the
game. Tell them what sorts of adventures you plan on run-
ning, how you hope the characters will interact with one
another and the world around them, and what themes (if any)
you want to explore.

Talk about other issues as well. For instance, how often do
you hope to run the game? How long will each game session
last? Is it important that all the players be there for every
minute of every session? And, most important of all, allow the
players to ask questions of you. Listen to their hopes and their
concerns—they will help you to make your URBAN ARCANA
game more enjoyable for everyone.

Pacing

Roleplaying is an interesting hobby because it is a game and
a story. Interestingly, both games and stories contain the ele-
ment of pacing—how quickly the action moves from begin-
ning to end—but pacing is a very different thing in each case.
You, as GM, must be aware of both.

¢

“Game Pacing

- When you're dealing with the game aspect—the application
- ‘of the rules and resolution of actions—time gets quite

dilated. One round of combat, the d20 Modern Roleplaying

Game tells us, represents approximately six seconds of real

time. As anyone who has ever played the game knows, those
= six seconds for the characters usually take the players several
*Iminutes to resolve at the gaming table.

But a game that's too slow often taxes all the players’
patience. Be sure to find a good mix between thorough appli-
cation of the rules and keeping the pace moving along at an
enjoyable clip.

Story Pacing

Pacing is an integral part of every story, no matter what its
medium. We know from watching television and movies that
action stories are best told quickly and political stories are
better when they're allowed to develop at a slower speed.

However, we've also seen action movies that were told so
quickly that we couldnt follow the plot, and political films
that were so painfully slow that we could barely sit through to
the end.

The question of story pacing is difficult enough when it's
decided by a single writer or director. In roleplaying, though,
all the players have quite a bit to say about the pacing of the
story. As GM, you should keep both your story and your play-
ers in mind when deciding just how fast or slow to go through
a particular part of your tale.

How You Play the Game

The answers to your game and story pacing questions depend
integrally on what your style of play is like. If you want to tell
a sweeping, epic story that examines deep, philosophical
truths of the setting, you'd best not try to cram it all into a
single night of gaming. On the other hand, if you want to tell
a tale of continuous high adventure and non-stop action,
you'd better not have it last for several weeks.

In the simplest view, there are two ways to run an URBAN
ARCANA game—as a one-shot adventure or as a continuing
campaign.

One-shot adventures are self-contained stories that have a
clear beginning, middle, and end. Although loose story
threads may remain for future exploration, the matter at hand
has been completely resolved at the end of play. Often a one-
shot adventure is meant to be played in a single game ses-
sion, but this is not always the case. However, it /s always
true that once the resolution is reached, the story is through.

Ongoing campaigns are more episodic in nature. An adven-
ture begins in one game session, is continued in another, and
concluded in yet another—and in the middle other problems
may arise. Every time one story draws to a close, another
opens up beckoning for the characters” attention. Like televi-
sion dramas, campaigns can go on for as long as the players
maintain interest.

Both styles of play have things to recommend them, and
we will examine each in a separate section below. But be
aware that whichever style you decide to use will greatly
influence all other decisions regarding your URBAN ARCANA
game.

URBAN ARCANA:
THE WORLD

URBAN ARCANA is more than just a game. As you can tell read-
ing through this book, it's an entire world—and the better you
know that world, the better your games will be.

No matter how good a job we do writing this volume, and
no matter how many follow-up sourcebooks we produce, it is
impossible for us to cover every nook and cranny of the world
of URBAN ARCANA. It is up to you, the GM, to fill in the gaps, to
give depth to places and people we can only mention in pass-
ing, and to breathe life into the situations and relationships
we describe in our printed products.

The better you understand the world, the better you'll be
able to paint a picture of it for your players. And the more
completely you can pull them into the reality of URBAN ARCANA,
the more fun everyone will have playing your game.




Realism

As we mentioned earlier, one of the GM's biggest challenges
is the fact that URBAN ARCANA is set in the real world—the
world outside your window. In other words, the world that
your players know as well as you do. In fact, every one of
your players will know more about some aspect of the world
than you do. They can all bring their real-world knowledge to
the table, and everything they know from work or school or
years of experience is as true in the game as it is in their
daily lives.

This is a problem because the real world is full of infinite
levels of subtlety and variation—an URBAN ARCANA game has
to function on much simpler rules. In fact, all the necessary
rules must fit in this book and the dZ20 Modern Roleplaying
Game. That means that a lot of very complex issues have to
be handled by easy-to-understand rules and may not com-
pletely stand up to close scrutiny by someone who spends
his entire working life dealing with these issues in profes-
sional detail.

Not sure what we're talking about? Let's look at an example.

The Question of Damage

One of the most basic mechanics in any roleplaying game is
centered around the question: What happens when a charac-
ter gets hurt?

In UrBAN ARCANA, the answer is simple. When a character
gets hurt, she takes hit point damage. No matter how the
character got hurt, the result is the same. A knife that deals 5
points of damage is the same as a bullet that deals 5 points of
damage is the same as a fist or a fall that deals 5 points of
damage. However, as anyone with any skill in medicine or
first aid will tell you, in the real world there are incredible dif-
ferences between these wounds, even if they inflict about the
same amount of bodily damage.

Real, Realistic, and Real Enough
Remember that URBAN ARCANA is a game. It is not a spe-
cific 1:1 simulation of the real world. At best the rules pro-
vide a gross simplification of what actually happens in the
real world.

The rules do, however, represent a thoroughly considered,
well-balanced interpretation of reality as we understand it.
They are not perfect, but they do provide a cohesive, moder-
ately realistic way to interpret practically anything that can
happen in the world.

What you and your players have to decide is whether or not
this is real enough for your particular tastes, and what you are
going to do about it. Remember, it's your game. You can
modify it in any way that you think makes it a better game.

However, we urge you to consider the notion that this is a
fantasy game. It is a world where elves and magic and mon-
sters are real—everything else needs to be adjusted to
account for their presence. And no one can truly say what the
real effect of an ogre hitting an SUV with an enchanted mace
would be.

Sense of Discovery

Although UrsAN ARcANA is based in the real world, it is not
actually the world outside your window. There's something a
little bit strange going on out there, and it's your job as the

GM to bring your players a sense of wonder and awe as they
uncover the differences.

In this version of our world, fantastic creatures live all
around us and amazing actions happen all the time. It's just
that mundane folk can't see these things for what they are.
Every once in awhile, though, someone manages to peer
through the veneer and see the aspects of Shadow for
what they really are. As the Gamemaster, you should strive
to create that same feeling of revelation and discovery in
your players.

Be sure not to give your players too much information all
at once. Reveal the world a little bit at a time—prolong the
mystery and sense of discovery. As long as they think there’s
more to learn, your players will have their characters trip-
ping over themselves to uncover the hidden truths that are
still out there.

Although it is important for your players to know many |
of the facts in this book, hold back a little something asa '

secret to be revealed later. Or, better yet, allow all the
information in this book to be “common knowledge,” but
make little bits of it slightly incorrect. For example, let's
say that word on the street is that Franz Draco is really an
efreeti—everyone knows he's an efreeti, but you know
that you've changed that bit of information so that he is in
fact a brass dragon.

Beyond changing little things here and there within this
book, you should also spend time adding to this material.
Make your UrBAN ARCANA game truly your own. There are
many places where the information is only bare bones just
waiting for you to flesh out a more detailed reality.

Fantastic with a Capital “F”

Remember, UrBAN ARCANA is a setting where creatures and
powers from the far side of Shadow—a realm beyond
space—have come to our world and are settling here. The key
to successfully using the setting is to creating adventures that
explore the ways in which reality and fantasy mix (and the
ways in which they don't).

Elves in the Hood
The first thing that you may want to explore is the tension
created when fantasy creatures and culture are placed side-
by-side with real world situations and people. What hap-
pens when an elf family moves into a building where six
mundane families live? How different is the result if it's a
family of dwarves, or minotaurs? How does a neighborhood,
or even an entire city, react when a new minority group sud-
denly springs up?

You can (and should) look to the real world for the answers.
In some cases there is violence—young members from each
group facing off against one another in gang fights. In other
instances, a town or city council might try to enact new zoning
laws or other restrictions. It is illegal to blatantly outlaw a
particular race or religion. But if a new law enters the books
banning specific types of pets, regulating the hours in which
certain activities may be performed, or limiting the number of
people allowed to occupy a particular type of structure, it
could have the same effect. (In the previous examples: If the
pets were a particular breed of large dog—specifically,
worgs—then goblins would be more or less banned; a




regulation on the hours when you could work assembling
machinery would keep out gnomes; and since kobolds prefer
to live in large tribes, the occupancy limit would pretty much
keep them out of an area.)

Look around your neighborhood and imagine what tensions
or changes would be started by having a group of Shadow
creatures move in next door. Flip through the newspaper and
consider how the stories of local interest would be different if
one of more of the people involved were Shadowkind.

Truly Mystic Pizza

The opposite side of the coin is revealed when you consider
what uses Shadowkind might make of modern items and con-
veniences. Of course, weaponry springs first to mind. The only
thing tougher than a troll is a troll dressed in flame retardant
body armor. But the same thought process can reveal hun-
dreds of ways that people from a medieval fantasy world
would make unusual use of modern technology.

Imagine if instead of brewing traditional potions, Mages
began baking their spells into cookies or cakes. Imagine fur-
ther that they then begin to use factories to mass produce
them. On the other hand, would it be possible for spellcast-
ers to use food processors to render all of their most fre-
quently used material components into a single, fine
powder that could then be used for almost any spell they
cared to cast? And how good a telemarketer would a mind
flayer be if it could mentally dominate anyone who
answered the phone?

Look at the devices, services, and other conveniences that
you use every day and consider what alternative uses some-
one from the other side of Shadow might conceive for them.
Take a walk through the hardware or a home appliance sec-
tions of your local department store—Ilook for tools you've
never seen before, then try to imagine the most outlandish
use for them possible. This is the sort of process that Shad-
owkind would go through every day in our world.

Neither One, Nor the Other

In the end, URBAN ARCANA is neither the world outside your
door, nor is it a completely alien landscape. It is a mix of
the familiar and the bizarre, where one never can be quite

. sure if things are exactly as they seem. The tide of
“Shadow is still rising, so things will continue to get more
- and more unusual.

The world is filled with people who cannot see creatures
and effects of Shadow for what they really are. No matter
how commonplace elves, ogres, and magic become to the
heroes, most mundane people will go about their lives as

© though everything is the same as it's always been.

I You would do well to keep this unusual mixture in mind
while working on your adventures. Keep your players
guessing. If the last three threats their characters faced
have all been supernatural, throw in a completely mundane
threat. If they spend most of their time fighting ordinary
street crime, put them up against a gang that uses magic
and trained Shadow creatures. When your players come to
the table uncertain of what you're going to throw at them
next, you're doing a fantastic job interpreting the world of
URBAN ARCANA.

ONE-SHOT ADVENTURES

As their name implies, one-shot adventures are those that
are not part of a higger storyline. They stand alone and pro-
vide the players with a sense of resolution once the final act
has finished.

One Night
Many one-shot adventures are also single-night adventures.
The players come to the table with no more information than
you, as the GM, want them to have. And when they walk away
at the end of the game session, they have finished a mission.

This format is useful for groups that cannot get together
frequently. It allows everyone to walk away with a sense of
completion—there is no unfinished business left hanging
over the characters’ heads. The next time the group gets
together, you can start fresh.

In many ways, this style of one-shot adventure is analogous
to a night at the movies. It is a good bit of entertainment that
the group can get together to enjoy whenever time allows.

One Tale

It is also possible to run one-shot adventures that span two or
three game sessions. The characters still maintain a focused
motivation—there is still just the one storyline to resolve, but
it can be examined in a much greater depth. It also allows for
increased dramatic tension such as that provided by
cliffhanger endings for particular episodes.

In many ways, this style of one-shot adventure is analo-
gous to a television mini-series. It requires a few nights’
investment, but when done well it provides a lushly detailed
bit of entertainment that has a definite conclusion.

Multi-game-session scenarios are another format used by
the Roleplaying Game Assaciation (RPGA). They generally
reserve this format for special events and tournaments to be
run at large gatherings and game conventions. Each round of
a tournament or event is written to be completed in approxi-
mately four hours of play.

Why Run a One-Shot Adventure?
What makes the one-shot adventure so appealing? First of all,
it allows all the players to start with relatively equally power-
ful characters. No matter what level the adventure is
designed for, characters built using the basic rules in the d20
Modern Roleplaying Game and the URrsan ARcAnA Campaign
Setting should all be relatively balanced with one another. No
character will have advantages gained in previous stories.

Another mark in favor of the one-shot adventure format is
that it allows you to run an adventure of any level you like. If
you want to run an adventure for high-level characters one
time, then run one for beginning 1st-level characters the next,
you can. There isn't a need for sequential, linear continuity
between your stories.

For another matter, this format allows you to change the
setting each time. One adventure can be a gang-war in the
mean streets of Detroit, the next can be a mystery of corpo-
rate intrigue set in the concrete jungles of Wall Street, and
the next can be a monster hunt featuring vacationers at a
resort in San Tropez.

One-shot adventures also allow you, as the GM, the free-
dom to more thoroughly affect the long-term condition of the




characters. In a campaign, you certainly don’t want to treat
the characters with kid gloves, but you do want to be sure
that you treat them fairly—after all, these are characters you
expect the players to use for months or years to come. In a
one-shot, though, you know that when the story is over, so is
that character's usefulness—the player will have a new one
next time. So it doesn't affect everyone’s fun if one or more
of the characters have life-altering effects (such as debilitat-
ing injuries, offers that would take them away from the team,
or in the worst case even death) as a result of the adventure.

This format really opens up the widest array of possibili-
ties for a single adventure. The down side is that you must
provide all the necessary background information before
every game, and you must be sure that the characters have
the necessary skills, equipment, and support to succeed at
the mission’s goals. That is a lot of work to go through before
every adventure.

The Perfect Crime

Designing a good one-shot adventure is metaphorically like
planning the perfect crime. It requires a great deal of prepa-
ration, even more advanced thought, and consideration of
every possibility and permutation imaginable. We will present
general design principles in Adventure By Design, below.
Here, however, are some tips particularly for designing good
one-shot adventures.

Have Clear And Achievable Goals

It is especially important in one-shot adventures that you, as
GM, have clear and achievable goals and keep them in mind
the whole time. This means not only goals for the characters,
but goals for all the important Gamemaster characters (espe-
cially the villains), and a goal for the story as a whole. This
style of gaming, based as it is on relatively short stories and
fast resolutions, can quickly get hopelessly derailed if you do
not keep your goals in mind.

The Personality Factor

In a situation where players are using different characters in
each adventure, it is important that you be certain that all the
characters are able to get along with one another. An anti-hero
or subversive member of the group makes for interesting sub-
plots in campaign oriented games, but in a one-shot adventure
they just distract everyone from the main goal. Of course, it
certainly is possible to plan an adventure around a subversive
group member. (There is no rule that the GM cannot break—
just be sure that you break the rules on purpose.)

Another one-shot adventure application of the personality
factor is to be sure not to allow interactions in one adventure
to color relationships in the future. In other words, just
because two characters are at odds in an adventure, don't let
the players carry that grudge into later adventures.

A Little Misdirection

Goes a Long Way

Very often a plot hinges on the characters believing one thing
while anather thing is actually the case. Creating this kind of
confusion is called misdirection, and GMs use it all the time.
In campaign play it can be the source of months of adven-
tures that turn out to be mere distractions for the characters.

In a one-shot adventure, though, you do not want the char-
acters to be too confused. In fact, you want your misdirection
to be noticeable and solvable within the allotted time. So, by
all means, mislead the characters—but do so in moderation.

Let's take for example an adventure where a woman tells
the characters that an evil mage stole a magic pendant from
her. When they track the mage down they find him wearing
the pendant, but he claims did not steal it. In fact, he provides
proof that he has been seen wearing this pendant every day
for the past ten years. The woman lied to the characters, and
they'll surely want to find out why. If the answer is simply that
she had a grudge against the evil mage and hoped the char-
acters would kil him, then this is a satisfactory misdirection.
If you add another layer of misdirection (such as the mage not
having the pendant at all, or having the mage and the woman
actually be working as partners to get the characters to per-

form a completely different task), then it become a little too . -

complex for a short one-shot adventure.

Cardboard Villains

It is often said that the best villains are the most complex
ones—that you should be sure to invest your antagonists
with complex motives, subtle emotions, and canny intelli-
gence. These are good rules, but not always necessary in a
one-shot adventure. You see, all those characteristics take
time to develop—and even more time to reveal. Sometimes,
especially in an adventure with a time limit, you just need a
“bad guy.” As long as your adventure is interesting, and the
story captures the imagination of your players, it is all right to
throw in a two-dimensional villain occasionally.

As an example, let's consider an adventure where the
heroes hear about an ogre that attacks any cars that drive
across a particular bridge. Where did the ogre come from?
Why is it on this rampage? What will it do if the characters
offer to find it a new home? These questions would be impor-
tant with a fully fleshed-out villain—they would provide
insights to different ways the ogre might be defeated or
turned from a foe to an ally. But as a cardboard villain, the
questions need no answers. The ogre has no lurking motiva-
tions. It doesn't want a new home. It simply wants to smash
cars until the characters make it stop.

The End Justifies the Means

When all is said and done, when the game is over and the
dice are being packed away, the most important thing is that
your players had fun. It doesn't matter exactly how you got
there, whether or not your story was original and your char-
acters innovative. Certainly those are things to strive for, but
if the players did not enjoy themselves, then it was all for
naught. And no matter how people may laugh at a cliched plot
or a stereotypical nemesis, they will applaud all your efforts if
the adventure was fun and satisfying.

And in this case at least, “satisfying” does not necessarily
mean “happy.” It is completely possible to have a satisfying
adventure where most or all of the characters give up their
lives to achieve a noble cause. In fact, it's even possible to
have a story where the heroes lose, as long as the players feel
they had a fighting chance to succeed. Of course, we don't
recommend using these particular tactics often—but they do
make an interesting change of pace.




There are more ways to tell than you have time to explore.
Play with what seems interesting to you. Do not stand on
artistic principle. Just be sure that when it's time to say “the
end,” your players had a good time.

A Good One-Shot

Deserves Another

We began this section by telling you that one-shot adventures
have a beginning, a middle, and a final conclusion—that con-
tinuing stories are the realm of ongoing campaigns. That, as
it turns out, is another rule that you can break when you think
the time is right.

If you run an adventure that the players find particularly
interesting—particularly if it leaves them asking questions
about the world and what happens next (or even what hap-
pened previously)—you might well want to design another
one-shot adventure to revisit the setting and characters.

The most important thing, though, is to treat the sequel the
same way you would any other one-shot adventure. Be just as
precise and mindful of your decisions and be sure that, like
the original tale, this one has a complete and satisfying con-
clusion. In this way you can revisit a favorite location when-
ever you have an adventure idea that you think is worthwhile.

We advice against running two adventures in a row that
use the same setting, though, unless you want to switch your
game from being a series of one-shot adventures to being an
ongoing campaign.

ONGOING CAMPAIGNS

As you might guess, an ongoing campaign differs from a
one-shot adventure in that it consists of more than a single
storyline and does not have a clearly identifiable beginning,
middle, and end. (In retrospect, you will probably be able to
identify points in your campaign that were the beginning,
middle, and end. But at the outset, exactly what these will be
is difficult to predict, and it is even harder to predict how the
characters will arrive at these points in the plot.)

A Million Tales
in the Shadowed City
Like in any town or city anywhere in the world, an ongoing
. campaign is filled with lots of people pursuing lots of different
»goals and agendas. There isn't a clear agenda for the charac-
. ters to follow—in fact, they are quite often left to pursue their
own interests. However, as in life, all actions cause reactions.
And the things the characters decide to do in one adventure
will plant the seeds for future adventures.
. Of course, not every story must be built so that the charac-
,'_;ters drive the action. Villains and other Gamemaster charac-
“ters have agendas and schemes of their
own. Many situations in the campaign
arise completely because of actions
that occur outside the characters’
influence. Two street gangs war-
ring against one another has
nothing to do with the heroes.
However, the fact that one of
their friends is injured in the
process may suddenly bring them
into the middle of the situation. If

they do nothing, the gang war runs its course. If they get
involved, the characters must find out what has happened to
bring things to this point, and formulate a plan to solve the
problem before more innocent bystanders are hurt.

This format is useful for groups who can get together regu-
larly. More often than not, at least some aspect of the story will
continue from one meeting to the next. And since the charac-
ters’ actions (and inactions) affect the world around them, it's a
good idea to be sure that the players can remember what it is
they've done, and whom it is they've angered recently.

In many ways, an ongoing campaign is analogous to a long-
running television drama. As the story progresses a larger and
larger plot reveals itself. Characters that you meet in one
story often come back in future tales. And the longer you play,
the more you understand not only the main characters, but the
world itself.

Chasing Your Tale
Of course, it is possible to have a story so big, an adventure of
such epic proportions, that the only way to tell it is in an ongo-
ing campaign.

In this case, the campaign is more analogous to a series of
novels. Each book contains dozens of complete chapters, and
the books themselves are satisfying to read. But it is only
when you have finished every volume that you truly under-
stand the scope of the story you've just been told.

This sort of campaign is sometimes also called a super-
adventure—something so big that it takes months of game
sessions to complete, and that allows characters to realize a
good deal of their potential on a single quest. It requires a
very dedicated group of players, because there are few breaks
in the action—very few places where it is convenient for a I
character to leave or rejoin the group.

The world of UrBAN ARCANA
combines the magical and
the mundane



Why Run an Ongoing Campaign?
What is it that makes the ongoing campaign such a popular
format for running roleplaying games? In a word: depth. It
allows all the players to explore deeper realms of the rules,
their characters, and the setting than you could ever hope to
fit into a single adventure. You can also build deeper, subtler
plots for your adventures, requiring the characters to unravel
a complex series of mysteries before they can understand and
confront the evil that has been building behind the scenes.

An ongoing campaign is also more robust than a one-shot
adventure (or even a series of them). There are multiple GM
characters working on multiple plots and schemes all at the
same time. The player characters are not the only people in
the setting performing heroics and opposing the villains—
there’s a lot going on. And, truthfully, it can be a bit daunting
at first.

But the rewards for both you and your players make it well
worth pushing through the difficult bits. An ongoing campaign
allows you to tell stories where characters change over time,
where lifelong quests are conceived and seen through to their
completion. And it allows you to create a story with depth,
history, and strong continuity—one that will live in your play-
ers’ minds for years to come.

When designing adventures for a campaign, you not only
have all the usual sources from which to draw, your players
and their characters will provide new ideas through the
course of play.

The style of play opens up the broadest storytelling possi-
bilities. It provides avenues for you and your players to
explore a nearly infinite range of themes, character develop-
ment, and adventure styles. It has a very cinematic feel as
over time the characters become more detailed and concrete
in all the player's minds. Most of all, it is endlessly satisfying
to be able to look back on a years long saga that you and your
players crafted together.

The Twisting, Turning Path

A good ongoing campaign is metaphorically like a long and
winding road. You have a rough idea where it is headed, but
there are innumerable opportunities and obstacles in the
miles ahead, not to mention an unguessable number of cross-
roads and side paths. Even if you know where you want to
wind up in the end, you can have a lot of fun exploring along
the way. We will present general design principles in Adven-
ture By Design, below. Here, however, are some tips particu-
larly for designing a good ongoing campaign.

Rome Wasn’t Designed in a Day

Designing a complete ongoing campaign is a huge undertak-
ing. And like all big projects, it is not built in a single step—
or even in a handful of stages. It takes hours of planning,
even more hours of designing, and endless fine-tuning to
keep it on target.

That's the bad news.

The good news is that it's impossible to do all of that ahead
of time anyway. The best thing you can do is to set out a rough
outline of where you think you want the campaign to go—the
major characters and events—and plot out the first two or
three adventures.

Unlike in a one-shot adventure, it is not incumbent upon
you to know exactly what's going to happen every step of the
way. In fact, if you've done a good job of designing an inter-
esting, robust setting, your players are going to want to send
their characters off in directions that you hadn't guessed—
and you should encourage that.

The keys to designing a good ongoing campaign are flexi-
bility and a broad-minded view of the hig picture. If you plan
ahead one or two adventures at a time as the characters
make their way through the world, you should be able to keep
your campaign going for a long while with no more effort than
running a series of one-shot adventures.

Build on What You Know
Just because you've built your URBAN ARCANA game to be a
multi-adventure, months-long campaign, remember to occa-

sionally throw in the equivalent of a one-shot adventure—a . -

mission or problem that can be discovered, faced, and com- 3
pletely overcome in a single game session or series of
encounters. Remember, even in the real world there are
simple problems as well as complex ones.

Slipping one-shot adventures into the mix allows you to
vary the pace and rhythm of your ongoing campaign. It also
gives the characters (and players) a sense of accomplish-
ment—something that is occasionally hard to come by in a
campaign where the big problems elude solution for months
or longer. Plus it also provides you with something to do when
some of your players cannot make it to a game session, but
everyone else wants to play.

The truth of the matter is that one-shot adventures and
ongoing campaigns are really dissimilar only in scale. The
skills and GM tricks that we discussed in the previous section
are pretty much all applicable in this section as well.

Who's On First?

A campaign is a big place. You should do your best to fill it
with interesting people (and creatures) for your players’ char-
acters to meet and get to know. It may be true that the most
important character you create for any particular story is the
villain, but the other characters create a framework that gives
your stories perspective. In other words, villains define adven-
tures but ancillary characters define the campaign.

One of the most important things about ancillary char-
acters is to try to give them goals and relationships outside
of moments they encounter the player’s characters. And do
your best to keep those behind the scenes lives in motion.
This requires some bookkeeping on your part, but you'll
find it time well spent when you see the impact it has on
your game.

Keep a list of all the secondary and tertiary characters you
plan to use repeatedly in your campaign. For each one, main-
tain a short entry on each of the following areas:

Personality: General roleplaying notes

Allegiances: What other characters does this one work
with regularly?

Likes: Which people and institutions does this character
generally support (PCs, villains, other GM characters, etc.)?

Dislikes: Which people and institutions does this charac-
ter hate or despise (PCs, villains, other GM characters, etc.)?




Goal: What does this character want to achieve?

Hook: What is it that makes this character unique? List
quirks, mannerisms, and eccentricities.

Recent Activity: \What has the character done recently to
achieve the stated goal(s)?

If you have a list of 15—20 characters who are not directly
involved with the main campaign plot, and whom the players
recognize by name, then you have created a fairly robust
world for your game.

Personality Goes A Long Way

One of the most interesting things about an ongoing cam-
paign is that the players can run characters who have vastly
different agendas and goals. Since the whole setting evolves
more slowly over time, they do not all have to be focused on
achieving the same results, so long as they all work well
together.

In an adventure where a local mining operation is keeping
umber hulks as slave laborers, one character may decide that
freeing the slaves is all that needs to be done while another
character may be satisfied with nothing less than ruining the
company and bringing the owners up on criminal charges.
Both are valid solutions to the problem (and there are at least
a half dozen more), but deciding which solution to pursue may
be more challenging than achieving it.

There may be times when characters come into direct (and
perhaps violent) conflict. This is alright, and you can allow it
as long as the players are able to keep in mind that this is a
game, the situation and characters are not real, and everyone
is playing in order to have fun.

Life Goes On
An interesting quandary arises from time to time during ongo-
ing campaigns. If the characters fail to take GM hints and sug-
gestions and choose to ignore a particular threat or incident,
what happens? If a villain moves through his plots without the
characters’ interuption, or an emergency situation arises and
the characters are not there to deal with it, does the worst
automatically happen?
The answer, of course, depends on what you think is best
for the campaign. You may decide that having the worst
. Possible outcome occur is the best way to teach the char-
“acters to pay closer attention to specific parts of their envi-
- ronment. On the other hand, you might decide that in the
- ‘absence of the main heroes of the story, other characters
will rise to the occasion and fill in (to greater or lesser
degrees of success).
In either case, the landscape of your campaign will become
* even more interesting and robust. The players may find their
“Icharacters lose some of their support based on their failure to
act as their friends and acquaintances expect. On the other
hand, people may understand why the characters acted the
way they did, but now they have a new group of heroes to
worship—potential friends or even competition for the
players’ characters.
The point is, if your campaign truly covers an entire world
(or even an entire city), then life will go on with or without the
characters’ intervention.

Forever Is a Mighty Long Time

We began this section by saying that ongoing campaigns
are built to be episodic tales which, like life, continue on
indefinitely. However, as they say, all good things must
come to an end. And there may come a time when it makes
sense for you to put your campaign on hiatus—or even end
it definitively.

If you feel your creative energies are strained thinking of
ways to keep the campaign fresh, if you or your players are
just too heavily burdened by life’s daily grind, or if you just feel
that things are happening too quickly for your taste, it's actu-
ally a good idea to take a break. Run some one-shot adven-
tures or, better yet, let someone else run a few. When the
situation is more advantageous, restart the campaign and
take it to even higher heights.

On the other hand, sometimes a campaign progresses to
the point where what was once an ongoing storyline sud-
denly has a logical, satisfying, and very appropriate end.
Say, for example, that early in your campaign the characters
began a friendly rivalry with another group of heroes. As
time passed both groups became more powerful, and the
competition between them grew fiercer—eventually esca-
lating to violence. Depending on the nature of the campaign,
there are any number of ways that this situation could build
to an “ultimate confrontation”—one that, win or lose,
would change the campaign so completely that it would be
nearly unrecognizable afterward. In this case, you might be
well advised to make this not only an u/timate confrontation,
but a final one as well.

Ongoing campaigns that end on climactic notes have an
unparalleled resonance with the players. It makes them feel
as though they'd been playing for a reason greater than mere
fun—that together you and they have built something great
and lasting.

It is hard to know when to end an ongoing campaign. But
remember, even if you do end it and are feeling wistful about
your loss later, there’s nothing to stop you making your next
campaign be the same one—ten year later!

YOUR FIRST ADVENTURE

Every gaming group, campaign, and storyline has a first
adventure. Sometimes it will be a player's (or possibly even
your) first exposure to the URBAN ARCANA setting. Other times
it will be a bunch of friends already familiar with the setting
beginning a new segment in their gaming histories. In every
case, though, the first adventure is an auspicious occasion
with infinite possibilities ahead.

it All Began When ...
Whether you're going to run one-shot adventures or an ongo-
ing campaign, the first adventure will probably be the most
important one you run. It will, in all likelihood, have a perma-
nent effect on how your players view the game and the set-
ting. But don't worry. That actually makes your job easier.
Why easier? Because you have a clear goal. More than
in any other game session, your main goal—perhaps your
only goal—for the first adventure is simply to help every-
one has fun.




Below are some things to keep in mind when designing and
running first adventures.

You Can Pick Your Friends

An interesting dynamic exists during the first adventure in
an UrsaN ARCANA game, particularly when it comes to call-
ing a group of heroes together. In D&D, for example, a
group needs very little reason to band together—mutual
protection or mutual greed are the two most common—
there are monsters that need to be fought, and treasure just
waiting to be found. In a modern roleplaying game, motiva-
tions are usually a little different. Characters have more
subtle and absolute goals, and almost always will have
options other than joining this team.

Getting your player’s characters to not only work together
but also to find a reason to form a permanent team may be
the single most challenging issue you face during the first
adventure.

Generally, there are three reasons a group of individual
characters might form a team.

Common Background: The characters share a similar
background that ties them together. They could be a family,
employees of the same company, members of a social organ-
ization, students in the same class, or tenants living in the
same apartment building.

This is often difficult to arrange unless you are designing
the characters for the players to use. It does, though, provide
the most solid reason for the group to stay together after their
initial adventure.

Common Goal: The characters all want to achieve the
same end. The might want to shut down a polluting factory,
catch a mysterious creature that has been haunting the local
streets, or simply get rich by exploiting mundane and magical
treasures hidden in the area.

This is a very strong connection, and makes for the tightest-
knit teams. If the goal is too easily achieved, though, the
group may find itself drifting apart before more permanent
bonds can be formed.

Common Threat: Someone or something presents an
immediate danger to all the characters. Perhaps they've all
somehow crossed a powerful spellcaster or corporation, or a
murderer has identified them as his next targets, or they were
just unlucky enough to be on the same bus when a tremen-
dous Shadow creature tries to swallow it.

This provides the most immediate and convincing reason for
a group of strangers to work together. However, unless they
find a common goal or some other reason to stay together,
once the threat is eliminated the group will likely disband.

Set the Tone

Roleplaying games can be played in all sorts of styles. Some
people prefer serious, dramatic action while others enjoy
light-hearted, wise-cracking adventure. There are as many
ways to play URBAN ARCANA as there are people who play it.
But in your game you must set the tone.

Pick a first adventure that suits the tone you hope to emu-
late most often in the games ahead. And, while there’s no
need to be slavish about it, encourage your players to act in
the manner you'd most like them to repeat in the weeks ahead.

As a general rule, though, it is easier to get players who are
used to being serious to loosen up every once in a while than
it is to get habitually over the top players to play it straight.

Black And White

One of the most satisfying activities for any GM is creating
and running adventures with complex storylines and subtle
themes, testing the players’ concepts of the world, their char-
acters, and themselves. You should not, however, attempt
those sorts of things in your first adventure.

The first adventure is full of new situations, ideas, and
characters, not to mention new people sitting around the
gaming table. You should do your best to keep the adventure
itself as straight forward and direct as possible. Avoid misdi-
rection, duplicitous GM characters, or moral gray areas.

Provide the characters with a truly evil opponent to battle

and no extenuating circumstances to muddle its villainy. A . -
monster that tries to eat a group of school children would %

work, as would an enchanted piece of machinery that threat-
ens to collapse a crowded apartment building. These are sit-
uations where the choices are clear—do the right thing, or
do nothing.

Let your players explore their new characters and setting in
a thematically black and white adventure. It will provide an
even greater impact to your complex twists and turns in later
adventures.

Spring Planting

Although you want to keep your story and characters in this
adventure as simple and straight forward as possible, you still
should give some consideration to future adventures. Intro-
duce characters, businesses, items, and concepts that you
plan to use later on.

This might seem like a tactic that's only good for first
adventures in ongoing campaigns, but with a little applica-
tion it can be applied to an URBAN ARCANA game that is a
series of one-shot adventures, too. If you're first adventure
is set in a corporation and you have plans to run a later
adventure featuring street gangs, have the TV news run a
story about the specific gangs you plan to use (particularly
the main villain for your future piece), or have the charac-
ters’ boss turn out to be the victim of a homicidal monster in
a later adventure.

In any case, it will do you only good to plant some seeds
in your first adventure—seeds you may or may not ever use,
but that will add to the sense of depth to the world and
make your players constantly be on the lookout for more
seeds in every adventure.

Your First First Adventure

Introducing new players to the world of URBAN ARCANA is a bit
tricky. The mix of familiar and fantastic is something that can
elude first time players.

To help, we have included an introductory adventure for
1st-level characters in Chapter Ten: Adventures. Even if you
want your players to begin with higher-level characters, take
a few minutes to read the introductory adventure. It's a good
example of a first adventure, and can provide you with a
model from which to craft your own.




ADVENTURE BY DESIGN

Apart from being the leader of every game session, the most
important tasks that any Gamemaster has are designing
adventures, creating interesting GM characters, and moni-
toring the overall storyline. This is not an unmanageably
large job. In fact, it's not really one job at all. As the GM you
actually have two or three different jobs. This section we
will discuss:

Where Do Ideas Come From?: Preparing new and inter-
esting stories time after time sounds like a tough job. We
present tips on where to find inspiration and how to act on it.

Then You See ... THIS!: Sometimes the best ideas come
from simple sources. Props are good not only for stimulating
your players’ imaginations, but your own as well.

Something For Everyone: We discuss the importance of
keeping the characters in your game in mind when designing
adventures.

Linear vs. Nonlinear Adventures: The advantages and
disadvantages of these two storytelling techniques, and how
to take advantage of them in your adventure design.

The Incentive Plan: Notes and guidelines on what sorts
of awards are good for characters, players, and your game.

Movin’ On Up: As the characters go up in level, you
must raise the level of your adventures (both literally and
figuratively).

Where Do Ideas Come From?

If there's one question that game designers, authors, and
GMs have the hardest time answering, it's “Where do you
get your ideas?” The answer is as mysterious as it is per-
sonal—and no one can tell you where your best ideas will
come from. The best we can do is give you some hints for
places to look.

Some peaple get ideas from images—photographs, paint-
ings, sculpture, or even simply views from windows. The
things they see cause dialog, scenes, and sometimes epic sto-
ries to appear fully realized in their minds

Other people draw inspiration from watching people and
animals going through the routine of life, or seeing machinery
in motion. The complex relationships of muscles, bones,
wires, gears, and the laws of physics create the seeds of sto-

. Ties or the images of characters.
Wherever your ideas come from, keep a note pad around to
' jot them down. Inspiration is an ephemeral thing, and it dis-
- ‘appears as quickly and mysteriously as it arrives. And don't
reject an idea simply because you think someone else used it
already—ideas do not wear out with repeated use.

There are those who subscribe to the notion that there are

2 only seven plots in the world, and every book, movie, and

“ladventure is only a retelling of something else. Whether or
not you believe in that theory, it certainly is true that there are
a lot of stories that have already been told in one form or
another. And a lot of writers (Shakespeare for example) have
created some great works of literature doing nothing more
than retelling a particularly good tale.

So, where should you look when your usual sources of
inspiration fail to help? Below are a few suggestions geared
toward the URBAN ARCANA setting.

The Real World

URBAN ARCANA /s set in the world outside your window, so it
only makes sense to turn to that world for inspiration. The
headlines today are filled with raw material for adventures.
War, corporate strife, murder, politics—all these things and
more are worldly evils that most people wish could be solved
by the bold actions of a few heroic individuals.

One simple perusal of your local newspaper, the network
news, or a weekly news magazine can provide enough inspi-
ration to design a dozen or more adventures.

There is one caveat we must give to GMs who plan to use
the real world as inspiration for their adventures. Because
you're talking about the real world, you players may well have
real emotions tied up in the issues of the day. If you know of
any subjects that one or more of your players have particularly
strong feelings about, avoid using them as subjects for adven-
tures. Remember, this is supposed to be a fun leisure time
activity, not a hotly contested political debate.

Movies and TV

Fantasy and science-fiction seem to be more popular than
ever in the mainstream media, and that means more sources
of inspiration for GMs everywhere! What's more, with URBAN
ARCANA you can also take advantage of more mundane pro-
gramming such as police dramas, modern mysteries, political
thrillers, and any action story set in a large city.

The trick to using this material is overcoming the likelihood
that one or more of your players have seen the same shows
and movies you have (in fact, you may have watched them
together). When adapting material from any source, you
should always think about ways to look at the story from a
new angle—to put your own twist on it. Take a character that
was a villain and make him more sympathetic. Take a helpful
character and make her duplicitous. Change a bank robbery
into a cat-burglar break-in, or a bomb scare into a magical
attack. In other words, use the original source as a template,
but add your own style, flair, and accoutrements.

Novels and Comics

You are a little safer pulling inspiration from novels—there
are more of them out there, and people’s reading habits tend
not to overlap as much as their viewing habits do. Plus,
novels are more likely to provide you with tangential
ideas—little details that you can blow up into central con-
cepts for your adventures.

Go to your local book store or library and browse through
the fantasy, science-fiction, and mystery sections. Then walk
over to the young adult section—it has become a much richer
source of genre fiction in recent years.

Comic books are an often-overlooked source of inspiration.
The super hero exploits put out by the major publishers may
not be exactly what you're looking for in your game stylisti-
cally, but these stories are the very best places to learn about
creating interesting villains and world-spanning schemes.
Depending on the tone you want to establish, you may or may
not be able to use this information directly, but we advise that
you at least examine the material for nuggets that are useful
in your adventure design.




Unexpected Sources

If you really want unique adventures, we recommend looking
for inspiration in unorthodox places. To begin with, consider
genres outside the standard adventure, fantasy, and science-
fiction stable. History books (particularly historical novels) are
fine sources of all kinds of plots, conflicts, and personalities.
Follow that up by reading a few biographies and you'll sud-
denly have plenty of characters, companies, and events from
which to draw during your creation process.

Likewise, you might want to consider pulling material in
from other roleplaying games. We've said that URBAN ARCANA
is like DuNGEONS & DRAGONS in the modern world, so it only
seems logical that you might want to pull characters, items, or
even whole adventures over from D&D and refit them for
modern era gaming.

An often-overlooked source of inspiration is advertise-
ments. Whether in print, television, radio, or any other
medium, ads are specifically designed to create a story or
message in the mind of the viewer. That's why their images
and phrases tend to stick in your mind. In recent years there
have been ads for everything from hair care products to
branches of the military that have utilized fantasy imagery—
it seems only fitting that whenever possible you turn that
around and use their imagery to inspire your games.

Like advertisements, photography is often overlooked as a
source of inspiration. A quick perusal of books from the pho-
tography section of your local library or book store will show
you a boundless source of eerie images, dark landscapes, and
faces that fairly beg to be used as the inspiration for charac-
ters of all varieties.

It’s All GreekTo Me

An interesting resource for inspiration is foreign-language
media. If you have access to an ethnic grocery, bookstore, or
cultural center, go there and look into any of the sources
we've discussed above. You will find interesting material that,
since you presumably don't read the language, you must inter-
pret for yourself. Whatever ideas you walk away with will
almost certainly be at least slightly different than the ones the
writers or artists intended (that's just the nature of cross-cul-
tural communication).

Foreign language editions of computer game magazines
are especially rich sources of inspiration. They are filled
with screen shots, advertisements, and illustrations that fit
the fantasy/science fiction genre but show different tastes,
flavors, and biases.

Then You See ... THIS!
Many roleplaying games suggest using handouts and props to
heighten the experience. But how many people have a
plethora of medieval materials hanging around the house
waiting to be brought to the gaming table? With the Ursan
ARCANA setting, though, props are much easier to come by.
With just a basic understanding of how to use a scanner
and the associated software you can create realistic looking
ID badges, faxes, and newspaper stories—and that's just
for starters.
But even if you don't have the equipment or training to
make your own props, you still have literally dozens of

worthwhile props passing through your hands every single
day—and hundreds more within easy reach.

Business Papers
Your UrBAN ARCANA game takes place in the world outside
your window, so feel free to use any props that come in
through your mailbox. Corporate letterhead, business cards,
newsletters from your elected officials, even junk mail can be
quickly and easily converted into useful props for your game.
Say, for example, that you plan to have an adventure about
a corporation that is using psionics to control an influential
politician. Instead of throwing out the next political flyer to
show up as junk mail, look it over. If your elected official is
singing the praises of any local company, simply use that for
the name of your evil corporation. Voila! Instant handout!

Priceless Junk

What if you want something a little more weighty or eso-

teric? If you're looking for an odd statue or a household
implement to use as a clue (or perhaps a piece of material
evidence), you can find those and much more at yard sales,
flea markets, and bazaars in your neighborhood, and usually
for very reasonable prices.

A pair of scissors with one blade half broken can become a
suspected murder weapon, an ugly salt shaker can become an
idol worshipped by a strange Shadow cult, and gaudy cos-
tume jewelry can be part of a treasure trove. What's more,
you might find actually usefu/ material for sale as well. Books
with photographs or histories of local (or even exotic) sites,
replicas of ancient maps, and souvenirs from famous loca-
tions are staples of such sales. A quick look around and a
small outlay of cash could net you enough handouts for
months of adventures.

Tourist Traps

Don't forget to look around when you're on vacation. Most
historic sites have free pamphlets for visitors, and they often
include inspirational pictures and maps. Maps are a won-
derful addition to your game. Just drawing a simple map on
a piece of paper to show the players gives them a much
better feeling for what options exist for their characters in
the game.

As good as maps are, though, nothing beats first hand
experience. If you're at a site that offers free tours, by all
means take one. The facts that you find out will help you
better describe the site to your players, and you might find
out interesting bits of history that suggest adventure nuggets
to you.

And do not feel beholden to keep things exactly the same
as they are in reality. Add in a secret passage or a set of secu-
rity cameras to make a site more interesting.

Of course, maps are available for more than just historic
sites. Most shopping malls, tourist districts, and even many
office buildings now have maps printed up for visitors. Make
a habit of grabbing these when you see them. Take them
home and save them for later. The next time the characters
track a dangerous suspect into a church, you could be able to
pull out a highly detailed map to heighten the roleplaying
experience.




Something For Everyone

Different adventures will necessarily focus on different activ-
ities and skills. Some will feature displays of great physical
strength, others will require a sharp mind and specific knowl-
edge, and still others will hang on stealth or diplomacy. No
matter what the central issue is, you should do your best to
ensure that every player has a chance for his or her character
to shine during every mission.

You know the characters abilities at least as well as the
players do, so take that into consideration when designing
your adventures. No one likes to feel useless, so even in a
Strength-based adventure (such as joining and then breaking
up an organization that hosts illegal bloodsports in an aban-
doned warehouse), be sure there are tasks that can best be
solved by using Intelligence, Charisma, or skills based on
some other ability. (In the previous example, you could include
a computer-run security system that must be bypassed in
order to avoid drawing attention to the characters’ activities.)

Linear vs. Nonlinear Adventures
Broadly speaking, adventures can be structured in two ways:
linear and nonlinear. A linear adventure moves in a single line,
like a train. The investigators get on at one end, they move
through the adventure, and they get off at the other end. A
nonlinear adventure moves in different directions at different
times, like a basketball game. The investigators enter the
court, they try a lot of different strategies against their oppo-
nents, and they leave the court once somebody triumphs.
The crucial difference between linear and nonlinear adven-
tures is who's in charge. In a linear adventure, the person who
created it is in charge (either you or the person who wrote the
adventure you're using). He or she chooses the scenes, the
order they occur, and how the investigators move from one to
the next. In a nonlinear adventure, the players (including the

Goblins have their own
society in the subways

GM) are in charge of what happens, because they have lots of
options and they choose what to do at any given point in the
story. Both have their good points and bad points.

Linear Adventures
Here's an example of a linear adventure.

Outside a local museum, the heroes come across a woman
being mugged by a gang of goblins. The gang is easily scared
off, and the old woman thanks them but says that they got
there a little too late. The goblins already took what they
really wanted—the key to the museum'’s secret collection of
magic books and weapons. The woman is the curator and tells
them how to find the collection, but warns that without the
key the heroes will have to fight an animated suit of armor to
get inside. The heroes find the door and fight and defeat the
armor, then go inside only to find the goblins now armed with
magic weapons. Another fight follows which, hopefully, the
heroes win to complete the adventure.

Linear adventures are good because they're easy for every-
one to understand. Something happens first, then something
happens second, and so on, each event leading directly to the
next. In every scene the GM has a simple goal: guide the play-
ers so they choose to go to the next scene without realizing
that you're guiding them. Linear adventures are good because
you can design them to tell a very compact, well-structured
story that's satisfying for the group. They make especially
good first adventures.

However, linear adventures can also be easy to derail.
What happens if the heroes don't listen to the curator’s com-
plaint about the stolen key? If they fail to go into the museum,
there's no more adventure, and the GM has to quickly make up
another way to get them back on track.

Thus, when creating linear adventures, you should design
several ways for the heroes to progress to the next scene. If




you require skill checks to reveal clues, what happens if they
all fail the rolls? As long as you provide plenty of options to
move from scene to scene, the players won't feel like you're
railroading them through the story. You should end up with an
exciting roller coaster that moves quickly and steadily so the
players never realize it only goes one way.

Nonlinear Adventures

Here's an example of a nonlinear adventure. A friend of the
heroes’ is murdered in a ritualistic way that seems to indicate
the involvement of the Infinite Serpents. The heroes can do a
number of things: investigate the details of the murder to be
sure their information is accurate, check their friend’s apart-
ment for other clues, comb through recent newspapers to see
if any similar murders have occurred recently, locate and con-
front the nearest cell of the Infinite Serpents cult, research
other cults to see if this ritual fits their profile as well, and
eventually confront the real murderers.

Nonlinear adventures are good because the GM and play-
ers tell more of the story collectively than in linear adven-
tures. The heroes make their own way through the adventure,
choosing which clues to pursue next. If there are several
heroes, the group can pursue multiple clues at the same time,
allowing each to make use of her specialties. That way, the
players won't feel like the GM is pushing them through a
series of pre-planned events.

However, in nonlinear adventures, the promise of a story
is not as strong. More of the details are up in the air, and
story may result from improvisation more than planning.
Also, the heroes may get confused or frustrated. Where a
linear adventure provides direct links to the next scene, a
nonlinear adventure does not. It's up to the players to move
the story forward, and some groups are not always good at
it. Not everyone would make a good detective in real life,
and nonlinear adventures often require the skills of a natural
problem-solver.

To create a good nonlinear adventure, you need to assem-
ble lots of useful information, even information the heroes
might never learn. You set up the premise, the villains, their
goals, the timeline they're working on, the main clues and
story elements the heroes can examine, and the reason all
these are tied together. Ideally, any reasonable choice the
players make leads them to more choices, until they have
won or lost.

If the story is like a basketball game, you should end up
with a clean, well-marked court and a rival team with clear
strategies and goals—people who won't wait passively for
the heroes to act.

One Hundred Adventure Ideas
Use the following for spur-of-the-moment adventure seeds or
for generating ideas.

d% Adventure Idea

1 Agoblin street gang terrorizes local community

2 Apopular celebrity revealed to be an evil Mage

3 The Mayor fires entire mundane staff, replaces them
with Shadowkind

4 The Fraternal Order of Vigilance tries to ruin heroes’
reputation within mundane community

1
12

20
21

22

23

24

25

26

27

28

29

30

31

32

)

34

35

Miners accidentally discover a dragon’s lair

All the mundane people in one apartment building
suddenly develop spellcasting abilities

Spirits take over downtown office building

Dwarf engineers compromise the safety of the local
subway tunnels

A popular new brand of soda acts as potion of flying
A reality TV show camera crew follows heroes
wherever they go

A city-wide blackout occurs without warning

A magic illness is running rampant through local
schools, a magical cure must be found

The cockroaches in an abandoned factory have grown
to enormous size and begun preying on commuters at a
nearby train station.

Magic items stop working in a 5-block radius around a
newly erected statue

Mid-summer blizzard appears over town and does not
move on

Gremlins infest municipal busses and trains, bring
traffic to a standstill

Several top executives die mysteriously in their sleep,
each one found with a crystal resting rose on the pillow
A fight between a homonculus and a flesh golem
sparks off a riot downtown

Black Feathers splinter group plans to put deadly
contact poison in the ink of the Sunday paper

Every door in the city is suddenly arcane locked
Dozens of gnolls attack the motorcade of visiting
foreign dignitaries

Invisible walls of force surround the city, no power
mundane or magical can pass through them

An army of undead rises from the sewers and attacks
the living

On the night of the full moon the sun sets, but fails to
rise the next morning

A large group of gargoyles settle on one building and
refuse to allow any other creature of Shadow in

A new murder mystery play opens at a local theater,
when the lights come up the entire audience is dead
The Sons of Tyranny ride into town en masse for a
national gathering

A museum obtains a scroll that reportedly has the
power to raise the dead

The governor's plane arrives at the local airport, but
everyone onboard has been polymorphed into rabbits
Mundane folk can suddenly recognize creatures of
Shadow for what they are, panic ensues

Over the course of a week no one in the entire city
dies, no matter how ill or injured

The International Guild of Laborers organizes a general
strike that shuts down the city, but no one knows why
they are striking

An earthquake rocks a 2-block radius—the rest of the
city is completely unaffected

[llithids create a spell that lets them use their mental
powers through television broadcasts

Glowing numbers appear in the sky and seem to be a
clock going through a twelve-hour countdown




36

37

38

39

40

41
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43

44

45

46

47

48
49

50

51

52

53

54

55

56

57
58

59

60

61

62

63

64

65
66

The city is mysteriously covered in grass, vines, and
wild flowers—uwild animals roam the streets

Louis Corsone turns himself in to authorities and
promises to name every politician and city official he's
ever bribed

Ghost trolleys begin running along the streets at night
A man on death row contacts the heroes claiming that
he was under the influence of a spell at the time the
crimes were committed

An exact double of one of the heroes arrives one day
claiming that the person with the group is an imposter
All contact is lost with Department-7

Overnight a skyscraper made of human bones appears
in an empty lot

Human organs and entrails are found inside tubs of
frozen ice cream

A jealous rival threatens to stop a well-attended
wedding

In the midst of a press conference, a mundane senator
begins speaking in a Shadow language and gives a
special message to the heroes

A televangelist urges his flock to wage a holy war
against the Church of Pelor

Strange green smoke rises from the manhole covers
surrounding the city’s sports stadium

All the maps of the city are suddenly wrong

Mr. Onimako announces that he will run for Mayor in
the next election

People who enter a fun house at a local emerge with
completely different personalities

A confectioner opens a shop claiming to sell magic
chocolates

The long-dead pioneer founder of town walks into City
Hall and tries to murder the mayor

Draco Industries announces a very sudden and very
suspicious bankruptcy

Three times per day a scrying sensor appears near one
of the heroes

People mysteriously lose the need to eat, drink, or
sleep

A kobold street gang starts protecting innocents and
performing acts of heroism

The heroes receive an offer to move to a new city

A giant octopus sinks any ships that try to approach
the city's ports

Mysterious singing can be heard everywhere in the
neighborhood; no one can understand the language
Vampires attack the local homeless population

A new computer virus that causes people opening the
file become targets of a polymorph incantation
attempting to transform them into monkeys

A magazine prints a story falsely accusing the heroes
of treason

A magical fire erupts, threatening to burn down a large
portion of the city

A terrestrial effluvium oozes from the ground and into
a hero’s basement

All machines in the city stop working

A silver castle rises at the center of a local lake
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72
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90
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Gnomes begin building condominiums with appliances
run entirely on enchantments and magic items

The heroes wake up one morning with tattoos of
beholders on their left arms

An alchemist turns all lead into gold, creating
economic havoc

Members of the House of St. Cuthbert suddenly begin
robbing and beating people

A gold dragon lands atop City Hall and will not talk to
anyone

The eyes of all the paintings and statues in the art
museum begin to move and glare at passersby

One hero gets a chain letter that foretells certain doom
unless the hero sends it out to four other people, all of
whom must have the same last name as the hero.
CEOs of major companies are disappearing—one the
first night, two the second, and so on

An auction house announces the forthcoming sale of a
rare and powerful magic item

An eccentric billionaire dies and wills his estate to
“elves everywhere”

The local graveyard spits out all its coffins

Healing spells stop working

A website is charming people and causing them to
commit vandalism

A famous sports star is accused of using a magic item
to enhance his performance

One of the heroes receives a letter from himself
Everyone on the block has the same prophetic dream
on the same night

A magical silence falls over the entire neighborhood
The door to an abandoned house in the middle of town
turns out to be a magic portal

Ogres set up a tollbooth on a public road

At the stroke of midnight, everyone but the heroes
disappears from the neighborhood

A troglodyte finds a million-dollar winning lottery ticket
and asks the heroes to cash it for him

All the dogs in the city magically gain the power of
speech and intelligence

The heroes wake up one morning and realize that they
don't know anyone they meet

Trolls take up residence below the city's busiest bridge
A local convenience store has a cursed cash register
The stars begin to shift in the sky—every night the
constellations are different

A powerful acolyte attacks the heroes claiming that if
he doesn't kill them then the whole world is doomed
Within a four-block radius, all guns stop working,
except those used by a single ogre street gang

The Infinite Serpents begin to worship one hero as
though she were a goddess

Every hour on the hour, the phone nearest one hero
rings—a mysterious voice is laughing on the other end
A pop star writes a wildly popular song about the heroes
People stop casting reflections in mirrors

The body of a murdered drow is found in the trunk of
the heroes’ car

100 Frogs fall from the sky like rain over one city block




The Incentive Plan

No matter what we do in life, people generally have a goal or
other motivation to spur us into action. Even if our motivation
is altruistic, it remains a personal goal nonetheless. So how
do you motivate the characters in your game? What recogni-
tion can you offer so that the players feel their roleplaying
efforts have been satisfactorily rewarded?

Money Makes the World Go 'Round

In our modern world, the most common way to show your
appreciation for services rendered is through a cash payment.
Table 7-3 in the d20 Modern Roleplaying Game provides the
basic information you need to generate Wealth bonuses for
use as adventure rewards. Now let’s look at a few different
ways to apply those figures.

Pay: In some cases, the heroes will actually agree to
undertake an adventure as a job. In these instances they will
have every expectation of getting paid, and they will likely
want to know ahead of time how much to expect. You can pro-
vide this information to the players as you would any other
piece of information (using table 71 in the d20 Modern Role-
playing Game to determine how much money or how big a
Wealth bonus the employer will offer), or you can allow them
to roleplay the negotiation. In either case, you should know
what the job is worth based on the difficulty of the adventure.

Remember, not all of the cash in an adventure has to come
in the form of a salary. If the Wealth bonus value of the adven-
ture is too high, you should feel free to mix the promised pay
with rewards, found money, and material goods (see below).
Just be sure that the scales balance when you add all the
Wealth bonuses together.

Wealth bonuses earned as pay should be handed out to
surviving characters whether or not the adventure itself
was successful.

Rewards: The heroes can earn some money by achieving
goals that patrons or other GM characters find particularly
valuable. They can gain rewards, grants, or bonuses based on
their actions during the adventure. For example, if the charac-
ters captured a wanted criminal, retrieved a lost family heir-
loom, or performed their duties beyond any reasonable level
of expectation get an extra Wealth bonus as a reward.

You can give the characters rewards for accomplishing
tasks that they didn't even know had rewards attached to
them. For example, if during a job to rescue the mayor’s kid-
napped niece the heroes also gain proof that a business
tycoon is involved in organized crime, they might get a reward
for bringing this information to light. This is a good way to
provide positive feedback for the characters acting in the
manner that you prefer.

Rewards can come from rich individuals, companies, or
governmental organizations. In any case, the thing about
rewards is that they are completely performance based. If the
heroes botch one area of an assignment, then they should not
receive a reward for it.

Found Money: People carry money, gangsters often have
large reserves of cash on hand, and companies usually keep a
drawer of petty cash (which is not always so “petty” when
you're talking about a large corporation). There are any
number of ways for the heroes to find money during the
course of an adventure. Of course, just taking money because

it lying around is generally considered theft by the police. So
unless the heroes are all of a larcenous nature, you should be
careful how much of a Wealth bonus you provide in the form
of found money.

Splitting the Take: Remember that the Wealth bonuses
generated using Table 7-3 in the d20 Modern Roleplaying
Game are meant to be divided between all the characters in
the party. In most instances, you should allow the players to
do that dividing themselves. Generally they will split the
bonus as evenly as possible. Remind them, though, that it is
not possible to take a fraction of a +1 Wealth bonus—any-
thing that does not divide evenly must either be handed out to
one character over another or simply be lost altogether.

Living In A Material World
Sometimes you're going to want to provide the heroes with

material gains other than cash. Of course, it would be best if . -
you plan this out ahead of time and stock your adventures ‘s

with appropriate items. However, if the players overlook an
important cache of material goods or (worse yet) go some-
place unexpected and you still want to reward them, Tables
5-1 to 5-3 will help you do so on the fly.

Simply roll on Table 5—1: Treasure Types for each encounter
that you wish to stock, then go to the indicated sub-table. For
mundane items (Subtable C), the maximum purchase DC for
an item is equal to the Encounter Level of the encounter +
1d20. For example, if the heroes find a handgun in an EL 8
encounter, roll 1d20. The purchase DC for the handgun cant
exceed 1d20 + 8. If the roll doesn't generate a number high
enough to purchase the least expensive item in the category,
then no item is found.

Jewels: Somewhere hidden in the room or on the person
of someone the heroes must overcome are a combination of
loose jewels and jewelry. Determine the value by rolling 1d20
and consulting Subtable A of Table 5-1.

Art Objects: Somewhere in the room is one or more free-
standing decorations, wall hangings, or pieces of furniture
that are expensive pieces of art. The GM may choose to iden-
tify the art object(s) or require the heroes to attempt a Search
check (DC 15) or Knowledge (art) check (DC 10) in order to find
the correct piece(s). If there are multiple objects, the value
listed refers to their total Wealth bonus.

Huge objects can be tapestries, rugs, framed paintings,
life-size human statues, cabinets, or similar items. Large
items can be lamps, sculptures, paintings and lithographs,
sets of books, chairs, jackets, designer dresses, or similar
items. Medium objects can be candlesticks, sculptures,
individual books, pillows, individual pieces of designer
clothing, or other such items. Small objects can be cameos,
figurines, ashtrays, jewelry boxes, designer accessories, or
other similar items.

Determine the nature and value of the art object(s) by
rolling d% and consulting the table above.

Mundane Items: Sometimes “treasure” can simply be in
the form of ordinary items that may come in handy some-
where down the road. Mundane items range from harmless (a
handbag or video camera) to deadly (archaic weapons or
firearms), and you can find an impressive list of them in Chap-
ter Four of the d20 Modern Roleplaying Game and Chapter
Two of this book.




BLE 5-1: TREASURE TYPES
d% Items

-

Jewels (roll on Subtable A

11-25  Art Objects (roll on Subtable B)

26-50  Mundane Items (roll on Subtable C)
51-75  Minor Magic Items (roll on Subtable D)
76-90  Medium Magic Items (roll on Subtable E)
91-100  Major Magic Items (roll on Subtable F)

Subtable A: Jewels
d20 Wealth bonus

01 EL* — 1d6T
02-07  EL*—1d4t
08-12  EL*

13-16  EL* +1d4
17-19  EL*+1d6

20 EL*+1d10
*EL = the Encounter Level for this encounter.
tMinimum result = 1.

Subtable B: Art Objects

Wealth
d% bonus t Type of Object*
01-05  EL—1d4** 1 Huge object
06-08  EL—1d4** 2 Large objects
09-13  EL—1d4** 1d3 Medium objects
1418  EL-—1d4** 1d6 Small objects
19-20  EL —1d4** 1 Medium object
21-25  EL-1d4** 1 Small object
26-35 EL 1 Huge object
36-41 EL 2 Large objects
42-51 EL 1d3 Mediumobjects
52-61 EL 1d6 Small objects
#8265  EL 1 Medium object
66-75 EL 1 Small object
76-80 EL +1d4 1 Huge object
81-82  EL+1d4 2 Large objects
83-88  EL+1d4 1d3 Medium objects
89-93  EL+1d4 1d6 Small objects
94-95  EL+1d4 1 Medium object
96-100 EL+1d4 1 Small object

*Sizes in these descriptions refer to Table 4-3: Concealing

“Objects of the d20 Mopern Roleplaying Game.
' tEL = the Encounter Level for this encounter.
**Minimum result = 1.

Subtable C: Mundane Items
d% Type of ltem

1 01-03  Ammunition

' 04-05  Armor
06-30  Bag/box
31-50  Computers/consumer electronics
51-54  Handgun
55-57  Longarm
58-63  Melee weapon
64-68  Professional equipment
69-78  Surveillance gear
79-98  Survival gear
99-100  Weapon accessory

Subtable D: Minor Magic Items

d% Item

01  Ammunition (choose type), mastercraft’
02 Blowgun, mastercraft'

03 Bolas, mastercraft'

04 Brass knuckles, mastercraft?

05 Buckler, mastercraft?

06 Chainmail shirt, mastercraft?

07 Chain saw, mastercraft'

08 Cleaver, mastercraft'

09 Concealable vest, mastercraft?

10  Crossbow, mastercraft’

11 Dagger, mastercraft punching’

12 Dwarven urgrosh, mastercraft'

13 Dwarven waraxe, mastercraft'

14 Falchion, mastercraft!

15  Flail, mastercraft heavy'

16  Flail, mastercraft light'

17  Fire resistant suit, mastercraft?

18  Glaive, mastercraft'

19  Gnome hooked hammer, mastercraft’
20 Greataxe, mastercraft'

21 Greatclub, mastercraft'

22 Greatsword, mastercraft’

23  Grenade (choose type), mastercraft’
24  Guisarme, mastercraft'

25 Halberd, mastercraft'

26 Handgun (choose type), mastercraft'
27 Hatchet, mastercraft’

28  Hide armor, mastercraft?

29 Javelin, mastercraft’

30 Kama, mastercraft'

31  Ketch-all pole, mastercraft'

32 Khopesh, mastercraft’

33  Knife, mastercraft'

34 Kukri, mastercraft'

35 Lance, mastercraft heavy

36 Lance, mastercraft light'

37 Leather jacket, mastercraft?

38 Light duty vest, mastercraft?

39 Light undercover shirt, mastercraft?
40 Longarm (choose type), mastercraft'
41 Longsword, mastercraft'

42  Mace, mastercraft heavy!

43 Mace, mastercraft light'

44 Machete, mastercraft'

45  Maul, mastercraft'

46  Metal baton, mastercraft!

47  Nekode, mastercraft'

48  Ninja-to, mastercraft'

49  Nunchaku, mastercraft’

50 Orc double axe, mastercraft’

51  Padded armor, mastercraft?

52  Pick, mastercraft'

53  Pickaxe, mastercraft’

54  Potion (random 1st-level arcane spell)
55  Potion (random 1st-level divine spell)
56 Potion of I'eau de tigre

57  Potion of mechanical aptitude

58  Potion of vehicle handling

Purchase DC
Varies®
7
6
8
12
21
12
8
18
12
7
18
18
15
1"
10
16
12
18
15
9
15
Varies®
11
"
Varies®
7
13
7
8
14
14
10
8
9
8
13
19
16
Varies®
14
8
5
8
12
11
"
13
6
18
1
8
9
19
19
20
16
16




59  Pull-up pouch vest, mastercraft? 16 10  Charged nunchaku (+2) 28

60 Quarterstaff, mastercraft’ 4 11 Chemical light sticks of revealing 29 (for b)
61 Ranseur, mastercraft' 11 12 Cloudkill grenades 30 (for 6)
62  Rapier, mastercraft' 13 13 Compound bow, mastercraft' 13
63 Riot shield, mastercraft? 13 14 Concealable vest, mastercraft? 18
64  Saber, mastercraft' 13 15  Crossbow, mastercraft! 12
65 Scalemail, mastercraft? 20 16 Crossbow, mastercraft hand' 14
66  Scimitar, mastercraft' 12 17 Crystal pistol 29
67 Scourge, mastercraft! 8 18  Cutlass, mastercraft' 14
68  Scroll (random 1st-level arcane spell) 17 19 Decoder ring 30
69  Scroll (random 1st-level divine spell) 17 20  Demolition hammer (+1) 30
70  Scroll (random 2nd-level arcane spell) 20 21 Dire flail, mastercraft’ 18
71 Scroll (random 2nd-level divine spell) 20 22 Dwarven urgrosh, mastercraft' 18
72 Scythe, mastercraft’ 9 23 Dwarven waraxe, mastercraft' 18
73  Shield, mastercraft large? 10 24 Falchion, mastercraft’ 15
74 Shield, mastercraft small? 8 25  Fire resistant suit, mastercraft? 16
75  Shikome-zue, mastercraft’ 15 26  Fuel tablets 29 (for 10)
76  Shortspear, mastercraft! 8 27  Gnome hooked hammer, mastercraft' 18
77  Short sword, mastercraft’ 13 28 Greataxe, mastercraft' 15
78  Shuriken, mastercraft' 6 29  Greatsword, mastercraft' 15
79 Sickle, mastercraft' 6 30 Half-plate, mastercraft? 27
80 Sling, mastercraft’ 4 31 Handgun (choose type), mastercraft’ Varies?
81 Slingshot, mastercraft' 5 32  Hide armor, mastercraft? 13
82  Spear, mastercraft' 9 33 Javelin, mastercraft' 7
83  Speargun, mastercraft' 12 34  Ketch-all pole, mastercraft’ 14
84  Special response vest, mastercraft? 21 35 Khopesh, mastercraft’ 14
85  Spiked club, mastercraft' 7 36 Leather jacket, mastercraft? 13
86  Spiked gauntlet, mastercraft’ 9 37  Leather jacket of damage reduction 31
87  Splint mail, mastercraft? 21 38 Light duty vest, mastercraft? 19
88  Studded leather armor, mastercraft? 15 39 Light undercover shirt, mastercraft? 16
89  Sword cane, mastercraft’ 12 40 Longarm (choose type), mastercraft' Varigs®
90 Tactical vest, mastercraft? 20 41 Longsword, mastercraft' 14
91  Three-section staff, mastercraft’ 7 42  Machete, mastercraft’ 8
92  Thunderclap taser 20 43 Magic Billiard-ball 30
93 Tonfa, mastercraft’ 9 44 Maul, mastercraft’ 12
94  Trident, mastercraft’ 9 45 Medicine bundle 26
95 Two-bladed sword, mastercraft' 19 46 Muse statuette 31
96  Undercover vest, mastercraft? 17 47  Naginata, mastercraft' 15
97 Warhammer, mastercraft’ 12 48  NBC suit, mastercraft? 18
98  Whip, mastercraft' 7 49  Orc double axe, mastercraft! 18
99  Windbreaker of resistance (+1) 22 50  Pen of invisible ink 29
100 Reroll on Subtable E: Medium Magic ltems 2= 51  Potion (random 2nd-level arcane spell) 22
' Roll on the Minor column of Table 5—4: Weapon 52  Potion (random 2nd-level divine spell) 22
Enhancements. 53  Potion (random 3rd-level arcane spell) 25
2 Roll on the Minor column of Table 5-2: Armor and Shield 54  Potion (random 3rd-level divine spell) 25
Enhancements. 55 Potion of stealth 24
3 The purchase DC for a mastercraft item is 3 + the item's 56 Potion of truth 25
normal purchase DC. 57  Pull-up pouch vest, mastercraft? 16
58  Rapier, mastercraft' 13
Subtable E: Medium Magic Items 59 Riot shield, mastercraft? 13
d% Item Purchase DC 60  Riot shield of fear (+1) 26
01  Ammunition (choose type), mastercraft' Varies? 61  Ring of cold cocking 30
02 Bastar