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Fantasy Flight Games is pleased to present the
Seafarer’s Handbook, the third volume in our
Legends & Lairs line of sourcebooks for the
d20 System. The Seafarer s Handbook is the
definitive resource for fantasy adventure on
and below the high seas.

In this book, you’ll find a wealth of informa-
tion for both players and DMs. Whether you
want to create a seafaring character, design a
new ship, resolve ship-to-ship combat, or cre-
ate a whole campaign based on or under the
sea, you’ll find this book an invaluable aid.

Chapter 1 is intended for players who want to
create characters uniquely suited to seafaring
campaigns. This chapter presents new races,
feats, equipment, magic items, and spells
designed for seafaring adventurers.

Chapter 2 provides a detailed discussion of sea-
faring campaigns, presenting information on
sea conditions, ships, officers, crews, seafaring
expeditions, seafaring nations, and ports of
call.

Chapter 3 presents information on running fan-
tasy campaigns below the surface of the ocean.
The physical characteristics of the undersea
world are described and information is provid-
ed on its adventure locations, hazards, mon-
sters, and civilizations.

Chapter 4 provides complete rules for design-
ing and constructing your own ships and ves-
sels. These rules are fully compatible with the
d20 System core rules, as well as the ship com-
bat rules introduced in this book.

Chapter 5 provides 20 complete and fully
detailed ship designs, including the ghost ship
template. Each entry offers a complete descrip-
tion, detailed deck plan, and illustration of a
seafaring vessel.

Chapter 6 introduces all-new rules for resolv-

ing ship-to-ship combat and boarding action

based on the d20 System. Using these rules,

DMs can fully incorporate fantasy naval com-
bat into their ongoing campaigns.

THE OPEN] GANE LiCENSE

The Seafarer's Handbook is published under
the terms of the Open Game License and d20
System Trademark License. The OGL allows
us to use the d20 System core rules and to pub-
lish gaming material derived from those rules.

In fact, material that is strictly rules related is
Open Content. You can use this material in
your own works, as long as you follow the con-
ditions of the Open Game License. You can
copy the material to your website or even put it
in a book that you publish and sell.

Not everything in this book is Open Content,
however. The names of races, prestige classes,
feats, skills, equipment, and spells and the
game statistics, mechanics, and rules derived
from the d20 SRD are designated as Open
Content. The descriptions of the races and pres-
tige classes are closed content and cannot be
republished, copied, or distributed without the
consent of Fantasy Flight Games.

All illustrations, pictures, and diagrams in this
book are Product Identity and the property of
Fantasy Flight Games, © 2001.

The Open Game License is printed in its entire-
ty at the end of this book. For further informa-
tion, please visit the Open Gaming Foundation
website at www.opengamingfoundation.org.
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This section presents full descriptions of three
major aquatic races. These descriptions allow
you to incorporate merfolk, half-merrow, and
aquatic elf PCs into your campaign. Open
Game Content in this section includes the
names, abilities, traits, and game statistics of
the races, as well as all material derived from
the d20 System Reference Document.
Background, description, and flavor text is des-
ignated as closed content.

IIERFOLK

It is a common conceit among landbound
scholars that most sea-dwelling races are
descended from land-dwelling stock, magically
transformed, perhaps, or touched by the ele-
mental plane of water. Sea elves, merfolk, and
the like, they feel, are offshoots of the land-
dwelling races. A minority of scholars, though,
takes the opposite view—that life emerged
from the sea onto land, and the sea-dwelling
races are the original stock, with air breathers
the offshoots and deviants. Which of these is
true may never be settled, but it remains that
the most human of the undersea races, the mer-

, have much in common with their surface
kin—more than many suspect.

The traditional view of merfolk, as described in
the core rules, is an oversimplification of their
society based on a small subculture. The reali-
ty is that merfolk society mimics surface-man
society in its breadth and diversity. Anywhere
in Underwave that it is possible to live, one
finds merfolk, from dwellers in vast cities
along the continental shelf to roaming nomad
tribes in the infinite cold depths of the outer
sea.

Personality: Merfolk are similar to humans in
many ways. The only truly noticeable differ-
ence is, overall, a higher degree of patience and
general conservatism. The sea is always chang-
ing, but it has long, slow, rhythms compared to
the surface world. Merfolk cultures rise and
fall, empires expand and crumble, but they do
so on a more leisurely timescale. While not
nearly as slow-paced as elves or other long-
lived races, merfolk still tend to take their time
about things, relative to humans. This is not to
say that hotheaded, quick-thinking, impulsive
merfolk do not exist—they are just rarer than
their human counterparts.

Physical Description: Merfolk resemble
humans from the waist up. Their lower
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bodies, however, are fishlike, with brightly col-
ored scales and strong fins. Genitalia on both
men and women are not visible to casual
inspection. Despite the piscine aspects, merfolk
are mammals (albeit wholly aquatic ones) and
give birth to live young. The human half is usu-
ally pale-skinned, almost white, while facial
features tend to resemble those of the dominant
human culture in the area. Merfolk in colder
seas tend to be bulkier, with a layer of fat to
help provide warmth, while southern merfolk,
especially those who dwell in shallow seas
where the sunlight can be reasonably intense,
tend to be thinner and darker than the racial
average. The most distinctive aspect of merfolk
physiology is the tail, which ranges from four
to eight feet in length across different merfolk
subcultures. Tails tend to be dark or dim-col-
ored among cold-climate merfolk, but are
brightly hued and garish in the warm-water
subraces. Merfolk tails, and especially tailfins,
are often used to express emotion and feeling,
with a subtle twist of a fin or ripple in a muscle
revealing a great deal about the current mental
state of an individual.

Relations: Merfolk dislike half-merrow, but
also recognize them as blood-kin, and so
usually permit them to dwell in their soci-

eties. Depending on circumstances and compe-
tition, merfolk may be close friends or blood
enemies to sea elves. Merfolk tend to view sur-
face humans with disdain, as clumsy cripples
who can traverse the sea only in boats, and who
cannot swim much better than infants. A num-
ber of merfolk, especially the young and the
mischievous, enjoy appearing at the surface
briefly to tease humans before diving out of
reach. Others, especially those who live where
humans have begun extensive fishing opera-
tions, are actively hostile, sabotaging boats
from below and then killing the crew as they
are cast into the water.

Alignment: Any. Merfolk, much like humans,
have no basic racial alignment tendencies,
other than a slight propensity for law over
chaos and, likewise, a slight preference toward
neutrality rather than extremes of good or evil.

Merfolk Lands: Merfolk dwell almost every-
where in Underwave and adapt both their cul-
ture to their surroundings and their surround-
ings to their culture. They live as nomadic
tribes and as builders of great empires. They
can dwell a few hundred feet from the shoreline
or three miles below the surface and a thousand
miles from the nearest exposed landmass.
Merfolk tend to reshape their environment,
especially compared to sea elves. They turn
kelp forests into farms and force reefs to grow
into city walls, rather than working with the
natural growth of the coral. Many merfolk cul-
tures raise and herd fish that they have domes-
ticated over the centuries.

Since there are fewer impediments to travel
underwater than there are on land, merfolk cul-
tural regions tend to be very large: The same
styles of naming, dress, and art cover regions
far larger than most human nations.

In a few rare instances, human cultures on
small islands or archipelagos might find them-
selves “conquered” by merfolk, if they depend
on access to the seas for survival. Such soci-
eties end up producing goods the merfolk can-
not (such as forged metal), in return for per-
mission to fish or travel from island to island.

In general, merfolk are divided into three broad
cultural groups, though there are countless
variations within these groups. Their society is
as diverse as human society.



SHORE INIERFOLK_

These cultures live very close to land, in water
20 to 50 feet deep. They have access to easy
food and resources, and often have good rela-
tions with their air-breathing neighbors. As
such, they tend towards a laid-back lifestyle,
often building only simple shelters or tools, and
spending most of their time relaxing.

SHELF ITIERFOLK_

This is the baseline merfolk culture for under-
water campaigning. These people dwell pri-
marily at the bottom of the sea along the conti-
nental shelves. They are the most settled cul-
ture, establishing farms, cities, and kingdoms.
They have access to the resources of the seabed
near the shore and to the freedom of the deep
sea.

DEEP IMIERFOLK_

These cultures dwell far from land, in the deep-
est parts of the sea. They are nomadic hunters,
following herds of fish. They have access to
few resources and are very primitive techno-
logically. On occasion, they deal with human or
other seafaring cultures that venture out far
from shore, sometimes cooperating on whale
hunts or the like in return for weapons or jew-
elry. They also regularly raid shipwrecks for
salvageable materials. Some tribes of deep
merfolk, if they have had harsh encounters with
humans, will actually attack and sink ships,
though this is very rare.

Religion: Merfolk worship a wide range of
gods, though their religious focus differs some-
what from those of humans. Thus, while near-
ly every human culture has a deity of fire,
almost no merfolk culture does. They tend to
have a range of gods who focus on many dif-
ferent aspects of life underwater: a god of fish,
a god of currents, a god of the sea floors, a god
of the open waters, and, usually, a single god
whose province is “the upper world,” meaning
the sky, dry land, sun, and the moon or moons.
Many human gods overlap with undersea gods,
with some area of responsibility shifted,
emphasized, or de-emphasized. Some merfolk
cultures, especially those with little contact
with surface humans, have pantheons unrecog-
nizable to land dwellers.

No specific merfolk gods are provided here;
the DM should examine his campaign pan-

theons and alter deities as appropriate. A group
of merfolk dwelling in an area heavily influ-
enced by Greek mythology, for example, might
have Poseidon as the lord of the gods, with a
merfolk-style Hera as his wife; all the gods
might dwell on a mountain whose base is at the
deepest part of the sea and whose summit is
still miles from the surface. Apollo and Zeus
may merge into a single sky god, while Diana
loses her role as goddess of the moon, but is
strengthened as a goddess of the hunt. All of
the clerical domains shift appropriately.

Language: Merfolk speak Aquan, and those
who dwell close to the surface or near shipping
lanes usually speak Common as well. Sea EIf
dialects and Cetacean, the language of dolphins
and whales, are commonly learned tongues.

Names: Merfolk have a wide range of cultures
and a wide range of names. Lineage may be
matrilineal or patrilineal, and naming conven-
tions reflect this. Achievement (Foeslayer,
Talespinner) or job-oriented (Fisher, Weaver)
surnames are less common relative to human
cultures; appearance (Longtail, Greeneye) or
environmental (of the West Canyon, Redreef)
surnames are more so. Long-established mer-
folk societies probably have reached the stage
where names are simply passed on without
regard to original meaning, just as many
humans named “Baker” have never been near
an oven. Common first names include the fol-
lowing and many others.

Male Names: Gorathal, Methorni, Rothenil,
Altha, Nerrith.

Female Names: Toshki, Garesh, Lorreshi,
Shabal.

Adventurers: Merfolk adventure for many
reasons. There is no single overwhelming moti-
vation. Some are simply questing for profit,
others for experience. Some seek revenge for
wrongs real or imagined; others are motivated
to go forth and right wrongs. Curiosity is a
major factor—to see something truly different
in Underwave, one must often travel far and
there is a lot to see. Merfolk and sea elves often
adventure together.

IERFOLK Racial Traits

* Medium-size: As Medium-size creatures,
merfolk have no special bonuses or
penalties due to their size.
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* Merfolk base swimming speed is 50 feet;
their base speed on land is 5 feet.

* +8 racial bonus on Swim checks: If a mer-
folk’s tail is crippled or seriously injured, this
bonus may be reduced or eliminated.

* Swim is always a class skill for merfolk.

* Merfolk are considered aquatic creatures, and
suffer no penalties for normal skill use or
combat underwater, except where otherwise
noted.

* Merfolk are versatile and learn quickly. They
receive a bonus skill point at each level, and
a bonus feat at 1st level.

* Automatic Languages: Merfolk automatically
speak the native language of their culture, as
well as Aquan.

* Merfolk have low-light vision out to 60 feet.

* Merfolk are extremely clumsy and weak on
land—literally fish out of water. They can
survive breathing air for only half an hour
before they begin to suffocate. Use the stan-
dard suffocation rules for these purposes
(DMG 88). Merfolk out of water also suffer a
—2 circumstance penalty on all Fortitude
saves, and a —4 circumstance penalty to
Dexterity.

Favored Class: Any. When
determining whether a multi-
class merfolk suffers an XP
penalty, his highest-level class
does not count. This differs
from the merfolk described in
the core rules, and is intended
to allow merfolk to fulfill the
same generalist role undersea
as humans do on land. DMs
are free to ignore or change
this rule. If the campaign is
not focused on aquatic adven-
turing, the following favored
classes are recommended.

Shore merfolk: Bard
Shelf merfolk: Fighter
Deep merfolk: Barbarian

NTREFOLK

A few groups of merfolk have moved inland,
dwelling in deep swamps and mires. Often,
these areas were once connected to the open
sea, such as a swampy river delta, but have
since become landlocked. Mirefolk are statisti-
cally identical to merfolk, except that their
vision and hearing are as well adapted to air as
to water. Culturally, mirefolk tend to be very
primitive, dwelling in crude underwater huts
very much like beaver lodges. They hunt and
fish throughout their swamps, and some prac-
tice simple forms of aquaculture. A few groups
of mirefolk have managed to create more
advanced civilizations, and humans may be
surprised to find that beneath the still waters of
a seemingly uninhabited swamp, an entire city
awaits.

Mirefolk may shun all human contact, may be
at war with humans encroaching on their terri-
tories, or may have mutually beneficial
arrangements with humans and other races.
They tend to always be in conflict with lizard-
folk, troglodytes, and other evil swamp-
dwellers.

HarF-IERROW

Merrow are brutal aquatic ogres who have no
social organization beyond tribal bands and
raiding parties, with most foregoing even that
to live in isolated family units. Some, however,
are cunning and self-controlled enough to find
roles in the more violent sectors of undersea
civilization, and from those few (and from the




consequences of war and raiding) come the
race of half-merrow. Stupid, ugly, and very
strong, they fulfill a valuable role in the often-
violent realms below the waves.

Personality: While exceptions exist, the aver-
age half-merrow is a brute, skilled at violence
and little else. Some choose to become cham-
pions of the weak, using their might to destroy
those who would harm others. Most, shaped by
prejudice and harsh treatment, become thugs
and bullies. Those few who choose more intel-
lectual pursuits still know they have their
strength to fall back on, and this tends to shape
their worldview and philosophy. While their
raw intelligence is often suspect, their willpow-
er and perception can be as strong as anyone’s,
and half-merrow sometimes find themselves
serving divine powers—most often dark ones,
but occasionally those of a more benign nature.

Physical Description: Half-merrow are simi-
lar to their merrow parent in general build and
outline, but softened a bit by their merfolk
blood. Their faces are slightly less brutish, their
frames and musculature somewhat more
refined and graceful. They stand seven- to
eight-feet tall, and their hair tends to be black,
brown, or gray, and very coarse. They are often
scarred by countless battles, and bear disfigure-
ments and poorly set bones as marks of pride.
About 15 percent of half-merrow have the fish
tail of their merfolk parent; the rest retain their
merrow parent’s bipedal stance (see Racial
Traits) A player choosing the half-merrow race
may pick either one.

Relations: Half-merrow are generally outcasts
and have few close allies. Reef and kelp elves
both look on them as barely-sentient brutes.
Merfolk consider them useful but dangerous.
Tritons tend to see them as likely allies of the
sahuagin and respond as such. An individual
half-merrow can prove his or her merit to any
of these races, but it takes time and effort.

Alignment: Any, though most tend to be
chaotic and usually neutral or evil.

Half-Merrow Lands: Half-merrow dwell
wherever merfolk or merrow are likely to come
into contact. This includes areas near river
mouths, or close to shore, or other places where
merfolk and humans are likely to congregate,
since such places lure merrow raiders.

Religion: Half-merrow worship whatever gods
they were raised to worship, or seek out deities
of power and strength who are not too picky
about followers. Ogre gods are usually willing
to accept half-merrow supplicants and clerics.

Languages: Half-merrow speak Aquan and
often learn Merrow. Those who deal with the
flatlands often speak Ogre as well.

Adventurers: Half-merrow adventure for a
variety of reasons. Many simply like to fight,
finding pleasure in the act of conflict itself,
without regard for reason or purpose. Others
seek power, most often wielded crudely and for
little long-term gain. Some seek to overcome
their heritage and become heroes, battling the
actions of the evil and prejudices of the good
with equal vigor. A few are driven on a more
personal quest to find their places in the world,
trying to balance their conflicting legacies.

Most half-merrow are barbarians, at least in
part. Rangers are uncommon but not unknown,
and a sizeable minority of half-merrow is disci-
plined enough to learn the skills of a fighter.
Druids are also found, with the raw power of
the race helping them to serve as a living incar-
nation of the fury of nature. Their low
Dexterity makes them relatively poor thieves,
but some find the more direct aspects of the
rogue’s way to their tastes. Those of good wis-

dom who dwell in more civilized parts of

Underwave may become clerics, often supple-
menting this with a fighting class to become
ardent and deadly warriors for their chosen
faith. Half-merrow sorcerers are rare. Half-
merrow wizards are more rare still, as are
monks and bards. The half-merrow who has no
levels as a barbarian or a fighter is very unusu-
al; most half-merrow begin in one of these
classes and change as their adventuring life
opens new roads for them. Still, there is no rule
mandating that it must be this way.

Names: Half-merrow may adopt merfolk
names or may choose merrow names, which
tend to be two syllables and crude, such as
Riggluch, Grorbarg, and Blegrech. A small
minority finds the simple humor of ironic nick-
names to their liking, taking the name Tiny or
Minnow.
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HaLF-IMERROW Racial Traits

* +4 Strength, +2 Constitution, —2 Intelligence,
—2 Dexterity, —4 Charisma: Half-merrow are
strong and hardy, but their ogre heritage
makes them dull, clumsy, and crude.

¢ Medium-size: As Medium-size creatures,
half-merrow’ have no special bonuses or
penalties due to their size.

Half-merrow base speed is 40 feet swimming
and 30 feet on land. If they have the merfolk
fishtail, their swimming speed is 50 feet and
their speed on land is 5 feet.

Low-Light Vision: Half-merrow see four
times as far as a human in the dim murk
beneath the waves.

Imposing Demeanor: Half-merrow may use
Strength, rather than Charisma, as the ability
modifier for Intimidate, and Intimidate is
always considered a class skill for them.

» Swim is always a class skill for half-merrow.

¢ Half-merrow receive a +6 racial bonus on
Swim checks if they are non-tailed, and a +8
racial bonus on Swim checks if they are
tailed.

* Natural Armor: Half-merrow skin is very
thick, giving them a +1 natural bonus to AC.

Clumsy: Half-merrow fingers are thick and
blunt, giving them a —2 circumstance penalty
on any fine manipulation skills, such as Pick
Pockets or Disable Device.

Oversize: While not quite Large creatures,
half-merrow are at the very upper end of
Medium-size and must pay 20 percent more
for armor and clothing.

Amphibious: Half-merrow without a fish tail
are capable of breathing air, though they pre-
fer water. They suffer a —1 circumstance
penalty on all rolls—skill and ability checks,
attack rolls, damage rolls, saving throws,
etc.—when out of water more than two hours.

Automatic Languages: Aquan.

¢ Favored Class: Barbarian. A multiclass
half-merrow’s barbarian class does not
count when determining whether he suffers

an XP penalty. Half-merrow are creatures of
the undersea wilderness, and the lust for bat-
tle runs hot in their veins.

AQuatic ELVES

While most intelligent beings adapt their envi-
ronment to themselves, elves have always
sought to meet nature halfway, changing their
physiology and culture to best meld with the
lands in which they live. This is true beneath
the waves as well as on the surface. Adapted to
an underwater life, sea elves have further split
into two sub-races: coral elves and kelp elves.
Both are similar to each other, as well as to
standard surface elves, but there are important
distinctions.

Personality: Like most other types of elves,
aquatic elves favor individual freedom over
structure, though coral elves are somewhat
more organized than kelp elves. With extraor-
dinarily long lives and the vastness of the
undersea to explore, aquatic elves are even
more predisposed to exploration and experi-
mentation than their land-bound relatives.
Individuals often leave their community for 20
years or more, experiencing life in all of its
variety, then return to tell what they have seen.
The slow pace of change underwater fits the
patient elven outlook on life perfectly.

Physical Description: Aquatic elves are the
same height and weight as surface elves, and
have nearly identical body types. The main dif-
ferences are in skin and hair coloring. Kelp
elves have skin that ranges in color from pale to
deep green, and translucent emerald hair. Coral
elves’ skin color ranges from blue-green to
green, and they have pale white or blonde hair.
All aquatic elves have delicate webbing
between their fingers. Coral elves dress in
clothing of brightly colored fish hide and
shells, while kelp elves prefer clothing woven
of treated seaweeds. Both live to be about 700
years old, reaching maturity at around 110.

The ears of aquatic elves, while retaining the
distinctive elven taper, are somewhat smaller
than those of surface elves and can be folded
flat against the head to reduce drag while
swimming. Aquatic elf eyes, in turn, are slight-
ly larger than those of the surface elves, and are
usually gold, green, or gray.




Relations: Aquatic elves tend to get along well
with shore-dwelling surface elves. They react
moderately well to human sailors and fisher-
folk who treat their lands with respect and do
not despoil the seas. They view half-merrow as
barely controlled animals. They are tolerant of
merfolk, but often find themselves competing
for living space.

Alignment: Aquatic elves are almost all chaot-
ic good in nature, though coral elves tend to
lean slightly more toward neutral good, seeing
some value in order. If there is a flaw in the
aquatic elf personality, it is their overwhelming
curiosity and desire for new personal experi-
ences, which sometimes causes them to ignore
the needs of others—or on rare occasion, inflict
harm—in the pursuit of some new sensation,
sight, or knowledge. Aquatic elves who turn
wholly to evil almost invariably do so as a con-
sequence of this all-consuming curiosity.

Aquatic EIf Lands: Coral elves dwell in fan-
tastic castles shaped from naturally occurring
coral reefs, which are usually found in the trop-
ical waters of the world. Over centuries, their
artisans and magicians work to slowly trans-
form the reef into a city. The reef provides
them with food, shelter, and many other
resources, and they protect the reef ecosystem
and the sea around it. Kelp elves are nomads of
the kelp beds, ranging from near shore to the
vast floating mats of the deep sea, and tend to
have little in the way of permanently anchored
construction.

Religion: Both coral and kelp elves worship
the elven sea god described in core rules (MM
86), along with a broad pantheon of specialized
underwater deities such as Merellion
Corvathian, deity of explorers, and Nellior
Makarail, the master of the currents.

Language: Aquatic elves speak an Aquan
dialect of Elven, which is comprehensible to
surface elves but which they have difficulty
pronouncing. As with most aquatic races, writ-
ing is generally unimportant, but they do main-
tain a simplified version of Elven script that is
easily carved into stone when permanent writ-
ten records are required.

Names: Other than a tendency to use aquatic
elements in their family names, aquatic elves
follow the same naming conventions as surface
elves.

Adventurers: Aquatic elves do not so much
take up adventuring as a profession as simply
find adventure happening to them as a conse-
quence of their curious natures. Nearly all
aquatic elves experience a powerful wanderlust
in their second century of life and take on what-
ever roles seem to satisfy that need. Many
study the arcane arts and become wizards,
while some find they have the gift of sorcery.
Bards and rogues are very common, as are
rangers. Pure pursuit of the fighting arts is
uncommon, but many who dwell in the wilder
parts under the sea may have gained a level or
two of fighter. Barbarians are very rare, but cer-
tain bands of kelp elves have been reduced to
this state, and even a few coral elf civilizations
have collapsed, causing the once-proud castle
builders to live as savages in the ruins of their
ancestor’s homes.

AQuatic ELF RaciaL Traits

« +2 Dexterity, —2 Constitution: Like their
land-dwelling kin, sea elves are graceful but
frail.

e Medium-size: As Medium-size creatures,
elves have no special bonuses or penalties
due to their size.
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* Aquatic elves’ base speed on land is 30 feet,
and their base swimming speed is 40 feet.

* Gills: Aquatic elves can survive out of water
for one hour per point of Constitution. After
that, they begin to suffocate (DMG 88).

Low-Light Vision: Coral elves can see four
times as far as a human in conditions of dim
light. Kelp elves can see five times as far.

Coral elves are automatically proficient with
the light crossbow and short spear. Kelp elves
are automatically proficient with the short
spear and net.

Immunity to magic sleep spells and effects.

+2 racial bonus on Will saves versus enchant-
ment/charm spells and effects.

i +2 racial bonus on Search, Spot, and Listen
checks

L]

+8 racial bonus on Swim checks

» Swim is always a class skill for aquatic elves.

Favored Class: Wizard (coral elf); ranger
(kelp elf). A multiclass coral elf’s wizard
class and kelp elf’s ranger class do not count
when determining whether the character suf-
fers an XP penalty for multiclassing. As with
the surface elves, wizardry comes naturally
to the civilized coral elves, and kelp elves are
often drawn to the ranger’s role as a wander-
ing protector.

REEF WARRIOR.

Coral elves, as their name
indicates, are closely bound to
the reefs within which they
live. A few, however, take this
bond to an extreme. As a coral
reef is a symbiotic community
of many different species, reef
warriors seek to become part
of this community, entering
into a strange relationship
with the coral. They become
devoted defenders of their
community, and they are also
bound to it in perpetuity.

The reef warrior is an oddity.
Once he embarks on this path,
he begins to change, becoming progressively
more alien. Coral elves honor and respect the
reef warriors among them, but they also fear
them. Their ability to vanish into the reef or to
appear anywhere in a city at will can be
unnerving even to a placid elf. Reef warriors
are prone to making odd comments and strange
pronouncements, their minds attuned to per-
ceptions of which others cannot conceive. The
existence of reef warriors is not discussed
among non-elves, which is one reason sahuagin
believe ghosts patrol coral elf castles.

This class is not suitable for PCs in most cam-
paigns, but it may be used by DMs to create
truly unique, alien, and memorable denizens of
the deep.

Hit Die: d10.

REQUIRENEN S

To qualify to become a coral elf reef warrior, a
character must fulfill all the following criteria.

Race: Coral elf.

Alignment: Neutral, lawful neutral, or neutral
good.

Base Attack Bonus: +5.

Feats: Skill Focus (Swim).

Hide: 4 ranks.

Swim: 6 ranks.

Special: If a reef warrior travels more than 10
miles from his native reef, he takes 1d3 points
of temporary Constitution damage per day until
he returns. His bond to the reef is so great that
he cannot leave it.




CLASS SKILL8

The reef warrior’s class skills (and the key abil-
ity for each skill) are Climb (Str), Craft (Int),
Heal (Wis), Hide (Dex), Intimidate (Cha),
Listen (Wis), Scry (Int), Search (Int), Spot
(Wis), and Swim (Str).

Skill Points at Each Level: 4 + Int modifier.

CLass FEATURES

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

Reef Bonding: At 1st level, the character has
allowed many of the organisms that compose
his home reef to meld and enter into a symbiot-
ic relationship with him. The character gains a
+2 competence bonus on Search, Spot,
Wilderness Lore, Move Silently, and Hide
checks when within 500 feet of the reef.

Coral SKin: A light growth of stony coral cov-
ers the character’s skin, giving him a +1 natur-
al bonus to Armor Class. This increases to +2
at 4th level, +3 at 6th level, +4 at 8th level, and
+5 at 10th level.

Sustenance (Ex): At 3rd level, as long as the
character is in water where there is ample life
(near the shore and the surface), he can obtain
nutrition from the countless tiny organisms that
fill the water and feed the coral. He no longer
needs to eat; his symbiotes sustain him.

Alien Presence (Ex): As the coral symbiotes
continue to grow in a reef warrior’s body, he

onus feat, alien presence -2

becomes more distant and strange. His senses
become attuned to odd things; his mind
becomes slowly less his own and more the
mind of a collective. At 4th level, this results in
a —1 penalty to Charisma, and this penalty
increases to —2 at 6th level, -3 at 8th level, and
—4 at 10th level.

Meld (Su): If the reef warrior takes a full-
round action, he can literally meld into the reef,
becoming effectively invisible and appearing
as just an odd-shaped outcropping. A Spot
check (DC 25) is needed to notice him.
Combined with sustenance, this means a reef
warrior can guard a room or corridor indefi-
nitely, simply appearing out of the wall when
invaders approach. The reef warrior can do this
a number of times per day equal to his
Constitution bonus.

Reef Attunement (Su): With a successful Scry
(DC 15) check, the reef warrior can “tune in”
any part of the reef, perceiving events as if he
were standing at the point to which he is
attuned. The attunement lasts for a number of
minutes equal to the reef warrior’s class levels,
and can be done a number of times per day
equal to the reef warrior’s Wisdom bonus.

Bonus Feat: At 3rd level and every three lev-
els thereafter the reef warrior may choose a
bonus feat from the fighter’s list of bonus feats.

Spikes (Su): The reef warrior may cause sharp
coral spikes to grow out of his flesh. Any

armor he wears must be specially designed
to accommodate this, increasing the base
cost of the armor by 50 percent. If the
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reef warrior makes a successful grapple attack,
the spikes deal 2d6 points of piercing damage.
The reef warrior can also form the equivalent
of a halfspear at will, so he is always armed.

Reefwalking (Sp): At 10th level, the reef war-

rior can teleport from one part of the reef to

another. This is a standard action and the reef

warrior can use this ability a number of times
per day equal to his Wisdom modifier.

SKILLS

This section presents new rules for using exist-
ing skills underwater, as well as new skills of
special importance for aquatic campaigns. All
text in this section is designated as Open
Game Content.

SKILL USE UJOERWATER_

The underwater environment changes the way
some skills work. This section details what
changes, if any, apply to skills. Any skill not
listed works normally underwater. This section
is written from the perspective of land-based
characters acting underwater, unless otherwise
noted. For example, musical instruments that
rely on air to produce noise will not work
underwater whether the character using
Perform is a dwarf or a merfolk—but the mer-
folk have created suitable instruments for
underwater use and are skilled with them.

ALCHENY

Alchemy as practiced by land dwellers is virtu-
ally useless underwater because the techniques
of distillation, mixing, etc., were all developed
on dry land. However, the denizens of
Underwave have a counterpart skill called
Underwater Alchemy (see New Skills) that dif-
fers greatly in technique but produces identical
results. This skill must be learned separately
from normal Alchemy, but characters with at
least 5 ranks in Alchemy can gain a +2 synergy
bonus on Underwater Alchemy checks.

GanE EFFECTS

» The standard Alchemy skill cannot be used
underwater, but 5 or more ranks in Alchemy
grants a +2 synergy bonus on Underwater
Alchemy checks.

CLinB

Your character’s ability to climb underwater
depends on his buoyancy (see Combat, page
49, for more information). Floating characters
have an easier time climbing up, but experience
more difficulty climbing down. They may also
have trouble climbing surfaces that are not ver-
tical but merely sloped: Because they are buoy-
ant, there is a chance they will drift away from
the surface they are climbing. Of course, a
floating character who fails a Climb check
floats upward and can easily swim back to
where he was climbing and try again. In most
cases, sinking characters climb normally.

GANE EFFECtS

* Climbing Up, Floating: DC -3

* Climbing Down, Floating: DC +1

* Horizontal/Sloped Climbing, Floating: DC
+1

* Sinking or Balanced: no effect

CRAFt

This is a broad skill. Some crafts, such as
blacksmithing, simply do not work underwater;
others, such as weaving, must be relearned due
to new materials and techniques, while still
others, such as carving, work much as they do
on the surface. The DM must rule on each craft,
categorizing them as needed.

GANE EFFECtS

e Craft cannot be used underwater: all skill
checks fail

e Craft has different techniques underwater: all
DCs increased by 35 until a minimum of 1
rank has been gained while having the oppor-
tunity to learn underwater techniques

* Craft can be used normally underwater: no
effect

DiSABLE DEVICE

The effects of water on vision are described on
page 45; Disable Device is one of the skills
affected.

Gante EFFECts

* All skill checks are at —2 unless the charac-
ter’s eyes or visual organs are protected. If a
character has gained 1 rank in this skill while
having the opportunity to practice it under-
water, this penalty is negated.



DISGUISE

Disguises that rely on hairpieces, makeup, and
other props may fail underwater, since the com-
ponents are unlikely to be designed for long-
term immersion. The DM must rule on whether
or not a particular disguise attempt is likely to
involve such components. A waterproof dis-
guise kit is available (see Equipment, page 24).

Intuit DIRECTION

This skill is difficult to use underwater, as the
subtle cues used to sense location are unavail-
able beneath the surface. Gut instinct is all that
is left. It is extremely easy to get lost in the vast
emptiness of the sea.

Gane EFFECTS

« All skill checks are at —5 unless the character
has gained 2 ranks in this skill while having
the opportunity to practice it underwater.

Juntp

In most cases, a Swim check is all that is need-
ed. If the character needs to leap to grab a
falling object, being a good swimmer is a ben-
efit.

GanE EFFECTS

« 5 or more ranks in Swim grants a +2 synergy
bonus.

« Characters who are floating (see buoyancy,
page 49) continue to drift in the direction of
the jump for one to six feet before stopping.

+ Characters may not make running jumps.

LiStED

Sound travels far underwater but is also easily
distorted. Thus, it is easier to detect the pres-
ence of a sound, but harder to detect exactly
what it is or where it came from.

GantE EFFECTS

« Characters gain a +4 circumstance bonus on
Listen checks to hear or detect sounds, but
suffer a —4 circumstance penalty to identify
them or locate their source.

NIOVE SILENILY

Move Silently checks are made normally
underwater. However, opposed checks follow
the rules listed for Listen checks, above.
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OPEN LocK.

Underwater environments interfere with clear
vision and present a challenge to fine manipu-
lation and dexterity.

GantE EFFECTS

* Characters suffer a —2 circumstance penalty
on all checks unless the character’s eyes or
visual organs are protected from the water.

PERFOR[Y

Many tasks covered by this skill are impossible
underwater. Instruments relying on the flow of
air do not function at all; most stringed instru-
ments are likewise useless. Percussion instru-
ments may function at the DM’s discretion. To
Jjuggle buoyant objects, the performer must toss
them down and then catch them as they come
up—a neat trick if one can manage it.
Storytelling and the like work normally if the
character can speak underwater.

GANE EFFECTS

* Most instruments do not function unless the
DM rules otherwise.

* Characters suffer a —2 circumstance penalty
on Perform checks to juggle non-buoyant
objects and a —4 penalty on Perform checks
to juggle buoyant objects using the technique
described previously.

Pick POCKEt

Once again, the underwater environment
imposes a number of small hindrances on this
skill: You float, your mark floats, random cur-
rents can jostle either unpredictably, and so on.

GANE EFFECTS

* Characters suffer a —2 circumstance penalty
on all skill checks unless the character has
gained 1 rank in the skill while having a
chance to practice underwater.

REAO Lips

This is another skill affected by the poor visi-
bility underwater.

GAnE EFFECTS

* The maximum range of this skill is 15 feet
while the subject is underwater.

RioE
Most underwater creatures are considered
“very different” mounts for purposes of this

skill, unless the character has specifically
trained to ride them.

GanE EFFECtS

* Characters receive a —5 penalty for riding an
underwater creature, unless the creature is the
character’s chosen mount.

SEARCH

Search is impacted by the poor visibility under-
water.

GanE EFFECtS

* All ranges relating to vision are halved under-
water. The character must be within 5 feet of
the object he wishes to search.

8pot

Spot is impacted by the poor visibility under-
water.

GANE EFFECtS

* All ranges relating to vision are halved
underwater, so all Spot checks suffer a —1
circumstance penalty for every 5 feet of dis-
tance.

TUNBLE

Tumble can be used to perform aquatic acro-
batics but requires some care due to the exotic
environment.

GaNE EFFECTS

* 5 or more ranks in Swim grants a +2 synergy
bonus on Tumble checks. However, failure
by more than 5 means the character has
become disoriented and floats off in a ran-
dom direction for 2d10 feet before reorient-
ing. A character with no ranks in Swim suf-
fers a —2 circumstance penalty on Tumble
checks underwater.

UUILOER[ESS LORE

Knowledge learned in the surface world is less
useful underwater. Unless characters have
made a special study of underwater survival,
their skill is significantly reduced.



Gane EFFECTS

+ All Wilderness Lore checks suffer a —4 cir-
cumstance penalty until the character has
gained 2 ranks in the skill while having the
opportunity to use it underwater.

SKILL VARIAIT

ALCHENY, UOERWATER (Int; TRAINED ONLY)

This is an underwater variant of the Alchemy
skill. Members of aquatic races or those with
prolonged experience underwater may learn it.
Any character who has Alchemy as a class skill
also has Underwater Alchemy as a class skill.

Check: The character can make alchemical
items underwater, using the fireless and airless
techniques developed by seaborn races. Some
items the character can make are found in the
item descriptions. To determine how much
time and material it takes to make an alchemi-
cal item, use the DCs listed below and the rules
for crafting items found in the Craft skill
description (PHB 65).

The DM may allow an alchemist to perform
other tasks related to Alchemy, such as identi-
fying an unknown substance or a poison. Doing
so takes one hour.

Task DC

Make kelp armor DC 15
Make glowmold catalyst DC 20
Make acid bulb DC 25
Make jellyfish paste DC 23

Retry: Yes, but in the case of making items,
each failure ruins the half of the raw materials
needed, and the character has to buy the neces-
sary raw materials again. For identifying sub-
stances or potions, each failure consumes the
cost per attempt.

Special: The character must have alchemical
equipment to make an item or identify it. For
identifying items, the cost represents addition-
al supplies the character must buy. Purchasing
and maintaining an alchemist’s lab grants a +2
circumstance bonus on Alchemy checks but
does not affect the cost of any items made
using the skill.

FEATS

This section presents rules for resolving the use
of feats in aquatic environments. It also pre-
sents a selection of new feats uniquely suited
for aquatic campaigns. All text in this section is
designated as Open Game Content.

ERistinG FEAtS

Most feats work properly underwater. This sec-
tion provides guidelines for those that work
differently in underwater environments.

Armor Proficiency: To use aquatic armors
properly, a character must gain the Aquatic
Armor Proficiency feat (see page 18).

Deflect Arrows: Against arrows fired from
normal (surface) bows and crossbows, the base
DC is only 15, as such missiles are not
designed for underwater use. Against arrows
fired from crossbows built by aquatic races, the
normal rules apply.

Far Shot: Remember to apply the range reduc-
tion for weapons fired underwater before
applying the effects of this feat.

Mobility: If using the optional positional
advantage rules (see page 48), defending char-
acters with Mobility gain a +4 competence
bonus on their Swim checks for the opposed
check.

Point Blank Shot: Due to the problems with
both missile weapons and vision underwater,
this feat is only useful within 15 feet. This
reduced range does not apply if the character
does not suffer from visibility problems and if
the character is using a missile weapon
designed for underwater use.

Track: Tracking is very difficult underwater;
swimming creatures leave no discernable trace
unless exotic senses or magic are at work.
Unless the creature being tracked left signs of
passage along the sea floor, or otherwise
encountered some material that could be affect-
ed by its passage, all DCs are increased by 20
in addition to all other modifiers.
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IEw FEAtS

AMPHIBIOUS ENOURANCE [GENERAL]

You have steeled your body to the rigors of life
on land and learned how to breathe air for
longer periods than is normal for your race.

Benefit: Water-breathing creatures can survive
out of water for two hours per point of
Constitution, after which the effects of suffoca-
tion begin (DMG 88).

Normal: Water-breathing characters without
this feat should refer to their racial description
to determine how long they can remain on land
without suffocating.

Special: Must be a member of a water-breath-
ing race, such as aquatic elves or sahuagin.

AQuAtiC ARMOR PROFICIENCY [GENERAL]

You are proficient with all types of aquatic
armor.

Benefit: Normally, a surface-dwelling charac-
ter is not proficient in any type of aquatic armor
(see Equipment, page 24). However, taking this
feat allows the character to be proficient in any
type of aquatic armor for which he has a corre-
sponding proficiency. In other words, if the
character is proficient with light and medium
armor, taking this feat allows him to use light
aquatic and medium aquatic armor normally.
This feat needs to be taken only once, regard-
less of how many types of armor the character
is proficient with. This feat applies only to sur-
face dwellers. If aquatic characters need to

Q\\' @\\“ learn to use flatlander armor, they may take a
A} SO corresponding feat called Surface Armor
" Proficiency.

BARREON BRAWLER [GENERAL]

You can dish it out and take it in a tavern fight.
Prerequisites: Con 13+, Toughness.

Benefit: You gain +4 hit points for the purpos-
es of defending against subdual damage (PHB
134). In addition, your unarmed attacks do 1d4
points of subdual damage plus your Strength
modifier (1d3 for Small creatures).




Special: A character may not take this feat
more than once.

Cast-IrRon 8tOMACH [GENERAL]

You can consume the most unpleasant fare
without so much as a second thought.

Prerequisite: Con 13+.

Benefits: You derive nourishment from spoiled
food and can avoid dehydration by drinking
seawater with few ill effects. By subsisting on
these unusual provisions, you double the
amount of time you can go without fresh food
and water.

Normal: A character without this feat can go
without food for three days, after which time he
must make a Constitution check (DC 10, +1 for
each previous check) or take 1d6 points of sub-
dual damage. A character without this feat can
go without fresh water for one day plus a num-
ber of hours equal to his Constitution score,
after which he must make Constitution checks
as described above, with similar effects for
failed checks. :

Special: For this feat to take effect, you must
have access to formerly edible foods and a sup-
ply of salt water. Otherwise, you are just as vul-
nerable to starvation and dehydration as any
other character.

CHiLo oF tHE 8EA [GENERAL]

The blood of an intelligent aquatic creature
flows through your veins.

Benefit: At some point in the near or distant
past, you had an ancestor who was a member of
an aquatic species. This gives you a greater
ability to hold your breath. For every five
points of Constitution, you may hod your
breath for one hour before having to surface for
air.

Special: A character may only gain this feat at
1st level.

CREATE Manikin [ItEm CREATION]

You can create a manikin—a small representa-
tion of a living person—through which you can
direct spells that affect the person the manikin
represents.

Prerequisite: Spellcaster level 12+.

Benefit: A manikin serves as a focus for the
transmission of spells against a target not cur-
rently within the spell’s range. To use it, you
must collect objects and items connected to the
person you wish the manikin to represent.
These items must be either parts of the person
(hair, teeth, nails, etc.) or something they have
worn or held for many years. These objects and
items are then placed into a tiny effigy that
takes 1 day for each level of the person the
manikin represents, as well 2,000 gp for each
level. Once created, activating the manikin
costs 1/25 of this cost in XP.

A newly created manikin is good for 10 uses,
after which it becomes useless. The manikin
can be reactivated by spending half its cost in
gp and XP. Doing so takes half the time it took
to create it, during which the creator must med-
itate upon it and visualize the person in whose
image it has been made. Afterward, the
manikin is again active and possesses 10 more
uses.

Any spell may be cast upon an active manikin.
Provided the target is on the same plane as the
manikin and is not protected by spells such as
antimagic field or the like, he undergoes the
full effects of the spell cast upon the manikin.
Of course, the person gets the usual saving
throw and spell resistance checks to avoid the
spell’s effects. Any spell cast on the manikin
that would normally have an area of effect
greater than a single target is limited to affect-
ing only the person in whose image the
manikin is made. Thus, a fireball cast upon the
manikin would deal damage only against that
person and not anyone who would normally be
within the area of effect of the fireball.

The manikin is a magical item and appears as
such under detect magic and similar spells. It is
unaffected by the spells cast upon it. However,
it is susceptible to damage by spells and physi-
cal attacks directed at it by others, including the
caster’s allies. For this purpose, the manikin is
considered to have 0 hardness and 5 hit points.

Special: The secret of manikin creation is rare
and often limited to secretive cults and reli-
gions. The DM may wish to restrict this feat to
characters who have made friendly contacts
with these groups.
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EnoURANCE SWiInMIER [GENERAL]

You are very adept at swimming while carrying
a heavier-than-normal load.

Prerequisites: Str 13+, Endurance.

Benefit: You suffer a —1 penalty on Swim
checks for every 20 pounds of armor and
equipment you carry, up to your maximum
load.

Normal: Characters without this feat suffer a
—1 penalty on Swim checks for every five
pounds of armor and equipment carried while
swimming.

FooL’8 LUCK [GENERAL]

You have an innate ability to turn bad situations
to your advantage.

Benefits: Once per day, you may choose to
ignore the effects of a failed roll of any sort
(attack roll, saving throw, skill check) and con-
vert it into a success, provided you can explain
how what at first appeared to be a failure was,
in fact, a success. For example, you make a
swing in a crowded cabin on a ship and fail to
hit the evil buccaneer that threatens your life.
You choose to invoke Fool’s Luck and explain
that you did not actually miss the buccaneer.
Instead, you were taking advantage of the close
quarters to initiate a feint, which you then fol-
lowed up with a quick attack at close range
when the buccaneer moved in to strike you. If
the DM agrees to this explanation, you may roll
normal damage against the buccaneer, as if he
had been hit in the first place. The DM should
give wide latitude for explanations to invoke
this feat, but he is under no obligation to accept
any given explanation, especially if he feels it
is outlandish or implausible.

Special: You may take this feat more than
once. Each subsequent acquisition of the feat
increases the number of times it may be used
each day by one.

GREAt LUNGS [GENERAL]

You can hold your breath longer than the aver-
age person.

Prerequisites: Con 13+, Endurance.

Benefit: You can hold your breath for a

number of rounds equal to four times your
Constitution score.

Normal: Characters lacking this feat can hold
their breath for a number of rounds equal to
only twice their Constitution score.

InPROVED PositionAaL AoVANTAGE [GENERAL]

You are highly skilled at combat maneuvering
underwater.

Prerequisite: Swim skill, base attack bonus +4
or higher.

Benefit: You may attempt to gain positional
advantage (see Combat, page 48) against more
than one opponent simultaneously. Each time
this feat is chosen, you increase the number of
melee opponents you can attempt to maneuver
around by 1. You make a single Swim check
with a -2 circumstance penalty for each addi-
tional opponent, while all of your opponents
make separate checks. The results are applied
independently; thus, you might end up gaining
a significant edge on one foe while inviting an
attack of opportunity from another.

LookeUt [GENERAL]

You are capable of spotting creatures, vessels,
and other objects from a great distance, provid-
ed you have an elevated position from which to
survey your surroundings.

Benefit: For every five feet of elevation above
the terrain you are observing, you triple the dis-
tance you can see without penalty to your Spot
checks. For example, if you were standing in a
10-foot-tall crow’s nest, you could see up to 60
feet without penalty, or up 120 feet at —1, up to
240 feet at -2, and so on.

Normal: Characters who lack this feat incur a
—1 penalty for every 10 feet of distance
between themselves and the creature or object
they are attempting to spot.

IJavaL HER{tAGE [GENERAL]

You come from a family with a proud tradition
of service aboard seagoing vessels.

Benefit: You receive a +2 circumstance bonus
on Charisma ability checks and Charisma-
based skill checks when dealing with other
characters who also possess this feat. In addi-
tion, you gain a +2 circumstance bonus on skill




checks relating to naval operations and infor-
mation, as you spent your formative years
aboard seagoing vessels.

Special: A character may only take this feat at
1st level.

IoteRr0US [GENERAL]

You are well known as a dangerous cutthroat
not to be trifled with.

Benefit: You get a +4 bonus on all Intimidate
checks when dealing with someone who has
had occasion to hear of your infamous deeds
and unpleasant demeanor.

Special: A character cannot take this feat more
than once.

PARRY [GENERAL]

You can deflect a melee attack against you with
your own weapon.

Prerequisites: Dex 13+, base attack bonus +3
or higher, Expertise.

Benefit: On your action, you may choose to
hold one or more of your normal attacks until
an opponent attacks. The opponent rolls his
attack normally to determine if he hits. If he
succeeds, you may then make an opposed
attack roll against a DC equal to your oppo-
nent’s final attack result. If you succeed, you
have parried the blow and struck your oppo-
nent’s weapon (PHB 136). Using parry does
not provoke an attack of opportunity. If, at the
end of the round, you have any unused parry
actions, they are lost and may not be trans-
ferred to the next round.

Normal: Characters who do not possess this
feat may not attempt to parry.

ParRYiNG WEAPON [GENERAL]

You can use an off-hand weapon as if it were a
shield.

Prerequisite: Two-Weapon Fighting.

Benefit: When wielding a weapon in your off-
hand that is at least one size category smaller
than you are, you can defend yourself with the
weapon as if it were a buckler. No armor check
penalty applies, but normal arcane spell failure
does. You cannot use the weapon to both attack
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and defend in the same melee round.

PoLAR BEAR 8Kin [GENERAL]

Your skin is better able to withstand the effects
of extremely cold water than an average per-
son’s.

Benefit: You take only one point of subdual
damage from hypothermia per minute of expo-
sure to very cold water.

Normal: Characters without this feat take 1d6
points of subdual damage per minute immersed
in very cold water.

PoRrt 8avvy [GENERAL]

You know all the ins and outs of life in the
seedy ports of call that sailors use as stopover
points in their journeys.

Benefit: You get a +4 bonus on all Gather
Information checks when used in a seaside port

city.

PRESSURE SURViVAL [GEIERAL]

You are extremely tolerant to the pres-
sures of the deep.
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Prerequisite: Swim skill.

Benefit: You get a +4 circumstance bonus on
all Fortitude saves to resist the harmful effects
of pressure.

Ri{POSIE [GENERAL]

You may attempt to turn a successful parry into
an additional attack against your opponent.

Prerequisites: Base attack bonus +6 or higher,
Parry.

Benefit: If you made a successful parry this
round, you may make a free melee attack
against the opponent you parried. The attack is
at your highest attack bonus and all normal
modifiers apply. No matter how many parries
you have made, you may make no more than
one riposte per round, unless you are affected
by magic items or spells that increase the num-
ber of actions you may make in a round, such
as haste or boots of speed.

CHAPTER ONE: SEAFARING AOVENIURERS

ROPE CLIMBER [GEINERAL]

You are as comfortable climbing ropes and rig-
ging as you are walking on the ground.

Prerequisite: Dex 13+.

Benefit: You gain a +2 circumstance bonus on
all Balance and Climb skill checks so long as
ropes and rigging are involved. Thus, making
your way up to a crow’s nest would qualify for
the bonus, but climbing a sheer rock cliff
would not. In addition, if you are attacked
while climbing a rope or rigging, you may
choose to negate either the attacker’s +2 bonus
or the loss of your Dexterity bonus to AC, but
not both (PHB 64).

SEA BROTHER [GENERAL]

An intelligent aquatic race considers you a
friend and is well disposed toward requests you
make of them.

Benefit: You gain a +4 bonus on all Charisma
ability checks and Charisma-based skill checks
when dealing with a chosen aquatic race.

Special: A character may take this feat multi-
ple times, although he must choose a different
aquatic race each time.

W T

8ea DOG [GENERAL)

You have a knack for endeavors relating to sea
travel.

Benefit: You get a +2 circumstance bonus on
all Profession (sailor) and Use Rope skill
checks.

SCURVY DOG [GENERAL]

Your body is accustomed to unhealthy condi-
tions and resists disease better than people who
live in less-squalid environments.

Prerequisite: Con 13+.

Benefit: You gain a +4 bonus on all saving
throws against disease, whether to prevent
infection, prevent each instance of repeated
damage, or to recover from disease.

SHAnty Ilan [GENERAL]

You are very familiar with the songs of the sea
and can sing them with such zest and aplomb as
to gain the confidence of sailors everywhere.

Prerequisite: Perform skill.

Benefit: You get a +2 circumstance bonus on
Perform checks before an audience composed
largely of sailors and other sea travelers. A suc-
cessful performance grants you a +2 circum-
stance bonus on Charisma checks, as well as
Bluff and Diplomacy checks, when dealing
with someone who heard your performance.

SHOREWALKER [GETERAL]

You are an experienced traveler in the surface
world.

Prerequisites: Member of a native aquatic
race.

Benefit: You have trained in combat on land as
well as underwater and have learned to use
your senses properly when venturing into the
flatlands. This has the following effects:

* You suffer no Spot, Search, or Listen penal-
ties when on land.

« You do not suffer the —1 circumstance penal-
ties on attack rolls and Armor Class.

« You suffer only a -2 circumstance penalty on
Jump and Tumble checks when on land.




The problems with aquatic armor on land can-
not be overcome by skill or training; this is why
land dwellers rarely see armored sea folk on

dry land.
8torm SENSE [GENERAL]

You are so finely attuned to changes in temper-
ature, wind, and air pressure that you can reli-
ably predict the onset of storms and other
weather.

Benefit: By taking just a few moments to study
your surroundings, you can tell if a storm of
any sort will affect your current location with-
in the next three hours. For the purposes of this
feat, “storm” includes rain showers, thunder-
storms, hurricanes, and any other weather phe-
nomena that are accompanied by high winds or
precipitation (rain, snow, sleet, etc.). Storm
sense can also predict the arrival of magical
effects and creatures that mimic storms if those
effects are already active at the time the char-
acter studies his surroundings for signs of their
approach.

8winc-By Attack [GENERAL]

You can swing from a rope past a foe and attack
at the same time.

Prerequisite: Climb skill, Rope Climber.

Benefit: When you are swinging from a rope
and use the charge action, you may move and
attack as with a standard charge and then move
again (continuing the straight line of the
charge). Your total movement for the swing-by
attack cannot exceed the total allowed for the
swinging charge. You do not provoke an attack
of opportunity from the opponent that you
attack.

Limit: The benefit is lost if you are in armor
heavier than light armor or you are carrying a
heavy load.

Tair 8Lam [GENERAL]

You are trained to use your powerful tail and
flukes as a weapon.

Prerequisite: Merfolk or tailed half-merrow
only.

Benefit: You may make a powerful sweep with
your tail to slam opponents backward. The
opponent must be within 10 feet of you, and

there must not be anyone directly between you
and the target. You and the defender make
opposed Strength checks. You gain a +4 bonus
for each size category greater than Medium-
size or a —4 penalty for each size category
below Medium-size. The defender gets a +4
circumstance bonus if he has more than 10
ranks in Swim. If the defender loses the
Strength check, he is shoved back 5 feet, pro-
voking an attack of opportunity if he enters
another character’s threatened area.

You do not need to move to use the Tail Slam.
In many cases, your tail never actually touches
your opponent, as the maneuver creates a pow-
erful surge of water that can bowl the target
over. Anyone slammed while casting a spell
must make a Concentration check (DC 10 +
spell level + the number of points by which the
target failed the opposed Strength check).

Using this feat is a standard action that pro-
vokes attacks of opportunity. This feat may
only be used underwater and can only affect
underwater targets.

Tail WALKING [GENERAL]

You have learned to use your tail while out of
water somewhat more gracefully than most of
your kind.

Prerequisite: Merfolk or tailed half-merrow
only.

Benefit: Your base land speed increases to 10
feet.

Two-WEeaprern DEFENSE [GENERAL]

You can attack and defend with a weapon in
each hand. You can fight defensively while still
making your normal attacks each round.
Prerequisites: Dex 13+, Two-Weapon
Fighting.

Benefit: Your penalty for fighting defensively
is reduced by 2, but you still gain a +2 dodge
bonus to your AC for the round.

Normal: See Fighting Defensively (PHB 124).
Special: The Ambidexterity feat increases the

dodge bonus to +4. You can only use this
feat if you wield a weapon in each hand.
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UJATERFRONT ITATIVE [GENERAL]

You grew up in an area close to water—an
oceanside town, a fishing village on a river,
even a lakeside city. You are especially adept at
operating in and under the water.

Prerequisite: Must come from an area border-
ing an ocean, sea, major river, or large lake.

Benefit: You learn the Swim skill as a class
skill. You may also designate a skill that is nor-
mally penalized, such as Disable Device, as
one that you have trained with underwater. You
must have the minimum number of skill ranks
specified in the skill description to negate the
penalty. Furthermore, this feat can only be
applied to a skill if the description notes that
the penalty can be negated with training.

Special: This feat can only be chosen at 1st
level.

" CHAPTER ONE: SEAFARING AOVEURERS

UJEAPONS OF OPPORTUTitY [GENERAL]

You can use mundane objects as weapons in
combat.

Prerequisite: Base attack bonus +4 or higher.

Benefit: You can use virtually any mundane
object that you can lift as if it were a weapon.
You attack with all normal bonuses, including
those from applicable feats. Damage for a
weapon of opportunity depends on its size.
Consult the following table.

_ Range
Size Damage Critical Increment
Tiny 1d3 x2 10 ft.
: Small 1d4 X2 10 ft.
o, Medium-size 1d6 x2 10 ft.
Large 1d8 x2 10 ft.

EQUIPNENt

This section covers equipment that might be
used by land-dwellers planning an expedition
to Underwave. The following section presents
equipment crafted and used by the aquatic
races. The text in this section is designated as
Open Game Content.

Aquatic Quiver: This is not so much a quiver
as a back-mounted bandolier, intended to hold
arrows in place during the tumbling and turn-
ing that is common underwater. A normal open
quiver is extremely likely to spill arrows during
even casual maneuvering.

Disguise Kit, Waterproof: This functions
identically to the standard disguise kit, except
that the components contained within are
designed to remain functional even during pro-
longed immersion. It also includes such useful
props as green hair dye and false webbing for
fingers and toes.

Goggles: Featuring thick plates of clear glass
held together by leather straps, these are usual-
ly the product of gnomish craftsmen. They
have the positive effect of improving visibility
underwater, eliminating any penalty to Search,
Disable Device, and other skills requiring close
work. However, they also magnify and refract,
resulting in a —1 circumstance penalty on all
attack rolls.

Sailor’s Wax: Sailor’s wax is an alchemical
gel that costs 5 gp to manufacture and has a DC
of 13 to create. A single jar of the ooze covers
one suit of Medium-size armor or two suits of
Small armor, or 10 Medium-size weapons, or
20 Small weapons, or 40 Tiny weapons. It
takes about an hour to apply it to armor and
about five minutes to apply it to weapons. Once
applied, it protects the item from normal (but
not magical) rust for two days. It is intended
primarily for use on underwater expeditions, as
routine day-to-day exposure to incidental mois-
ture can be dealt with by normal equipment
maintenance.

Scroll, Waterproof: This is a scroll written
with water-resistant inks on water-resistant
parchments, and then sealed in a watertight
container. This process adds 10 percent to the
cost of the scroll. Non-waterproof scrolls are
useless within five minutes of continuous
exposure to water.

Swimming Gear: Another gnomish invention,
swimming gear consists of webbed paddles
that fit over the feet, and webbed gloves for the
hands, all made of masterwork-quality leather
treated with sailor’s wax during the tanning
process. These treatments make the gear per-
manently waterproof. Swimming gear grants a
+2 circumstance bonus on Swim checks.



However, the movement speed of a character
wearing the paddles on land is halved, and
Disable Device, Open Lock, and Pick Pocket
checks suffer a —2 circumstance penalty if the
character is wearing the webbed gloves.

UNOERWAVE EQUIPNELT

The tools and materials used by those on the
surface are not always available to those who
dwell below it. Metal, for example, is almost
entirely denied the races of the sea: While soft
metals, such as gold, can be hammered, it is
almost impossible to shape any metal that
requires the heat of a forge. Further, most met-
als do not last long in water—rust and corro-
sion quickly take their toll. Finally, the weight
of heavy metal armor is unwelcome to races
that must move freely in three dimensions.
Other materials denied to the dwellers in the
undersea include clay, paper, and wood. All of
these factors affect the nature and construction
of undersea equipment. Of course, many
undersea cultures have developed their own
substitutes for many of these materials.

The aquatic environment alters the basic design
of even the simplest items. Any container must
be sealed tightly or the contents are likely to
drift. Jars, for example, usually have screw or
latch mechanisms to hold the lids in place.
Projectiles cannot be stored in open containers
such as quivers, but must be strapped in place.
Objects float, sink, or drift depending on their
buoyancy, but the fact that movement easily
takes place in three dimensions means an indi-
vidual is much more likely to tilt or tip a con-
tainer during normal activity than they are on
land, and this means extra precautions are nec-
essary. Also, very few items handled in day-to-
day life on land are naturally lighter than air,
but many items used undersea are lighter and
less dense than a like volume of water.

The primary materials available to the underd-
wellers include all of the following.

Stone: Rocks can be harvested from the sea
floor and shaped to fill many needs. The main
limit on shaping stone is that one needs a hard-
er stone—or metal—to work it, so most equip-
ment is made of relatively soft rock, such as
flint, or easily chipped stone, such as obsidian.

Kelp (and other plants): While used primari-
ly as food, kelp and similar seaweeds have
other uses. Sea elves have learned to weave it
into garments and even treat it using alchemi-
cal processes to make it as tough as leather.

Coral: Coral is, or can be, as hard as stone, and
can be shaped as it grows. Races that dwell
among coral reefs have learned how to turn the
reefs into fortress-factories—living castles that
produce tools and weapons. Without the ability
to forge or dry clay, coral is the material of
choice for producing hard containers.

Shell: While the shells of giant clams and some
turtles are large enough to form armor by them-
selves, the shells of smaller creatures are still
useful. Sharpened, they can form knives and
spearheads; sewn together, they can form
armor. Many are intricately patterned and
shaped, and serve as jewelry and currency.

Bone: Easily shaped and readily available,
bone is useful for tools, weapons, and decora-
tion. Bone needles form the basis of undersea
sewing, and bone is used in countless simple
tools, from eating utensils to buttons and
hooks.

Scales: Most of the larger fish yield skins that
can be transformed into leather, and heavi-

ly armored fish produce armor nearly as
good as metal plate.
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CHAPTER OIE: SEAFARING AOVENTURERS

For purposes of compatibility, all costs are
given in gold pieces. If the DM wishes to run
an all-aquatic game or wishes to deal with
intercultural trading as a theme, he should
invent an undersea standard coin—perhaps a
rare shell or mineral growth. Of course, under-
sea denizens have access to all the gold, silver,
and copper lost in shipwrecks—and that can be
quite a bit.

* For obvious reasons, undersea armor is con-
structed for minimum interference with the
motions needed for swimming. For this reason,
the weight of the armor is halved for purposes
of determining the penalty to Swim checks and
for determining buoyancy. The armor check
penalty is generally lower for all undersea
armors, while the maximum Dexterity bonus is
higher. This is deliberate: The nature of motion
and combat undersea demands maximum flex-
ibility. The drawback is that undersea armor
tends to offer inferior protection when com-
pared to surface armor, and is more expensive,
reflecting the increased work involved in pro-
ducing it. Undersea armor is also less effective
against metal weapons.

Undersea armor is designed for use in a perpet-
ually wet environment. While shells, for exam-
ple, do not decay in air, the materials used to
bind them into suits of armor dry out rapidly.
Treated kelp quickly decays when dry, and the
fleshy backing of scale armor likewise weak-
ens when out of water. For this reason, all

undersea armor becomes useless when out of
water for an extended period of time.

Kelp: —1 AC for each hour after the first
Bone: —1 AC for each hour after the first 12
Shell: —1 AC for each hour after the first 8
Scales: —1 AC for each hour after the first 8

ARNIOR DESCRIPTIONS

Soft Kelp: The lightest and most flexible type
of undersea armor, this armor is fashioned from
kelp that has been treated alchemically to
enhance toughness and resiliency. The armor is
still very pliant and is woven in thin layers. It is
usually pale green in hue.

Stiffened Kelp: Somewhat tougher than soft
kelp and woven in thicker layers, this armor
offers more protection at some cost in comfort
and mobility. It is dark emerald green and is
often decorated with small, brightly colored
mollusks that cling to the armor. The treatment
process prevents them from digesting it.

Bone Mail: This is armor formed of small
shards of bone, tied together with kelp rope or
fish leather.

Small Shell: Small shell armor consists of a
soft kelp undergarment with many small shells
sewn into it for added protection. The shells are
often chosen for decorative as well as protec-
tive value, and each suit of this armor is a
unique work of art. Some of the more practical




undersea races choose shells for their camou-
flage potential in a specific environment. This
increases the cost by a factor of three (it’s dif-
ficult to find shells of the right colors and
arrange them in precisely the right patterns),
but grants a +2 circumstance bonus on Hide
checks.

Large Shell: This armor uses larger shells to
form the main components—the breast plate,
shoulder plates, and so on—and links them
together with smaller shells and bone pieces to
provide excellent protection, though at a signif-
icant cost in weight and flexibility.

Light Scale: This is armor composed of small,
light scaled hide taken from fish and then
alchemically hardened. It is most often used by
deep-dwelling races (such as deep merfolk)
whose access to kelp forests or even shells is
difficult, as they live in the vast spaces between
the surface and the bottom. It offers moderate
protection and good flexibility. Scale armor is
sometimes called fishleather armor, but the pri-
mary protection comes from the hard scales.

Medium Scale: Used by the same cultures that
use light scale, this armor is made of heavier
plates from large, better-armored fish, and sev-
eral additional layers of smaller scales as well.

Heavy Scale: Heavy scale is made from sever-
al layers of carefully prepared fishleather rein-
forced with large scales. This thick, heavy
armor grants little mobility, but offers much
security. Merfolk dressed in heavy scale, espe-
cially with fish-skull helmets, are responsible
for many legends of “sea devils” and the like.

Any undersea armor can be made as master-
work armor, with the usual effects described in
the core rules.

Shields are very difficult to use underwater—so
difficult that no undersea race uses them. The
only shields that are usable underwater are
those that have the waterbane property (see
Magic Items, page 40). These can be used as
normal shields with the appropriate proficiency.

TOOLS ANO SUPPLIES

The civilizations of Underwave have existed at
least as long as the civilizations of the sur-
face—possibly longer. While limited in
resources, they are not limited in resourceful-
ness, and they have created a wide range of
unique items to enable them to thrive without
fire or metalworking. A few items are present-
ed here, and this should serve as an inspiration
for more extensive lists if the DM chooses to
run an all-aquatic campaign.

Acid Bulb: An acid bulb is a unique alchemi-
cal item. It consists of a thin, hard, spherical
shell that is filled with acids. It is usually
attached to the end of a long thrusting weapon,
such as a spear. If the wielder of the spear suc-
ceeds with a touch attack against his target, the
bulb shatters, unleashing deadly acid into the
water. This disperses quickly but does terrible
damage while it is present.

The target struck must make a Reflex save (DC
18) or take 3d6 damage (save for half). If he
fails the Reflex save, he must also make a
Fortitude save (DC 15) to avoid accidentally
inhaling the acidic water. If he fails this save,
he takes 1d6 points of temporary Constitution
damage as well. All those within 5 feet of the
target must likewise make a Reflex save (DC
15) or take 1d6 points of damage (save for no
damage). If the Reflex save is failed, the
character must make a Fortitude save (DC
12) or take 1d4 points of temporary
Constitution damage. All those who
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failed their Reflex saves take 1d4 points of
damage on the following round, and then the
acid has dispersed. Additional bulbs placed on
the same weapon (for example, on each tine of
a trident) deal an additional 1d2 points of dam-
age. Outside of the water, the bulbs are much
less effective, as the liquid they contain is
designed to disperse in water, not air. They
deal only 1d6 points of damage, affect only the
target struck, and there is no chance of inhaling
the acid. The acid still deals 1d4 points of dam-
age to the target on the second round.

Crossbow, Aquatic: Except for the weight and
price, these bows function exactly as light and
heavy crossbows, using identical statistics.
However, they do not suffer any of the usual
penalties on ranged attacks when used under-
water.

Glowmold Fuel: Glowmold is a fungus that
thrives underwater. It has natural phosphores-
cence but does not provide sufficient illumina-
tion for good visibility. However, when an
alchemical catalyst is added, the glow bright-
ens dramatically, creating light equivalent to
that of a torch. A fuel package consists of a
supply of glowmold and a supply of catalyst.
The lantern is designed to intake small amounts
of catalyst at a time; each usage supplies 15
minutes of light, with a total burn time of four
hours per package. Changing a fuel package
takes two full rounds; both glowmold and cat-
alyst must be carefully placed in the lantern.
Glowmold is cool to the touch and cannot be
used to start fires or cause damage.

Glowmold Lantern: The lantern itself is com-
posed of thin sheets of hardened fish leather
darkened to opaqueness, with a bone frame-
work. The bullseye lantern has only a single
shutter; its other sides are coated with a special
wax to reflect the light in a single direction. It
illuminates a cone 60 feet long and 20 feet wide
at the end, and it burns for four hours on a sin-
gle unit of glowmold fuel. A lantern can be car-
ried in one hand. The hooded lantern is a stan-
dard lantern with shuttered or hinged sides. It
clearly illuminates a 30-foot radius and burns
for four hours on a single unit of glowmold
fuel.

Jellyfish Paste: This is a viscous, translucent
white paste made by a skilled alchemist from
the deadly tentacles of poisonous jellyfish.
Those of evil alignment spread it (very care-



fully) onto spear and trident tips, and the ago-
nies it induces are quite extreme. Jellyfish
Poison: animal nerve; contact DC 15; paralysis
and 1d8 Con; 1d6 Dex; Alchemy DC 23.

Spell Shell: One of the main difficulties facing
wizards in Underwave is the problem of writ-
ing down their spells. Parchment is inadequate
for many reasons. A number of solutions are
available, but the most common one is engrav-
ing the spells on turtle shells that have been
suitably cleaned and smoothed. A single shell
holds one spell level, with 0-level spells fitting
two to a shell. Each shell is slightly larger than
a human hand. Typically, a small hole is drilled
in each shell, and the shells are stored on a thin
strip of leather formed into a ring.

SPELLS

This section presents rules for using magic
underwater, as well as a new clerical domain
and a large selection of new spells suited for
use in an aquatic campaign. The text in this
section is designated as Open Game Content.

The following are general guidelines to help
DMs judge how spells work underwater.
Specific decisions must be made on a case-by-
case basis.

« Spells with verbal components require a
Spellcraft check (DC 10 + spell level) to cast
successfully, unless the caster is under the
influence of a spell that grants the ability to
breathe water.

» If a spell has material or focus components,
consider the effect of the aquatic environment
on them. Fine powders become mud or paste,
dried plants become sodden, and so on. The
components can be stored in watertight con-
tainers, but casting a spell with components in
such containers requires a Spellcraft check (DC
10 + spell level). Any metamagic feats that
allow a character to ignore material compo-
nents are extremely useful.

« If a spell has the Fire descriptor, it simply
fails. At the DM’s discretion, such a spell may
produce a cloud of steam or boiling water that
deals half the damage normally caused by the
spell, and that dissipates after one round.

« Spells that create mists or clouds (acid fog,
cloudkill, fog cloud, and so on) are less effec-
tive underwater. The spell has normal effect on
the first round, half effect on the second round,
and then dissipates unless the spell specifies
otherwise. For example, cloudkill cannot be
cast underwater at all. Aquatic casters have
learned versions of these spells that actually
change the water, rather than trying to create a
gas or mist, and these spells work normally.
Sorcerers and wizards can learn these variant
spells without counting them against their
spells known, if they already know the standard
versions. These are simple variants, not new
spells. These “aquatic mist” spells do not work
on land unless cast into a body of water. For
example, from a lakeshore, a properly trained
wizard could cast aquatic cloudkill into the
lake.

« Spells with the Sonic descriptor deal double
damage and have double range underwater.
This can cause deadly backlash effects if the
caster is not careful.

« Any ice created by a spell (such as a wall of
ice) floats to the surface unless weighted down
or anchored. Ice storm deals normal cold dam-
age but only 1d6 points of impact damage.
Other spells should be adjusted similarly.

UTOERSEA DomAin

Granted Power: You get a +4 circumstance
bonus on all Swim checks; Wilderness Lore
(underwater) is a class skill.

1 Buoyancy. Caster may control his weight for
purposes of buoyancy.

2 Ink Cloud. Creates a dark patch of ink that
blocks sight.

3 Air Breathing. The target creature or crea-
tures can breathe air.

4 Aquatic Form. The target permanently gains
the Aquatic template.

5 Sphere Of Air. The target is surrounded, and
trapped in, a globe of air.

6 Sink. A target ship is ruptured violently.

7 Acid Fog, Aquatic. Fog deals acid damage.

8 Whirlpool. A powerful underwater vortex is
created.

9 Elemental Swarm. Summons 2d4 Large,
1d4 Huge elementals (water only).
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BARrY SPELLS

18t LEVEL

Merfolk’s Blessing. Target gains bonus on
Swim checks and increased swimming speed.

3R0 LEVEL

Message in a Bottle. Caster may send a mes-
sage to any location on the same body of water.

CLERIC 8PELLS

3RO LEVEL

Air Breathing. The target creature or creatures
can breathe air.

Transmute Water to Blood. Caster changes
normal water into blood.

41H LEVEL

Compass Curse: The target becomes disori-
ented and confused.
Wisdom of the Watery Grave. Caster gains
the ability to speak with the spirits of the dead
who perished in a body of water.

6TH LEVEL

Nautomancy. Caster imbues ship with spells.

71H LEVEL

Tidal Wave. Caster creates huge wall of water.

DRUIO SPELLS

18t LEVEL

Compass. The caster can determine directions
with perfect accuracy.

3RO LEVEL

Air Breathing. The target creature or creatures
can breathe air.

Resist Nature. The target creature or creatures
are highly resistant to non-magical heat or cold.

41H LEVEL

Improved Water Breathing. Target can
breathe water and does not suffer damage
from pressure effects.

Sailor’s Call. A large popoise is summonded
to aid the caster.

Shape Reef. The druid can alter the shape of a
coral reef.

8tH LEVEL

Tidal Wave. Caster creates huge wall of water.
Whirlpool. A powerful underwater maelstrom
is created.

RANGER 8PELLS

0-LEVEL

Sea Eyes. Alters the subject’s eyes to permit
easy underwater vision.

2No LEVEL

Compass. The caster can determine directions
with perfect accuracy.

41H LEVEL

Sailor’s Call. A large popoise is summonded
to aid the caster.

SORCERER/WIZARY SPELLS

0 LEVEL

Sea Eyes. Alters the subject’s eyes to permit
easy underwater vision.

18t LEVEL

Buoyancy. Caster may control his weight for
purposes of buoyancy.

Compass. The caster can determine directions
with perfect accuracy.

Merfolk’s Blessing. Target gains bonus on
Swim checks and increased swimming speed.

2179 LEVEL

Iron Fists. Target deals normal damage with
unarmed attacks, rather than subdual damage.

3R LEVEL

Air Breathing. The target creature or creatures
can breathe air.

Ink Cloud. Creates a dark patch of ink that
blocks sight.

Message in a Bottle. Caster may send a mes-
sage to any location on the same body of water.
Sea Hag’s Visage. Caster takes on the appear-
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ance of a sea hag, dealing ability score damage
to any who look at him.

Shield of the Kuo-Toa. Caster creates magical
shield that provides deflection bonus to AC and
may disarm or grapple attacking enemies.
Transmute Water to Blood. Caster changes
normal water into blood.

Underwater Sense. Caster can locate creatures
underwater.

4tH LEVEL

Compass Curse: The target becomes disori-
ented and confused.

Improved Water Breathing The target crea-
ture or creatures gain enhanced underwater sur-
vival abilities.

Waterways. Caster instantly transported from
one aquatic location to another.

5tH LEVEL

Aquatic Form. The target permanently gains
the Aquatic template.

Sphere of Air. The target is surrounded, and
trapped in, a globe of air.

Sink. A target ship is ruptured violently.

61H LEVEL

Acid Fog, Aquatic. Fog deals acid damage.
Nautomancy. Caster imbues ship with spells.

8PELL DESCRIPTIONS

Acio FoG, AQuatic

Conjuration (Creation) [Acid]

Level: Sor/Wiz 6, Undersea 7
Components: V, S, M/DF

Casting Time: 1 action

Range: Medium (100 ft. + 10 ft./level)
Effect: Fog spreads 30 ft., 20 ft. high
Duration: 1 round/level

Saving Throw:None

Spell Resistance: Yes

This spell functions identically to acid fog,
except that it works underwater.

AR BREATHING

Transmutation

Level: Clr 3, Drd 3, Sor/Wiz 3, Undersea 3
Components: V, S, M/DF

Casting Time: 1 action

Range: Touch

Target: Living creatures touched

Duration: 2 hours/level (see text)
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

The transmuted creatures can breathe air freely.
Divide the duration evenly among all the crea-
tures the character touches. This spell does not
grant any other abilities; a merfolk who can
breathe air thanks to this spell is still only able
to move slowly and clumsily on land.

The spell does not enable air-breathing crea-
tures to breathe water.

AQuatic Form

Transmutation

Level: Sor/Wiz 5, Undersea 4
Components: V,S, DF

Casting Time: 1 hour

Range: Touch

Target: 1 creature

Saving Throw: Fortitude negates
Spell Resistance: Yes

This spell grants the Aquatic template to the
target creature. Once the spell is complete, the
spell cannot be reversed by dispel magic and
similar magic—only a wish, limited wish, or
miracle can undo the transmutation. After the
spell has taken effect, the changes made to the
target are considered natural in origin—the
spell’s magic is involved only in initiating the
transformation, not sustaining it.

Such powerful magic does not come without a
cost, however. The drastic strain this places on
the target creature’s body causes a permanent
loss of one point of Constitution. The charac-
ter’s Constitution score can still be raised nor-
mally. The caster must expend 500 XP for the
transmutation to take effect.

Buoeyancy

Transmutation

Level: Undersea 1, Wiz/Sor 1

Components: V,S, M/DF

Casting Time: 1 action

Range: Touch

Target: 1 creature per caster level
Duration: 1 hour + 10 minutes/level
Saving Throw: Fortitude negates (harmless)
Spell Resistance: Yes

When this spell is cast, the target creatures
gain the ability to add or subtract a num-
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ber of pounds equal to the caster level times 5,
solely for purposes of determining buoyancy.
Thus, if a 3rd-level caster uses this spell, the
target may increase or decrease his total weight
(including carried equipment) by 15 Ib., but
only to determine if he is buoyant.

CLEARWATER_

Divination

Level: CIr 0, Drd 0, Rgr 1
Components: V,S, DF
Casting Time: 1 action
Target: You

Duration: 1 hour/level
Saving Throw: No

Spell Resistance: No

When this spell is cast, any debris, silt, or other
fine obstructions cluttering the water are made
invisible to the eyes of the caster, allowing him
to see clearly. No object more than one square
inch in size is rendered invisible—this spell
does not allow the caster to see through walls
or kelp forests.

Conrass

Divination

Level: Drd 1, Rgr 2, Wiz/Sor 1
Components: V, M/DF
Casting Time: 1 action
Range: Personal

Target: You

Duration: 10 minutes/level

The caster can locate any direction he wishes
with unerring accuracy. By concentrating and
uttering the verbal components of the spell, he
gains the ability to know any compass direction
for the duration of the spell. This spell does not
grant the ability to locate specific structures,
places, or locales, however; it is limited to
absolute directions.

Material Components: A metallic needle and a
dish of water.

Focus: A lodestone fragment.

Contrags CURSE

Transmutation
Level: Clr 4, Sor/Wiz 4
Components: V, S
Casting Time: 1 action
Range: Touch
Target: Creature touched

Duration: Permanent
Saving Throw: Will negates
Spell Resistance: Yes

The caster places a unique type of curse upon
the target, who becomes so confused and dis-
oriented that he is unable to find his way any-
where without assistance. The target misreads
maps, mistakes landmarks, and otherwise errs
in attempting any journey undertaken after
having failed his saving throw. Until the com-
pass curse is removed, all of the target’s travels
take 10 times longer to complete, due to his
inability to find his bearings and follow even
the simplest directions. As noted above, anoth-
er may lead the target to his intended destina-
tion since the compass curse affects no one
except the creature touched by the spellcaster.
In all other respects, this spell is identical to
bestow curse.

InPROVED WATER BREATHING

Transmutation

Level: Drd 4, Sor/Wiz 4

Components: V, S, M/DF

Casting Time: 1 action

Range: Touch

Target: Living creatures touched
Duration: 3 hours/level (see text)
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

The transmuted creature(s) can freely breathe
water. Furthermore, the affected creatures suf-
fer no ill effects due to water pressure. Divide
the duration evenly among all the creatures the
caster touches. The spell does not make crea-
tures unable to breathe air.

This spell may be made permanent via the per-
manency spell, provided the caster of the per-
manency spell is at least 9th level and expends
500 XP.

Ink CLovd

Conjuration (Creation)

Level: Sor/Wiz 3, Underwater 2
Components: V, S

Casting Time: 1 action

Range: Medium (100 ft. + 10 ft. level)
Effect: Ink cloud that spreads in a 30-ft. radius,
20 ft. high

Duration: 10 minutes/level

Saving Throw: None

Spell Resistance: No




A billowing cloud of thick ink, similar to that
produced by an octopus, spreads rapidly from
the point the caster designates. The dark ink
obscures all sight, including darkvision, beyond
5 feet. A creature within 5 feet has 1/2 conceal-
ment (attacks suffer a 20 percent miss chance).
Creatures farther away have total concealment
(50 percent miss chance, attacker can’t use sight
to locate the target). Strong currents or turbulent
water disperse the ink in 1d4+1 rounds.

Iron Fists

Transmutation

Level: Sor/Wiz 2
Components: V, S
Casting Time: 1 action
Range: Touch

Target: Creature touched
Duration: 1 round/level

The character can grant a single creature
(including himself) the ability to deal normal
damage with his hands and feet, instead of sub-
dual damage. In addition, armed opponents do
not get attacks of opportunity when the creature
makes an unarmed attack while under the
effects of this spell. However, the creature with
iron fists still gets attacks of opportunity when
an unarmed opponent makes an unarmed attack
against him (provided they too are not under the
effects of iron fists or do not possess the
Improved Unarmed Strike feat or monk ability).

IERFOLK 8 BLESSING

Transmutation

Level: Brd 1, Sor/Wiz 1

Components: V, S, M

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 levels)
Target: One creature

Duration: 10 minutes/level

Saving Throw: Fortitude negates (harmless)
Spell Resistance: Yes (harmless)

The character may confer on a creature the
supernatural ability to swim with great ease and
speed. A creature targeted by merfolk s blessing
gains a +10 circumstance bonus on all Swim
checks while under the spell’s effects. In addi-
tion, he gains a movement rate of 50 feet while
swimming. If this rate is less than his underwa-
ter movement rate, his current rate is increased
by 20 feet for the duration of the spell.

Material Component: A fish scale.

IIESSAGE iN A BOtLE

Transmutation [Language-Dependent]

Level: Brd 3, Sor/Wiz 3

Components: V, S, M

Casting Time: 1 action

Range: Unlimited (see below)

Target: One creature

Duration: Until discharged (destination is
reached)

Saving Throw: None

Spell Resistance: No

The character can place a written message in a
bottle and drop it into a body of water.
Provided the intended recipient of the message
can be reached by traveling along the same
body of water or by means of connected bodies
of water, the bottle unerringly delivers its con-
tents to him. This means that a bottle dropped
in a lake travels along any rivers connected to
that lake to reach its destination, entering as
many other bodies of water as it must (and can)
to reach its target. Because the bottle is small,
it is assumed to be able to make use of all but
the tiniest streams to reach its destination.

There are, however, several further restrictions
on the use of message in a bottle. First, the bot-
tle enchanted by this spell does not travel
instantaneously to its intended recipient.
Instead, the bottle travels at a speed of five
miles per hour per level of the spellcaster.
Therefore, a 6th-level wizard who casts this
spell can expect the bottle to travel toward its
destination at 30 miles per hour. Second, the
bottle has only a limited ability to appear in the
hands of its intended recipient if he is not with-
in a short distance of the water’s edge. The bot-
tle travels no more than 400 + 40 feet per level
of the spellcaster from the edge of the body of
water from which it came. If the intended
recipient is not within this range when the bot-
tle arrives at the point closest to his current
location, the spell discharges without effect and
its message is destroyed. The spellcaster must
know the intended recipient personally and
have a rough idea of his present whereabouts.
As long as the recipient’s assumed location can
be reached by means of water travel, the bottle
makes its way to him without fail. Finally, the
message can contain no more than 50 words or
the spell will not function.

Material Components: A piece of paper
and a glass bottle.
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Tjavtomancy

Evocation

Level: Clr 6, Sor/Wiz 6
Components: V, S

Casting Time: 10 minutes
Range: Touch

Target: See below

Duration: See below

Saving Throw: None

Spell Resistance: Yes (harmless)

By means of this enchantment, the caster can
transfer some of his currently prepared spells to
a seagoing vessel he touches. The size of the
vessel affected by this spell varies based on its
length. Spellcasters can successfully use nau-
tomancy on vessels no longer than 20 feet + 5
feet per level. That means a 12th-level wizard
could affect a vessel no longer than 80 feet.
Only divine and arcane abjuration spells can be
transferred to the vessel. The number and level
of spells that the vessel can be granted depends
on its length. Multiple castings of nautomancy
cannot exceed this limit. If for some reason
(energy drain, for example), the character’s
limit of 6th-level spells drops below the current
number of active nautomancy spells, the most
recently transferred spells are dispelled.

Length of

Vessel (ft.) Spells Transferred

1-25 one lIst-level spell

26-50 up to two 1st-level spells

51-75 up to two 1st- and one 2nd-level
spell

76-100 up to three 1st- and two 2nd-
level spells

101-125 up to three 1st-, three 2nd-

spells, and one 3rd-level spell
126+ up to four 1st-, three 2nd-, and
two 3rd-level spells

The transferred spells operate according to the
character’s level, so the caster determines char-
acteristics of range, duration, and area.

Once the character has cast nautomancy, he
may not prepare another 6th-level spell to
replace it until he either activates all the spells
transferred to the vessel or the vessel is
destroyed. To activate a transferred spell, one
must be in physical contact with the vessel and
concentrate for a moment to do so. The caster
may choose to activate one, all, or only some
of the transferred spells, as he wishes. If he
should be slain before all the transferred

spells have been activated, those remaining are
immediately dispelled.

RESist IJATURE

Transmutation

Level: Drd 3

Components: V,S,DF

Casting Time: 1 action

Range: Touch

Target: 1 creature per caster level
Duration: 1 hour/level (see below)
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

This spell renders the subjects virtually immune to
damage from normal extremes of heat and cold. It
offers no protection, however, against magical or
other attacks that use heat and cold. Thus, a person
protected by resist nature could stroll comfortably
in the arctic without any special protection, but
would take full damage from the breath weapon of
a white dragon. This spell is especially useful to
those who plan to venture into the ocean depths,
where extreme cold is a constant problem. The
spell absorbs 12 points of damage each round
from environmental effects that have no supernat-
ural, extraordinary, or spell-like source. Divide the
duration evenly among the targets of the spell.

8AILOR '8 CaLL

Conjuration (Summoning)

Level: Drd 4, Rgr 4
Components: V, S, DF

Casting Time: 1 full round
Range: Close (25 ft. + 5 ft./level)
Effect: One summoned creature
Duration: 1 round/level (D)
Saving Throw: None

Spell Resistance: No

This spell summons a single large (6 HD) por-
poise that attacks any aquatic creatures within
the range of the spell. The porpoise appears
anywhere the character wishes within the
spell’s range and attacks to the best of its abili-
ties. Sailor’s call does not grant the caster the
ability to communicate with the porpoise or
otherwise direct its actions. It attacks whatever
enemy creatures are closest to it until either
they are all dead, outside the spell’s range, or
the spell’s duration has elapsed. The porpoise
disappears at the end of the spell’s duration,
after it has completed its last attack that round.



8ea EVES

Transmutation

Level: Sor/Wiz 0, Rgr 0

Components: V, S, M

Casting Time: 1 full round

Range: Touch

Target: 1 creature or self

Duration: 1 hour per caster level

Saving Throw: Fortitude negates (harmless)
Spell Resistance: Yes

This simple dweomer alters the eyes of a land-
dwelling creature to permit clear underwater
vision. It offers no additional or enhanced
vision; it merely negates the penalties for
underwater sight and protects the eyes from the
natural irritants in the water (especially in salt-
water). The material component is a quartz
hemisphere.

8EAa HAG'8 VisAGE

Illusion (Glamer)

Level: Clr 3, Sor/Wiz 3
Components: V, S

Casting Time: 1 action
Range: Personal

Target: You

Duration: 2d4 rounds
Saving Throw: Will negates
Spell Resistance: Yes

The character transforms his appearance into
the horrible visage of a sea hag. Any creature
that sees him must make a successful Will sav-
ing throw or take 2d6 points of temporary
Strength damage. Sea hag’s visage cannot
reduce a target to a negative Strength score, but
anyone reduced to Strength 0 is helpless until
he regains at least one point of Strength.
Creatures who successfully save are immune to
further effects of this casting of the spell.

SHAPE REEF

Transmutation
Level: Drd 4
Components: V, S, DF

Casting Time: 1 action

Range: Touch

Target: Portion of coral reef, up to 10 cu. ft. +
1 cu. ft./level

Duration: Instantaneous

Saving Throw: None

Spell Resistance: No
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The character can form a portion of a reef into
any shape that suits the character’s purpose.
For example, the character can open a passage,
form a room, raise a set of bars to trap a crea-
ture, or seal off a chamber. The character can
even cause an object (such as a crude spear) to
form and be detached from the reef.

SHIELO OF tHE Kuo-Toa

Abjuration

Level: Sor/Wiz 3

Components: V, S, M

Casting Time: 1 action

Target: Creature touched

Duration: 1 minute/level or until discharged
Saving Throw: Will negates (harmless)
Spell Resistance: Yes (harmless)

Aquatic kuo-toas use the body oil they secrete
to coat their shields, giving them a sticky sur-
face. The coated shields gain the ability to hold
fast any creatures or items that come into con-
tact with them. Shield of the kuo-toa brings into
existence a shimmering magical field around
the touched creature that averts attacks. The
spell grants a +2 deflection bonus to AC. In
addition, anyone who makes an unsuccessful

melee attack against a target under the effects
of shield of the kuo-toa must make a successful
Reflex save (DC 14), or the attacker’s weapon
sticks to the shield and is yanked out of his
grip. Creatures that use natural weapons are
automatically grappled if they fail the Reflex
save and become stuck.

Material Component: A strip of flypaper.

SiNK.

Evocation (Force)

Level: Undersea 6, Wiz/Sor 5
Components: V, S, DF

Casting Time: 1 action

Range: Medium (100 ft. + 10ft./level)
Target: 1 ship

Duration: Instantaneous

Saving Throw: No

Spell Resistance: Yes

Most of those who travel the sea suspect the
existence of this spell, as such magic is the only
explanation for some marine disasters. When
cast, the spell creates a powerful force inside a
ship’s hull that ruptures the ship, causing it to
sink rapidly. The spell deals 1d10 points of




damage per caster level to any single ship’s
hull, and is targeted below the waterline. This
damage ignores the hull’s hardness, as it is gen-
erated within the structure. Few ships can sur-
vive such an attack and remain floating. This
spell is granted by underwater gods to protect
their lands against intruders, though some evil
clerics use it to support extortion operations
aimed at surface dwellers.

SPHERE OF AIR_

Evocation

Level: Sor/Wiz 5, Undersea 5
Components: V, S, M/DF

Casting Time: 1 action

Range: Close (25 ft. + 5 ft./2 levels)
Target: 1 creature

Duration: 10 minutes/level

Saving Throw: Reflex negates
Spell Resistance: No

This spell can be either benign or malign,
depending on its target and purpose. The spell
creates a sphere of air 10 feet in diameter, and
the target is enclosed within it. The inner sur-
face of the sphere is a magical energy field with
an effective hardness of 15 and 20 hit points. It
is very difficult to break.

The air within the sphere is breathable, and
indeed, continues to refresh itself for the dura-
tion of the spell. This spell can keep an air-
breather alive underwater for some time—or
suffocate a water breather.

The sphere can be moved at the caster’s mental
command at a speed of 15 feet per round. A
Concentration check (DC 10) is needed to
maintain control if the caster takes damage or is
otherwise distracted. If the sphere is uncon-
trolled, it remains in place for one round and
then begins floating upward.

Aquatic spellcasters trapped in the sphere are
unable to cast spells requiring a verbal compo-
nent; the words of power they know cannot be
pronounced correctly out of water.

The caster of the spell can cast any spell he
knows through the sphere without disturbing or
disrupting it, provided he is touching the sphere
at the time of casting.

There are many non-combat uses for this spell.
Alchemy, pottery, and metal forging all work
better in air; some aquatic mages make an
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effective career out of providing airy environ-
ments for craftsmen, enabling them to make
items otherwise impossible underwater.

Evocation

Level: Clr 7, Drd 8, Water 6
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