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A Justicar of Muir is the living embodiment 
of the first and most important of the triune 
virtues of Muir—Truth. As an embodiment 
of truth, and in keeping with the strictness of 
Muir, a Justicar of Muir must follow an ex-
tremely strict moral code beyond that re-
quired of a common paladin. The benefit of 
this purity and stricture is awe-inspiring—
eventually allowing the Justicar of Muir to 
become an Avatar of Muir herself. 

For more information on Muir, see Gods and 
Demons of the Necromancer Games World, 
available as a free download from the Necro-
mancer  Games websi te  (www.
necromancergames.com). 

 

Class RequirementsClass RequirementsClass RequirementsClass Requirements    
    
Justicars are the elite paladins in the worship 
of Muir. While there may be many paladins 
of Muir, there can never be more than 13 Jus-
ticars of Muir alive at any one time. The 
leader of the Justicars of Muir is known as 
the Grandmaster. The grandmaster must be a 
Justicar of at least 8th level.  

Because the worship of Muir has waned sub-
stantially, it would be appropriate if there 
were no current Justicars in your game world 
and no priests of the necessary level to ordain 
a Justicar—thus requiring the PCs to find 
Flail’s spirit or free Abysthor to locate a 
priest capable of ordaining a Justicar. 

Alignment: Lawful Good 

Class: A Justicar must have at least 3 paladin 
levels and may not be an ex-paladin. In addi-
tion, the PC must have taken their last level 

as a paladin prior to becoming a Justicar. 
Thus, a person who takes 3 levels of pala-
din and then 7 levels of cleric cannot be a 
Justicar, though a person who has taken 7 
levels of cleric and then 3 levels of paladin 
could be a Justicar. 

Diety: Muir 

Skills: Knowedge (religion) 10 ranks, 
Sense Motive 5 ranks, Diplomacy 5 ranks. 

Base Attack Bonus: +8 

Quest: A Justicar-to-be must complete an 
arduous quest of some significance to Muir 
to demonstrate his worth to Muir before he 
may be ordained (see below). 

Ordination: This is the most difficult of 
the requirements to become a Justicar. A 
Justicar of Muir must be ordained by a per-
son with the power to ordain Justicars. This 
power is only held by clerics of Muir of 
13th level or higher and clerics of Thyr of 
16th level or higher. Once the Justicar-to-
be proves himself worthy by a quest (see 

A Justicar using her Avatar power 



Justicar of Muir: A Prestige Class from The Tomb of Abysthor, Page 2 
www.necromancergames.com 

above), the ordaining priest must cast bless, 
chant (see the Magic Appendix), zone of 
truth, prayer, discern lies, mark of justice, 
righteous might and holy word upon the Jus-
ticar-to-be. This ordination ritual also re-
quires the presence of a holy relic of Muir, 
such as the stone of Tircople. Ordination 
should be a difficult and arduous process. A 
PC should not be allowed to become a Justi-
car of Muir simply because he meets the 
other above requirements.  

 

Class LimitationsClass LimitationsClass LimitationsClass Limitations    
 

Justicars must follow a strict and rather un-
forgiving moral code. Failure to follow these 
rules may result in the PC becoming an ex-
Justicar. 

Alignment: A Justicar must be Lawful 
Good. In addition to the strictures placed on a 
paladin, a Justicar must live by the following 
additional limitations: 

Reject Cohorts and Henchmen: A Justicar 
may never gain followers, cohorts, henchmen 
or hirelings. If, at the time of becoming a Jus-
ticar, that character has followers, cohorts, 
henchmen or hirelings, he must renounce 
them and free them of their bonds of fealty or 
obligation. In addition, a Justicar may not 
hire men-at-arms. A Justicar may retain his 
special mount, if gained while a paladin. 
Once slain, however, a Justicar may not call a 
new mount. The only exception to this limi-
tation is that a Justicar may retain his falcon 
familiar (see below) as long as he remains a 
Justicar. Willful disobedience of this princi-
ple results in the character becoming an ex-
Justicar. Unintentional disobedience 
(accidentally obtaining a cohort because the 
cohort was enchanted to follow you, for ex-
ample) requires atonement and the Justicar 
must seek to break the enchantment and rid 
himself of the cohort as quickly as possible. 
A simple offer by a prospective follower or 

cohort to follow you, if rejected, does not 
constitute disobedience. This requirement 
does not prevent a Justicar from traveling 
with companions. 

Reject Property: A Justicar may not own 
real property—land, buildings or other hold-
ings, nor may he circumvent this by having 
agents or friends hold such property in their 
name. Willful disobedience of this principle 
results in the character becoming an ex-
Justicar. Unintentional disobedience 
(inheriting land, for example) requires atone-
ment. A gift of land, if rejected, does not con-

JJJJusticars in the Necromancer usticars in the Necromancer usticars in the Necromancer usticars in the Necromancer 
Games WorldGames WorldGames WorldGames World    

 

The Necromancer Games world, in which the 
various modules are set, depicts a time when 
newer gods have replaced the older gods, 
such as Thyr and Muir. Their powers are on 
the decline. There are currently no Justicars 
of Muir in the world, nor were there any 
when Canaara came to visit the priests of 
Thyr and Muir and captured the famed Holy 
Sword of Karith (see the module Demons 
and Devils for more details). The heyday of 
the Justicars was the time of the rule of the 
Second and Third High Lords, who ruled 
from the holy city of Tircople before its 
downfall. The ordination of a Justicar of 
Muir should be an event for the world to no-
tice—symbolizing the resurrection of the 
power of the older gods and a warning sign 
to all creatures of evil. Most current religions 
believe Justicars are but exaggerated myths. 
Using a similar theme of decline and re-
demption in your campaign would serve to 
highlight even further the PCs quest to be-
come a Justicar. Certainly, recovering the 
Sword of Karith (see the module Demons 
and Devils for more details) or freeing Abys-
thor from his imprisonment would justify or-
dination as a Justicar. 
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stitute disobedience. 

Reject Wealth: A Justicar may not possess 
more material wealth than is required to feed, 
clothe and house his person in a modest fash-
ion (usually no more than 100 gp). Willful 
disobedience of this principle results in the 
character becoming an ex-Justicar. Uninten-
tional disobedience (being given land as a 
gift, for example) requires atonement. Will-
ful disobedience of this principle results in 
the character becoming an ex-Justicar. Unin-
tentional disobedience (inheriting wealth, for 
example) requires atonement. A gift of 
money or wealth, if rejected, does not consti-
tute disobedience. 

Reject Material Property and Magic: A 
Justicar may not carry more than his arms 
and armor, a pack with simple equipment, 
equipment for his mount, simple religious 
items and simple clothes. He may not possess 
ornamental items. He may not posses magic 
items other than arms and armor. This is to 
be strictly construed. Boots of speed, for ex-
ample, are not armor. He may not wear magi-
cal rings (even rings of protection) or use 
other similar magical items even if they con-
fer protection. He may, however, carry and 
use potions or scrolls created by priests of 
Thyr or Muir. Aside from arms and armor, all 
a Justicar need possess is faith in Muir. Will-
ful disobedience of this principle results in 
the character becoming an ex-Justicar. Unin-
tentional disobedience requires atonement. 
Having a barred item hidden on you by an by 
an enemy, if unwanted, does not constitute 
disobedience if the Justicar immediately re-
jects the item once discovered. 

Reject Disguise: As an embodiment of 
Truth, a Justicar may not thwart truth, regard-
less how noble the goal. Though he may tol-
erate it in others, a Justicar will not willingly 
disguise himself, accept magic intended to 
conceal or disguise his person or qualities, 
nor may he use protective magic based on 
disguise or hidden appearance. He will coun-
sel against his companions using such tactics, 

though he will not split with persons who are 
otherwise Good-aligned as a result of their 
use of such tactics. The Justicar simply will 
not take part in them. Willful disobedience of 
this principle results in the character becom-
ing an ex-Justicar. Unintentional disobedi-
ence (having a disguise spell cast upon you 
by a friend against your will) requires atone-
ment. Having a discuise or concealment spell 
cast upon you by an enemy, if unwanted, 
does not constitute disobedience if the Justi-
car immediately seeks to undo the disquise. 

Reject Falsehood: A Justicar may not lie, 
regardless of how noble the goal. Lying 
means active deception. Standing silent or 
failing to answer a question is not lying. 
However, if a Justicar fails to answer a ques-
tion because of an intent to deceive, he must 
do atonement. Willful disobedience of this 
principle results in the character becoming an 
ex-Justicar. Unintentional disobedience 
(being commanded or otherwise forced to lie 
against your will, for example) requires 
atonement. Because a Justicar embodies 
Truth, the DM is encouraged to demand the 
strictest compliance to this principle. 

Ex-Justicars: If a Justicar violates any of the 
strictures above, he becomes an ex-Justicar. 
He loses his Justicar levels (they are con-
verted to Fighter levels, though without gain-
ing any of the feats for such levels) and the 
accompanying special abilities. He can never 
regain these lost levels, nor can he ever again 
become a Justicar. Muir is a strict and de-
manding goddess. 

Torment: The above rules allow evil NPCs 
(or characters) to torment Justicars—
attempting to give them wealth, magically 
disguising them against their will, etc. An 
evil creature can never cause a Justicar to be-
come an ex-Justicar by such torment unless 
the Justicar willingly joins or fails to reject 
the evil character. At worst, such actions may 
require the Justicar to do atonement. Note 
that in the case of such torment, a Justicar is 
free to attempt to slay the tormenting evil 
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NPC prior to attempting to undo the source 
of the torment (breaking the spell on a 
charmed cohort, dismissing the obscuring 
mist spell placed on him, giving away treas-
ure, etc). The only exception is lying. If a 
Justicar willfully lies, even to an evil oppo-
nent, he becomes and ex-Justicar. 

 

Class FeaturesClass FeaturesClass FeaturesClass Features    
 

Hit Dice: d10 

Armor and Weapon Proficiencies: A Justi-
car retains all weapon and armor proficien-
cies of his previous class(es) and gains the 
Exotic Weapon (Bastard Sword) proficiency 
if not already possessed. 

Interaction with Paladin Levels: Taking 
levels as a Justicar does not count at multi-

classing if the PCs prior levels include pala-
din levels or levels as a cleric of Muir. Note 
that taking a level as a Justicar does not cause 
the PC to lose his paladin levels as detailed 
in the PHB. In addition, a Justicar may take 
Paladin levels after taking a level as a Justi-
car without penalty—freely switching back 
and forth if so desired. 

Resist Illusions: A Justicar gains a +4 divine 
bonus on all saves against illusion magic. In 
addition, Justicars are allowed a save to dis-
believe illusions without having to interact 
with the illusion, even if that is normally re-
quired to disbelieve the illusion. Thus, a Jus-
ticar would get a save to disbelieve an illu-
sory wall without interacting with it. 

Zone of Truth: Once per day for every three 
Justicar levels, a Justicar can cast the spell 
zone of truth as a spell-like ability. The abil-
ity functions as if cast by a caster of a level 
equal to the Justicar’s total level. For exam-

Justicar of MuirJusticar of MuirJusticar of MuirJusticar of Muir    
                      Attack  Fort      Ref       Will 

Level   Bonus  Save    Save    Save    Special                                                       Spells 

1          +1        +1        +0        +2        Resist Illusions, Zone of Truth,                +1 level 

                                                            Enemy of Evil 

2          +2        +2        +0        +3        Discern Lies                                              +2 levels 

3          +3        +2        +1        +3        Shield of Truth                                          +3 levels 

4          +4        +3        +1        +4        Mark of Justice                                         +4 levels 

5          +5        +3        +1        +4        Immunity to Illusions                                +5 levels 

6          +6        +4        +2        +5        Sword of Courage                                     +6 levels 

7          +7        +4        +2        +5        True Seeing                                               +7 levels 

8          +8        +5        +2        +6        Armor of Honor                                        +8 levels 

9          +9        +5        +3        +6        Holy Word                                                +9 levels 

10        +10      +6        +3        +7        Avatar, Demon-bane                                 +10 levels 

                                     

Note: “+x level” means that the Justicar gains additional spells as if he or she had gone up 
“x” levels in his or her previous spell casting class. Normally, these levels are Paladin levels. 
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ple, a Justicar who is a 9th level Paladin and 
a 2nd level Justicar casts this spell at 11th 
level. 

Enemy of Evil: A Justicar gains +2 divine 
bonus to hit and +2 divine bonus on damage 
against Evil-aligned Undead and Outsiders. 

Falcon Familiar: A Justicar gains a celestial 
falcon—the holy animal of Muir—as a friend 
and companion. The two have a telepathic 
link of up to 30 ft. When the falcon is within 
30 ft. of the Justicar, he gains a +1 divine bo-
nus to Wisdom. If slain, the Justicar may call 
a new falcon in a year and a day. 

      Celestial Falcon: CR 1; SZ S Animal; 
HD 1d8+1; hp 5; Init +3, Spd 10 ft., fly 80 ft. 
(average); AC 14; Atk +3 melee (1d3 [x2], 
claws) or -2 melee (1d4, bite); SA smite evil; 
SQ darkvision (60 ft.), resistances (acid, cold 
and electricity 5), damage reduction (5/+1), 
spell resistance (5); AL LG; SV Fort +3, Ref 
+4, Will +2, Str 10, Dex 16, Con 12, Int 5, 
Wis 14, Cha 10. 

      Skills: Listen: +6, Spot +6. Falcons re-
ceive a +8 to Spot checks during daylight, 
+12 when during daylight and in flight. 
Feats: Flyby Attack, Weapon Finesse 
(claws). 

Discern Lies: At 2nd level, a Justicar can 
cast the spell discern lies as a supernatural 
ability once per day for every 3 Justicar lev-
els. The ability functions as if cast by a caster 
of a level equal to the Justicar’s total level. 

Shield of Truth: Beginning at 3rd level, a 
Justicar can invoke Muir’s shield of truth 
once per day as a supernatural ability. Invok-
ing this ability either enhances the Justicar’s 
current shield or temporarily creates a super-
natural shield for the Justicar to use. The 
shield has the following abilities: the shield 
gains a +2 divine truth bonus (if the shield is 
created, this is the only armor benefit it pro-
vides) and becomes a shield of blinding (see 
the DMG, page 181), though the blinding ef-
fect only affects evil creatures. In addition, 

the shield radiates the effects of a prayer 
spell for its duration. This ability lasts for 30 
minutes. Shield of Truth cannot be used in 
combination with either Sword of Courage or 
Armor of Honor until the Justicar gains the 
Avatar ability. 

Mark of Justice: Beginning at 4th level, the 
Justicar gains the ability to pass holy judg-
ment on others and place a mark of justice on 
persons so judged as a supernatural ability. 
The ability functions as if cast by a caster of 
a level equal to the Justicar’s total level. A 
Justicar can use this ability once per week. 
The ability functions as if cast by a caster of 
a level equal to the Justicar’s total level. 

Immunity to Illusions: Beginning at 5th 
level, a Justicar is immune to all illusions. A 
Justicar notes the presence of illusions, but 
disbelieves them instantly and automatically. 

Sword of Courage: Beginning at 6th level, a 
Justicar can invoke Muir’s sword of courage 
once per day as a supernatural ability. Invok-
ing this ability either enhances the Justicar’s 
current sword or temporarily creates a super-
natural magical bastard sword for the Justicar 
to use. The sword gains a +2 divine courage 
bonus to hit and +2 divine courage damage. 
The sword also becomes a holy weapon (see 
the DMG page 186-187) for its duration. In 
addition, the sword radiates remove fear for 
its duration. This ability lasts for 30 minutes. 
Sword of Courage cannot be used in combi-
nation with either Shield of Truth or Armor 
of Honor until the Justicar gains the Avatar 
ability. 

Scourge of Evil: At 6th level a Justicar gains 
an additional +1 divine bonus to hit, +1 di-
vine bonus to damage and double critical 
threat range against all Evil-aligned creatures 
(of all types). This ability stacks with the En-
emy of Evil ability. 

True Seeing: Beginning at 7th level, a Justi-
car gains the supernatural ability of true see-
ing, which he can use once per day. The abil-
ity functions as if cast by a caster of a level 
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Class SkillsClass SkillsClass SkillsClass Skills    
 

A Justicar’s class skills are as per a Paladin 
with the addition of the skills Sense Motive 
and Animal Empathy as class skills. Bluff, 
Disguise, Forgery, Hide, Intimidate, Move 
Silently and Pick Pocket become prohibited 
skills. A Justicar gains skill points equal to 2 
+ Intelligence modifier each level. 
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equal to the Justicar’s total level. 

Armor of Honor: Beginning at 8th level, a 
Justicar can invoke Muir’s armor of honor 
once per day as a supernatural ability. Invok-
ing this ability either enhances the Justicar’s 
current armor or temporarily creates a super-
natural suit of magical chainmail armor 
around the Justicar. The armor gains a +2 di-
vine honor bonus to AC. The armor also has 
the qualities of fortification, invulnerability 
and spell resistance 15 (see the DMG page 
181-182) for its duration. This ability lasts 
for 30 minutes. Armor of Honor cannot be 
used in combination with either Shield of 
Truth or Sword of Courage until the Justicar 
gains the Avatar ability. 

Holy Word: Beginning at 9th level, a Justi-
car gains the supernatural ability to speak a 
holy word, which he can utter once per day. 
The ability functions as if cast by a caster of 
a level equal to the Justicar’s total level. 

Avatar: At 10th level, a Justicar can use 
Shield of Truth, Sword of Courage and Ar-
mor of Honor at the same time, up to once 
per week. When all three powers are invoked 
at the same time it seems as if a spectral fig-
ure of Muir herself overlaps the body of the 
Justicar and mimics his every movement. In 
combat against evil creatures the figure of 
Muir becomes even more apparent. In addi-
tion to allowing all three powers to operate in 
unison, when a Justicar becomes an Avatar 
of Muir he is treated as if he had consumed a 
potion of heroism for the duration of the abil-
ity. This ability lasts only so long as all three 
abilities (Shield of Truth, Sword of Courage 
and Armor of Honor) are in effect at the 
same time. 

Demon-bane: At 10th level a Justicar be-
comes a evil-killing machine. His critical 
threat range is doubled against Evil Outsiders 
and Undead. Note, this ability stacks with the 
Scourge of Evil ability as well as the Im-
proved Critical feat. 
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Legal Appendix 

Notice of Open Game Content: This product contains Open Game 
Content, as defined in the Open Game License, below. Open Game 
Content may only be Used under and in terms of the Open Game 
License. This printing of Justicar of Muir: A Prestige Class from 
The Tomb of Abysthor is done under version 1.0a of the of the 
Open Game License, below, and version 1.0 of the d20 System 
Trademark License and d20 System Trademark Logo Guide and the 
released portions of the System Reference Document. Some of the 
Open Game Content used herein comes from a draft version of the 
System Reference Document by permission from Wizards of the 
Coast by and through Ryan Dancey. Subsequent printings of this 
work will incorporate and comply with final versions of the System 
Reference Document. 

Designation of Product Identity: All items defined as Product 
Identity in section 1(e) of the Open Game License, below, are 
hereby designated as Product Identity, including, but not limited to: 
All Necromancer Games logos and identifying marks and trade 
dress, including but not limited to the Orcus logo and the phrase 
“Third Edition Rules, First Edition Feel,” as well as all Necroman-
cer Games Product and Product Line names including but not lim-
ited to The Wizard’s Amulet, The Crucible of Freya, The Tomb of 
Abysthor, Bard’s Gate, The Wrath of Orcus, Rappan Athuk, The 
Dungeon of Graves, The Pit of Despair, Demons and Devils; the 
names Thyr, Muir, Orcus, Tsathogga, and the text in the gray box 
marked Justicars in the Necromancer Games World. The above 
Product Identity is not Open Game Content and reproduction with-
out the written permission of the copyright holder is expressly for-
bidden, except for the purpose of review. 

Designation of Open Game Content: The entirety of this down-
load entitled Justicar of Muir: A Prestige Class from The Tomb of 
Abysthor is Open Game Content, subject to the Product Identity 
designation above.  

OPEN GAME LICENSE Version 1.0a 

The following text is the property of Wizards of the Coast, Inc. 
and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). 
All Rights Reserved.  

1. Definitions: (a) "Contributors" means the copyright and/or trademark owners who have 
contributed Open Game Content; (b) "Derivative Material" means copyrighted material 
including derivative works and translations (including into other computer languages), 
potation, modification, correction, addition, extension, upgrade, improvement, compilation, 
abridgment or other form in which an existing work may be recast, transformed or adapted; 
(c) "Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d) "Open Game Content" means the game mechanic and 
includes the methods, procedures, processes and routines to the extent such content does 
not embody the Product Identity and is an enhancement over the prior art and any addi-
tional content clearly identified as Open Game Content by the Contributor, and means any 
work covered by this License, including translations and derivative works under copyright 
law, but specifically excludes Product Identity; (e) "Product Identity" means product and 
product line names, logos and identifying marks including trade dress; artifacts; creatures 
characters; stories, storylines, plots, thematic elements, dialogue, incidents, language, 
artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and 
graphic, photographic and other visual or audio representations; names and descriptions of 
characters, spells, enchantments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, magical or supernatural 
abilities or effects, logos, symbols, or graphic designs; and any other trademark or regis-
tered trademark clearly identified as Product identity by the owner of the Product Identity, 
and which specifically excludes the Open Game Content; (f) "Trademark" means the logos, 
names, mark, sign, motto, designs that are used by a Contributor to identify itself or its 
products or the associated products contributed to the Open Game License by the Con-
tributor; (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, 
translate and otherwise create Derivative Material of Open Game Content; (h) "You" or 
"Your" means the licensee in terms of this agreement.  
2. The License: This License applies to any Open Game Content that contains a notice 
indicating that the Open Game Content may only be Used under and in terms of this Li-
cense. You must affix such a notice to any Open Game Content that you Use. No terms 
may be added to or subtracted from this License except as described by the License itself. 
No other terms or conditions may be applied to any Open Game Content distributed using 
this License.  
3. Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance 
of the terms of this License.  
4. Grant and Consideration: In consideration for agreeing to use this License, the Contribu-
tors grant You a perpetual, worldwide, royalty-free, non-exclusive license with the exact 
terms of this License to Use, the Open Game Content.  
5. Representation of Authority to Contribute: If You are contributing original material as 
Open Game Content, You represent that Your Contributions are Your original creation 
and/or You have sufficient rights to grant the rights conveyed by this License.  

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of 
this License to include the exact text of the COPYRIGHT NOTICE of any Open Game 
Content You are copying, modifying or distributing, and You must add the title, the copy-
right date, and the copyright holder's name to the COPYRIGHT NOTICE of any original 
Open Game Content you Distribute.  
7. Use of Product Identity: You agree not to Use any Product Identity, including as an 
indication as to compatibility, except as expressly licensed in another, independent Agree-
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portions of the work that you are distributing are Open Game Content.  
9. Updating the License: Wizards or its designated Agents may publish updated versions of 
this License. You may use any authorized version of this License to copy, modify and 
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10. Copy of this License: You MUST include a copy of this License with every copy of the 
Open Game Content You Distribute.  
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