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Introduction

When vou play a character in a Dungeons & Daacons
game, it's all about the choices you make. Bvery facet of your
character that makes him or her unique is the product of
conscious decision on your part.

Player's Handboolk 11is all about expanding your choices—
sometimesin ways you mightexpect (new classes, new fears)
ind other times in ways you might ind surprising, such asa
ser of rules for re-engineering your character {(abour which
we have more to say below),

Chapter 1: New Classes expands the roster of standard
classes by four, with the addition of the beguiler, the dragon
shaman, the duskblade, and the lenight. Any of these classes
would be 1 fine choice if you want to play a character thar
doesn't it any of the archerypes thar are represented by the
other classes we have publiched.

Chapter 2: Alternate Class Options revisits eightesn of
those other clagsses—the eleven from the Player's Handbook
aswell a5 seven orhers isuch as the scour and the favored
soul) that made their debuts in supplements. We look at
these classes with a fresh set of eyes, providing for sach one
an ilternate class fearure, three new starting paclapges and
a discussion of character themes that are appropriate for the
class in question. If you're intrigued by the idea of playing 2
cleric who spontaneously casts domain spells instead of cure
spells, check our page 37 for the parriculars,

Flaver's Handbool: 1T would not be o bools worthy af its ticle if
irdidn’t present new fears and spells. Chapter 3; New Feats
containe more than 100 additions 1w che vast selection of feats
in the D&DY game, and Chapter 4: New Spells presents o
similar number of new choices for spellcasters of all sorts,

This book starts to blaze its own tril in Chapter 5: Building
Your Identity, which contains dozens of brief discussions
on how to add more depth and realism to vour character’s
background and persomality, plus some advice on how best
to Fulfll your role as a player at the gaming rable.

Chapter 6: The Adventuring Group takes a step back
in perspective, focusing on the characters who callectively
mike up a particular kind of party. How did these would-
lie heroes come together in the first place, and what part
does each one of them play in 2 well-rounded group of

adventurers? The chapter also includes o few new teamwork
benefits, expanding on o concept that was introduced in
Dungeon Master’s Guide 11

Characters are defined not only by who they are as indi-
vidualz and by the other PCs they travel with, bur also by the
telationships they form with likeminded individuals whose
heritage or interests compel them to follow & common cause
Chapter 7: Affiliations describes a new kind of group that
characters can belong to—rthey rise or fall in status within
their affiliations sccording to their deeds and their qualif-
carions, and the most motivated and suecessful of them all
can even advance o o leadership position. ITn addition to a
number of fully fleshed-our example sffiliations, this chaprer
provides puidelines for players and DMs who want o creare
affiliations that are unique o their campaign.

Perhaps the most inrriguing new concept in this book is
presented in Chapter 8: Rebuilding Your Character. While
many DMs and players have created house rules for handling
sitarions involving the reselection of feats, reallocation of skill
ranks, altering ability scores, and so forth, the D& D game has
never before had official rules on the wpic of revising your entire
character. So whether your dwarl fighter just regrets a single
bad feat choice or wishes he were actually o halfore barbarian
or an elf sorcerer, Chaprer 8 offers rules and advice that covers
the subject of charecter rebuilding from start to finish.

Finally, an extensive Appendix sets forth an efficient
method for quick generation of new player characters or
MPCs, which (among other things) streamlines the process of
selecting skills and feats. The next time vou need a character
in @ hurry—aor even if you don't—check out this system.

WHAT YOU NEED TO PLAY

Player's Handbook 11 makes use of the information in the thres
DD core rulebooks: Flayer's Handbook (PH), Dungeott Master’s
Gide (DAGL and Monster Marual (MM, Tt also includes material
rhat expands upon some of the content of several supplements,
t!'u_']Ltd'lng L_.{'III;'I'L'.'r Wirrior, t'.'ulrr1|lfr.'1' [, Cunlpl.'.!,l; Arpane,
Complete Adverturer, and Mindahures Handbook. Although pas-
session of any orall of these supplements will enhance your
enjoyment of this book, they are not strictly necessary for you
to make use of the vast majority of this book,

==

SWIFT AND IMMEDIATE ACTIONS

The Miniatures Handbook intraduced the concept of a new action
type: the swift action. Likewise, Expanded Psionics Hondbook in-
troduced anather new action lype: the immediate action. Soeme
of the class features, feats, spells, and items in Player's Handbook
I use these concepts, A description of how they wark follows.
Swift Action: A swift action consumes a very small amount of
time, but represents a larger expenditure of effort and energy than
a free action. You can perform one swift action per twrn without
affecting your ability to perfarm other actions. |n that regard, 2 swift
action is like  free action. However, you can perform enly a single
swift action per turn, regardless of what other actions yvou take
Casting a quickened spell a swift action, In addition, casting any
spell with a casting time af 1 swift action (such as blade of blood!

see page 103} is a swift action. Casting a spell with a casting time
of 1 swift action does not provoke attacks of opportunity.

Immediate Action: Much llke 2 swift action, an immediate
action consumes a very small amount of time, but represents a
larger expenditure of effort and energy than a free action, Unlike
a swift action, an immediate action can be performed at any
time—even if it's not your furn

Using an immedizte action an your turn is the same as using a
swift action, and counts as your swift action for that tum. You cannot
use anather immediate action or a swift action until after your next
turn if you have used an immediate action when it is not currently
your turn (effectively, using an iImmediate action before your turn is
equivalent to using your swift action for the coming turn), You also
cannot use an immediate action if you are currerntly flat-footed.
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Each package specifies a race, ability scores (which include
racial modiRers), skills, feats, gear, and il appropriare, spells
and class fearures, The skills all have maximum ranks—4
ranks in each class skill and 2 ranks in each cross-class skill,
(Cross-class skills are designated by the letters "oc"1 Spellsin
parentheses are avallable only if your characier's key abilicy
score for spelleasting is high enough 1o gran a bonus 1silevel
spell (o, if the character is a wizard, her Intelligence bonus
is high enough to grant bonus spells in her spellbook |, The
class features section appears only for characters who have
optional class features gvailable ar tse level, such as clerics
{domains), druids {animal companions), and sorcerers and
wizards {familiars),

You can use these sturting packages in any way you like, You
are welcome to swap one skill for another, one feat for snother
{provided that your character meets the prerequisites), one
spell for another, or one piece of gear for another of roughly
equivalent value (within 5 gp). With s couple of exceprions,
the starting packages in this book use only Informarion
available in the Player's Handbool. Thus, if you have access
o other rulebooks, you might wanr o swap our a few feats
or weapons [or options provided {n those publications, The
class fearures sre likewise customizable

Maost packages include the standard advenrurer’s kit—
backpack, belt pouch, bedroll, flint and steel, rwo sunrods,
ten days worth of trail rations, 50 feet of hempen rope, and
waterskin. (Monks don't get the sunrode because they have
ton few ppar 1st level )

BEGUILER

“Yonne Jeraone o, Pree s oo as ney word, el my Jifle a5 an open Book.”
said with a straight Face by Anaseria Nailo
half-elf beguiler

Some hold truth to be the greatesr virtue, but it can da
more damage than fiction. Everyvone lives in a constant
state of deception. White lies, [alse smiles, and secre
thoughts keep sociery running smoothly. Honesty is a virtue
only up to a certnin point. Beguilers understand these ideas
better than anyone, and they use deception, misundersiand

MAKING A BEGUILER

As n beguiler, vou possess many useful skills and spells,
If vour adventuring group lacks a rogue, you male a preat
subsstitute for all but the rogue's melee combar strengths. 1F
the group lacks 2 wizard or other arcane caster, you can also
[ill that role with your command of illusions and enchan
menis, although you lack a wizard's arvay of spells that deal
damage and vou POSSEss less '-1|1|.']]L asting versatility, Your
main strategy should be to control enemies, bolster your
allies, and take command of the bartlefeld.

Abilities: Beguilers have quick wirs, deft hands, and
compelling personalities. You need 4 high Inrellipence 1o
get the most from your spells and skills. A high Charisma
helps you be more convincing in your deceptions, while a
high Dexterity helps vou with the sneaky tasks you are likely
to pursue. Don't neglect Constitution; although vou have the
same Hir Di¢ as a rogue, vour Constiturdon score influences
your ability to cast defensively and thus how well you can
use your surprise casting class fearure.

Races: Beguilers can be found smong any race, but gnomes
and half-elves seem to most appreciate the beguilers' flexible
philosophy about truth. Being tricksters and inquisitive by
nature, pnomes gravitate to the beguiler class due to the
interesting deeds it allows them 10 accomplish. Half-elves,
trapped os they are between the worlds of elves and humans,
hind that « beguiler's abilities help them better exist in both.
Humans, elves, and halflings also foster beguilers in their
midst, bur dwarves and halfores rarely become members of
the class. Dwarves tend o dislike dissembling, and halfores
typically lack the mental diseipline and likable personalivy
|'|'I.||.]if1'1] [O 11.'|.1|-u‘ | _|\_£|I.H'|'.|. |"'I."gl|||l.'l

Alignment: The beguilers' outloak about truth is neither
good norevil. and beguilers of all alignments walk the world.
Nevertheless, those well practiced in the arts of deceprion and
manipulation rarely pur much stock in others' laws, and they
often display a self-centered artitude. l.;.1'.'.'[-u]j-3ru|_|d [‘\:rgnff;‘]'b
are like lawful good necromancers—rare and loreign even
o their fellows.

Starting Gold: ad4«10 gp (150 gp)

Starting Age: As wizard (PH 109},

ing, and secrers as skillfully as a soldier employs weapans CLASS FEATURES

of war.

Bepuilers see lying and I:1‘.|.I|:1i!h!;ii|illtl as tools, Just as o
hammer can be used 1o build & house or crack a shull, deceit
and the ability to control orhers can be used for good or ill,
Alie whispered in the right ear can ruin lives, burt o dishon-
estsmile and honeyed words can open doors, turn foes into
friends, and even end wars, Beguilers have reputations as
vakes, thieves, spies, and puppet masters, but they can also
be diplomars, peacemakers, ar heroic leaders who give hope
in desperate situarions

Lf you delight in manipulating others, either 1o theis
disadvaniage or for their own good, then rthe beguiler is the
class for vou. More than any other kind of character, you rely
on Charisma-based skills 1o change the reactions of others,
while your other class abiliries enable you to carch others of|
guard with devastaring spell-based atracks

Your spells and skills make vou well suired to espionage and
dungeon delving, Inaddition to being able to ind and disarm
traps your group might encounter, you can charm and con-
tound puards, curning what could be dongerous encounters
into simple steps roward your goal, In combar, you can use
your spells to rrick and outmaneuver foes

Weapon and Armor Proficiency: Beguilers are proficien
with all simple weapons plus the hand crosshow, rapier,
shorthbow, and short sword. Beguilers are proficient with light
armor, bur nor with shields

le'l]ﬁ: A |?r'gu:]rr casts arcane spells, which are drawn
from the heguiler spell list on page 11, When you gain
access to a new level of spells, you auromarically know all
the spells for that level on the beguiler's spell list. You can
cast any spell vou know withour preparing ir ahead of rime.
Essentially, your spell list is the same as vour spells known



TaoLe 1=1: THE BEGUILER

Hit Die: d6

Base
Attack Fort Ref Will
Level Bonus Save Save Save Special
st +0 #0  +0 +2  Armored mage, trapfinding
Znd 41 +0 +0 +3  Cloaked casting {+1 DC), surprise casting
Ird 4] #1  +1  #3  Advanced learning
ith  +2 +1 +1 +4 —
Sth +2 +1 41 +4 SilentSpell
gth 43 +2 42 +5 Surprise casting (move action)
Jth 43 +2 +2 +5 Advanced learning
&th 44 +2 42 +6 Cloaked casting (+2 to overcome 5R)
gth  +4 £ 43 36 —
10th +5 +3  +3  +7  Still Spell
1Mth  +5 +3 +3 +! Advanced learning

12th +6/+1 +4 44 +8§ —
13th  +6/+1 +4 +4 +§ —
T4th +71+2 e +4 +0
15th 4742 45 45 #9  Advanced learning
16th +8/+3 +5 +5 +10 —
17th.  +8/+3 +5 +5 +10 —
18th  +4+9/+4 +6 +6 +11 —
19th  +9/+4 +6 +6 +11  Advanced learning
20th  +10/+5 +6 +6 472

Cloaked casting (+2 DC}

Cloaked casting (overcomes 5R)
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Class Skills {6 + Int modifier per level, x4 at 1st level): Appralse, Balance, Bluff, Climb, Concentration, Decipher Seript,
Diplomacy, Disable Device, Disguise, Escape Artist, Forgery, Gather Information, Hide, Jump, Knowledge (arcana),
Knowledge ({local), Listen, Move Silently, Open Lock, Profession, Search, Sense Motive, Sleight of Hand, Speak Language,

Spellcraft, Spot, Swim, Tumble, Use Magic Device,

list. You also have the oprion of adding to your existing spell
list through your advanced learning class feature (see below)
as you increase in level.

To cast p beguiler spell, vou must have an Intelligence
score of 10 + the spell's level (Int 10 for 0-level spells, Inr 11
for tst-level spells, and so forth), The Difficulry Class for a
saving throw againsta beguiler's spellis 10+ the spell's level +
the beguilers Int modifier, Like other spellcasters, a beguiler
can cast only a certain number of spells of each spell level
per day. The base daily spell allotment is given on Table 1-1,
In addition, you receive bonus spells for a high Intelligence
score (PH 8.

A beguiler need not prepare spells in advance. You can
cast any spell you know at any time, assuming you have not
yet used up your spells per day for that spell level

Armored Mage (Ex): Normally, armor of any type
interferes with an arcane spellcaster’s gestures, which
can cause your spells to fail if those spells have a somatic
component. A beguiler's limited focus and specialized
training, however, allow you to avoid any chance of arcane
spell failure as long as you restrict yourself to light armor.
This training does not extend ro any other form of armaor
nor does this ahi lity ilFF‘l‘_r' o ;-.1_1;_-]]:1' gnintd from orher *;pei]-
casting classes,

Traphnding: Beguilers can use the Search skill to locare
traps when the task has o Difficulty Class higher than 20
Finding a nonmagical trap has a DC of at least 20, or higher
ifitis well hidden. Finding a magic trap hasa DC of 25 + the
level of the spell used ro create ir.

Beguilers can use the Disable Device skill o disarm magic
traps. A magic trap typically hasa DC of 25 + the level of the
spell used to create it

A beguiler who beats a trap's DC by 10 or more with a Dis-
ihle Device check can study a trap, figure our how it works,
and bypass it (with his allies) without disarming it

Cloaked Casting (Ex): Starting at 2nd level, a beguiler's
spells become more effective when cast sgalnst an unwary
[oe, You gain a+1 bonus to the spell’s save DC when you cast
aspell thar targers any foe who would be denied a Dexteriry
bonus 1o AC (whether the target actvally has 2 Dexterity
bonus or not).

Arath level, you gain a +2 bonus on rolls made o overcome
the spell resistance of any affected rarger.

At 14ch level, the bonus o vour spell's save DC increases
to +2

At 20th level, you become able to automatically overcome
the spell resistance of any affected rarger.

Surprise Casting (Ex}; Starting at 2nd level, when you
successiully use the Blutf skill to feint in combat, your
target is denied its Dexterity bonus (if it has one) to AC for
the next melee artack you make against it or the next spell
you cast, You must remain in melee with the target, and the
attack must be made or the spell cast on or before your next
turn. The rarget is not considered flac-foored and therefore
can make atracks of opportuniry against vou if you do not
cast defensively,

Arath level, vou gain the ability 1o feine in combat as a move
action instead of a standard action. If vou have the Improved
Feint feat, you can now feint in combar as 4 swift acrion

Advanced Learning (Ex): At 3rd level, vou can add a
new spell to your list, representing the result of personal
study and experimentarion. The spell must be a sorcerer/
wizard spell of the enchantment or illusion school and of
a level no higher than that of the highest-level spell vou
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Advancement

Remaining a beguiler typically presents the best course of
advancement. The rogue class r11!_n_'|'|: seem like a natural
choice for multiclassing, but you don't gain much trom raking
levels in it Although it glves you the sneak artack ability, i
detracts from your spelleasting prowess.

You should assign skill points according 1o vour role in your
.]l.,l".';,‘l‘][lll_ll'ﬁ“ Fl'llllrl Il []ll' I|"|'|||.J|'| .|J]’L'J.ll'!r' h.:l‘; d |'L!t1'|.|l.' "u'\'h-l"' | &
good ot Anding teaps and sneaking about, boost your ranks
in socia) skills such as Diplomacy and Gather Information,
Remember that you ean use spells such as smnsibility and
silence for stealth, and spells such as knock and spider cdlimb 1o
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STARTING PACKAGES
Package 1: The Controller
Humman Beguler
Ability Sepree Str B, Dex 14, Con 12, Inr 15, Wis 10, Cha 13,
Skills: Bluff, Concentrarion, Disable Device, Hide, Move
Silently, Open Lock, Search, Sense Motive, Spot.,

Languages; Commaon, Goblin, Ore

Fent: Improved Initiative, Spell Focus (enchantment)
Wrapons: Shorr sword (1ds/19-20

Armer Chain shir (=4 AC
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i Gear: Standand adventorer's kit, spell component
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Package 2: The Investigator
Hatl-EI Beguilen
Amiily SCore

Shalls Blull, Cather Informaron, Hide, Move Silently, Open

Sir &, Dex 14, Con 10, Int 15, Wis 12, Cha 13

prch, Sense Moove. Spot

E}'ﬂ:'l: Goblin

shorthow with 20 arrows

blwd, &0 1T
Lromer Studded leath
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+3 AC
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Package 3: The Trickster
Comoine Beguiler
Ability Scores: Str 10, Dex 14, Con 12, Int 15, Wik 8, Cha 13
Skills: Bluff, Disguise, Escape Artist, Hide, Move Silently,
Search, Spot, Use Magic Device.
Languages: Commaon, Giant, Cnome, Goblin
Feat: Spell Focus (lusions,
Weapons: Morningstar (1d6), light crosshow with 20 bolrs
(1d6/«3, 60 [t
Armor: Scale mail (+4 AC), heavy steel shield (42 AC)
Other Genr: Standard advenrurer’s kit, spell component

pouch, thieves' tools, 40 ep

BEGUILERS IN THE WORLD
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The way a beguiler be

sense of moralit

Some think nothing of adopting false

identities or impersonaring others as a matter of «

They rely on their spells and their charm 1o ger others o

1

give them what they want Other beguilers find themselves

ven to use their powers of persuasion o help people
They see the daily rroubles of others and can't help getring
involved in solving arguments, matchmaking, and ending

feuds. Regardless of outloolk, a beguiler in o civilized ares
rarely gors bored. There's always something (o meddle in or
some grand scheme 1o enacr.




Beguilers can become great leaders, With their sharp
mindsand great charisma, beguilers would be narural leaders
were it not for their inconsrancy. Beguilers regulacly devise
brilliant plans for espionage or trickery—plans thar usually
require them to play a major role—bur their norural penchant
for improvisation and secrecy often means that such plans
possess unpredictable elements or key parts hidden from all
other participants. 1Fa beguiler earns the rrust of companions
they value her leadership, Lacking that reust, & beguiler mrely

leads for long

Motables

Beguilers often gain notoriety for their deeds, slchough
usually under a false idenciey, They earn lime, rather than
infary, when they dse their ahilities o serve 1 greater good
Anasiria Nailo did so when she tricked an entire orc army
into 8 box canvon where it could be ambushed, and again
when she charmed s leader of a city and learned that he
had already been charmed by o mind {layer. Since she was
pretending to b g lamous elf bared at the time, Anastira can
still maintain o low prabile despite he fimous deeds, which

is just the way she likes i

Urganizations
Beguilers don't organize together, but they ofien join othet

organizations, especially thieves puilds and secret political

groups. A beguiler joining an organizatlon probably has a

';tpcu;'iﬁ'. poul in mind ind rakesa position thist best allows ke
te attoin it. Along-term commirment to such & group ravely
appeals to a beguiler, but it the organization champions a
cause close o the beguiler's heart, it can count on her very
best efforts

MPC Reactions
Few common [
from sorcerers or wizards who have some rogue training,

and many more mistake them for bards, Bepuilers further

understand beguilers o be dilferen:

confuse the issue by regularly adopring lalse identities
and hiding their varied abilities. Thus, the reaction a
beguiler gets [rom those she meets depends on what she is

pretending 1o be ar the nme, Individuals who know about
the beguiler class and the outlook common to {ts members
greet beguilers with en artitude one step more hosrile than
normal. Paladins and knights in partcular look poorly
|-|i"|'r- !-'L'E"l“i'\-" i L] ll"k"' nnyone '-‘-'hl' !.'.'1”‘\- Brediimporiance
in forchrighiness

BEGUILER LORE

Characrers with ranks in Knowledpe (areana) can research
beguilers ro learn more about chem, When o characrer makes
askill check. read or paraphrase the following, including the
information from lower DCs.

DC 15: Beguilers are arcane spellcasters who focus on
illusions and enchantments. They employ deceprion and
compulsory magic to get what they wani

DC 20: Peguilers can cast spells in light armor, and they
have many of the skills of rogues

AL

BEGUILERS IN THE GAMEL

Bepuilers fir smoothly into any ongoing game, since they are
lirtle known and don't require the insertion of an organiza
tion into the world or the addition of loes of new mechanics
to the game. You can have o beguiler Arstappear as a villain
when plavers discover a secret manipularor behind foul deeds
they have been invesngating. A beguiler might first appear
as o foe and end up anally, or the reverse could happen. A
PC beguiler can be introduced o the party just as any rogue,
bard, or wizard would be.

Think of a beguiler as similar to Loki of Norse myth or
the Coyote in Native American rales. The plaver of n beguiler
wants her to be smooth, sly, smart, likable, and light on her
fect. Keeping this plaver happy is a marter of helping the
plaver to feel thar way. You might be tempred to make the
plaver's schemes go awry because that seems more interest-
ing to vou, but instead you should allow good schemes 1o
work most of the time. Leta player with a beguiler character
feel empowered to try crazy ideas and dangerous plans. If
it becomes oo much of o good thing, then that's when the
punrils see through her disguice or the villain allows the
unwirtting PCs to infilrrate their way into his clhurches.

Adaptation

When adapting the beguiler to vour campaign. look at how
rogues and bards fir into vour pame. The beguiler fills o
similar niche, and any organizations that cater to such classes
likely prove helpful for beguilers. A thieves' guild might hve
a smull cabal of beguilers associated with it. The beguilers aid
the puild on any missions that require their magical talents,

In rerurn, the beguilers receive protection, a share of the
|l."'l. 11 J!l.i..[ d J]I’."Hdl.ll.l...ll i f 1!’|'|.||]_E llllf_"‘r‘l'l‘. 'r'-'l-ll.,!l F!'I.\_I'V‘.r | ]h.]"l.l\_l\,
for magic might be -i'm'i:hr:.l-n'[ into the [‘g‘guﬂcr class

Ina I-Ljn_|__'d|'n'. or land where magic is commaon, hL‘gHI.]L'l"i
might replace the typical rogue, diplomar, or spy. A bandit
gang might consist of several beguilers and a number of
lghters, In such lands, magic supersedes a rogue's talent
with slills

With their talent for deceprion, a beguiler might have a
reputation similar to the ninja. The common folk fear the
beguilers for their ability 1o bend minds and 1o use magic
to slip away from the authorities, Every royal court employs
o few mages charged with using rheir spells to ferrer o
beguilers. In this case, the begullers are secretive, clannish,
and difficulr to find. They pather in secrer socieries and never
reveal their lore to those whom they do not trust. Becoming
i beguiler is a process of winning the trust of one's master,
not simply mastering a few simple spells

EnCounter

An encounter with a beguiler should highlight her use of
surprise tactics and manipulation of others to do her bidding
In addirion o charmed or dominared minions, a beguiler
often pathers allies under false pretenses. Fighting a villain
ous beguiler should be tricky for the PCs, because they will be
forced to figure out who their real enemies are while trying
to avoid hurting innocents whom the beguiler has dragped
into the fght, The PCs might even have to figure out who
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EL 9: Unlike many halFelves, Anastria Mallo always found

it easy to Hve in either human or ell communities, Quick-

wirted, perceptive, and naturally empathetic, she could slip
from an elf’s detached interest 102 human's focused drive as
easily as she could switch speaking their languages. Alwaysa
mischievous charmer, Anastria found the beguiler's abilities
came easily to her and allowed her 1o do more than play at
being 3 human or el With the spells she learned, she could
pretend
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Senses [ow- on; Listen <&, Spot «7
Languages Common, Dwarven, Elven, Grnome, Halfling, Or
AC 18, touch 12, Aat-footed 16
[+1 Drex, <6 armor)
hp 43 (9 HDY
Immune slesp
Fort +5, Ref <6, Will <7 (+9 aganit enchantments)
Speed 30 fi. (& sguares)
Meles -1 ropier «7 (1d6/18-20) or
Melee touch <6 [spedl)
Ranged mwhk light crossbow «7 (1d8/19-20j)
Baze Atk +£; Grp +3
Atk thioﬂs Combat Expertise. Improved Feint, Stll Spe

Combat Gear potion of bless weapon, potion of theld of
faith «3
Beguiler Spells Known [CL Sth)

dav) —Chosen from beguwiler spell Lt

)

ter, plus ofhers CNOSEr

sen from beguiler spell list
st [/ faay)— MNvstaal's mogic aura, plus olners Chotén
+'rf.rr pe_;mlﬂ' spell st

0 (&6/day]— Chasen fram tl1_-|'l_|_|I||': '-.[lr|| lisd

Abilities Str 8, Dex 14, Con 12, Int 18, Wis 10, Cha 14

5Q advanced learning® (Nysnl's mogic aura, Tasha's hideous
laughter), armored mage®, cloaked casting®, trapfinding

Feats Combat Expertise, Improved Feint, Silent Spell”, Spell
Focus (enchantment), Weapon Finesse

Skills Balance 43, Bluff <14, Concentration +13, Diplamac ¥
+20, Disguize +13 (415 acting), Gather Information +11,
Handle Animal +3, Intimidate +4, Jump +3, Listen +6,
Search +9, Sense Mative +10, Sleight of Hand +9, Spat
+7, Tumble <15

Possessions combat gear plus =2 chain shirt, +1 rapiar
masterwork light crassbow with 20 bolts, cloak of
resistance +1, headbond of intellect +2, disguise kit

#Class features described on page 7

BEGUILER SPELL LIST
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DRAGON SHAMAN
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of the Blackspear tribe
Empires crumble, eons pass, and even gods wither and
dig, but dragons remain. Mortal bur eternal, the races ol
rue dragons westher the roll of the ages because of their
unsurpassed might, Few creatures can match a dragon in
its full fury, whether in a combat of arms or bartle of wits
Diragon shamans recognize this fact and see true dragons as
move than powerful beings. To a dragon shaman, the passing
shadow of 2 dragon flying overhead isn't a sign that involees
fear; it's a blessing that reveals you to be in the presence
ol grediness
J.llnif:l.']! 5'-.|:'I..|]'|'I..'I:'!."\ respectIrg I.:||'.:-II:1I."|'IL el r'ﬂi'-'='|'1|'||'.:lrr:.lh'
Some worship dragons, but most simply aspire to gain dagon
powers for themselves. In assuming the abilities and the
likeness of a dragon, 8 dragon shaman seeks ro emulare tha
might and embody thar power within himself,




TasLe 1-2: THE DRAGON SHAMAN HiT Die: d10

Base
Attack Fort Ref Will Draconic
Level Bonus Save Save Save  Special Auras Knmown
st +0 42 +0 42 Draconic aura +1, totern dragon i
2nd +1 +3 +0 +3 Skill Focus 3
3rd 42 43 +1 +3 Draconicadaptation 4
ith 43 rd #1 +4 Breath weapon (2d6; 15-ft. cone or 30-ft. line), draconic resalve 1
5th 43 +4 +1 +4 Draconic aura +2 ]
Gth 4 +5 +2 +5 Breath weapon (3d6), touch al vitality (heal wounds) 3
Jth  +5 +5 42 +5 Matural armor +1 L7
Eth  +6/+1 + +2 -6 Breath weapon (4d6), Skill Focus &
ath  +6/+] +6 +3 +B Energy immumity ¥
10th  +7/+2 +7 +3 7 Breath weapon (5d6), draconic aura +3 Fi
Nth 8743 + +3 +7 Touch of vitality (remove canditions) 7
12th  +9/+4 +8 +4 +B Breath weapon (6d6; 30-ft. cone or 60-ft. line), natural armor +2 7
13th  +9/+4 +8 -4 +5 Draconic adaptation (share with allies) 7
T4th  +10/45 +9 +4 +9 Breath weapon (7d&), commune with dragon spirit 7
T5th  #171/46/41 +9 +5 +9 Draconicaura +4 7
T6th  +12/47 /42 i I +10 Breath weapon (8d6), 5kill Focus 7
1k H12047) 2 +10 45 10 Natural armor =3 7
18th  +13/+8/+3 +11 +Bb 11 Breath weapon (9d6) 7
19th  +14/+9/+4 1 +b #11 Draconic wings %
20th  415/410/+5 +12  +6 12 Breath weapon (10d&; 60-f1, cone or 120-ft. line), draconic aura +5 7

Class Skills {2 + Int modifier per level, x4 at 1st level): Climb, Craft, intimidate, Knowledge (nature), Search (plus others

depending on the chosen totem dragon).

Lf you gaze ar dragons with awe and aspite to share their
power and majesty, then the dragon shaman is the class
for you. By choosing a totem dragon, you partake of a rroe
dragon’s power and take on aspects ol a particular kind
of dragon.

MAKING A DRAGON SHAMAN

Asadrogon shaman, you primarily ace as a melee combaram
but vour class fearures also allow vou o grant benefits 1o those
hghting around you. In a standard group of adventurers, you
can stand in for the hghter or the cleric. Your combat prowess
iso't quite as great as a Aghter's, but you can employ special
artacks and special defenses a hghter can't access. Although

you lack many of the cleric’s specialized spells, you do possess
1|.'|'|:' Jhi]“‘l-' (8] ]|.I.".|.| i |'II.| remonse ni_‘g.”'."-'{" (4} I|'|I,E|r ions. Asa lt[.jgl,"h
shaman, you can grow tough scales, breathe fire or another
type of energy, and soar on dragon wings—and that barely
sctatches the surface of the powers ar your command

Abiliries: Aswith any melee-oriented class, Strengthis g
key ability for dragon shamans, Constitution provides you
with inereased hit poines as usual, and it also increases the
save DC of your breath weapon, 1 you swant to make pood use
of the deagon shaman'’s abilivy to heal and remove negative
conditions, vou'll need a high Charisma.

Races: Although humans make up the majority of dragon
shamans, any community of people with  close connection
to true dragons can produce dragon shamans, Typically
op societies that live near
the lairs of dragons, but even highly civilized populations

dragon shamans come from sav

can produce dragon shamans. In any race or society, dragon
shamans rend ro dedicate themselves to the dragons native o
the area. Thus, elf dragon shamans from a forest nation often
aspire to the qualities of a green dragon, whereas the dwarf

dragon shamans of @ high mountain citadel would seek 1o
gain the |.|Il.|.|i!i|:"‘- ol a silver dragon,

Alignment: Attaining the abilities ofa true dmgon requires
a deep understanding of the chosen kind of dragon. An aspir-
ing dragon shaman must make o study of the dragon's typical
mindser and emorions; :t-.lupln:_._' these for l‘lil‘ﬁ‘it‘l|-l."'!,'|k'l'l.‘-1|'ll'

door to the dragon's power. Thus, dragon shamans align their

morals to suir the outlook of the color of true drapon to which
they dedicate themselves, Each kind of merallic or chromaric
dragon has a particular alignment with which itis associated
A dragon shaman who rurns away from the alignment of his
chosen dragon type loses many of his powers unless he can
successtully adopt another dragon type as his chosen dragon
{see Ex-Dirogon Shamans, below}, Neutral individuals with no
preference for law, chans, good, or evil cannot properly attain
the outlook of a true dragon and therefore cannor become
dragon shamans,

Starting Gold: 4d4«10 gp (100 gp),

Starting Age: As druid (PH 109)

CLASS FEATURES

A1 dragon shaman, you funcrion most effectively on the front
lines of any combar, Yourclass abilivies allow you wo boost your
combar effectiveness and that of your parey, and the rouch of
vitaliry ability provides you with the power to heal others and

e conditions that aff

PEIMOVE DEegs et them. giving you more
reason 1o take the fight to your foes and stay close 1o those
meles-oriented allies most likely 1o need vour aid,

Weapon and Armor Proficiency; Dragon shamans are
proficient with simple weapons, with light and medium
armaor, and with shields (excepr wower shields),

Bonus Languages: A dragon shaman's bonus language
options include Draconic,




Draconic Aura (Su); You can channel the mighry powers
of dragonkind ro project an aura that grants you and nearby
allies a special benehr

Projecting an aurais aswift action (see page 4}, and you can
only project one draconic aura at a time, An aura remains in
effect until you use a free action o dismiss it or you acrivare
another aurain its place. You can have i draconic aura acrive
continually; thus, an aura can be in effect ot the starrof an
encounter even before yvou take your first turn,

Unless otherwise noted, your draconic aura affects all
allies within 30 feet (including vourself} with line of effect
to vou, Your aura is dismissed if you become unconscious or
are slain, but otherwise it remains in effect even if you are
incapable of acting.

The bonus granted by your aura begins ar +1 and increases
to +2 at 5th level, +3 ar 10ch level, +4 at 15th level, and +5 at
20th level. As a 1selevel dragon shaman, vou know how
project three auras chosen from the list below. At every odd-
numbered level after that, vou learn one additional draconic
aura of your choice, until all seven guras are known ar 9th
level. Each time vou activate o draconic aura, you can choose
from any of the auras that delt] ko,

Energy Shicld: Any creature striking you or your ally with
anatural artack or a nonteach melee weapon is dealt 2 points
of energy damage for each point of your aura bonus. The
energy type is that of your totem dragon’s damage-dealing
breath weapon (see below),

Powey: Bonus on melee damage rolls equal to vour aurs bonus

Preseniee; Bonus on Bluff, Diplomaey, and Intimidate checks
equal to your aura bonus

Resistancs: Resistance o vour morem dragon’s energy type
equal 1o 5 » your aura bonus,

Senses; Bonus on Listen and Spot checks, as well as on
initiative checks, equal to your aura bonus,

Toughness: DR 1/magic for each point of your aura bonus
{up to 5/magic at 20th level],

Vigar: Fast healing t for each point of your aura bonus, but
only affects characters ar or below one-half their full normal
hit points.

Totem Dragon: You must choose 2 totem dragon from
among the trie dragons appearing in the Monster Manual {(black,
blug, brass, bronze, copper, gold, green, ted, silver, or white).

You must choose a dragon whose alignment is within one
step of yours, as described in the following mble. You gain
additional class skills and a perticular sort of breath weapon
based on the dragon you select as your totem

Skill Focus: Ar2nd level, you gain Skill Focus as a bonus
feat. You must apply the feat to one of the three class skills
granted by vour chosen totem dragon. For example, a blue
dragon shaman can select Skill Focus (Bluff), Skill Focus
{Hide), or Skill Focus (Spelleralt).

At Bth level, and again ar 1eth level, vou gain Skill Focus
in another of the class skills granted by your chosen totem
dragon. If vou already have Skill Focus in all three of the skills
associated with your wtem dragon, you gain Skill Focus in
any other drapon shaman class skill

Draconic Adaptation (Ex or Sp): At 3rd level, you toke
on an aspect of your totem dragon. Some adaptations are

Totem  Acceptable Breath Weapon

Dragon Alignment  Class Skills Energy Type

Black ME, CE, CN  Hide, Move Line of acid
Silently, Swim

Elie ME, LE, LM Bluff, Hide, Line of electricity
Spellcrafi

Brass NG, CG, CN  BIUff, Gather Line of fire
Information, Survival

Bronze MG, LG, LM Disguise, Line af electricity
Survival, Swim

Copper NG, CG,CN BIluUff, Hide, Line of acid
Jurmp

Cold MG, LG, LN Disguise, Heal, Cone of fire
Swirm

Green  NE, LE, LN Bluff, Hide, Cone of acid

Move Silently

Red ME, CE, CN  Appraise, Bluff, Cone of fire
Jump

Silver NG, LG, LN Bluff, Disguise, Cane of cold
Jump

White NE, CE, CN  Hide, Move Cone of cold

Silently, Swim

extraordinary abilities that are always active; others are spell-
like abilities that you can activate at will. Spell-like abilities
have a caster level equal to yvour class level and 2 save DC
equal to 10 + spell level + Cha modifier,

Black—Water Breathing (Ex): You can breathe underwater
indefinitely and can freely use spells and other abiliries
underwater {always active).

Blue—Ventriloquism (Sph As the spell (ar will),

Brass—Endure Elements (Sph As the spell, except vou can
only target yourself (ar will),

Hronze—Water Breathing (Bx); You can breathe underwarer
indefinitely and can freely use spells and other abilities
underwater {always active),

Copper—Spider Climb (Sp): As the spell, excepr you can
only wrget yoursel [ {ar will),

Gaold—Warer Breathing (Ex): You can breathe underwarer
indefinitely and can freely use spells and other abilities
underwarer (always active],

Green—Water Breathing (Ex): You can breathe underwarer
indefinitely and can freely use spells ind other abilities
underwater (always active).

Red—Treasure Secker (Ex): You gaina +5 competence bonus
on Appraise and Search checls (always active).

Silver—Feather Fall (Sp): As the spell, except you can only
target yourself (ot will)

White—Icewalket (Ex): You can wall across icy surfaces
without reducing your speed or making Balance checks
talways active)

At 13ch level, vou can choose as a swift action (see page 4)
to share the effect of your draconic adapration with any or
all allies within 30 feer. In the case of spell-like abiliries, you
must make this decision when vou activate the ability, The
benefic lasts until vou spend a free dction to vescind it or (if
the effect has a limited duration) the effect ends, whichever
comes Arst,

Breath Weapon (Su): At 4th level, vou gain a breath
weapon cm-n:.ﬁpnnllinj._: 10 Your otem drugﬁn. Regardless af
the area one affects or the tvpe of energy damage it deals, all




breath weapons deal 2dé points of domage, plusan extra 1dé
points of damage forevery twoadditional class levels (3de ot
eth level, 4da ar Brh level, and so forch), A successful Reflex
save halves the damage dealt; the save DC is equal o 10 4
1/2 your dragon shaman level + your Con modifier. Just like
a true dragon, once you breathe you must wait 1d4 rounds
before you can use your breath weapon again

Cone-shaped breath weapons extend our o 15 feet ar 4th
level, increasing to 30 feet at 12th level and to 60 feet at
20th level. Line-shaped breath weapons are 30 feet long o
grh level, increasing t 60 feet ar 12th level and o 120 feet
ar 20ch level,

Draconic Resolve (Ex): Ardth level, you gain immunity
te paralysis and sleep effects. You also become immune to
the frightful presence of deagons

Touch of Vitality (Su): At éth level, you can heal the
wounds of living creatures (your own or those of others) by
touch. Each day vou can heal o number of points of damape
your Charizma bonus. Foi
example, s Pthelevel dragon shaman with a Charisma score of

equal 1o twice your class [evel »

14 (+2 bonus) can heal 28 points of damage. You can choose
to divide your healing among multiple recipients, and vou
don't have ro use it all ar once. Using your touch of vitality
iz a standard acrion, 1t has no effect on undead

Beginning at tith level, you can choose 1o spend some
af the healing bestowed by your touch of vieality to remove
other harmful condirions affecting the tarpet

For every § points of your healing ability you expend
vou can cure 1 point of dhility damage or remove the dazed
Irﬂli.glmii, or sickened condicion from one individual.

Forevery 10 s of vour healing ability vou |'R|1r|1\l.\'1|;1
LA remone 1|'|I' |"1i1.||.|l|r|'||, |'|:l||."-u“.'|:l."l|. |'|||i"'\:l.!"|ll.‘l.|.. 01 51 |.||||'|I:"I.|
condition from one individual

For every 20 points ol vour healing abiliry vou ey |'Irl'I|.|
you can remove 1 negative level or the blinded, desfened. o
diseased condition [rom ane individual,

I\I'Il.:ll.'l can remove a I\.||r'|l.||.|il’|'| OF T e ||'|.|r| e l:'\'l_-l-li:"
ton} and heal damage wich the same touch, 5o long ns you
expend the required number of points. Forexample, ifyou
wanted to heal 12 points of damage and remove the blinded
and exhausted canditions from a rarger, you would have o
expend 42 poines (12 hit points restored plus 20 points for
blinded plus 10 points for exhausted)

Natural Armor (Ex): At 7eh level, your skin thickens
J:"rrfn]"i hg Faine seales, Your natural armor bonus T Proves
by 1. At 12th level, this improvement increases to +2, and ar
17th level 1o +3,

Energy Immunity (Ex]: AL 91l level, you gain immu-
nity to the energy type of the breath weapon you gained
at 4th level,

Commune with Dragon Spirit (Sph: At 14th level, vou
gain the ability to contact your deagon totem directly 1o ask
questions of it. This is the equivalent of casting a conmmiine
spell, except that it has no material component, focus, or XP
cost and allows anly ene question per three class levels Alter
asing this ability, you cannor use it again for seven davs

Draconic Wings (Ex): At 19th level, you grow a pair ol
wings that resemble those of your tatem dragon. They allow

Hight at a speed of &0 feet (good maneuverability). Yoo can
even fly while carrying a medium load, though your fly speed
drops to 40 [eer in this case,

| I- YR .1J|I'.|I.|\| |!:'."|'I.' wWings, yau can -i‘|:'|.|.r|..,!'5l." 'L’-']'Il."tl-ll.'r rl'ﬁ{"_‘hl'

draconis Wings !L‘['l.JL'l.‘ VOLIT OWn,

PLAYING A DRAGON SHAMAN

As g dragon shaman, you believe the acquisition of power is
a worthy end in {1sell. By having power, vou can effect your
will in the world, be it beneficent or malign, Those who have
or seele power deserve your respect, while those who have
power but fail to use it earn your derision.

Your strength comes from devoting yourself to dragons,
the primal embodiment of the principle of power, but you
worship dragons in the abstract, honoting them much as a
cleric might honot light as a symbol of purity and good ness,
Dragons gather power o themselves simply by living and
aging, but you must actively seek the influence and might
vou desire. As o dragon hungers for flesh to feed itself or for
ereasure 1o enlarge irs hoard, so you hunger for power.

You adventure out of 2 desire 1o test yourself and prove
vour worth; whatever the specific inducement, the urge o
gain more power undetlies every quest. Drawn by vour power
others follow vour lead, and vou are happy to command them
Being 1 great Jeader is just one of the many ways you can
mirnilest your power

Religion

Diragon shamans can worship any deity, but most worship
divine powers that encourage their worshipers to be proac-
tive it pursuit of the deiry's goals. Dragon shamans ofren
W lr‘-hii‘ Ervihinul, Gruumsh, Heironeous, Hexror, Kord, or
St. Cuthbert, as well as dragon deities such as Bahamut and
Tiamat, They rarely ind much 1o admice in more passive
or protective deities such as Boccob, Ehlonna, Fharlanghn,
and Yondalla

Diragon shamans from more primitive societies somerimes
worship true dragons, These savage dragon shamans might
worship all true dragons, assigning each color ar metallic
hue its own place in a crude pantheon of totemic spirits. Or
they might worship a single color or metal 2s the best among
all the true dragons, finding ir the most representative of
pure power. In rare coses, a dragon shaman worships and
serves a particular true dragon. How the dragon reacts to
such worship depends on that individual dragon; even good
dragons might rake advantige of 2 dragon shaman's worship
to achieve their own aims,

Crther Classes

You work well with melee-oriented allies such as fighrers,
duskblades, barbarians, rogues, and even druids. Those
characters vilue the benefirs a dragon shaman can grant them
and rarely make an issue of their source. Clerics, paladins
monlks, and knights are often suspicious of your moral out-
look unless vou have dedicated yoursell to 2 kind of dragon
that associates itselfwith s code of ethics similar to their own
Wizards, bards, snd beguilers view you indifferently, whereas
sorcerers might seek you our to learn more of the source of
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Armor: Studded leather (+3 AC),
Other Gears Standard adventurer's kit & gp

DRAGON SHAMANS IN THE WORLD

“There are differences front one to another, based o e dragon each

shaman honars, but the mnin Dhing o remember s s The whole
lof of them are mad for pouy”

—Turven lronscale, 2 dwarf sorcérer

instructing the yvoung of the Tronscale clan

Dtagon shamans put the power and appeal of dragons in
players’ hands while providing DMs with 8 new way o pur
dragons in the D&D game, The class provides an uncom-
plicated way to have a new play experience, and each NPC
dragen shaman could provide the nucleus for an interesting
cult or villainous organization the PCs must face,

Daily Life

A dragon shaman remains ever ready to face the challenges
of a new day. Withour the need to rest, study, or pray for
their powers, dragon shamins canieap up in pursuic of
power whenever they desire. This capability causes most
dragon shamans to be decisive and switt to act, Chaoric
dragon shamans are often impetuous and energetic, while
lawfu] dragon shamans tend to be move ready to improvise
and less rigid in their thinking than some might expect
Dragon shamans desire power and constantly seek the
means to gain it. To dragon shamans, life and adventure
are one and the same,

Dragon shamans often possess the charvisma end take-
charge arritude required of great leaders, but many suffer
from an inability tw empathize with those they lead. Dragon
shamans respect the pursuit of might and its use, and they
often minimize the value of those who adhere to other
philosophies. Even among themselves, drapon shamans rend
to be contentions, and a single dragon shaman varely 1akes
1 leadership role over a proup of his fellows for any lengeh
of time. Although dragon shamans give grear respect 1w one
another, each s always trying to ourdo the others in all pur-
suits. The most powerful dragon shaman leaders arise among
savage tribes that worship dragons, where a single dragon
shaman relies on his [orceful persanality and impressive
powers towin the heares of comrades.

Notables

The pursuit of power garners notoriety fora dragon shaman,
bur it also can bring abour his death or foree lim into exile.
A powerful dragon shaman warlord might suddenly arise
and rerrorize an area for a time, only to fall from power s
swiftly as he appeared. A case in poine would be the history
of a barbaric human named Kalia. Under her leadership, het
ttibe of red dragon worshipers raided and razed hundreds
of elfand human towns on rthe border berween rwo nations.
Then she vanished, and soon afterward her leaderless iribe
was caught in an ambush and exterminated, Some say she
died in a squabble wich a fellow dragon shaman, bur ather
believe she left her tribe to directly serve a red dragon wyrm
that laired in distant mouncains.

Organizations

Dragon shamans rarely work together for long unless they
are led by a dragon of the type to which all the shamans
present have dedicared themselves. 1n such cases, the dragon
is either worshiped or leads because the dragon shamans
see it a5 the embodiment of all they seel; thus, obeving the
dragon's edicts presents the swiftest path to that desired
goual. Rank and privilege rarely have much meaning in such
groups. Instead, the dragon decides each shaman's duties
according to his or her merit, changing such assignments as
necessary. Such a group exists among the Ironscale clan. Tied
to a long-dead silver dragon by blood, the dwarf clan fosters
sorcerers and is led by a halfdragon. Despite these firm tes to
dragonkind, the clan views its dragon shaman members with
some suspicion, since they follow the orders of an unrelated
silver dragon that lairs near the clan home,

MPC Reactions

Dragon shamans who don't show aspects of their affiliation
with dragons rarely elicit an unusual reaction from others.
To most they seem like simple warriors or perhaps barbar-
ians, Those whao know of their pursuit of draconic power or
who see evidence of it, such as seales or 2 deagon shaman's
breath weapon, react depending on their attitude toward the
dragon shaman’s totem dragon. This resction is one step closer
to hostile if the dr,|g(;n is of a kind feared or hated by thar
individual. The reacrion is one step closer to friendly if thar
individual is directly associated wirh a dragon of thar kind.
Clerics, palading, and others who are deeply entrenched ina
parricular moral outlock view the dragon shaman's devorion
with suspicion, and their reaction is one step closer to hostile
regardless of the dragon shaman's totem dragon.

DRAGON SHAMAN LORE

Characrers with ranks in Knowledge (arcana) can research
dragon shamans to learn more about them, When a character
makes askill check, read or paraphrase the following, includ-
ing the information from lower DCs.

D{C 10: Dragon shamans devore themselves o dragons and
aspire to their power.

DC 15: A dragon shaman devotes himself 1o a particular
kind of true dragon and gains powers based on the dragon
chosen. He can use the dragon’s breath weapon and grow
dragonlike scales, Very powerful dragon shamans can grow
dr;zgnrl wings and flv,

DC 20; In addition to the details above, this result allows
the PC 1o know that a dragon shaman projects an aura that
can bolster himself and hiz allies in o number of ways and
can heal damage or remove negative conditions somewhat
like a paladin

DRAGON SHAMANS IN THE GAME
Dragon shamans fir easily into any ongoing campaign because
true dragons are # cornerstone of neatly every Dunceon &
Deacons game. The PCsmighe fivst learn of dragon shamans
by encountering a cult of dragon worshipers near a dragon's
lair. Alternatively, a more civilized group of dragon shamans
mighr serve a dragon who rules a city, A lone dragon shaman
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makes an excellent new villain, o powerful temporary allv, or
an eager participant in an ongoing plot because his focosed
pursuit of power can get him involved in anvone's scheme
Lo pain it

Dragon shaman PCs should present no more difficulry
than introducing o monk or cleric of a lesser-known deity.
Although the character’s abilities mighe be somewhat foreign,
the idea that an individual is so dedicated to one philosophy
that it grants him powers should be easily understood. The
plaver of o dragon shaman usually finds the character's
associstion with dragons 1o be the most entertaining pace of
the class. Before featuring adventures that deal with dragons,
ask that player about her character's philosophy concerning
dragons. Does the character admire drapons in the abstract
worship them as living gods, or hold toa philosophy betwean
these exrremes? The answer should inform your adventure
planning and inspire new adventure ideas. Be careful
about using the PC's dedication to dragons to manipulste
the character's actions: Oceasional use of this idea might
provoke some interesting roleplaving, but the player won't
enjoy your game it 1 dragon shows up every session 1o boss
her PC around.

Adapration

You canalter the deagon shaman to suit vour pame ina numbe
of ways. You could decide that all dragon shomans arve backaric,
or that all them are civilived and sophisticated disciples of
dragons who prefer o work behind the scenes through such
apents. You might decide char only pood dragons ave availabile
to your plavers for their totem deagons, or that o particalar
orginization fosters drigon shamans devoted tonsingle kind
of deagon, 1f you [eature other dragons prominently in your
game, such as the gem dragons from Monster Manual 11 orthe
deep dragon and the shadow dragon from Monsters of Faeriin,
you might consider changing the class's features o allow a
dragon shaman 1o follow other kinds of dragons as well,

Sample Encounte;
Deagon shamans make excellent villains and tricly alliss. As
a villain, a dragon shaman dedicated to an evil dragon can
be paired with 4 cult of followers, half-dragons, and dragons

EX-DRAGON SHAMANS

Dragon shamans who change alignment could lese their powers,
If a dragon shaman changes ta an alignment still appropriate
to the dragon to which he is alreacly dedicated, nothing hap-
pens. However, if the dragon shaman changes to an alignment
inappropriate for his chosen dragan, he immediately loses all
abilities granted by the dragan shaman class and becomes an
ex-dragon sharmarn.

&n ex-dragan shaman can choose a new color or metallic hue
of true dragon to emulate and thus regain the powers granted
by the class. To switch to a new tatem dragon, he must find 2
dragon shaman of higher level who is dedicated to that dragon
type. The higher-leve| dragon shaman must willingly expend
all her tauch of vitality an the ex-dragon shaman each day for
a week. At the end of the week, the ex-dragon shaman gains

THANE

of all ages 1o make for exciting themed encounrers. As an
ally, # drgon shaman's blind pursuit of power could create
interesting friction with the PCs and turn an ally int an
enemy. A dragon shaman might become embroiled in the
PCs' pursuits if they come into possession of an ftem of great
power, il both the PCs and dragon shaman seek the sime
source of power, orif the dragon shaman's attempts o gather
power endanger the PCs or those they care about

EL 7: Thane has admired blue dragons ever since he wir
nessed a blue dragon’s attack on his city when he was a child
The power of the dragon and the futility of the defenders’
efforts against it frightened him, but he also found the spec-
tacle strangely thrilling. When he was older, Thane learned all
he could abour blue dragons. With each new bit of knowledge,
his respect for them prew. In his search for information he
met 1 dragon shaman, and that encounter changed his life.
Now a dragon shaman himself, Thane seeks ever greater
power and hopes one day to have enough to challenge the
dragon that laid waste to his childhood home and prove
himself the stronger of the two. Thane seems single-minded
and focused. He always has a mental list of goals he wants
to achieve In any situation and doggedly pursues them.
Although cutwardly calm and cold, he explodes into action

inan instant when thwarted.

CR7

Male human blue dragan shaman 7
LM Medium humanaid
Init 41
Senses Listen +2, Spot +2
Aura draconic aura® +2
“Class feature described on page 13
Languages Common, Draconic
AC 21, touch 11, flat-footed 20
(+1 Dex, +6 armaor, +3 shield)
hp 57 (7 HD)
Immune paralysis, sleep, frightful presence (dragons)
Fort +&, Ref =6, Will +6

Speed 20 ft, (4 squares)

Melea +1 marmingstar +9 {1d8+3)

Ranged +1 light crosshow +7 (1d8+1/19-20)
Base Atk +5; Grp +7

the class features of a dragon shaman dedicated to the newly
chosen totem dragon, Including exchanging the focus of any
class-granted Skill Focus feats. Most dragon shamans who are
asked to perform this service demand payment in the form
of same great deed. This deed might be a dermand that the
ex-dragon shaman retrieve magic items that will add to his
sponsor's power or simply 8 short quest to prove the ex-dragon
shaman's worth.

Ciragon shamans can go through the same process to swilch
chosen totermn dragons even if they don't change alignment. I
a dragon shaman has an alignment appropriate for a different
true dragon coler or hue, the shaman can switch to that kind of
dragon through a process |dentical to the one described abave
for ex-dragon shamans




Special Actions breath weapon

Abilities Str 15, Dex 12, Con 14, Int 8, Wis 10, Cha 14

8Q touch of vitality (28 points)

Draconic Auras Known Energy Shield, Power, Prasence,
Resistance, Senses, Vigor

Spell-Like Abilities [CL 7th):

AL will—wentrilogwism (DC 13).

Feats Ability Focus (breath weapon), Alertness, Lightning
Reflexes, Skill Focus (Bluff)", Weapon Focus
(morningstar)

Skills BIuff 410, Climb +1, Diplomacy +4, Disguise +2 (+4
acting}, Intimidate +9, Knowledge (nature) +4, Listen
+2, Speak Language +0, Spot +2, Survival +0 {+2 In
aboveground natural environments)

Possessions =1 breastplate, +1 heavy wooden shield, =1
morningstar, +1 light crosshow, cloak of resistance +1, 37 gp

Breath Weapon (Su) 30-ft. line, ance every 1d4 rounds, 3d6
electricity, Reflex DC 17 half

DUSKBLADE

My blade and my magic ave one and the same”
—Yele, ell duskblade

The duskblade blurs the line between spelleaseer and
wartior, marrving the power of magic with hand-to-hand
combat prowess

A student of ancient elven spellcasting technigues, the
duskblede combines arcane spellcasting with the combar
skills of o Aghter. While the sbility to cast arcane spells in
armor originated with the elves, over che millennia the secrers
of the duskblade have been disseminated to the other races
and today members of any race can become a duskblade.

I vou find vou can't choose berween being an arcane
spelleaster who zaps your enemies with powerful spells and
a nimble, powertul frontline melee character who lays them
low with a sword, the duskblade is the perfect class for you
Combining arcane magic with melee prowess, you're prepared
i any situation, Enemies who underestimare FOLL NEVET BEL
g second chanee, since you don't even have to swirch back
and forth berween hands-on combear and spelleasting; you
can do both simultaneously

MAKING A DUSKBLADE

The duskblade is a quintessential bybrid character, simuoltane
ously o potent spelleaster and an elfecrive melee combarant.
The original duskblades were elite guardians in an ancient
elf empire, duelmasters and arcane spellcasters beyond
compare, Historical accounts vary on why they were called
duskblades; some say the name is symbolic of how they
combined swordplay and arcone magic—a night-and-day
combinarion. Others contend thar the duskblades earned

their name when they were charged with preserving the elf

race in the face of a tide of darkness and evil

The most powerful duskblades can duel a figheer 1o a stand
still and match o wizard spell for spell—for a while, ot leas:
But the class really comes inro its own when vou embrace your
hybrid nature, using a quicke-cast spell to supplement your
melee artacks or combining a rouch spell with a devasiting
sword strike

The duskhblade is a pood choice for plavers who know they
want o sword-wielding arcane spellcaster from the begin-
ning By contrast, multiclass Bghter/wizard combinadons
and prestige classes such as the eldritch knight are berter
suited for characters who begin their careers as fighters ar
arcane spellcasters and only later contemplate embracing
their opposite,

Abilities: Your Intelligence and Strength scores should be
as high as possible, since your spellcasting and meles combar
depend vpon them, Your Constitution is also imporiant,
because vou need all the hit points you can get,

Races: The duskblade class originated among the ancient
elves, and to this day most duskblades are elves, However,
some humans and hallelves also have proved adepr at
mastering the class's dual focus on combar and spellcast-
ing. Halflings, pnomes, dwarves, and half-orcs rarely enter
this class

Alignment: Since the duskblade class originated among
the elves, those who undergo the intense training requived to
master the class abilities at the hands of an elf mentor often
end theitapprenticeship sharing the chaoric good alignment
of most elves. However, duskhlades are highly individualist
and can be of any alignment.

Starting Gold: ad4=10 gp (150 gp)

Starting Apge: As wizard (PH 109)

CLASS FEATURES

Your class fearutes are simple to characterize: constant
Improvement in your spelleasting. o Aghter's base attack
bonus progression, and everincreasing mastery of arcane
magic in melee combar.

Weapon and Armor Proficiency; Duskblades are pro-
heient with all martial weapons, as well as all armors and
shields (except tower shields).

Spells: You cast arcane spells, which are deawn from the
duskblade spell list on page 98 You can cast any spell you
lenow without preparing it ahead of time

Tolearn or cast a spell, vou must have an Lellipence score
equal toat least 10 + the spell level (Int 10 for 0-level spells,
Lot 11 for 1st-level spells, and so forth). The Difficuley Class
for a saving throw agalnst your spell is 10 + the spell level 5
your Inr modifier.

You can cast only a certain number of spells of each spell
level per day. Your hase daily spell allorment is given on Table
1—3. In sddition, vou receive bonus spells per day if you have
d high Intelligence score {see Table 1-1: Ability Modifiers
and Bonus ."ipl'!]h, page 8ol the Player's Handbook.)

Spells Known: You begin play knowing two 0-level spells
and two 1st-level spells, chosen from the duskblade spell lisc
You also lenow one additional 0-level spell for each poine of
[ntelligence bonus

Each time you gain a new class level, vou learn one
additional spell of any level you ean cast, chosen from the
duskblade spell list

Upon reaching sch level, and at every subsequent odd-
numbered level, you can choose to learn a new spell in place
of one you already know, In effect, you lose nccess to the old

spell in exchange for giining the new one. The new spell’s
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level must be the same as thar of the spell being exchanged,

and it must be at least two levels lower than the highestlevel

spell you can cast. For instance, upon reaching 9th level, vou
could trade in a single 1stlevel spell (twao levels below the
highest-level spell vou can cast, which is 3rd) for a different
1st-

level and must choose whether or not to swap the

lspell. You can swap only a single spell arany given

spellat the
same time that vou gain new spells linown for the level

You need not prepare spells in advance. You can cast any
spell you know arany time, assuming vou have not vet used
up your spells per day for that spell level

Arvcane Attunement (Sp)h: You can use the spel-like
powers dancing lights, delect magie, flave, phost soumd, ond read
magic a combined total of rimes per day equal to 3 + your Int
modifier. These spell-like powers do not count against vour
total of spells known or spells per day

Armored Mage (Ex): Normally, armor of any type inter-
teres with an arcane spellcaster’s gestures; which can cause
spells to fail if those spells have a somartic component. A
duskblade’s |imited [ocus and specialized training, however,
||.||I.._\'|.'|."| You o |'|'I.'|.|i.\.|. Aarcane ';t"'l:'” t‘:lll'l:[i' |0 |I'i|.:‘;_' s yau }:I'_-_'li,
to light armor and light shields. This training does not

extend to meditm ér heavy armors, nor 1o heavy shi

This ability does not apply to spells gained lrom a ditterent
spelleasting class

At 4th leve
of arcane spell failure,

i
 VOUL LSO 1D &8 .'I'.-l_nl'.llﬂ'n armorwith nochance

At 7th level, vou learn to use a heavy shield with no chance
of arcane -.|_'|1'|| Failute,

Combat Casting: At 2nd level, vou gain Combat Casting
asa bonus feat

Arcane Channeling (Su}):
Beginning ar 3rd level vou can

use a standard

ACTion [0 Cast

any touch spell vou know and deliver the spell through your
weapon with a melee artack. Casting a spell in this manner
does not proveke ateacks of opportunity. The spell must
have o casting time of 1 standard action or [ess, If the melee
artack is successful, the artack deals domage normally; then
the effect of the "-I|'I-!‘|| i resclved

At 13th level, vou can cast any toach "-]'J-.-.” vou know as
part of a full artack action, and the spell affects each targer
vou hit in melee combar that round. Doing so discharpes the
spell ot the end of the round, in the case of 2 touch spell that
would otherwise last longer than 1 round.

Quick Cast: Beginning at 5th level, vou can cast one spell
each day as a swift oction, =o long s the casting time of the

lis 1 standard action or less.

You can use this ability twice per day ar 10th level, three
times per day at 15th level, and four rimes per dav at 20th
..l."l'l.l

Spell Power (Ex): Starting ar 6th level, you can more
ensily overcome the spell resistance of any opponent you

successfully injure

with a melee atrack.

If you have injured

an opponent with o

melee atrack, you gain

a +2 bonus on your

caster level check to

overcome spell resis-

tance forthe remainder

of the encounter. This

bonus increases to +3 at
11th level, to 4 at 16th
level, and to 45

at 18th level.



TasLe 1=3: Tve DusesLAaDE Hir Die: d8

Base

Attack Fort Ref Wil

Spells per Day

Level Bonus Save Save Save Special 0 st 2nd 3rd 4th Sth
15t #1 ra -0 +2  Arcone atturnement 3 2 —_ = —_— —
armored mage (light)
2nd vl +3 -0 =3 Combat Casting 4 3 — — — -
ird +3 -3 -1 +3  Arcane channeling 5 - — — _ ==
&th | i +] " | Armored mage (mediur £ 5 - - — -
Sth =% «4 < +4  Quickcast 1/day & 5 2 — = =

Gt «Bfs1 3 -2 #5 Spell power «1 6 & 3 —

Tth v Tie2 +5 -2 +5  Armored mage (heavy shield) 6 & 5 -- -

Eth +8/=13 g +2 +5 6 7 £ =3 —

Seh +9/-4 +6& +3 -8 B 7 & F. — —_
10th #1045 7 +3 7 B 5 7 3 —

1lih 11«6+ &7 #3 w7 & E F i ] — —
Fii, w12« T[42 - . + 8 6 5 3 [ —_

1ith «13/+8/+3 +8 +4 +8 6 9 g & 1 —
T4tk +14]+9]+4 +9 4 +9 6 3 L. 7 !-
15th «15/+10/+5 +9 +5 +3 6 g g 4 5 —_
16th +16/411f+6/+1 +1C =5 +10 b 9 g E 6
17th 7402 =T 42 10 =5 0 & 0 g g 6 2
18th +18/=13/+8/+1 +11 -6 +11 Spell power <5 6 10 ] B 7 }
19th  +19/+14/+9/+4 #1. 46 1 [ 10 10 9 7 5
20th +20/415/470/45 412 +6 412  Quick cast 4/day G 10 10 10 8 [

Class Skills {2 + Int modifier per level, x4 at 1st level): Climb, Concentration, Craft, Decipher Script, Jump, Knowledge (all
skills taken individually), Ride, Sense Motive, Spellcrafl, Swim

PLAYING A DUSKBLADE

and of admiration o bards, who sometimes ey 1o emilare

Lither ¢

A duskblade can take the fighter's place in the front ranks
of a party or ensorcel his foes from a distance like a wizard
While vou dren't gquite a8 good as either a dedicated hghter or
adedicated wizard or sorcerer in those roles, vou're reasonably
effective in either, and you can change roles on 2 round-by
round basis as needed

Cha '-'ﬂ'.!_n_"..lw p..rh-ur the duskblade means vou don't have w
choose between being a combat specialist and a spellcaster. You
enpm

Tty Y Rl W © LW
hie best of both worlds, ang

thar promises 0 IMProve e DeT you

S Dhiriven: o i ameo
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pelicasting. you might devote

olrsell Ic

;.

et TUins 1o learn mooe 2bout the original duskblades

looking tor other duskblades interested
* T 115 PIev iR

aligned 1 Larethian

even if they aren't elves, because he supposedly taught the
first duskblades the secret of o VILE
arcane Casting. A lew worshi] T
ol 1thelt oW Mastervol m |I-_' Ic., W _‘|'|j-.' more Dot '-;"L (ol Jax

who exemplifies both the magic they wield and also th

death that they deal

lasse:
You get along well with members of other classes who share a

rigorous devotion 1o a chosen path, such as paladins, dragon

.-;|1.r:11.11'=-. and monks. You are I|1t' ul1||:fl :'-t'rlw'p O SOrcCerers

your abilities (often with disasrrous resules). Among members
of the two classes whose portfolios you draw From, bghters
and wizards, some view you with disdain while others are

fascinared by your unique meld of melee combat and arcane
spellcasting. Barbarians, clerics, and knights tend to distrust
youl, while rogues, rinpers, druids, and beguilers view you

ind other duskblades with inditference

engages vou in melee, boping 1o get an attack ol op

PRI spals your nexi I5 in OoT 3 surpnse I sUrpn

vhich first appeared in the Book of

’ s of particular use to duskblades

Such armar becomes translucent when danned and possesses

a faint sunset-colored sheen. Twilight armor reduces the chance
spell Failure by 105

Fairt abjuration; CL 5th: Craft Magic Arms and Armor; Price

] bonus

ol arcane

R ——NNN—————




out and focus upon defeating a single opponent. Your spells
that aftect areas are limited mostly to cones, which megns
vou need to be on or near the front lines 1o get the greares
etfect from them. Even if you come close 1o being as effective
as a hghter ora sorcerer (n his chosen field, vou're cerminly
not as effective as a fighrer pnd a sorcerer, You'll vecasionally
ewith vour blade in the some round, bu
pure spelleasters such as che sorcerer are more oble o affect a
crowd of fves orblasta group of opponents. That said. actions
are the D& D gime's most fundamental currency, and you'll
be able to 1ake advantage of additional actions in the round, as
you combine spellcasting with melee artacks and eventually
gain the ability to castany spell vou know as a switt action

cast o spell and stri

a |'|lIITIi'-l.". -||-|l:I:IJ.“; ‘I'll:'l L:l.H.'.

Advancement
Like the sorcerer, you face o crucial decision: which spells o
put on your spells known lisi. The offensive spells an vour
spell list full into three primary categories: touch spells
single-tarpet ranged spells, and shorerange cones. Choose a1
least one touch spell, such as shoeling grasp, 1o take advantage
-'ll- VOUur arcane 4 !1.'| I'II!I'Lll"lj_" .|.||||=|.'|.'. \.I.“l l|I1|l|||.'.JI.| .||"|'\.l E.l]\:L' &
movement spell, such as sifl expedibions retreal, and sm anack:
enhancing spell such as lrue sivilke or magie weapion, Foture
spell selections can milor your repertoire 1o the role you find
yoursell most commonly Rlling, whether it be a front-line

fighter or o hinesse caster

|"'|."\"i£'|'| a5 IEdl |'I"| H|~:||| :I'l|||['|'.H a5 |11 |.\,"|:"ii|'|||' o Concentialion,
KEnowledge Garcana), and Sense Motive. For feats, take the
Weapon Focus (longsword ) leat and also consider sudden
metamagic fems, such as Sudden Silent and Sudden Empower,
both from the Complete Arcane supplement

Do ot neglect to put some thought into vour gear as well
Spend 30% of your wealth on the |
manage without risking arcane spell failure chance {often
mithral and/or having the twilighe special ability). Spend

aviest armor }'I.ll.l can

20% on your primary weapon and 20% on items thar fmprove
vour Intelligence, Srrength, and saving throws. Spend 20% on
wands and scrolls and the remaining 10% on miscellanaous
items and a basic adventuring package

Your spellcasting and hghring prowess also allow vou the
ppportunity o enter ino prestige classes thar are suired o
either melee or spellcasting

STARTING PACKAGES
Package 1: The Blaster
Huprman Dasleliloide
Abilily Seorés: Ser 15, Dex 13, Con 12, Int 14, Wis 10, Cha 8
Skills= Climb, Concenrration, Jump, Knowledge (arcanal,
Spellcratr.
Languages: Commaon, Draconic, Elven
Frat: Poine Blank Shot, Weapon Focus (ranged spell)
Wenpon: Grearase (1d12/3), 3 javelins (1de, 30 [0}
Armor Chain shice(+4 AC)
Othir Gear: Spell component pouch, standard adventurer’s
ki, 10 gp.
spells Knmwn: 1se—Kelpore's [ive bolt, ray of enfeeblement;

D—actd splash, disrupt undead, vay of frost, loweh of falige,

Package 2; The Defender
Dhwrr | Daslelandl,
Ability Seores; Ser 15, Dex 13, Con 14, Int 14, Wis 10, Cha s,
Shlls: Concentration, Dectpher Script, Knowledge (arcana),
Spelleraft
Languages Common, Dwarven, Goblin, Orc
Fenl: Toughness
Weapon: Dwarven waraxe [1d10/43),
Armor: Scale mail (+4 AC), lipht wooden shield (+1 AC),
Otlrer Gear: Spell component pouch, standard adventurer's
lit, 22 gp
Soells Known: 1st—lisser deflect, vesist enevgy; 0—arid splash,

disvupt undead, vay of frost, touch of fahigue.

Package 3: The Skirmisher
EIf Duskehlade
Ability Scores: Sir 15, Dex 15, Con 10, 1ot 14, Wis 10, Cha &,
Skills: Climb, Concentration, Jump, Spellcraft, Spor (ccl,
Languages: Common, Draconic, Elven, Sylvan
Feat: Dodge.
Weapons: Claive (1d10/=3}, five javelins (1de, 30 1)
Armor: Studded leather (43 AC),
Ofher Gear; Spell component pouch, standard adventurer's
kir, 42 gp,
Spells Bnounn: Tst—sweift expedibions relreal, true sivike; 0—actd

sptash, disrupt wenleod, vay of frost, toucl of fatigue

DUSKBLADES IN THE WORLD
“Yiy ~|'='.'|~|".|||||u.' pernetrate miy magical defenses, You are help

Last words of Zuhr Halag, rakshasa lord

I'he duskblade combines the best fearures of the |-|,u_'h1¢'|' and
wizard. Duskblades make dangerous foes because 1l'u-1l,' have

able 1o them every
round; their ability 1o deliver touch spells through a melee
attack {s particularly porent,

U TRHTY OpLons, I1L.J_|_',|L'.|| and martial, avail

Daily Life
The life of a duskblade is one of constant trai ning Each
duskblade muse simultaneously be 0 swordmaster, o deft
spelleaster, and an expert in the esateric techniques of

arcane channeling. Each of those elemenrs requires years

1o master; pur them ogether, and you have a training regi
men thar only the most driven characrers can maintain,
Fhe typical duskblade is doing calisthenics in the castle
courtyard before the other characters wake up in the morn-
ing and pracricing
elie has gone to sleep in the evening. Exceprions exist,
of course, but in general duskblades have a repuration as

150 - 1 lisal
driven. focused individials

somartic LLL"\'illll'l_“" |.|..It'lg L'Il..l.l.‘r L"--I.‘|":.'l.'1n'

Motables
Since duskblades are few and far berween, they are natural
leners, wandering far and wide in search of adventures that
will prove a suitable challenge for their unigue combination
of nhilittes. Such is the case with Gwilor the Swiift, a wild elf
who adventured in the woodlands of his people fora century



sfore he committed himself entirely to a erusads

st the duergar and spent the rest of his long career on

| forays into th

nderground

dventuring groups
spellcasting abilities
| K

wskblades are .'.':;'.I‘-.' o Iy unisual CoOmMnIruins, i
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.:J'- 1O Their D3N (eamed Wil a gu heera

monk o defeat 2 famed githvanki knight fand claimed his
ilver sword as her own), and exposed malent infiltrators i
an aguatic elf community and thus rumed back a sahuagis
invasion, along with other exploits. Hallia'’s nicknamse derives
from her unexpected viciory, early in her career, over one ol

her fellow duskblades, the ¢lf Yele, who until then had boasted

that he had never been defested in 2 one-on-one duel. The
twia became fast friends and now make a poinr o duel at leas

Once every yeur

Organizations
Because of the elven heritage of the clase, many duskblades

Farenf eives

themselves. Knowledge of duskblade fi

is sufficiently rare that no large company of duskblades

ghring technigues

exists—or, i one does, it's 3 well-kept secret. For centuries

ing more than solirary

the class hias been sustained by no
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Few commaon folk understand who orwhat duskbiades tTu
are, and most assume those duskblades chey 010 et

ire -;:'|'.'|-|- I||_'!;||'i s with a bit of sorcererabalivy {or vice versa
L |.'|_'1':-.|,1- -1'-1'_11\. of ell beroes ‘-i-.!”r;f with i.-.'1|:| E"l.JI.JI.' .:Ihj Lk “
but these tales do lintle 1o inform anyone of the specific abili

ties af the duskblades. Most advenrurers react o duskbla

with some wariness because a duskblade's combination of
abiliries makes it very hard 1o judpe how powerful or capabile

such a character i 11 any situation

DUSKRBLADE

LORE

g in Know il.'nj?:"' ATcana)l ¢an research

Characters with

juskblades 1o learn more about them. When a character

includ

16t arcane spells
&< are known a8

skbla
DC 15N fiskblades are elves: sometin embers of
sther races master the closs’s special technigues of spellcast

nteEred ans duskblades

il now, or had mistaken those they did encounter for
miulticlass ighter 'wizards, Now that they've discovered this
aspect of the setring, however, they'ne free 1o multiclass into
the duskblade class or 1o begin 2 new character with levels
only in the new class

One of the more tnteresting ways to adapt this closs to your
campaign i§ to keep the class abilidies more or less the same
bt to change the rmce involved. For example, the githyanki
have o tradivion of mulriclass fighter/wizards known as

pluh; these individuals could easily be reconceived as a gith

luskblade class. Unexpecied combinations would be
strik | hal

s, suchasa PTEVL oushy unrevealed |
' . oy p—— -
125 (D eNgIEe 1N Melee excem
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lass. Afrerall, few expect hal

when making sneak arracks, but when magically boosted
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huskblade should

vl the study of magic. As a duskblade, he combines the rwo

Deen drown to Doth phyvsical combat

ineo one seamless hghting style. An adventurer by trade, Yele
could encounter the characters as a friend or a foe. 11 as a loe
it s because some enemy of the adventurers has encouraged
Yele to go ofter them for some reason, perhaps 1o gain some
magical treasure currently in their possession thar wouls

significantly boost either his swordplay ar his spelleasting,




Lf as a Eriend, Yele could joinw f it
for some lost piece of arcane heir ques
strikes him as ] v [0 prove an | I

YELE CR7

Maiale elf duskh

-‘l-'.. Medium higrmar 3

ot -0

Cantes low-light vision: Listen -2, Spot +2

Languages C

AC 21, touch 13

hp 35 (7 HI

Immune siegp

Fort «6, Ref -7, Will -5 |-8 aga

Speed 20 1 |4

Melee + 1 lomguecnd <1146

Base Atk «7; Grp +10

Atk Options arcane ¢
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Spell-Like Abilities (CL 7th)
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Diex 14

ret or concealed doors, armored

1oncE
spell powe
5/day
H':h.lll.'llir!l':
Duskblade Spells Known (CL 7th)
2nd (6/day)—ghoul touch {+10 melee touch, DC 14)
scorching ray (+9 ranged touch), swift fly
Ist (7/day)—ray u}'r'|J|I'r.'.f:['.~.'r.'1r1|'ur (+% ranged touch),
resisd energy, shocking grasp (+10 melee tauch], swilt
expeditions retreat, brue strike
0 (6/day)—acid splash, disrupt undend, ray of frost (+9
ranged touch), tawck of fatigue (+10 mi
PC 12}
Feats Combat Casting®

Initiative, L :;':hf-‘h'lg_ Refleses

Combat Expertise, Improved

Skills Concentration +10 [+14 casting defensively

Knowledge [arcana) +12, Knowledge [the planes) « 12

Listen +2, Sense Motive +
Possessions -1 breostplote, =1 «1 langswarnd
k of reintonce +1, rmg of protection =1
Class features described on page 20
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n the duskhlade’s spell list

treat, ueift fiy, and suift imvisibility—appear in Spell Compen

Three spells st Expeditiows re
fiim

fyou do not have that boak, treat these spells as their nonswit
their casting time is 1 swift action and the

duration of each spell is 1 round

versions, except that
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KNIGHT

| offer you surrender or an henorable death in battle. The choee

Archibold the Impemous

A knight is a proud, skilled melee combatant who fights in
the name of honor and chivalry, A knight relies on more
than u sharp sword and a stout suit of armor to defear her
foes. Her drive, determination, and hghelng spirit allow her
to control the barelefield in ways that others cannor march.
A knighe can challenge an opponent to a duel, calling upon
the foe's pride and ego 1o force his hand, The knight's talent

with heavy ar elds, and defensive tacrics grant her

sbiliry o dasrupt her foe's ;'| ins. Only the most walened
ToELes a nd monks can -i'F'- mast a .r.!i'il,;'!l.l a-.l:-r'r nses o -1r||.-Lr at

herallies, dventuring group w 4. sorcerers, 2nd

MAKING A KNIGHT

A lowe-level knight is similarmoa

ross between a hghterand

s, 8 high Armor Class, and

a hard. You have many hit po
in ability similar to bardic music {the knight's challenge
lass featuire). You can pick a single foe, usually the one who
poses the most dangerous physical threat, and gain a bonus

on attack rolls and damage rolls against that opponent. You




must pay close attention to the knight's code of cenducr,
since it forbids vou from aking advantage of several racrically
useful siruations

You excel in combat ina manver similar to a Aghrer—but
while a fighter can slay a monsrer, your primary talent is
yourt ability to keep that monsier away from your allies
while yvou bartle it. It mighr rake you longer to win the
day, but your many kit points and strong defensive abiliries
help preserve you. Best of all, your defense enables your
allies o funcrion at full capacity withour being subject 1o
the monster's attacks: Any sorcerer or wizard in the party
thrives when vou are there ro absorb attacks and hold back
yvour mutual foes

As you advance in level, you gain the ability to dictate
a foe's actions, forcing him to attack you instead of other
targers. Wealker opponents, which typically appear in num-
bers oo large for vou 1o hold them all baclk, quail in terror
when you menace them, Even if they slip past you, they
take penalries when they arrack your allies. Your knighe's
challenge and shield block class features combine o let
you excel in one-on-one melee, granring you a bonus on
arrack rolls, damage rolls, and Armor Class against asingle
toe of your choice. If the group faces a mighey villain or o
single, overwhelming physical threar, it's up to you to keep
rthe monster cccupied while your allies cast their spells or
MANeuyer I-{lr F||:|5:| (TRIn M

Abilities: You benefit from o high Charisma score, since
1 L|.L'|L‘|'|T!||.I'|.I.:'$ J'll."'l'."u' F‘PI‘TK.'I'I Yo can use some I.'I. your ;Jl'l'illlll."'
and the save DC of those abilities. A high Constitution allows
you 1o increase your alveady impressive hit poinr tonal, thus
bolstering your capacity to defend your allies. Strength
improves your combaet abilities, making you more effective
05 a front-line characrer

Races: The majority of knights are dwarves, humans, and
halt-elves. The dwarf's tendency toward order, combined
with that race's militaristic bent, gives rise to Aghting orders
dedicared o upholding justice and obeying an honorable code
Dwearf knighrs also serve as wandering dispensers of justice
berween isolated sertlements who enforce the rule of law
and procect small clanholds, Humanity, wich its sprawling
lingdoms and empires, produces many knights who fight
as much for king and country as for personal honor and
monerary rewards. Some halfelves enter into such service as
well and can rise 1o high ranks within such orders. Gnomes
and halllings rarely become knights, since the knighrs
straightforward code of conduct runs counter to the small
races' reliance on trickery and clever planning, Few haltorcs
hve the opportunirty 1o become knights, but when they do
ileir natural strengrh serves chem well. EIFknights are re,
since elves prefer freedom and fexibility over the rigid code
of honor all knights must follow.

Alignment: Knights are always lowtul, Their dedication
to 2 code of conduct is but one expression of their devorion
to order. Most knightly orders arise as institutions forged to
protect 2 kingdom from invaders or to enforce the law ngainst
chaos from within

While knights value order, they tend in equal numbers
toward good, evil, and neurrality, Lawhul good knights see

order as a tool o protect the innocent and weak from evil
Lawful evil knights believe that the social order serves o
reward the strong, Lawful neutral knights sbhor the destrue
tion and subfering that chaos can bring and so uphold order
tor its own sake,

Starting Gold: ad4«<10 gp (150 gp).

Starting Age: As paladin (PH 109),

CLASS FEATURES

Your class features involve mastering the use of armor and
shields and learning how o manipulate your foes so chat
melee combat takes place on your terms, not theirs,

Weapon and Armor Proficiency: Enights are profi-
cient with all simple and martial weapons and with all
armor [ heavy, medinm, and light) and all shields (excepr
tower shields).

Knight's Challenge: Your dauntless fighting spirit plays a
muajor role in vour fighting style, asimportantas the strength
of vour arm or the sharpness of your blade. 1n battle, you
use the torce of your personality 1o challenge vour enemies,
You can call our a foe, shouting a challenge that boosts his
conhdence, orissue a general challenge thar sirikes fear ine
weak opponents and compels strong opponenis o seek vou
out for personal combar. By playing on your enemies' ego,
you can manipulae vour foes

You cun use thisability a number of imes per day equal 1o
1/2 your class level + your Charisma benus (minimum once
per dayl As vou gain levels, you gain a number of oprions
thar you can use in conjunction with chis ability.

Even if you and your foes lack a shared language, you can
still effectively communicate through body language, rone,
and certain oaths and challenges you learn from a variery of
different tongues.

Fighting Challenge [Exl: As a swilt action, you can issue a
challenge againsra single opponent. The rarget of this ability
must have an Intelligence of § or higher, have a language of
some sort, and have a CR greater than or equal to your char-
acter level minus 2. 1f it does not meet these requirements,
n use of this ability is expended without effect

[l the marget does meet the conditions given above, you
gain g +1 morale bonus on Will saves and a +1 morale bonus
on attack rolls and damage rolls against the mrget of this
ability, You fight with renewed vigor and energy by placing
your honor and reputation on the line. If your chosen foe
reduces you 1o 0 or fewer hir poines, you lose two uses of your
knaght's challenge ability tor the day because of the blow to
your ego and confidence fram this defear.

The effect of o fighting challenge lasts for a number of
rotnds equal to 5+ your Charisma bonus (if any!

[f you are capable of issuing a knight's challenge more
than once per day, you can use this ability more thanonce
in asingle encounter. 1 your fiest chosen foe is defeated
ot flees the areq, you can issue a new challenge to a dif
lerent foe. You cannot switch foes if your original target is
srill active

Ar7th level, the bonus you gain from this ability increases
to+2, Ar 13ch level, ir rises to +3, Av 19th level, ivincreases
1o 44




TasLE T—4: THE KMIGHT Hit Dhe: d12

Base
Attack Fort Ref Wil
Level Bonus Save Save Save
Ist +1 +0 +0 +2
nd +2 +0 +0 r3
3rd +3 +1 +1 +3
dth —4 +1 +1 b
Sih 1'5 J-| +l +4
Gth +61+1 +2 +2 +5
7th s 742 2 42 o5
&th +8{+3 +2 +2 b
Bth +9 /44 +3 +3 b
10th +10/45 +3 -3
11th 11 /+6/+1 3 +3 +7
12th P12{47]+2 —4 P 4
13th +13 /4843 +4 ¥4 8
14th 144814 b4 et +9
Tath F151410/+5 5 5 o]
16th +16/+11{+6f+1 +5 e
17th +17/+12/+7/+2 +5 +5 +10
15th 18413 f+8)+3 +6 +6 +11 —
19th 18 +14/+9+4 +6 +6 +11
20th +20{+15/410/+5 +6 +6 412

Special

Fighting challenge +1, knight's challenge, knight's code
Mounted Combat, shield block +1
Bulbwark of defense

Armaor mastery (medium), test of mettle
Bonus feat, vigilant defender

Shield ally

Fighting challenge +2

Call to battle

Armor mastery (heavy)

Bonus feat

Shield block +2

Daunting challenge
Fighting challenge +3
Improved shield ally
Bonus feat

Bond of lovalty
Impetuous endurance

Fighting challenge +4
Loyal beyond death, shield block +3

Class Skills (2 + |nt modifier per level, x4 at 15t level): Climb, Handle Animal, Intimidate, jump, Knowledge (nobility and

royalty), Ride, Swim

Test of Mettle {Exj: Starting ar 4rh level, you can shour a
challenge o all enemies, calling out for the mightiest among
them 1o face you in combat. Any tarper of this abilivy must
have a language of some sort and an Lncellipence score of &
or higher Creatures thar do not meer these requiremends are
immune 1o the test of mertle. You must have line of sighrand
line of effect 1o the targers of this ability

Asaswiltaction, you can expend one use of your knighr's
challenge ability o cause all yvour enemies within 100 [ee
with a CR grearer than or equal ro your charcier level minus
2 to make Will saves | DC 10+ 1/2 your class level + your Cha
modi her), Crestures that fail this save are forced o omack you
with their mnged or melee nttacks in preference over orher
availuble rargets. 1Fa foe attacks by casting a spell or using
a supernatural abiliey, be must target you with the atrack or
include you in the effect's area,

An opponent compelled toact in this manner is not thrown
into a mindless rage and does not have to move 1o artack you
in melee if doing so would provoke srtacks of opportuniry
against him. In such a case; he can wse ranged attack
vou or attack any oppenents he threatens as normal. 1 anypone
other than you attacks the targer, the eftect of the test of
mettle ends for thar specific target

gILNST

[f you are reduced ro 0 or fewer hit points by an oppo-
nent forced toartack you due to this ability, vou gain one
addivional use of your knight's challenge ability for thar
day, This additional use comes from increased confdence
and the knowledge that you have proved your mertle as a
knight against your enemies by calling out foes even against
overwhelming odds, This additional use disappears if you
have nor used it by the scart of the next day. You can only
gain one additional use of vour knight's challenge ability in
|.|'|'|" Manner |1I:"|' Ij;l.'\

The etfect of & rest of mettle lasis tor o number of rounds

l.'lJIEJ| to 5 + vour Charisma bonus (i any). Whether o creature
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only be mrgeted by this effect ence per day.
Call to Balile (Ex): Starting at 8th level, you become an

inspiring figure on the bartlefield. When all seems lost
you are a beacon of hope who continues to fight on despite
the odds. No cause is yer lost when a knight srill bateles
on its name

BOTI0N, vou Can L‘?‘.'P.-L‘H'.l one use ol vour |".]'.IEJH. L3

As psw
grant an ally another save apainst a fear
effect. The rarger gains a bonus on rhis save equal w your
Charisma bonus (if any). L the rarget succeeds on this save,
he gains the benefit for a successful save against the arrack
or spell This ability reflects vour talent o inspire your allies

in the face of a daunring (oe

challenge ability 1o

For example, Lidda fails her save apainst a lick's fear spel
O his next action, Siv Agrivail uses his call to bardle abiliry
1o prant Lidda another save, [fshe succeeds, she immediarely
shrugs otf the effecr of the fear spell

Daunting Challenge [ Ex): Searting ar 12ch level, you can call
out opponents, steitking fear ino the hearts of your enemies.
In this manner you separate the strong-minded from rhe
wealewilled, allowing you o focus on opponents that are
worthy foes

As g swiftaction, you can expend one use of vour knight's
challenge ability to issue a daunring challenge. This ability
atfectsall crearures within 100 teer of you that have a CR less
than vour ch
hear you, speak or understand a language of some sort, and
have an Inrelligence score of 5 or more. All targets who meet
these condirions must make Will saves (DC 10 + 1/2 your
class level + your Cha modifier) or become shaken.

acter level minos 2. Targers must be able to



Whethet

sucrerd
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| 1 even in the face of powerful
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b t al saving throw against a mand
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ppenent is controlling your actions with a mind-a
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e tewer hit points by an elect thar ortherwise leaves
your body intact, you can expend one use of your knight's
challenge ability to rematn conscious and continue to act for
L more round before dving, You can use this ability even if
vour hit point total is -10 or lower, L your body 1% somehow
des roved before vour next action (such as by .||_-|1||..=:|.|!.
then you cannot act. You can conrinue ro ex pend uses of your
knight's challenge ability to survive from round to round

unti] you run out of uses. 1f you receive healing that leaves
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A knight does not gain s bonus on attack rolls when flank-
ing. You still confer the benefit of o flanking position
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This shield bonus increases to +2 at 11th level and +3 at
20th level.

Bulwark of Defense (Ex): When you rench 3ed level, an
I'."'FIP{'J”L'!H !l!.l'l hl‘_ﬂj ns irs [urn in YOLT 'l'l l'L'i]l{_'I'lL'l.l irea tredrs
all the squares thar vou threaten as difheult terrain. Your
strict vigilance and active defensive maneuvers force vour
opponents to move with care

Armaor Mastery (Ex}: Starting at 4th level, you are able towear
your armor like 2 second skin and ignore the standard speed
reduction forwearing medivm armor. Starting ar 9th level, vou
ignote the speed reduction Imposed by heavy armor as well

Bonus Feat: At 5th level, vou gain g bonus feat chosen lrom
the following list: Animal Athniry, Diehard, Endurance, Creat
Fortitude, lron Will, Quick Draw, Ride-By Artack, Spirited
l['_'|1.|rgr.'['r.]:|1‘1]'.-lr:, o Weapon Focus (lance), You must still meet
any prerequisires for the lear. You guinan addirional bonus
feat from this list ae 10ch level and againar 15ch level

Vigilant Defender (Exk: Starting ar Sth level, you stand
your ground against all enemies, warding the spot where
you make vour stamd (o prevent foes from slipping past and
artacking those you protect. 1 an opponent atrempts to use
the Tumble skill to move through your threatened avea or vour
space without provoking attacks of opportunity, the Tumble
check DC 1o avoid your atacks of opportunity increases by
an amount equal ro your class level.

Shield Ally (Ex): Starting ar ath level, as an immediate
action you can opt to ghsork parr of the damage dealt to an
adjacent ally. Each time thisally rakes damage from n physical
attacl belore your next turn, you can talke hall this damage
on yoursell. The rarger tkes the other halfas normal, You can
only ahsorh damage from physical melee attacks nnd ranged
atracks, such as an incoming arvow or a blow from 2 sword,
not from spells and orher effects,

Improved Shield Ally (Ex}: At 14th level, your abiliny
to ahsorb damage increases. Once per round you can aheoeh
all the damage from a single attack directed against an
adjacent ally. In addition, you continue to absorb half the
damage from other physical attacks on an adjacent ally, i
you so choose. You must decide whether to use this abilite
after the artacker determines that an artack has succeaded
bLl' |:'.'I.' r-l e ]l‘.‘ ’.'l,ll ]‘;- |.| il r1'|.'|.gl'.

Impetuous Endurance (Ex): Starting at 17th level, vour
fighting spirit emables you 1o push your body beyond the
normal limits of endurance. You no longer sutomatically fail

a saving throw on a roll of 1. You might still fail the saove if

your result fails o equal or beat the DC,

PLAYING A KNIGHT

Asa knight, you are driven to prove yout abilities, showcase
the code of chivalry asa Proper way o live, and defend your
allies. You are impetuous and brave, never bucking down from
achallenge When you face a I'E'I.it_‘lﬂ v foe, vour take o moment
to call oura challenge o him, salute his fghting ability, or
list his crimes that vou seel to avenge.

Religion
Knights value order and honer in all things. They worship
lawful gods, though whether their patrons are pood, neutral

or evil depends solely on the knight's preferences. Good
lenights favor Heironeous, while neatral ones follow St
Cuthbert. Evil knights, if they venerate a god, offer pravers
to Hextor. Knighis of Heironeous and Hextor are renowned
for the epic duels they have fought againsr each orher
Oppeosing armies somerimes halt their advance o allow
these sworn enemies to duel 1o the death before the rest of
the bartle is joined.

Other Classes

You respect paladins for their skill in combat and devorion o
acode of conduct, although their path is somewhar diferent
trom your own. You see wizards, sorcerers, clerics, and bards
a5 useful allies who should stay back away from combat; indi-
vidual knights sometimes travel partnered with 2 member of
one of these classes. Most knights consider barbarians to be
crazad lunatics who lack the honor, self-control, and training
to fight in a proper civilized manner, ver a skilled barbarian
can earn o knight's grudging respect through deeds in banle,
You have lirtle regard for rogues, beguilers, or others who rely
on stealth or deceit. In general, you have no feeling one way

or the other toward druids, monks, and rangers. You distrust
the duskblade's mix of melee combat and spellcasting but can
empathize with the dragon shaman's devotion to his totem
dragon, though you might be wary of particular shamans
(those devoted 1o chaotic dragons). In general, vou feel protec-
tive {burwith o touch of condescension) toward advenrurers
who cannot handle heavy armor and weapons.

Combat

You serve two basic roles in banle. You excel at dominaring
the field of battle, since your defensive abiliries make it dif-
ficult for opponents to move past you and serile vulnerable
members of your party. You believe that the best way o face
an enemy is o challenpge him o an honorable duel and kill
him fair and square, claiming all the glory for yourself When
faced with mulriple foes, vou can strike fear into some and
goad others into attacking you racher than your allies. You are
the sorcerer’s, wizard's, or bard's best friend. Your command-
ing presence drows attacks to you, while your hit points and
heavy armor make you ideally suited to absorh blows, While
you are engaging foes in combat, your allies can nse their
spells and special abilitles without interference.

Advancement

When looking at feats to select as you gain levels. you have
two basic pachs, You can focus on vour fighting skill, or
you can attempt to expand your capabilities to serve as the
partv's spokesman. The former option is best when you are
the group's primary combar specialist. If the party includes
o barbarian, paledin, hghrer, ranger, or duskblade, vou can
uHord to dabble in feats that improve your Charisma-based
skills. Although Diplomacy is not a class skill for you, the
5kill Focus fear combined with your superior Charismo and
it few cross-closs renks makes you a serviceable emissary,
When it comes to combat teats, look 1o ones that improve
vour ability to deal damage. Your class teatures already
enhance your defense, making feats such as Power Artack,




Weapon Focus, and so forth excellent options to boost your
olfense. Alternatively, you could focus on erippling your
foe's ability to deal damage, Combat Expertise combined
with Improved Dsarm and Improved Trip form a porent
combo, When you lure a foe into attacking you, vou can pluck
his weapon from his hand or knock him to the ground. In
either case, vour opponent is neutralized os a threat 1o you
or your allies.

Improved [nitiative is a eritically imporrant feat, since i
allows you to et first, move Forward, and defend your allies.
The sooner you find a place at the front line, the longer you
can hold back the monsters.

STARTING PACKAGES
Package 1: The Cavalier
Humar Kmght
Abulity Seores: St 15, Dex 12, Con 13, Int 10, Wis 8, Cha 14
Skills: Diplomacy, Knowledge (nobility and rovaliy), Ride.
Fents; Mounred Combar, Skill Focus (Ride).
Weapons: Lance | tda /), longsword (1d8/19-2a), three
jovelins (1da, 30 fe.
Armor: Chain shire (44 AC), heavy wooden shield (+2 AC).
Other Gear: Standard advenrurer's ki, 11 gp.

Package 2: The Defender
Dhwir | Kniglhi
Ability Seoves: Str 18, Dex 12, Con 15, Int 10, Wis 8, Cha 12,
Skills: Diplomacy, Ride.
Feal: Shield S]ﬂﬁci:l[lz.ul ion (heavy),
Weapons: Dwarven waraxe (1d10/%3), warhammer (1d8/<3),
5 javelins (1ds, 30 fr)
Armior: Scale mail (+4 AC), heavy sreel shield (+2 AC).
Other Gear: Standard advenrurer's kir, 18 gp.

Package 3: The Destroyer

Half-Owe Knight
Ability Scores: Str 16, Dex 12, Con 13, Lnt 8, Wis 8, Cha 13,
Skill: Lntimidate.
Leal: Power Artaclk
Wieapons: Bartleaxe (1d8/«3), five javelins (1de, 30 (1),
Armor: Scale mail (44 AC), heavy steel shield (12 AC).
Other Genr: Standard adventurer's ki, 50 gp.

KNIGHTS IN THE WORLD

“1Milew frawing a ferighd oo front of me ina fight. He holds e ling
and allows me o work oy spells o peace, Best of all, so long ns
he has his back to me L ean't heer oo peadiling on about hanor,
strength, and chivalry”

—Vaarlis Runespeaker. mage-initare of Wee Jas

The concept of the knight, or cavalier, or chevalier has arisen
in many culreres thar used mounted warriors in their armies.
Typically, knights were members of the rich, land-owning
'q,l'P"F‘\'[ L]d";\b 'I.\"hU |:I'_||.|||:| .|“-1|r-|E [ (%) I_'l“".' :l]—al.-] maineain hl.':‘l'\."\r'
armor and a horse, Such individuals served an elite role in
the military not only for their hghting talenes and ability w
tide over and smash through infontry who lacked polearms
bur also for their social standing, For the historical knigh,

hisstatus as a rich landowner was the basis of his superiotity
to others. Legend transformed the concepr of the knight to
focus on one who sets forth searching for deeds thar will win
him glory, drawing on his code of conducr and charismaric
persanality to defeat his enemies. Since a character who
owns land and sits on a fortune in gold makes for a poor
adventurerin a traditional D& D game, the knight character
class focuses on the concept of a heavily armored meles
combatant who hghts according to a stricr code of conduct.
Fidelity to that code grants the knight che confidence and
fghring spirit to excel on the battlefield and hence the glary
he or she seeks.

Daily Life

A lenight adventures to prove her skill ar arms, o advance
the canse of whatever lord she might serve, and 1o further
her ownaims. She rides forth from her lord's castle to right
wrongs, quest in her lord's name, and prove hersell worthy
of knighthood, By actively seeking fame, glory, and acclaim,
the knight brings praise and respect to the code of honor
that she fghts under

Some knights are lone wanderers with neither castle nor
king. A bloody war might leave a knight without a master.
Homeless and with lirtle more than her armor and weapons,
this knight adventures to further the couse she srill holds
dear, She could work to bring down the enemies who defeated
her lord or attempt to do as much good across the land as
possible, winning glory all the while, She might seek for a
new cause worthy of her devotion. The knight's order might
tall, but the concepts of honor and chivalry endure so long
ag one knight halds them dear,

©ther knights are similar to paladins in that they place
their faith in a cause, though for a knight this cause is
rooted in the world rather than a divine power. A knight
might fight against oppression and brutality in all ies forms,
such as when a dwarf kknight ventures into the underground
with his companions on a crusade to defeat drow, duergar,
and other horrors before they can threaten the surface,
Such a knight doesn't need a lord or an order. All he needs
is a sharp sword, o stour shield, and an indamitable belief
in his cause.

The knight of the D&D game is 2 wanderer who hunts
down the red dragon thar has despoiled the countryside, or
the hero who mans the walls and rallies the rown guard when
a horde of ores appears on the horizon. The knight fighes for
a cause, and it marters not whether that cause is upholding
the crown or 1 ceaseless desire o b ng justice and |mp-:' o
the land,

Motables

Knighrs gain notoriery for their deeds, whether triumphs in
combat or selfless acts of grear honor. Many an adventurer
grew up on stories such as tharof Archibold the Imperuous,
who afrer the defear of his liege's srmy stood alone 10 block
arrowe bridpe while his allies withdrew to safery.
The bards claim thar #ir Archibeld slew more than a hundred
hobgoblins before he finally fell, by which rime his allies had
reached the saferv of 4 nearby fortress
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NPC Reactions

Individuals react 10 knights based on their previous {ntera

tions with other members of the class. A heroic knight meets

stony =I!: noe .|I':|] "I'-"!"'Il 100 1M a | =i'-|| & EI*"l' Vil KN 1]
oppress the poor. By the same token, a villainous knight
finds that folk who assume knights are chivalrous, fair,
and honorable are guic k 1o trust her and willing 1o belleve
the best about her, Such trust mi!.:l!ul fideed bring out the
Best 10 her, or it might lead swiftly oo disaster, depending
on the knight

A knlght who has retired from adventuring typleally
acquires some position of suthority, with commensurate

political power, whether as general, king's champion, or rules

of some city or ourpost. People's opinions of knighrs are thu
in general

often the same as their views of authority

KNIGHT LORE
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KNIGHTS IN THE GAME

DECIUSE O

b NS ]'-!_1..'1' in "'.!I 'L'-n-il!.i nsIory, knig

fir well in gn with 3 medieval setting

can be available to characters of almost any race or orig
or vou can tie the class o a specific kingdom or group of
cultures in your campaign world. Either way, the knight
provides an exciting option for players interested in 8 melee
oriented charncter capable of holding a line of combar and
really provecting hee allies, as well as challenging monsters

in ‘-J]ij!]l.' i l.‘]l'lll.ll..
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EL 7: Lady Sorrs adheres 1o the code ol knighthood for one
reason: it seems the fastest way 1o gain power in a world where
thise of common ]‘!111:‘| lzck opportunity She could make a
lem |'l||r.:' Y .:’I |‘-' ar I'\-|.:".|.1|'||. InaEonst 1'\-'| any ..'..i\. entur |||:i
group, perhaps first appearing as an ally in one adventure and
then apain later in anothe
she Is likely to be found serving as the personal bodyguarnd

as an antagonist, In the latrer case,

of i powerful evil spellcaste
LADY SORRA CR7
Fermale hurman knight 7
LE Medium humanoid
Init +5; Senses Listen <0
Languages Common

Spot -0

AC 21, touch 12, flat-footed 20
hp 65 (7 HD)

Fort +7. Ref-4_ Wil -8

Speed 30 fi. (6 sguares)

PSR +

shield block™ +

+ 1 heawy thield, + 1 longtusord

v of protection =1

K
A nget winid !--*l."- the dénents of her
KX ability. As a result, she cannor use class

fearures that require her to expend uses of the knight's
challenge ability, such as hghting challenge

and call 1o bartle. She no longer takes penalties for vielaring

test of mettle

her code of conduct.
A knight can regain her statis by returning o a lowlul

alignment



£
he cholce of ' class delinearedSame of the most
important #specis ol a D&D characier. Withaclass
comes a specific role in the parng baseline mechani-
cal artribures such a5 base attack-and base save
bonuses, and a host of special abilities that define
the character. To complement the eleven standand
classes presented in the Farer's Handbeook, supplements such

a< the Complele series have introduced 2ddfiions] classes. This

in eighteen clacses that

chapter provides advite and insight
tir well within mos D& D games and presentsa st of opriont

wnce characters of thar class

- - i 1 |
Each class presentation in this chaprer mcludes sample

charscter themes that help define 2 ch t
personality. These are not inrended s<an evhaostive catalog
and you are nit requited 10 adopt any of them  Each class
entry also includes sugpested backgroundeand

personality archetypés; sée Chapter 5 formore information
on these elemenn

I addirion to this woleplaving sdvice. cach presenration
offers one or more alternative elass fearires and 3 serofalierns
Five starting packages

Alrernanive class fearures replace class features found in
the original class description. 1f you have slready reached
or passed the level at which vou can take the feature, you
car use the rerralning option tescribed on poge 192 toogain
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an fliernativecluss fedture in ;‘-E_h'u of the mormal festure
guitied ar thar [Mel
The formag I8t alternarive closs features is summa-

rized below

ALTERNATIVE CLASS
FEATURE NAME
A penera] description of the ability and why vou might
want t'consider i
Level You ca
et this level (unless you s using the retraining option
described in Chapter 8
Replaces: This line tdentifies rthe shility char you

n =elect the alternative class fearure only

OML ¥ILdVYHD

must agriboe o gain the abemarive class fearure
Benetit: This cecoon describes the mechamical
efiects ol the new abilne

NEW STARTING PACKAGES

The tinal section of each of the presentations in
this chaptet is a set of three new sarting packages
for each class, each one desizned fora characier
that fills 4 particular mle in the sdventuring
party. For details about how to use these smrting
packapes (and to modify them, if you desive), se
page's
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BARBARIAN

Al stand in awe at the berserker fury you tap at will, enhan

ing your strength and toughness at the expense of regson,
But whart do cultured people know of the frozen wasies o
hellish jungles that forged your earliest experiences? The
cruel vicissitudes of growing up “savage" were normal o
Yol I'!.l|{'r|'ll."|'| WOAT I.:||‘L|.I:'|' l"'j'l..,” |'||.':" WwWas |ﬁ5h| a1 a hl':l] ||.|.'|"[ e
day, and vour vounger sister died of disease in the howling
darlk late one night, how could vou know thar in other places,
they might not have had to die? These and other experi-
ences marked you, and vou stand apart

from those born into the comlorts

of civilization.

Suggested Baclgrounds{choose
one): Gladiaror, Mariner,
Tribal Origin,

Suggrested Personalily Av
chetypes (choose one):
Clhallenger, Explorer,
Mercenary, Orphan,
Renepade, Savage,
Seeker, Simple Soul,
Wanderer,

CHARACTER
THEMES
One or both of the
following characrer
themes could apply
{o VoL

Fearless: You are
made of stern stuff.
You're not foolish,
bt you're not afraid
to test vour mettle
and resourcefulness
against any foe, If vou
are told a foe is beyvond
your ability to defear,
you need more evidence
than merely the claim, You
do not boast, but make bold
statements that echo your sxpe-
riences and resolve

Once vou are actually embroiled in a Kok ¢

A battle cry is a vell intended to rally your

allies while purting fear into the hearts of enemics. See the
Barbarian Battlecries sidebar and create a few of vour own
battlecries milored to your experience

“Fear camnot Hart my anfl”

I broved the deadly glacier’s darieest, coldes! erevasse | fdisease-
rvolted deep jungle] for three days
that frai

“If youe fear to cross swords wilf the foe, pray e a queck death,
for you'll newey fond fulfillment i thas life

"It 15 tn hours such as these that hevoes are born!

“Fear breeds fizar!”

ths trial connol compare witl

Tattooed: Your flesh is scribed with one or more pictures
ot symbaols that signify your connection with the ancient
principles of your barbarian past. One or more of the follow-
ing tarroes adorn your body,

.1I.||.'||.'|I|I.'i|!|: You wear [l'.li‘: .:;ll'lll'lll' [‘.'Illl'lH_'i,J attoo on vour
forehead. You believe that it lends vou alertness in your
dealings, both in combar and in vour perception of the lies
others tell you. Most people are certainly distracted by i

Brar: Across your chest is tattooed a mighty bear, whose
inexhaustible strength 15 your strengeh, and whose capac-
ity 1o keep fighting even when sorely wounded is a quality

YVOU QSO |'|I'l'-F-!"‘-'.‘-.

Butterfly: This stylisti
cally rendered winged
thing is (vou claim) a but-
terfly, and vou rell all who

admire it that i signifies
everlasting life

Circle: This tattooed
open circle (or hoop) is
the universal symbaol of

whaler

g, female power,
and infinitv, 1f you are
temale, vou have this
emblem tartooed on
and all
who see it know thai
vou are an avatar of the
feminine spirit.
Crossed Swords: The
weapons vou choose

vour torehe

to wield say a lot about
you, but they gain great-
er significance when
their re presentations are
fatrooed Upon vour {lesh
Such rartoos are tokens of
good luck, and as long as
they are visible, vou know
that you cannot sulfer last
ing defear.
Demon! By tattooing a de-
monic image on your chest {instead
a bear], vou indicare to others tha

Mg HET you have no love for piery, show no mercy
conflict, vou prefer a quick, urgent barele cry. NAFAUTIAN T

to vour enemies, and don'r care the least bin
for propristy
Dvagon Scales: Your cheeks are mrrooed wirh radian
dragon scales, which indicate the position of authoriry that
was yours prior o your leaving your savage land, or the
chietdom that awaits you when you one day return 1o forge
a mighty barbarian horde
Lightring: Jagged lines scribed down your lower jaw and
neck represent bolts of swift lightning, and vou believe
their presence lends you swittness of pace and possibly
of thought,
Mask: In liew of other facial rattoos, vou've chosen o cover

your face wit ha !:mg!e [ErE00 represenringa fierce animal or



monster, 2 nature spicit, or an ancestor. Your tribal shaman

E

cation of such a p_=:r.l'-.1| and

COmy IH-_'-,"-J,: Yo ?|1J.i !I‘I-. I_:"'

encompassing (and disfiguring!) tattoo would allow you w

ict the spirit world and gain the power«

i
moTe easily con

the sparit or animal represented by sk. Alrernatively

VOu were shun
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vi fSOCiale Wilh [he PoOpie Of Vol DITTin
Insread of snakes spiraiing op your arms, you nave

human-headed nagas' The nagas represent anan by
icate to others who understand the symbal thar you

it your own, civilization be damned

oo snakes

r b I MR PO PN |
dealings with Sirangers the oo ol a RIENFOAIrK SPRGeT IUTKS

4 1 i ; 1 :
with five of irs legs extending up oo the undersides of vour

fngere. To vou (and others familisr with the symbalogy), the

ider represents trickery and even death 1':'.-~1'.-_
ght say treachery instead of trickery. When engaged ir
trickery (or rreachery), it is vour habir to reveal your open
palm to the vierim of your rrck (or double-cross) as the nature
of your action becomes apparent 1o them.

Sin Rays: On the backs of your hands are tattooed the long
tays of the golden sun, Just like you can counton the sun rising
daily, ituuph' can count on you, as this rattoo Eipn:'i-!.ri

Toad: You believe thar this minor tattoo vou wear on one
shoulder |-|1-|}1_-< protect you from witcheralt, evil Hp:'”-‘. and
demonic Influences

BERSERKER STRENGTH
The decision of when to rage is one of the roughest faced by

a barl

arian. Selecting the berserker strength class feature

¢ of rage removes the need for this often complicated

. X
decision 'I'I"i.l-. INg it 'w '.lh an J'.J[.-.'l'-.i[h'.!ll'. SCTIvaled

- = b stoawess and durability, In
» VOUT COmMDal prowess and dUuraminary. i

1 get tougher

Replaces: If you select this class feasture, you do not gain

1 | = - S e
EEE 0T 3Ny A1ET IT'-1i"Z1"‘n'T'|I.".'.:" iy Tt | |-.'" leatune

BARBARIAN BATTLECRIES
Below are a few battle cres you enjoy scresming out 10 miark

1, of into an enemy's face in the midst

hriek like a hig
d for the Blood God
Break the bones, hew the flesh!
Death to the city dwellers!

For the North! |or your tribe name
Scream your last!

Your guts for a garter!

Your skin for a shawll

Youwr skull for a cup!

owl of 2 wildcat

I ¥ 1 .
DONUS on $aves, dimage reducrion 2 and a

Benefit: Whenever your current hit point total is below §
your barbarian level, your berserker strength automarically
icHvates. You gain 2 <4 bonus to your Strength score, 5 +2
¥ penalty to

vour AC. The damage reduction granted by berserker sirengrh

Y 3 .8
SIaCKs Wil any S1mil Kind of damage reduction

o the number of imes per day yout

Pl g ] i b ol

il 1I._n.J:‘.I.-'.'n--.'l...-._l.-:T‘.!'- end YyOuT DerserTeEcT
i T Tl P i " 1

sirengLn _-IZf‘.-.-IJ-!_'.". you aulomatc .|||'. u!-.-.-_:‘ out of i while

sl s, N

. d -
e=s, or fmost likelv) when vou receive heal

points above the threshold

el lor i you would gain the

rom any CL3ss), Vour DEIserker s
.' r v » $ I. por - - . e

he DonUs [0 your Mrength Score 1mproves [o +8
your bonus on saves improves to 43, and you gain damage

yur existing damage reducrion of the

rediuction 3 0T

same kind improves by 3

At 20th level (or if vou would gain the mighty rage class

T"‘ P §.
{eature from any class), your berserker strength instead
improves again. The bonus woyour Strength score improves to
o8, your bonus on saves improves to 44, and you galn domage
reduction 4/ — {or your existing damage reduction of the same
L:Ju.' |.!II1|I|;-'.|"- |'|'.' 41
Any effect that would normally apply only during vour
rage applics whenever your berserker strength is active

STARTING PACKAGES

Package 1: The Destroyer

Half-Crve Barbarian
Abilily Seorés: Str 17, Dex 13, Con 14, Inr 8, Wis 12, Cha &
Skille: Climb, Jump, Swim
Feul: Power Artack

Weapons Greataxe (1d12/%3), five favelins (1dé, 30 I,

DIUrer s Kif, 9 gp

Package 2: The Hunter

e Sir 15, Dex 16, Con 10, Int 10, Wis 13, Cha 8

Package 3: The Whirlwind

Higman Harpsartan
Abmlily Scores: Str 14, Dex 15, Con 13, Int 10, Wis 12, Cha B
Sllle: Climb, Intimidate, Jump, Listen, Swim
Feat: Two-Weapon Fighring, Weapon Focus (Joukri)
Weapony: Two kulkris (1d4/18-20], five faveling (1ds, 30 fr..
Armior: Scale mail (=4 AC)
Cther Gear: Standard adventurer's kit, 4 gp.




BARD

You roam the bright kingdoms and less savory regions of the

world alike, amassing lore, negonating rricky deals, scouring,

Tl
= 14

gambling, spying telaying messages, and relling epic stories.
You work magic with your muosic, influencing the hesrs and
minds of both friends and loes. In the end, the best stories
end up being about you.

Suggested Backgrounds (choose onel: Artisan, Drifrer, Mariner,
Noble Scion,

Suggested Personality Archetypes ehoase onel: Agent, Daredevil,
Explorer, Innocent, Mercenary, Orphan, Rebel, Renepade,
Rovalry, Trickster, Wenderer.

_HARACTER THEMES

Ome or more of the following character themes could spply
to you.

Military Historian: This character theme requires vou
to have at least one ranle in Knowledge (history). Youare a
student of conflict, an expert on the subject of the famous
bartles berween prehistoric tribes, ancient militories and
modern armies berween kings and necromancers

Now and then, you regale yvour friends with snippets ol
these histories. You find ir all so interesting that you know
everyone else would feel the same way, if only they were
exposed to the sagas.

W corld learn something from the Battle of Rakdar, fought

three hundred years ago. When the army of King Yria encoun-
tered an allied aroy of vighl kengs at Ralday, it was wtterly
decimated by the much lavgey force. King Yeia learned the value
af alliances then.”
“The Battle of Ceschmewn sent Len Honsand warriers fo then
:;:TJI'L".E"|'|'|”|H' |'|'|I||!1|1'1'|r|:'lll'-.u'|||rl | v .'|'i||:'||' | n'lli"'I'|||| Direzsm
ordered. Over the veors, hes generals hod faken the momey meant fo
keep remforcements ot the vendy amd nestend bought fine mangaons
for themselves in the comntrysade, Those were laler burned by the
Ceschremn army, whneh advanced unopposed.”

Negotiator: [n some groups, vour diplomatic skills will
exceed those of all vour friends. To be a good negoriator vou
must be fair, bur stern, While the Diplomacy shill provides
the mechanical resolurion ol 2 scene, TMs enjoy hearing the
gist of your negotiating points 45 a preécursor o atlempting
the skill check.

Really, ir's all abour the "spin. With the proper spin, even
a three-day-dead ore can be made to sound enticing. For
example, if you are attempting to explain to a city official
why your group was responsible for so much destruccion in
a recent street altercation, you might say:

“Your honar, consider the devastation talb would have otherues;

been wronght. Consider the braldings unburnt, lnves saved, and

money still safely i coffers precosely because of onractions!

O the other hand. ifyou are trying to trade in an unneeded
mugic weapon forsome other trille that vou or o friend would
pil.'li'r. Iy

“Yourr eyes nmss nothing, madam, bt of conrse yor conldn't lmow
that His blade was once the byhoad degger of the playweright
Ishewan. Tndeed, his honeved words ave a delight do all. And thes
hlade was grasped i that same hand that also takes so ably to the
per. Consiler ifs value now!”

Riddlemaster: You absorh stories, but you collect riddles.
A good riddle is a treasure in ieself, and “a thorough knowl-
edge of riddles keeps the intellect flexible and sharp,” as vou
are fond of saving, Maore chan that, a knowledge of ridd les can
prove useful in negotiations with cerrain enigmatic beasts,
prideful kings, or any foe whose conceir compels it to agree
to test of riddles 1o resolve a dispute

Every bard knows at least a few riddles. Beyond these
bepinning tew, you are constantly on the lookout for more,
whether through research in dusty tomes, or by riddling wich
strangers atd friends, ally or foe, even when there is nothing
ot stake. In this way, vou are able 1o collect ever more riddles
for vour growing repertoire. You are also adroit at creating
vour own riddles.

How To Write A Riddle: Use three rules when writing o
ridile

1) Pick an word or phrase as the answer 1o your viddle

2} Turn the word or phrase over and over in your head,
[ree-associating and making note of any unusual or ofErhe-
wall idea rhat comes o mind

3] Come up with clues abour these ideas you've just
“I.'I'll'l':lrl;"fl.

Put it all eogether, tidy it up, and vou might have just created
a riddle thar will last the ages.

Spy: Evenif vou don't have a commission, vou can play up the
fact that vou might be working under official surhority—after
all, you've (supposedly) done so in the past.

Purchase a leather-bound journal (in game), and keep
copious notes about all your surroundings, exploits, and
the doings of vour acquaintances. At some later point, your
habits could reveal an important clue that was missed earlier,
To prevent anvone else from gleaning the same information,
vou keep this journal in a cipher,

Ciphers: A cipheris a way to record inlormation in such a
way that it is obscured to those without special knowledpe. In
mcet cases, this special knowledge is a key (for simple ciphers)
that provides the necessery insight for rearranging lerrers imo
their proper order or otherwise rendering a message legible.

It vou end up actually scting as a spy for 2 merchant guild,
temple, or other organization, you can pass o note every few
sessions to the DM using a simple cipher—assuming the Db
aids yvou in this endeavor

O of the simplest ciphers replaces each letter of the alphabet
with a different letter thatisa certain number of letrers away.
For instance, if the cipher is "letter +1" (replace each letrer
with the one that follows ivin the alphaber), then the message
"' bn b rgz.” when decrypred, reads “L am a spy.”

Storyteller: Youare a repository ol stories both ancient and
contemporary. From the wealth of stories at your disposal,
the lessons of history and adages of past bards and sages are
at your fingertips, Use this knowledge to vour advantage
when vouwish ro intluence an ally's (or foe's) opinion abow
something, such asa plan of sction or o proposed agreement.
By preceding your point with a reference to a story (real or
made upy, vou lend addinonal weight 1o the point you make
immediately alterward. Most sentient creatures feel the
pressure of precedent of others' past experience on a similar

matter, even it you've invented rhe SI0Cy On the POl Las JIII'Ij_l



on't know vou're making it up). Of course, ir's berter Armior Srudi

Meou actually have a story, ora piece of history told as a stor Wher Gear: Common musics t
mind before vou att pouch, standard advenmmrer's kit
For miple } . r Srwelhs B e i it Tullabey wesm sl pvs beditbiat nom
problem, e | in
" Package 2: The Problem Solver
Fu thing ok 3 Abdst ey Sir 8. Dex 14, Con 10, Int 12. Wis 13 Cha 15
f T ih & DO, TTV e 't niraissn. | it ia :- BEAY Lister Per
Mfcdridar it ly the sa Do, WO t =F :
ol v i boww vee thee | il He pwred hee oo i Lamgied ! n
| ' | by 14 fre i g b ¢ \
" Ly 1 sword ' 1da /19 e i el
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f aiy of the Yellow sl I e DT pouch, star i
hed b Tha | r il s Mg INTan thy r Splli K i ] AT, Mg i

BARDIC KNACLK

Wandering bards learn more mundane skills and less esoteri Package 3: The Vanguard

knowledge on thelr travels, 1f vou select this class fearure Hurman Bawd
you have done a lHrtle bit of everything; maybe vou spent a A bility Seoves: Str 00, Dex 14, Con 13, Int 12, Wis 8, Cha 15,

few months as a wilderness guide, and you also had a cousin Skills: Concenrration, Diplomacy, Escape Artist, Listen,

/f

in an ambassador's retinue who regaled you with tales of Perform, Spot, Tumble

i

I,III'|'||"| NI |||"I|.i.i|]-.'. ¢ Commaon, Draconi

spagag S 4

The bardie knock class fearure makes you more capable of Feads: Combat Expertise, Still Spell
accomplishing stmple tasks with a wide variery of skills. You Weapons: Rapier (1d6/18-20), five javelins (1da, 30 fr.)
don't need to dabble in nonerirical skills {unless you wani wrmar: Studded leather (43 ACH Hght wooden shield (+1
[ I:"n' i |l||\||||'|<'-.| ||.i|l||'|| in théir usel, |-r|.'|.'!1'5: LEEY YOt '-Ll:l I"u': " Mhdtcang "-|"I'|| |-'|'I||-|T|'i
A compo-

potnis 1o focus on 2 small range of crucial skills. Other Gear: Common musical instrument, st

Level: 15t nent pouch, standard a
Replaces: I you select this class fearure, you do not gain kit
bardic knowledge

Benefit: When making any skill check, you can use 1/2

our bard level (rounded Ipliny o [ne

|
the | I { maakar i
¥ w0 e "y ot 1S
t | o
e s =
STARTING PACKALL

Package 1: The Controller
H il i iTi
Ability Seores: St 10, Dex 14, Con 13, 1nt 12, Wis 8, Cha 15
skilli: Rluff, Diplomacy, Disguise, Gather Informa-

tion, Kol |i_‘:-.' locall, Perlorm, Sense Motive

Languapes: Commaon, | |'||'!I' Celestinl

Eeal* Skill Focus { Perlorm

Wieapan e Longsword (1d8/19-20), shorthow wich 20 arrows

(tde/=3, 60 ft.)
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Giver of Blessings: Since you are an PeCiSe IOIMETT D Save O Te-

instrument ol your |J|'|i‘.' s will, you ol new one o Voura ompanons

ten find yourself {along with vour This is the time o whisper per
companions) in dght spaces. In guasively in his or her ear

Consider what Pelor has done for
fa buis aied thad 1 e anded

voit, I vou sy eo monad, 1ol fell vou mare of

ELIC |II IITumsiances, it 15 CUusiom-

yinli—1f 1 throng

ary lor you o bless yoursell
and your companions with
YLHLLT N I'l 5 Ii'l']'ll."'.'. ence 1im

Wi

mediately prior 1o raking

desperate action
Keeping such blessing=

to a minimum number of

f your companions into
Prayerful: You kne
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Missionary: You believe without CUesicen thit athers woulsd md may all

benefit by conversion to the worship ofyour deity. You buve takoes
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eyves be woshed hromi own



Sermonizer: You are familiar with the rials and travails
ot vour ng':f'.' ESPed |,|H'. b your !_;t'ti or oneg L"fhl.* SAINis Or

sther associated entities was forced o undergo a grear rrial

o read "'. 1 hi 'h-" sparinu .-I. LI!'l-j'.'::-'l.l:'-El."I.,-I O VISEDN

You are given to dropping in bits and pieces of this story

PTIOT [0 &X '.‘l'ﬂ.:‘:;’ VOUT paoint Yious b f-c'[:lui 1' Dy ng made

awareof b xample, your companions will see the wisdom

of your w
..,'i'l.: 23 ITEumeEnt
- V& ame i
buat s thee Ovie Humadred Wirsis of F .
wy spufter as Prlor sufferrad o s e als
uf vureil nearts S radl
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Soldier of Divinity: You stand a lintle closer wo the paladin
than other clerics. You disdain blessings and prayers

id healing your compatriots except in the direst

f circumstances. Instead, you select your spells, fears, and
magic items so that your deity's divine grace directly infuses
vour strength at arms and defense. 1 you pray Tor just the
right combination of aid, vour ability to fight yout god's
battles comes ¢lose to equaling any warrior's cambat abiliry,
and in some cases exceeds those capahilities.

Of course, bettng a soldler of your deity doesn't mean thar
you can't be prayerful (see above), though your pleas to your
god take ona much more military context
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In addition, when prepuring spells you can choose w fill
anv or all of vour domain "T""']] glots with either cuve or inflic!

spells (depending on whether you would normally convert
prepared spells to cure or inflict spells) of the sime level

Example: Crucius is a cleric of Heironeous with the Good
and War domains. Ar 15t level, he chooses to spontaneously
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STARTING PACKAGES

Pac L_:gt- 1: The Defender

Mhsar! Clem n
Amiety 5 Dex
Skills: Cor n, K1
Fral: Impe IMilng

heavy wooden shield (-2 Al

Armior: Scale mail (+4 AC
Other Gear: Spell component pouch, standard adventurer’s
kit, wooden holy symbaol, 2 gp

Clais Fealuns: Channels posidve energy; Good and Prote
rion domains
shielid of

Spells Prepared: 1st——comumand, protechon from el

fithy; O—ileteet magic, higlt, resistanee

D Domain spell.

Package 2: The Destroyer
Flall-Owe Clevie of Heironeous
Abtlily Seores: Stv 16, Dex 10, Con 12, Int & Wik 15, Cha 11
Skill: Concentration
Feate: Divine Justice®, Martial Weapon Proficiency
Weapor s | lon Luv..-ti[
Longsword (1d8/19-20), 2 javelins (1ds, 20 fr.}.
. heavy wooden shield (+2 AC)
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sword
Wieapons
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standand sdventurer's

Channels positive energy; Good and War

belily S Dex & Wis 15, Cha 13

Skills: Concenirarion, Diplomacy, Heal

Foats: Combar Casting, Sacred Healing

Weapens Longspear{1d8/:3), light crossbow with 20 bolis
1d8/19-20, B0 1t

Armer: Scale madl (+4 AC

r: Spell component pouch, standard advenrurer’s
y svmbal,
Channels po

O her Gen
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Class Features irive energy; Healing and
Sun domains

Spells Prepared: tst—endure elements”
spnclunry; O—delect magie, detect poison, Light

[: Domain spell
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DRUID

Your secret instruction occurred in caves and foress sacred
e lite: You learned clandestine verses, the names of stars
4 !1L{ 1.\||'|5"\-|".‘|]:'$| ions, |h|." l:"l."l_']l_' I"j ||'|II E2ds50Ns, ';i}i,'l_'L:l;.l 5':'“5\".
formulas for prayers and incantations, rules of divinarion
and magic, and the language of animals, To this day, you
still learn; as a druid, you are a lifelong student of the
natural world,

Why isn'veveryone? After witnessing the fury of a storm
the splendor of the serting sun, and the spirit-cleansing
power of a grove ol gspen trees, only the most stone
hearted would not be moved 1o protect and conserve them,
and what's more, rejoice and cherlsh the slow-growing,
natural elements of the world that form the foundation
of everything else. Without the web of sun, rain, growth,
LII.T.'I‘FL. J:l.l.l |.|.‘|:|['||JJ in nature, |h'§.' '\'.Ill!i[l"‘\l L I\'l]i/..”:l.'“" l."'!-
men, elves, dwarves, ind other ereatures would erumble
lilce dust

Sugpested Backgrounds (choose one): Asceric, Farm Hand,
Tribal Origin

Suggested Persomality Archetypes (fhodse onel: Agent, Crusades

Explorer, Innocent, Martyr, IL"':'|1[|.|||. Propher, Renegade,

Sage, Savage, Wanderer

CHARACTER THEMES

Ome or more of the following character themes could apply
to you

Conservationist: You espouse o philosophy vou like
to call the “conservarion ethic” The conservation erhic
promotes the measured use, allovment, and protecrion of
natursl lands and waters, You employ your ethic as un gid in
vour efforts to sustain the natural world: its forests, lakes,
seas, and all the strange and wondrous creatures that live
within ir.

In order to enpender 2 similar ethic in your companions
.]l.'ll_:l I.|||'|I.'|'5' Eler WORLL T YL ||1.|.|.'i F"llt'“l. [{'ll.'rl:"l'lk_ &8 [0 nature
'I.'r']'ll.'!'l |!':':‘\.'L"]|I'lg. '.'\-'hl.']: |-| I'sl ‘;t'i‘lng o 1 '|.|‘\||| (Al 'l‘.'l':.l;,'l'l YOLL
otherwise desm appropriate:

"Spend o heartbeat and potice eoery waving leal, every Lendril
of misl in the davk woods, and every humping {1sect

“The deer, the wolf, the pak, the fish, and the great birds are aug
feltovs, mind they can by wronged, jus! as you con be wepngea.”

"An unchecked and tntempered appetite wall devour green plains
aned leave beleind only a bavven wasteland "

W lhat soul ean't find peace and spivitual venewal fo the ferlomn
ey of the whippooruall or the argromente of the frogs ararnd o pond
al prighi”

“Whatever hoppens to the wild places, the puve waters, and
e teeming beasts soon happens fo s, An fvisible el connects
all things.

Friend of Animals: Small and velarively defenseless ani
mals have no greater friend than you, While vou lenow that
nature is notmercilul, and that the weak and old are destined
to be food for young, strong predarors, vou also know that
mercy can selectively apply to narure.

To this end you know by sight dozens, if not hundreds, ol
individual small animals such os birds, gophers. and rabbits

You don't bore your humanoid companions with all the

names you've given all the lirtle creatures chat you recognize
unless asked,

You always carry with vou a small bag in which you keep
crumbs, old bones, jerky, grain, thistle, or other trears that
animals enjoy, and leave them as small offerings when
convenisnt,

“See el one? Huwles ravely e o long as Shrieker. He's o dough
il it

“Somelimes my friends find me around the campfe ol mght
aridd lell me shires of their day,

Hunter: You are displeased when those who should lenow
better exploit nature. But you tetain a burning hatred for
1E||.l\.""'\-I:' lji!]]l.'_" |5|..'.1 are naturé s pane |‘"r' virtue l.ll-| |1|.'|r mere
exisrence; vou hare thar which is unnatural, including sber
rarioms (such as beholders and carrion crawlersi and undead
isuch ae zombies and vampires),

From time o time, you lead raids against such creatures,
especinlly when they encroach on narural wonders and lands
that you revere, Even while such eremures are still conrained,
It 15 ]'h,"'tl'f {{}] l."\'('i"\-".' r]ll."|.r'| |.'|i.'|.-|::l'|'l.' l]lf"r' Can cause l]:l'll.'l.dj-_'l.' [
the natural world, rather than wait for the damage 1o happen
as ir inevitably will

Undead in particular have no connection to nature—
they exist apart from it, 2 mockery of the normal cycles
of life. Narure cries out each moment they are suffered
1o ex151

“Thiose nol of creation deserve no part int”

“This aberration’s body st be displayed as o warning to
the olliers

Judge: You are the guardian of unwrirten ancient laws
[RAL ] EIN l:"l.|. II"'"-' narure. As someons wit |:'| S0 |.] ;{l'll“k‘-'ll."L!._L':l.". vou
believe you have the power to judge rhose who have sinned
apainst the narural order. When you judpe, you can senrence
the malefactor to be excommunicated from sacred groves,
the deep woods, and all other places where nature still
reigns supreme,

To the extent you are able o communicate your judgments
to other druids, wild animals, rreanes, and other crearures of
the wild, your judgments stand. OF course, the easiestway
10 ENSUTEe YOur ‘:I.Jd_‘grrn'l'll: 1% 1o 1.’}CI.' miatiers '||'|1|.'l VOUT
hands aguinst those who have sinned most heinously (such
] lltllll":l\.i. ||.]]L"|Jj-__r|'| [J'H.‘il' mere existence)

In most cases, other druids are '.'.'!J|L1‘~__L'_ to dbide by your
judgments, i vou show through vour actions that vou are
willing to abide by theirs

However, no civilized court of lsw, whether o council of
village elders or a king's tribunal, recognizes the right of
druids and their judgments. Thar's all righr with you—neither
do you recognize their right over sovereign narure

“Primeval fustice s the first avbrter and fmal mohority

“The lapes af man pale before the T of nature”

Philosopher: Nature is red in tooth and claw, regardless

of what the sentimental philosophies of so-called civiliza-
tion might claim. To truly cherish all lite, you embrace the
lact thar bad things and good are all parr of the evolving
environment. When events unfold that seem initially bad or
ruinous, you philosophically atrempe to provide perspective
[0 YOUT COMpanions,
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fearure at later levels, such as the ability 1o wild shape into
an elemenial ar 16th level ).

Benefit: You can shapeshift ar will fnto powerlul animal
or nature-oriented forme, Each rime you use this ability, you
can choose the exact look that your shapeshified form takes
Dirwids pick animals from the terrain and climare they're mos
familiarwith. For example, a druid from a jungle might adopt
the form of s black panther when in predator form, while one

from the 1aiga might shapeshift into a white wolf. The rwo
forms loak different, but functionally they're identical, This
is 4 supernatural abilivy

[t requires only a swilt action to shapeshife. 1L you are
capahle of taking more than one form, you can shapeshift
directly berween two forms without returning ro your normal
form. There's no limit to the number of times per day you
can change forms, nor to the amount of time you can spend
in 4 shapeshifted form,

You retain your normal Hir Dice, hir points, base attack
bonus, base saving throw bonuses, and skill ranks repardless
of vour form, You also verain your normal abiliry scores,
thougl esch form grants a bonus to vour Soength scote.

You keep all exrraordinary, supernatural, and spell-like
special attacks and qualities of your normal form, excepr for
those requiring a body part your new form does not have

All your held, carried, or worn gear melds into your new
form and becomes nonfuncrional until you return o your
narmal form. You cannot speak in shapeshifted form, and
your limbs lack che precision required to wield a weapon or
perform tasks requiring fine manipulation. You can't cast
spells or activate magic items while in shapeshifred form,
even if vou have the Natural Spell feat or other ability that
would allow you to cast spells while wild shaped.

Unless atherwise noted in the descriptions below, vou
rerain your size and space when you adopt 8 new form. You
always retain your rvpe and subrypes, regardless of the narure
of the lorm assumed. You don't galn any special attacks or
gqualities while shapeshilied except as described below,

When vou shapeshilt into a form other than your own,
you gain narural weapons (ind reach with those weapons)
as dl.\".L:jl'l'l‘!I l:‘.‘ll"’ulll. [J'l.l""\:!'.' |.'|.“|.||,_:i| '.\.'l.'.l'l"l."]'l_q g.'ll..'.'l AT I'|'||'|||T'..\.:|_"
ment bonus on artack rolls and damage ralls equal w174
your druid level, and ar 4th level and higher they ate tregred
as magic weapons for the purpose of overcoming damage
teduction. The damuge dice given are for Medium druids;
rger druids should adjust those values according
to the table on page 28 of the Dungeon Master's Guide

If knocked unconscious or slain in shapeshifted form, vou

smallerorl

revert 1o your Lll'lE:]"...lJ lorm,

Predator Form: This form, rraditionally that of a woll|
panther, or other predutory mammal, is the first one a shape
shifting druid learns,

While in predator form, vou gain o primary bite arack
that deals tdé points of damage. You hove the reach of a long
creature of your size (5 feet for Small or Medium). You gaina
++ enhoncement bonus to Strength, and your natural armor
bonus fmproves by 4. Your base land spéed becomes 50 feet

Arath level, you gain Mobility os a bonus feat whensver vou
are in predator form (even if vou don't meet the prevequisites)

Aerial Form: At 5th level, vou can shapeshift into a flying
creature. Traditionally resembling o eagle, vulture, or bat,
the aerial form enables st rravel and the abiliy to soar out
of harm'’s way.

While in aerial form, you gain a primary talon atrack thar
deals 1dé points of damage. You have the reach of a long crea-
rure of your size (§ feet for Small or Medium}, You gaina +2
enhancement bonus to Strength and 1 +2 enhancement bonus
on Reflex saves, and your natural armor bonus improves by
2. You gain o fly -'.prr.'t| of 40 feer g,|1f|-.| maneuverability).

At 7th level, you gain Flylw Arracl as o bonus fear whenever
yvou are in aerial form

Feroeious Slayer Form: At 8th level, vou can shapeshift inro
4 large and fierce predatory form, such as a dger, brown bear,
or dive wallL

While in lerocious slayer form, vou pain a primary bite arrack
thut deals 1d8 points of damage and rwo secondary elaw artacks
that each deal 1dé points of dimage. Your size increases by one
category (o a maximuom of Colossal), and vou have the reach of
a long creature of your size (5 feet for Medivm or Large). You
guin a +8 enhancement bonus to Strength and 2 +4 enhance-
mient bonus on Fortitude saves, and your narral armor bonus
improves by 8 Your base land speed changes to 40 feet

At 10th level, you pain Ilmproved Critical (bire} and
Improved Critical (claw) as bonus fears whenever you are in
ferocious slaver form.

Forest Avenger Form: Ar 12th level, yvou can rake the form of
a massive plantlike erearure, similar 1o a shambling mound
ot a treant, {(Drudds not native to forest tertaing rypically
rename this form o fit their environment

While in forest avenger form, you gain a pair of primary
slam attacks thar dedl 1d8 points of damage each. Your size
increases by one caregory (1o a maximum of Colossal) and
vou have the reach of a 1all creature of vour size (5 feet for
Medium, 10 feet for Laree). You gain a +12 enhancement
bonus to Strength and 1 +4 enhancement bonus on Fortitude
and Will saves, and your natural armor bonus improves by
12 Your base land speed becomes 20 feer.

You gain damage reduction 5/slashing while in forest
avenger form

Al 14th level, yvou gain Improved Overrun as o bonus feat
while in forest svenger lorm (even il you don't meer the

novmal precequisites),

Elemental Fury Form: At t6th level, you can shapeshift ino
a giant form of air, earth, fire, or warer (your choice each rime
you shapeshifi)

While it elemental fury form, you gain 4 pair of primary
m atracks thar deal 2dé poines of damage each. Your size

increases by rwo categories (1o a maximum of Colossal), and
vou have the reach of a tall crearure of your size (10 feet for
Luarge, 15 feet for Huge). You gain a+16 enhancement bonus to
Strength and 1 +4 enhancement bonus on Fortitude, Reflex,
and Will saves, and your nstural armor bonus improves by 16,
You do not gain any new modes of movement in elemental
fury form, nor does your base land speed change

You gain immunity to exers damage from crivical hits while
in elemental form. You also gain immunity toan energy rype
related o the element chosen (air = electricity, earth = acld,



fire = fire, warer = cold). You don't need 1o breathe while in Shille: Listen, Spot, Survival
elemental fury form Languagrs Commion, Druidic, Elven
At 18th level, you gain Great Cleave as a bonus fesr while Feat: Aleriness
in el form (even if you don’t meer the normal Weapon: Spear {1d8/«3), sling with 20 bullew (1d4, 50 &
Armer: Hide (<3 AC

Oither Cear: Spell component pouch, standard adventurer’s

STARTING PACKAGES e % N

Package 1: The Beastmaster lass Frafume Hawk animal companion

Halfimyg [ i Srells Preoarnd: 1st—oure light wournsds, longstnder: ( 1,
| Scoree Str 8, Dex 14, Con 14, Int 8, Wis 15, Cha 13 mumer wounds, know drection, Light
skl le Animal Ride, Suraval

Languages: Common, Druidic, Halfhing Package 3: The Warden

eat Animal Alhniry Human [h

vy Longspear (1d&/=3), & id3s Al Wis 15, Cl 3
S0 f1 sl Spot. Survival

Armar: Hide (-3 Al Lang:

Wher Gear: Spell component pouch. standard adventurer’s Frals 2, Spell Focus {conjuration

kit. 2 gp, E sp W 1d6/18-20), sling with 20 bullets (1d4
la Riding dx )¢ animal companion g0 £
S cure light wounds, speak with ammals Armor Leather (+2 AC), light wooden shield (+1 AC)
O—qur (2}, detert magic CHher Gear: Spell component pouch, standard adventurer’s

kit, L gp, 8 sp
Package 2: The Feral Beast Cliss Feature: WolFanimal compenion
EIf Drund Spells I'--'Il'-lla'n-I tst—cure light wounds, entuongle; 0—ciure
Ability Seores Ser 13, Dex 14, Con 12, Int B, Wis 15, Cha 10 rremor woninds, idetect magie, flare
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ANIMAL COMPANIONS

The list below is 8 compilation of all terrestrial animals eligible to If the campaign takes place wholly or partly in an aguatic envi-
be chosen as animal companions, organized by minimum druid  ronment, consull Stormuwreck for a list of additional appropriate
level required. Apply the parenthetical adjustment to the druid’s animal companions

evel for purposes of delermining the companion’s characteris

s and special abdites

1=t Level dth Level (-3) Tth Level (-6) M ppopotamus Indricothere’
Ape Ape, din Horse, dire™ Mammath, woolly™
Mastodon®
Masiodon, grizzly™
‘.*ri.:!‘-r--ujr'

:."n.?t" ZINOSTLS

. i
AEDe R

nkylosaurus, Cave"

Rhinoceros, dire™
Tiger, dire

Triceratops

MW, ey
|ackal, dire

Y d 5 Acsenory
Leopard

W tLalrsixcs

Lizard, monttor Tiger & Eguipment
Walf, dire
Walvenne, dire
[Nonraptoran druids o
Weasel dire anly F At i1
- i ] " g ¥ A IELLIWY ¥
Swindlespitier Waolverine Lizard, giant banded Weru

Vulture {Nonhalfling druids only  10th Level (-9) st inc npantens
Wilf (Raptoran druids only  Allosaurus 16th Level [-15) FW h' ;1 I'I' .|.-I-. Wil
iHalfling druids anly Bear, polar Bear, dire polar £ Sz inmm
Bloodstriker™! Elephant, dire"
Glyptodon' Hippopotamus, dire’
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FAVORED SOUL

You wrea free agent of your deity, unfiettered by the stricrures
of s elesical hierarchy, You wander from place 1o place, wiseld-
]1'!|E WOLLT |'|l. WWEL D .|I.JL'.| nced |H" CALSeS you ':l.t_"L:TI'I L ||'rh‘.' T rh".:
If'_-'!’.""; |’[- WL gl.'lI.J. o1 L'E'I'l‘ YOI L ||I|i 154 10 JllL'.Ir Cl |.|‘-.||‘i1_' Jgﬂl'l"'\.l
that which offends your deity, requiring a lifelong commi-
ment and unswerving purpose. While the cleric comes o his

power through study and discipline, you are the recipient of

a grear gift—or, 25 some perceive it a terrible curse. How you
wield rhe divine power [ ning in your heart is L 1o you
This cliss appears in che Conplele Divine supplement
Suguesled Buckarownds {choose onel: Ascetic, Drifter, Noble
Scion
Suggested Personality Archelypes {choose onel: Companion, Cru-
sader, Innocent, Mattyr, Propher, Seeker, Wanderer

_HARACTER THEMES
Ome or more of the [ollowing character themes could apply
[0 you

Mystic: You aspire o the
divine in every aspect of
vour life. The difficulties
and dangers around you are
only temporary; you keep
your eyes bhrmly fixed on
matters of the spirit, which
are all thar truly marter. You
hive linle insevestin wealch,

Fame, or crearure comlorts,
since these things are tran-
sitory too. Instead, you seek
enlightenment, understand-
ing, and spiricus| prowth

Somne mighrsee vou as obliv-
LoUS OF :-':E.':”I.?“H!.. |"|||| |E|I."|'|.' 4l
unfair characrerizations. You
I';i|'|'|.|'|!'n' h..l"-'t‘ |.!'H' ..It'l'll”'!r' KN] |I_'|I:,'l]'i
past fear, pain, and suffering
to the eternal rewnrds that will
surely follow. You possess moral
and physical courape (n shundance,
because you do not fear death or in )
fury. You don't go our of your way 1o G
get hurr or killed, of course, but there
iﬁ];L"'Fh'l::lt in t-{":lrll'lgihll'l'l I||'I|I_'.,|[1'| '.'r'|.'|l_'|'|
you kenow that your spieit will survive.

While your comrades might nocalways ap-
preciate your detachment From matters of the
physical world, you are compassionare (ot care
[ul, at least, if you are evil) and fearless. Nothing §ars
discourapes you,

Seek our sdventures for the right reasons—aiding others,
gaining knowledpe, advancing the cause of your deiry. or (iF
vou| are not good) hardening your soul and sccruing power
for the day when vou leave yvour Hleshly existence behmd
Monetary gain for its own sake interests vou linle, but
the growth you experience in taking on any challenging

I'.‘HI‘L‘['IEL‘]'.I. o ——ﬁlll'!1 A5 Ti -.!".':'Ti]'!;-'_:' in ancient (rezsure means

[l‘]l]’ YO \Ei' ol meCessir ||'\r "1F||]r'|'| Your I._'I_,'l]'I'IFI.,'I]':I]l_'ll'lllI L_[Ur_':“q
t-'i.'lr]l'l:““rl..ll!-_";.ll]l

When circumstances permit, contemplate decisions care-
fully. You are not given to hasry action or impetususness, Even
in combat, you remain calm and deliberare. Speak slowly and
thoughtfully; avoid undue excitement. When you encourge
your friends, remind them that very lide in the world around
them has the power @ do them rrue and Listing injury

Courage, [riends; oll this has appened before, and will
happen again.”

“Perernis tlsary! 11 exists anly o the prd "

“Trie strengthi lies wathin,”

‘Dreathi s a docrasty, nething more, Fear if nol"

Prnp]'u:t' The hand of a deiry is upon you, and you are nor
always in control of your words or actions. From time to time
vou give vourself over completely o the will of your deiry,
and say or do things that you had no intention of saying or
doing. Driven by i1nr||||w- you cannot control or understand,

| 1111'_|__'||1| b ¢ :L|‘|.|i1|.-1' of aston-
1‘||-| I'I'I#'\. H N ||-l.._'i MraRs Or ;.l'l.'..'[.l.l |
|.."'1'..|'i'|'H'r'|-'—:1 -'I]ll.]{'l'll‘hdﬁi""n

|.|§1.' ‘.'n'l.ll['['l 1I|-'lr||lJ| |.||.':|.E|'.

} ; When youplay s propheric
Ly character, vou do not surren-
Jf der control af your characeer

.5 to the Dungean Master. How-

¢ ever, vou should ask your DM

to look for the occasional op-

pOTLUNItY [0 communicate

unustia! information through

yourchameter'swords or acticns

When confronting un evil lord

'f.'l T CX 'H!I':Il.li."‘:- :1‘||g;'|.r |'|I‘ |.r11'||'|1r|.|

|I."_g||.].| ||.| rll(‘i! '.'-'I_||'L|"\- ..|“I| .I'r'\'lil.[ &l

fight in the middle of his castle—

but the prophet might suddenly

blaze forth with a ringing condem-

nafion ':1|:-| |'|I.' rl ||'L[IH SeCe '-'l."ll_'lli L"ilnl_"ﬂhl

possibly enumerating erimes you

and the other players had no direct
knowledge of beforehand.

Even if your Dungeon Master

does not provide you with ex cathe-

dhn material for the game session, vou

should listen 1o your intwition. Don't

'\\.'I.'.'ltl':"l Your 'I.II'L,:lr|J‘| ||T!,l.[ I.||._|T'|.| Ik‘ih]nk

J imperuous actions, Take these impulses as
signs that your character Is caught in the grip of

ler deiry, and let the chips [l where they may
fofes ool Work with your Dungeon Master (o create a few

interesting prophecies for the campaipn. The best
prophecies are ones thar can come orue in unexpected ways
“The thivd wmoon dvawswigh; beavare!
Che of you will fall tonight”
W shall Lrinmph, wod yel wie hall fil,”
“I capmot see all that follows from the deeds of ths day”
Scourge of Unbelievers: You are vour deirv's chosen

instrument of venpeance, punishment, and righreous wrath



It falls o you o defend the innocent and harry the inigui
tous, You are driven, never able to rest as long as vour deiry's
enemies remain at large. Since vou have an inclusive view of
who might be considered an enemy of your deity, that means
WO T |'|."|'Ef resl at ..|]J.

Examine your deiry's alignment, description, and dogma
orcredo and create a list of the creatures or people you need
to smire first. Anvbody not on that list is irrelevans
of course, they can be recruited as allies in your ongoing
crusade. When your adventures pityou against foes thar your
deiry has no special distaste for, you chafe for the opportunity
te fmish up and retuen o whar's cruly imporeane bringlng
the wrath of vour deiry down upon his or her enemies,

unless,

You e I'rul.|u¢1'.| ly inspired to seream or snarl imprecations,
letring vour foes know exsctly who you are and exactly why
vou are punishing them

“Pelor's light will seer you, spawn of darlenesst™

“Peloy commands your destruction, infrdel!”

“Natght shall ol you agninst the might of Pelor, demon! L unll
hurl you sereqoving bacl pito the Abyss!”

DEITY'S FAVOR

The favored soul enjovs the fexibility of spomtaneous spelleast
ing, but her limited spell selection can hinder her ahility 1o
provide the healing expected from a divine coster. Choosing
the deity's Fivor class feature means you'll be a bit less potent
Ime I.”'ll!"i!l.. |.'||.“. Elfih You use ||'H.' ‘:P'E'l |‘| '!.-'ulJ'I'L' dl.rl.';.“.i"r' Casl ng 1o
help yvouw and vour allies last longerin o Aght. Favored souls who
choose this oprion should expect @ lotof requests for suppor
spells such as Bless, Inll's stremgth, and prayer, bur remember
that your cure spells gain this beneht as well

Level: 3rd,

Replaces: [fyou select this class feature, you do not gain
the deity's weapon focus or deity's weapon specialization
class features (you still gain proficiency with vour deiry’s
favored weapon).

Benefit: Beginning i 3rd level, whenever you cast a lavored
soul spell, you can choose any one ally affected by that spell
including yoursell) 1o gain temporary hit points equal w three

rimes the spell's level. These emporary hit poines last for up
to 1 minute per level of the spell. 11 the spell would also grant
temporary hit poins, use only the lager value and its duration.
Wyou use thisability on o creature that is still under the effecrof
i previous use, the new temporiy hit poings overlap (do not stack
with] the temporary hirpoines the creature had remaining.
Beginning at 12th level, vou can choose 1o grant these tem-
potary hit poines wany numberof allies affected by the spell

STARTING PACKAGES

Pacleage 1: The Defender
Dhowref Favored Soul of Movadin
Ability Seores: Srr 13, Dex 10, Con 14, Int & Wis 15, Cha 12,
Skills Concentration,
Feat: Shield Specialization® (leavy),
Weapon: Warhammer (1d8/3), fve javelins (1ds, 30 ft.),
Armor: Scale mail (o4 AC), heavy wooden shield (+2 AC),
Cther Gear: Spell component pouch, standard sdventurer's
leit, 31 gp.

Package 2: The Healer
Hallling Favored Soul of Yondalla
Ability Seores: Str12, Dex 12, Con 12, Int 8, Wis 15, Cha 13,
skills: Heal
Eeat: Spontaneous Healer (Complete Divine)
Weapons: Short sword (1d4,/19-20), fve javelins (1d4, 30 )
Armor; Scale mail (+4 AC), heavy wooden shield (+2 AC)
Other Gear: Spell component pouch, standard sdventurer’s
kit, 33 gp.

Package 3: The Vanguard
Human Favored Soud of Kond
Ability Sroves: Str 14, Dex 10, Con 12, Ine 8, Wis 15, Cha 13,
Stalls: Concentration, Diplomacy,
Feats: Combat Casting, Combat Focus®
Whstpons: Greasword (1d12/19-20), five javelins (1de, 30 £,
Armor: Scale mail (+4 AC)
Other Gear: Spell component pouch, standard adventur-
er's Lt

MAKING A PROPHECY

What's the point of being a prophet if you never get anything
right? The trick in creating a prophecy is to bury it in symbols
or metaphors that, after the fact, become perfectly obvicus
The rmore specific you are, the more likely it is that you will get
something wrong.

Don't use names, use titles. |nstead of saying, “King Derath
af Veronia,” say something like, “Verania's lord"—or better yet,
“the Lion of Veronia,” or even “the Lion of the East.”

Don't use dates that occur once; use times of year, seasons,
ar celestial events. So, instead of saying "March 15th of the year
635," say something like “beneath the third moon,” or “when
winter's grip weakens in the fifth year”

Use metaphors instead of clear statements. Don't say “dies,”
ar “is killed;” say “falls into darkness,” “stands belore his fathers,”
ar “goes into the night.”

Add = randorm; unconnected remark, such as “The traitor sees
itall” ar "Mow Lhe door stands apen ta the night.’

Here's an exampie:

When rises the red moon above the North,
The Lion of Veronia ceases his roar,

Three times three are the slain,

Rose petals fall fram the elf maiden’s hands.

These images could mean almost anything. The red moon might
be a specific season or celestial phenomena, or a metaphor for
"war" The Lion of Veronia might be its king or a Veronian-bom
hera, The rose pelals could be flowers strewn on a grave, or
perhaps draps of blood—so was the elf maiden grieving for the
slain, orwas she actually their murderer? It worked for Nostrada-
mus; you can make it work for you




FIGHTER

You are an adventuring opportunist, willing to po whereve
the next fghr leads youw. You'll ke up quests, you'll secep
commissions, and you'll even consider taking on leadership
roles, as long as you can practice your warrior's craft. You
lenow Aghring
exoric martial styles or those who mix spells with swords

nonge know it better. Other combatanes with

obscure what is most :1|1|1:~1'r1m—-l.l.'|'|r|'ﬁ the besi? Who can
put their sword in sn enemy's gurs frse? You, that's who
You are a straight-up, no-nonsense person, and you know
the value of your hard-won, long practiced skills. While you
tale great risks in hopes of receiving an equally big payout,
for you the thrill of combat is ar least as compelling as the
loor ar adventure'’s end.

The alternative class fearures presented here provide
alternatives to the traditional full artack routine. The fighter
who takes one or more of these options seeks the fexibiliry
to alter his tactics based on the sitwation he faces. Against
o foe that has a high AC or damage reduction, rrading less
useful second, third, or lourth seacks for tangible henshrs
represents a significant boon o the fighrer

Supgested Backgrounds (ehopse one): Gladiator, Gurtersnipe
Moble Scion, Soldier,

Suggested Pevsonnlity Archelypes (choase onel: Challenger, Com
panion, Leader, Martyr, Mercenary, Orphan, Rebel, Renegade,
Royalty, Seeker, Simple Soul, Strategist, Theorist

CHARACTER THEMES

One or more of the following character themes conld apply
to you

Comrade in Arms: In @ fght, your best weapons are
your friends. Your skill in arms can get you only so G, bu
'|\'|1hi\1|.| el |||.ﬂ‘|'||,] [0 SCreen .|.1t;.||'1;h: '.'-'ili!{‘ Yo 'JI |r'|I\ I.|.I.|||'|'||

A pation of curing and an ally with whom you can flank o
monster, vour ability 1o win in the lce of any odds would
be greatly diminished. Though you're not ordinarily 4
sentimental person, the bonds of warfare link you with
your compantons, and you consider them brochers and
sisters to o significant degree. You regularly pur yourselfin
harm's way for their zake, and you like to believe they'd do
the same for you

“We can ke then if we worke as o team!”

“1'll charge straight r—you take the lefT Bamk, avd you the nighl
And how about some archery lo distroct them?”

FIGHTER BATTLECRIES
Differentiating between friend and foe is a vital part of any fight
In the heat of the battle visual recognition of friend and foe can
be difficult; a predefined shouted cry or motto can promaote
recognition, as well as unnerve your foes

Warriors, forward!

All together!

Blades and blood!

[[Hame city rame]]!
[[mercenary company narmej)!

Clear the way!
Ta arms!

To battlel

To the end|
To me!

Formally Trained: Unlike many lighrers, you have o
special J"n||gn_'|:'-—'gr'r|llf skill in the eralt comes from formal
training in an academy. Your academy training imparted
to you all the righr-of-way rules in regard o atracks and
defenses, should you ever be called upon o fight in a noble
rournament, 15 opposed (o the desperate battles below the
pround in which you usually find yourself embroiled

You know all the proper terms for swordsmanship, and
lenow that all blades fall inte four major caregories: foils,
|'I,'|I'I;,"‘_'|I k;|brr'-. .II'II.l l\_”'lf_ﬁ“'l”'ii‘; "'u'l']'!l'il.'l'l are I"i.rl'll.‘l' BE= 07
two-handed aflaicsh Your knowledge ol all the specializa-
tions and names of the thousands of blade types is neatly
"nl:\'cll_:']"l;'il-li i I.""\.'FH_'I_'E:||.|.'|' '.\'i‘h ._I.'t_"_a'll'l.l [ (1] |.|1l'" maore L"]""I".H'I:‘
types of blades urlized by swordsmen of distant countries
While this knowledge has lirtle practical applicarion, you

do enjoy showing it off 1o your companions,
“The difference beteeen the bakuto, o wooden training sword,
atnal thie subierilo is aptually very small—fhe suburito is shghtly

hewver."

*The dua is like a saber—Dbul the dao lecks a hand guand, which

somtewhat limits your aplions in o fight”
if it's a sword, it has a tip, a blade, o fuller, and o Tl made up
of tre guayd, grip, and pommel.”

“A fuller? A fuller 15 o rovnded groove on the flaf side of o blade.
Although somehmes called ‘Bload graoves, thefr prrpose is really
fit |I_L!|I.'||."I the blade

“Kukert is actually pronounced khu-khoo-ree!

Practice Malkes Perfect: For vou, daily exercise is more
than something to per yvour blood running—you see it as 2
requirement of your crafr. With fivst light, you're up doing
pushups, stomach crunches, running in place, and then the
all-important swordplay, whether with a comrade or practic-
ing forms on your own. Afterward, you spend time oiling
your equipment ggainst rust and sun, and of course give your
blade a lirtle time with the whetsione. You certainly won't

!%I_" Imares |j||||'| A WeErK '\'."E'I‘.ll!'l” '!.'I_ll.ll' |'||':H ril'i‘. .lnl.l VL !1]'|'E..I;"T
# datly regimen

Self-Taughrt: Youracademy was the streer, and your crafi
iz unpolished but well tested. You don't know and don't care
forall the “jargon” a few who claim to be warriors spout. You
know swords, vou know bows—you know how to use them
whao cares what they're called? The information doesn't help
you in a fight, and it might get vou killed if you worry too
much about the cutting edge versus the thrusting tip and
the rest of that sort of nonsense,

1 ferony sweorddse=that's all T naed."

“I knew a fellow who liked to tallk fancy, just like you. He's

dead now”

ELUSIVE ATTACK

You lenow that the key to winning any fight is not getring hit,
so you trade offensive power for a steadier defense

Level: ath

Replaces: 1f vou select this class feature, you do not gain
the fighter honus feat ar 6th level.

Benehr: At ath level, you master 7 technique of combining
affense and defense, As g lullround action, make one arrack
at your highest base attack bonus. Unril the start of your next




Level: 16th

rattention in 1o
feadlv atrack Asaf ud
nie attack ar vour highest base 2

attack deals double
lo any other artacks vou make |

STt ol vour nexi rurn

STARTING PACKAGES
Package 1: The Archer
EIf Fighter
Ability Seores: Str 18, Dex 15, Con 12, Int
{0, Wis 12, Cha 8,
Skalls: Jump, Spot (cc
Feats: Point Blank Shot, Precise Shot
Weapons: Spear (1d8/«3), dagger (1d4/19-20, 10 fi

ionghow wiith 40 armows (1d8/=3, 100 i)

Armar: Chain shart {4 Al
Wher Gear: Standard sdventurer's ki, 4 gp

V. This bow MPriwves Package 2- The Defender

I gain 2 +2 dodge bonus
o +4at | nd to <& 3t &) ¢ Dauegrf |
Abi T Str 15, Dex 13, Con 1« nt 10, Wis 12
Chs ¢
r UNIET- Skl |
I combat & Feaix: 1

i3 LUk

Lewel: 121th

Replaces: If you select
1ghter bonus fear a1 12th level
Benefit; Ar 12th level, vou learn o hold back some of
your offensive prowess to enable o potent counterattnck. As

LETORWS

v Armior: Scale mail (4 AC), beavy steel shield (<2 AC

lass feature, vou doe not gain

Cther Gear: Standard advenmurer's kit

Package 3: The Destrover
Human Fighter

a full-round action, make one melee atrack at vour highest
Ability Seores: Str 15, Dex 13, Con 14, Int 10, Wis 12,

base attack bonus. At any time before the stare of vour next

ou can use an immediate action 1o make o melee antack Cha B

Skils; Climb, Intimidare, Jump
Frals: Cleave, Power Attack, Weapon Focus ( greatsword ).

our highest base artack bonus) against an enemy that

attacks vou in malee

~4 v . T Wieapons: Greatsword {2da/19-20), shortbow with 20 arrows
‘ol 50 o ] Sl W . L :
OVERPOWERING ATTACK 1de/3. &0
You never waste time wounding vour opponent, instead Arimor: Scale mail (+4 AC
ncentrating on deliv ne solid strike Wi Standard advenrurer's ki, 4 gp

t demon

damn thing sbill hasn't

can i remem-
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d is preer
r: "It's something | want to forget and that you

I"':lt:l-'./l.l Chrcle Scar on Stomoch: "See this? A salamander stuck ¢
ar. You haven't felt P urtil 'r-llj"-".' had a don'l want 1o know about

e with a I|.'|rr||r1;|_| spe




HEXBLADE o
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Besides, it's useful to keep a few tricks up your sleeve: you
never know when a surprise hex might be the anly way 1o
sive vour skin.

You rarely ger worked up over the opposition, because to
vou, its all business, Opres rampaging through the province?
You can fix that, Demons murdering the priests of Pelor?
You'll adjust vour rates and take vour best shor ar stopping
them. You need a record for reliability and success if vou're
paing to make any real money,

Others mighe view you as cold or heartless, bur vou know
that it's wisest to avoid emotional entanglements. You can't
stand it when people startaceing against their selFinterest in
the name of d nebulous "cause,” and vou detest deal-breakers.
When dealing with potential emplovers, look them right in
the eve and state vour terms.

Whalin it for me?"

*I'm not getting paid to do that"

“The drogon wasn't in the contract, If vou seant the dragon tnken
cnre af, you're gotng to e to wp your offer”

“Mothng personnl. I just brsiness”

“Sowends like you have a veal problen. 1's going to cost youn.”

Tormented Champion: Dark powers manipulare you
Peaple vou love get hurt, causes vou support founder and
collupse, and places you visit fall into ruin. You have been
marked for o rortured and reseless existence, and your faze
is to be a harbinger of doom and woe

You swing from morose depression to desperare aces of
blazing anger. Most of the time, you struggle with despon
dency and gleom. Make dark pronouncements and dire
predictions abowr things vou observe, and point ol Maws
in your your allies’ plans.

Sometimes you are moved to rail againstvour fate and lash
out with blind, unreasoning anger at whatever obstacle or

foe frustrares you. You might leap headlong into a throng of

enemies, heedless of your safery. Or you might shake your
fist at the gods and curse them bitrerly.

“The vamprre's been watching us the whole bme. We've doing
exictly what he wants"

"Soome of us aren't getling out of this alive.”

"You'll get halfuway across, the rope will breal, and youll fall
into the river there and be swepl away into some black, narlee
cavern where vou'll die trying to claw your way trough coli,
havd stone.”

“Is thot all you've gol?”

DARK COMPANION

By mixing arcane ‘i‘]_‘.l{'“"_-i with martial talents, the hexblade
blurs the traditional line between fighter and sorcerer
Replacing the familisr—a link to traditional forms of arcane
magic—with a unique fighting companion helps esmablish
the hexblade's difference from the sorcerer.

In combar, a dark companion funcrions like a floating hex
that you can place upon your foes. By weakening the defenses
ol enemies, your dark companion makes your spells and
attacks (and those of your allies) more powertul,

Level: 4th.

Replaces: 1f vou select this class fearure, you do nor gain
a familiar.

Benefit: At 4th level vou can creare an illusory companion
resembling a panther, spun from the darkness of the night.
Dioing so takes 24 howurs and uses up magic materials that cost
100 gp. Once created, your dark companion stands with vou
in bartle. hindering vour enemies' defenses.

Any enemy adjacent to your dark companion takes a -2
penalty on its saves and to its AC. Your companion's '~F—‘L~r-.l
is equal to yours (including all modes of movement you
possess) and it acts during your turn each round. It follows
vour mental commands perfectly—in effect, it is merely an
extension of vour will

Your dark companion has no real subsiance, and thus
can't attack or otherwise affect creatures or objects. It
oceupies o S-foor space. Even though any crearure can
enter a dark companion's 5-foot space without resrricrion,
it must occupy its own space in order to have any effect
on enemies. It is immune to any damage or other effects
thar might harm creatures, though it can be dispelled or
suppressed just like o spell effect. Your dark companion is
treated as a spell whose level is equal to 1/4 vour hexblade
level. I it is dispelled, ivautomarically reforms at vour side
24 hours later.

A dark companion can't ¢reate Hanking situarions, nor
does ir provoke attacks of opportunity from movement,
because enemies automaticallv recognive it as an illusion.
[f it 1s more than 120 feer from vou ar the start of your turn,
ot if you ever lose line of effect to it, it instantly reappears
.!-L‘.i:t-.‘{‘nl (A RVRITH

STARTING PACKAGES

Package 1: The Defender
Gnomte Hexhlode
Alulity Scoves: Str 13, Dex 13, Con 14, [Inr 10, Wis 8, Cha 14,
Skerlls: Bluff. Spelleraft.
Feat: Armor Proficiency (medium).
Weapons: Greatsword [ 1d&8/19-20), short bow with 20 areows
(1d4/3, 60 fr.].
Arnior: Scale mail (+4 AC).
Olher Gear: Standard adventurer's ki, 4 gp.

Package 2: The Destroyer

Humretn Hexblade
Ability Seores: Ser 15, Dex 13, Con 12, ITnt 10, Wis 8, Cha 14,
Skills: Concentration, Intimidate, Spelleraft,
Feal: Power Artacl, Cleave,
Wieapons: Greacaxe (1d12/53), Ave javelins (1ds, 300},
Armor: Chain shirt (+4 AC
Oiher Gear: Standard adventurer’s ki, 10 gp.

Package 3: The Skirmisher
Elf Hextlade
Ability Scoves: Str 18, Dex 15, Con 10, Lnr 10, Wis & Cha 14
Skills: Diplomacy, Knowledge (arcana)
Fuoaf: Hllii_l_'l:'.
";'l;’u‘:1|l-.'-||~.'{;|:||n' d 1o/ warhammet (1d8 /3, ]nng[‘li_:-v.'
with 20 arrows (1d8/%3, 100 1),
Armor: Studded leather (+3 AC).
Other Gear: Standard advenrurer's ke, 14 gy




MARSHAL

War is your true calling, You follow the shrill dng of steel
on steel and the harsh eries of the carrion birds, for it is on
the battlefield that you demonstrate your true worth. When
the specter of war is far away, you take service with a strong
lord, state, or cause, training other warriors and preparing
your warband for the day when battle finally comes w the

land in which vou reside, O, if that does not suit vou, vou

search out combar wheraver it awaits—perhaps vou skirmish
against orc raiders threatening the kingdom's frontier, fight
for a rebellious duke who is trying to chirow off the king's
rule in hiz lands, or rravel gbroad to Far and exoric lands in
cearch of a battle worthy of your talents, When you take up
the hephazard career of an adventurer, you're only passing
the time until something big comes along

This class appears in the Miniatures Handbook supplement

Suggested Backgronnds (choose one): Artisen, Mariner, Noble
Scion, Soldier,

Suggested Personality Archetypes (choose one): Challenger,
Crusader, Leader, Mercenary, Rovalty, Strategist, Theorist,

CHARACTER THEMES

Dine or hoth of the following character themes could apply

1o ol

Black Knight: You are a hero of the lirst rank, 2 bold
H]'ll] irl‘_i_f!'iTli\_E ||:':|L|I'.‘.|' l][- I:T!H.‘.j!—s‘i![ Wi |.JI.I nol want oo ILI:"
recognized Knights enteri |'|g,1|1r lists sometimes cover theln
heraldic devices with sable cloths to keep their identities a
secret; you likewise do not display the emblems vou have
won, and adopt a simple nom de guerre so that no one will
know who vou are

Decide why vou desire anonymity. You could be o noble of
high lirth, EXP tied hnprnd ‘.'l:.lll.r|12'|‘_.-'.'i I'FI'-_:;I!_'I_'I.] in statecraft

TAKING CHARGE AT THE TABLE

If your character is the “leader” of the adventuring party, you've
got a hard but rewarding bit of roleplaying ahead of you. Most
people at the gaming table don't want to be bossed around;
we all get enaugh of that in our real lives, after all. Even i you
think your character would be 2 hard-nosed drill sergeant who
barks orders at everyone around him, yvou'd better nat try that
at the table.

So how do you lead in the game without stepping on every-
one else’s ability to make choices? You need to be a democratic
leader, not an autocratic one. To that end, try these techniques

Ask for ideas Solicit suggestions from the other players, even
if It's something as simple as "Anybody got half an idea of
what this monster can do?" Recognize other characters' areas
of expertise and ask for their help. For example, il the party
is facing a magical phenomenon, make a paint of asking the
player runining the arcane spellcaster what he thinks the party
should do.

Be the chooser of plans: Make a paint of trying other players
suggestions instead of issuing your orders without their input
Don't go with the same player's idea each and every time
everybody at the table should have an opportunity to see their
ideas tested by the party. It's okay to choose your own plan, but
make that the exceptian, nol the rule.

instead of roaming the land as a nameless adventurer, You
adope your guise so that you will be free 1o aid people with
the point of vour sword instead of wasting rime with the
intrigues af the court. You might have a fearsome enemy
that you cannot defear, and so you remain hidden so that
the people around vou will not become the vicrims of vour
adversary, Or perhaps you are actually infamoue, known for
1 terrible defear on a distanr bartlefield. You carry the guilt
of hundreds of lost lives, even though you might nor have
ever had any chance to triumph.

[ your DM agrees, vou are a member of the nobility. Design
YOLIT |!I'|.]‘|-I"."; I:lE'rJllJ.l*. [‘|]5'jg]".|..|. :I]!H.i Mmoo, S0 1]'“” ¥ou can
describe wharyou reveal when vou Anally choose to unmask
your shield.

Since you are trying 1o remain mostly anonymous, you
don't view it #s your role to be the bold and inspiring leader of
VOFUT ]_'\Hrt‘.' I I'l".[l:'.".l;l.\'l ¥ T "-:||i‘|t.|L"I.| |I."i'.lI:" = | D\-]Jlll‘u';.”.-1 Com |'.|I11'
and loyal follower, using vour abilities to help your friends
defear their foes, You do your best to avoid the spotlight and
Bgive I_'I'I_'Ilir Lo YT “l[if""\. 1|.||' VOMUT SUCCESSER.

I vy Tennep strsiel the Last Blowe, Dt the froll was dead on il fect
by then, Mialed's fireball made all the difference.”

“Walpr is ity own rewand.”

"1 wias theve, cevtainly, and I suppose T played o small part. Bul
iy companions deserve the credit for defeating the dragon.”

"Gwe my share to the tenaple of St Cuthbert.”

"Who I am 1s not pmportant. What s imiportant is thal the
wiereteolf fias been slain. Your town should be safe now”

Leader of the Company: A marshal combines personal
charisma, leadership, and tactical seumen like no other char-
acter. You are a born leader, the equal of 4 paladin. Everyone
expects flowery speech from the bard or persuasive words
from the sorcerer. bur the marshal and the paladinare heroes

Encourage initiotive: Look for ways to put decision-making in
the hands of your comrades. For example, if you want the rogue
to scout ahead, don't provide exacting instructions for haw far
ahead you'd like her to be or what she should do if she gets
in trauble. If the party needs information about the lacation
afa villain's lalr, look over to the bard and say, "Devis, you're
in charge of finding out where Talthon is hiding. We'll follow
your lead.”

Be penerous with peaise; Cheer the successes of other players
in character. Your leader should shout out a “Well done!™ ar
"Huzzah!" or "By the gods, you fight like a lion todayl” when
ather charactars do well

Avoid criticizing others: Flere's a place where game leader-
ship takes a sharp turn from real-world leadership. In real life,
i leader needs to let his or her subordinates know if they're
falling short of the mark—preferably without humiliating thern
in public, but that depends on the setting. It's not your job to
make the other people at the table better D&D players or more
thought ful followers, and they'll resent it ifyou try, As a “leader”
in the game, you have 1o be exceedingly careful about eriticizing
ather players. Nobody wants to come to & game to be chewed
out or cut down by a sarcastic remark. An absence of praise
speaks volumes, if you've been generous with your encourage
ment previously




warriors want o follow. You possess sincerity, purpose Skills: Inrimidate, Listen, Spot
F I i

ind vour potent auras allow you ro manif

& Tues Pkt &l LT ¥ . warnammer | ldbs ;i |
Mot or ire you a skill 5 favelins (1ds, 30 It
abs best CI lor the W 3 m +ALCL D leni shiield (2 Al
a 235 hange the ther Standard adventurer’s 6 Ep
hel . r allies o ot | f o
in the fight if thev rake act
For example, if you choose the minor auras over the lop ot Package 2: The Second-Rank Warrior
muasier of aprart Iy, you prov de 2 real incentive for vou LA Marv
Imends ¢ Narye or Move past enemacs (0 Teal b the foe you Ahehity s 8 Cha 15
ranl {5 ny LHSE W IT AUTIAS TOLS WAY,; S b .||
sOmeNing | bealk
Yous teat il v Xrie i} 3TTOA%
2 epla ther pla 15«3
£rs at the table don 1 LisTEn 1o you IT cohort of Ary
5 e I ' f | " Irue 11
Surmund fhe gr I Crinnd simke | That is £

quickest path to victory! Package 3: The Vanguard
“Stand vour ground hive, and let the ores comee to os! We'll cud Huiran Marvhal
them doniem as they climb the rampari! Abiltty Scores: Str 14, Dex 13, Con 12, Int 10, Wis 8, Cha 15
Eellow nre! Now s the Live Lo siralee! skills: Diplomacy, Intimidate, Knowledge (nobility and
) X, |'||'.'..|r'. Sense Morive “'['l-.'l
ADRENALINE BOOST Feals: Bartlefield Inspiration (Mintatures Handbook),
As o marshal, vou make everyone on your ream more effective l|11|'r!111|'|| Iniriative,
at what they do, While the rradirional marshal sccomplishes Wieapons: Langsword (1d8/19-20), five javeling (1ds, 30 fr)
somie of that by improving his allies' mobility, by choosing Armaor: Scale mail (+4 AC), heavy steel shleld (12 AC).

adrenaline boost vou instead o take on some of the cleric's Cither Gear; Standard advenrorer's kit 20 gp,

.
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abiliry to bolster the health of your allies. It's particularly Anra: Motivate Dexterity
elffective in rallving injured comrades, making it a go T
ibility 1o save until things start looking grim

Level: 4th

Replaces: If vou select this class feature, you do not gain

the grant move acrion class leature
Benefir: Sia t 4th level. vou can exbhort r allis
i " £ enerey they dido't think thev ha
r er dav, as 2 standard action 3T ETANE femp

orary hit points overlap

do not stack with) the remporary hit points the creature

had remaining

STARTING PACKAGES
Package 1: The Defender
Duwiarl Morihal

Ability Scores: Str 14, Dex 13, Con 14, [nt 8, Wis 10, Cha 13 Norrin, Pratecror of the Cromea
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MONK

You were inteoduced to marrial rechnigues ina distant,
hard-to-reach monastery, You firse learned the vighteen basic
empty-hand techniques. You learned the "heart-mind-fst”
kata, yvou learned how to swing an evebrow-height staff,
and you finally learned how ro delive
the potent cannon punch,
After that, you were ready to
begin actual training in the
truly deadly martial arts,
Years later you emerged,
g champion of your
martial sryle, bur srill
a student seeking con-
rinual improvement and
perfection through mar
tinl discipline. One day
yiou |'I|I'|"l:' 9 poin the

:ﬁl'l'.” Maslers H‘l Vot
Aart, [;I-.'||-||r1;_: VO ||'|l 1)
precisely that you tran
scerd the mortal fealm
altogether and partake
I.'[.:"l'l'l'|'|1l"|'|.|||'.'.-'
::Ilrl.".ll."'ll.':l'-
Artisan,
Ascetic, Cladiator
Sugpested Personndily Archatypes
{choose one: Agent, Challenger,
Companion, Crussder, Lnnocent, Martyr, Orphan,

.":!I!_'_ﬂl'-:'l'.:l

lehoose one)

Prophet, Seeker, Wanderer,

CHARACTER THEMES

One or more of the following character themes could apply
[0 Yol

Enlightened One: You follow a meditarive way of life con
sidered by some a religion, by others a profound philosophy,
and by the uninformed simply  routine. You repard vour
constant search [or enlightenment as a way of life, work, and
an art I!.llr:'l'l

One of the precepes of vour philosophy is “sitring meditarion’
in which you sit quietly once a day, directing your awareness
toward your core and breathing deeply for at least 5 minures

As an “enlightened one,” vou know many parables, called
feaans, that teach wisdom il considered long enough

"An enlightened ome lved o stmple life i a et al the foot of o
mointar, O evening a thief visited the bt ondy to discoper ther
s nothing o stenl. The enlightened ane caughl i and told th
rogie, Youve traveled for to g e, so you shoalid nol leave erply-
baprded. Hieve, have my vobe nsa gift” Confused, the thief nevertheles
toale the robe. Nude, his eyes an the full woon, the enlightened on,
st "Lowashe | eonld hawe groen ham thas beautiful wmoon.' ™

“Anenlightened ore vasited o termimally dliman and asteed, *Shall |
lead you en? The sick san replied, T eame bere alone and | go alone
Wehiat hielp could you be?* The enlightened one aswered, I you thinl;
yorereally come nd go, Hhat i yourdelusion, Lel me dneyon the path
ot wehich theve s wo conming aad o going” These words vevealed th

brue path so clearly thad the sick man sntled and passed on!

History Keeper: Every monastery has its own story of
arigin, describing where it gained irs pacticular style and
whar ancient master popularized the particular specialized
[orm of martial arts taughr there, Every monastery puts in

dclaim as rhe oldest, oralleges to teach rhe
most “pure” form of the mardal arts

You don't fret abour it because you
know vour manastery is actually rhe
oldest and the mosr aurhentic, You
|||'ﬂ' [ Ir‘” .|EH' STOrY I'lr- |'|I}'l.'.' SO

monastery lenrned the secrers of s
current style

“Thie ancrent and legendary
masler Chandharma founded

ir lemple five hundred v

irs

ago, and the manls toak ltim in

[t tharks, Chandhmrma fraamed

the monks in the eviginal, Iru

foremis and Fatas. 1 knowr the very

style that amcient Chandharma
onee taught my forebaors”

“Northern” Stylist:

Your monastery taught o

particular style of marrial

aris referred to as the north-

ern style. This stvle features long

steps, extended postures and

g, kicking,

and dramatic acrobaric flourishes

[he northern style is known for g

wide stances, jumpi

preat variety of artack forms. When
you use any one of these forms, you
call our the artack name ina strong, con
Rdent voice, which steadies you and frightens your enemies
with your poise
“Long Fist!" You use this punch artack to spear past your
[oe's puard when least expected
Timbling Fst"” & tumbling fist is the strike you make alter
yirl've tumbled into the perfect position o strike ar yvour foe
‘Cuivering Balin!™ This famous strike needs no explanation

Even if you're not powerful enough 1o uee the discipline, the

name alone inspires fear in your enemies

“Red Frst!" Whenever you draw hrst bloed, you like o
scream this out, just to unnerve your foe

"Haond Fist!” When you use a flurry of blows, you are using
tl]‘-' lamous I-lll';."'d |-:|"'[. 'l'\'Lull.'rl.' Yk ‘|{"i'|rl I!IIl::u'u’t'I".L‘l‘ll.‘ll'l‘l 'E\,'Ill]rt.l'l'." b1
defenses under a flood of stagpering blows

"Elower Fist!” This disingenuous, fast and deceprive blow is
macde whenever you foe is off guard, whether he is surprised,
flanked, or otherwise not effectively defending himself

"Southeastern” Stylist: Your monastery taug e a particu iy
ctyle of martial art referred to as the southeastern style This
style fearures fists, elbows, shins, feer, and knees 1o srrike m
oppanents, as well as briefly held grapples that seran opponent
up fon i particularly egregious elbow or knee artech, Unlike other
.'l'l.lff'l.ll l||'\r!|"". ||||.' 'u.'-L|||1|':|'-I|'.'r| "'Cr"fll.' Is I"\-]'II"I"i I-'h .|“Y'~|-|-..""i#l'|l'l| [y
incorporate Arness and toughness, which allows a southeasiern

1RY !'.' III'_|||I:'| [l'.': L‘]'.Llllii’.lh & [0 accept pain ||]—J'.| ignore fatipue
E I - £




ina hight % hen vou use a southeastern srvle atrack form, v

track name in confident voice. which

Kt Dhnli

As part ol an g

jump ir'.d OTEOE Y

knee up into vour opponent s stomach, side, o tf low ens

L~
Kao | You spring uj r

Kao T [he simplest knee strike, you stmply bning on
{irectlv into vour foe's stomach, side. or head (if low

sometimes this is a

& nid jerk Dim forward ar o

“Southern” Seylise: Your mor

rMeCikion againsi
tant, the southern

. you call our the

| vou are emulating in a strong, conhdent voice, which

Anum

S-[L'.“EII'\. YOl J!':Il I |_|!j'|.|l;'|'l'\- YOUT encmies \'n."”-h YOaur r‘-; nsec

“Tiger!”™ You emule the tiger to express qualities of fearless
ness und nggression. The nger attacks ina straight line, When
vou charge, you are emulating the nger, the most aggressive
af the five “southern” animals,

“Crane!” You emulate the crane wavoid your enemies’ atti ks
no matter how they come ot you, When fighting defensively,
vou are emulating the crane,

“Leopard!” You emulate the leopard to maximize your agiliry
After all, pound for pound the leopard is one of the stronges:
animals, and also the fastest. When you tumble into postrion
vour opponents, you are emulsting the leopard
 You adopr the fuidiry of snakes 1o betrer close

Sl

with vour opponents and hurr them from positions they are
| fetend dgains When

unready o you grapple an opponent

i SRR £l Ml i M SNAKE

stunning claw

Staffmaster: While vou are

the use of a long quartersiall In

guarterstafl, vou prefer a 7- 1o 8-foorlong, flexible staff that
you refer 1o as your “lowing water smlt” or sometimes your
'.{r_.g.ﬂ' '|'\-.||1-

i L - ' ¥ I < - L

Instead of mnacking with either end, vou usually grasp on
end of the staff and use it to make devastating thrust artacks,
diversionary -.|.|p attiacks, and to deflect the blows of your
foes, letting them slide off your staff like warer

DECISIVE STRIKE

Flurrv of blows can be exc s o ke —just look ar all the

itack s you can make—but in practice it can lead o 2

Hurey of misses stve strike alternative class feature

[UFTS YOur I il combar manenver from a whirl of action
1o a metl al and dewastaring artack

Level: 14

Replaces: If vou select this class fearure, lo not
1 flurrv of blows (or any later improvements to that

2%% learnr

Benefir: As a fullround action, make one artack with

.'.'-”; lessens i 1

and at 9th level

At t1th level, you can make tweo artacks when using this class
feature, though no more rthan one artack can targer a single

cTeature “l."[]h .IT[..'II.'LH' use your h I_E|11l'k1 l'l‘.l'ﬂ' MR |'. |'|-i||'||1\

STARTING PACKAGES

Package 1: The Defender
Hieman Monk
Ability Scoves; Str 13, Dex 15, Con 12, Int 10, Wis 14, Cha 8
Slells; Balnnce, Listen, Sense Motive, Spot, Tumble
Feats: Combat Focus®, Dodge, Stunning Fist
Wrapon: Unarmed strike (1ds), sling with 10 bullers (1d4,
50 t.)
Ao sone
Ciher Giea l\|.II'..[JE'|.|. ;JL{"|'|:'T'|! ITers I\ll "-'I-'!rl-'llu"” '-l.ll:lrl-hl.-.-

| gps 3 sp

Package 2: The Destroyer
Half-Owe Mond

Package 3: The Skirmisher
£l Mow!
Alnlity Scoves: Ser 13, Dex 17, Con 10, Int 10, Wis 14, Cha &
Skills: Hide, Listen, Move Silently, Tumble
Feal: Ability Focus (stunning hist), Stunning Fist
Weapon: Unarmed strike (1da), sling with 10 bullets (1d4,
S0
Armior: None
OMher Gear: Standard adventurer's kit (without sunrods),

| gp 3sp
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PALADIN

You have power over evil, given vou by your glorious, almigha

mtiriehis — fautl
i ! T, L il
{ an venging s
X : s
take ug sword '
He ANOCE
S3CT e
SHEE lased i3 i

One or more of the follow
ing character themes could
apply to you

Bound in Honor: You
falloww o sirder code of honor
Whenever o situation arises
that might touch upon your
code, you voice the partcu-
lar precept of your code, as
il part ol a praver o vour
feity. In ':“'l:l.j': B0, Wi

ithers will

e
sxamp
oin ok
% '
..... ALIEE FETVE
Lanttd JUires no p 1 i
neartieln | that the goodness
E lour £ 2l That 1ke | y
I"' i 111} d i | T
| I wirk [ i
i Sk I L.ll"' pProves [Isell. W hen K1 | ] W, % |
get up. You do not rur 1 contlict if ir can be won, and

COmparrios
vours o win. Fear is something thar only less valorous men
.IluJ wioimen \_'1.1‘--.'.' ol gl o]

Huenility i all things" You are modest regarding vour own
impoartance and always submit o vour defry's will. You kneow

your place, bur your place is imparmne. You are not proud

ST
Pat Lagifs all. You leTstand that it might Lake your
— nErseveTe, ! the ¢ pported naci
- Tp— T ¥ - Detesting ¢ iz

mlag 5 rid is possil ¢ e loval Th i LT

iUCs LE i ence
5 - | u T !-- eisn s T
I Fili ame il You a i!-l:"-" the

ethical and moral standards of vour deity

cting in all wavs as a beacon of truth-
fulness thar others might emulate. Your
character .r||| sense of -'\.I,'!.' r-_'|||:--- upon
How can one be rruch-
ful “ro a fanle™?

Mirey [on

merey. Sometimes even the righ

vour honesty

those that deserve
teous can stray [rom the true path
and thus yvou must occasionally
show Ompassion lowever
mercy for unrepentant evil

doers is tantamount to doing

% il '..I-||.'-|'||

Generosity s the lef
| ur deit When
T n O E

at th r laith has Ihe

hivaley leads

SEALUS, VoL vt fRio a By

You dedicare vour life to the abject of vour affection,

expressing your appreciation from afar through an inrricare

system of colors and ribbons worn an behalf of vour beloved

ind favors done in his or her name. 1t's an elaborate dance



a-game that the plavers freely enjoy without expecration
of commirment,

“For the Lady who has my heart, I dedicate this quest.”

“Leawe thes to me=honor commands that {he final blowr be muimge

Merciless: Do any deserve mercy? No.

Leniency and compassion are words used to describe weak
dealings toward those who have been judged and found want-
ing This doesn't mean thar vou seek o kill all those who, in
vour judgment, are weak and faithless, bur it does mean tha
such creatures do nor deserve your respect.

“There 1s no merey, there s only judgment.”

Moral Philosopher: Moral conduct, morality, and the cor-
rectness of moral thonght are paramount to you; however, you
know that morals vary by culture. Is one moral code better
than another? 1s an ethical code betrer, or as your brothers
and sisters in vour order claim, are ethics a mortal-contrived
sham that hides the true reach of morals? You don't know,
but you wonder,

“An clhical code establishes tradeoffs toward the greater pond,
and werghs all the wegative and positive vesulls of an action, apar
fromr moral absolutes, Thus, decisions are based spon the greatest
gond for the greatest npmber”

Reverent: You begin almost every utternnce with a refes
ence 1o YOour E(,"'IJ

“As the truthof [vour dedty] Lells us

T [your dety] allows

“Ini the namie of [vour dedly], the beneficent, the mereiful .7

Lf you do not begin an utterance with o reference 1o you
deity, you wrap up with one.

cas | your deity] commuands.”
ray | your deity] light and guard me”
that all may kerow the wesdom and mapesty of [ your deity].

Zealous: You are o fervent servant of vour deity, You are dili
gent in your duties, show enthusiasm in performing them on
your deiry’s behalf, and display a powerful interest inanyching
related o your deiry, whether it's support or opposition,

You show vour zeal o your friends and foes in one or more
of the following ways.

Exultant: ¥You are joyful and proud when you think of your
deiry, and are given to rejoicing and rriumphal shours. See
the Paladin Bartlecries sidebar

Diserple: You know the history of vour deity, and those sains
and other people important to your deity, You know the trials
and tribulations of vour deity and/or your deity's saints, and
you reenact those trials in a yearly ceremony. Moreover, you
dress according ro o strict interprecation of any doctrine your
deiry dispenses,

Missionary: You know with your gut that others would be
happier if they worshiped your deity a5 you do. To this end
vou consistently (though not constantly—annovance isn'ta
tool of conversion) exhort friends and scrangers 1o convert.

Tattooed: You've shaved your head and proudly display
a tatroo of your deity's holy symbol across your brow and
naked head

Tract Givers You always carry with you several rracts thar
describe the glories of your deity, and pass these out {or leave
them to be found) wherever you think they'll do the most
good, (To this end, you have an srrangement with a princer, o

at least a letterist,) You are not o vocal missionary, preferring
to work in more subtle ways,

“Consider the benefrts that would be yours of you find grace
wath [your dedy]—surety, confidence, ond comradeship, af the
very least!

CHARGING SMITE

Despite the glorious vision of a shining knight atop a war-
horss charging into combar, the veality in the D& D game is
thatit's far from easy (and somerimes impossible) to bring
o big animal along on your dungeon crawl, To avoid the
drain on time and resources created by a special mount you
might not even be able o use, you can select the charging
smite alternative class fearure insread. You still leap into
the fray, taking the fghr to the enemy, bur you do so ina
manner that berter macches the rypical combar found in
a Dé&D game.

Lewel: 5th

Replaces: If you selece this class fearure, vou do not gain
o special mount,

Benefit: Beginning at 5th level, if you smire evil on a
charge arrack, you deal an extra 2 points of damage per
paladin level to any evil erearure vou hit (in addition to the
normal bonus damage deale by a smire). 1 the charge artack
misses, the smite ability is not considered used. Thisisa
supernatural abilicy.

STARTING PACKAGES
Package 1: The Cavalier
Elf Faladin
Ahlity Scores; Str 13, Dex 12, Con 12, Int 8, Wis 12, Cha 15
Shalls Bide,
Feat: Mounted Combat
Werpons: Longsword {1d8/19
with 20 arrows (1de/%3, 60 fr)
Armor: Scale mail (+4 AC), heavy wooden shield.
Rher Gear: Standard adventurer's kir, wooden holy symbaol,
21 gp.

200, lance (1dB/=3), shorthow

Package 2: The Destroyer
Dharf Paladin
Ability Scoves; Str13, Dex 8, Con 16, Int 10, Wis 12, Cha 13
Skills: Knowledge (nobiliry and rovalry), Sense Mortive,
Feat: Power Attack.
Weapons: Greataxe (1d12/%3), fve javelins (1de. 30 ft.),
Armor: Scale mail (+4 AC)
Other Gear: Seandacd adventurer's kit wooden holy symbel,
34 g,

Package 3: The Vanguard

Human Paladin
Alnlity Scoves: Str 12, Dex 8, Con 14, Int 10, Wis 13, Cha 15
Skolls: Diplomacy, Heal, Sense Motive,
Frats: lmproved Initiative, Shield Specializarion (heavy),
Weapans: Longsword (1d8/19-20), two javelins (1d6, 30 fr.)
Armor: Chain shirt (+4 AC), heavy wooden shield (+2 AC},
Other Gear: Standard adventurer’s kit, wooden holy symbol,

0 gp.




RANGER

Your travel 1o places where few others dare to tread, Relying on
i potent combination of stealth, woodcratt, magic, and hight-
ing skill, you are the master of the wilderness. Where others
see a trackless forest, you see an impenerrable refuge. Where
others see o burning desert, you see a deadly trap for enemies
you lure within W here others see impassable mountains, you
see high roads to new lands. You are the ultimare explorer,
selfreliant and adaprable. No other adventurer comes close
to your independence and sheer versarility

Suggested Backgrownds {choose oner Drifter, Farm Hand,
Mariner, Soldier, Tribal Origin.

Sugpested Personality Avchetypes (choose one): Agent, Explorer,
Orphan, Rebel, Renepade, Savage, Seeker, Wanderer

_HARACTER THEMES

Oine or more of the following character themes could apply
1o you

Bounty Hunter: Unlike other mngers, vou nre equally a
ease in the wilderness or in the citles and towns of human
kind. You hone 1.11||rl.'.lc'-|1n;|r_|'5|!-| and |:1';1c'1n'11,g_ slkills touse them
against other people instead of forese-dwelling monsters, You
mighr be 0 cold-hearted mercenary, un intrepid tracker, or even
an outlaw or hiphwayman who vses woodcratt to get close to
your quarry. For you, the lore of the wilderness is a rool tha
you employ tor your particular ends

Your choice of favored enemy makes you more effecrive at
tracking (and defeating ) particular quarries, so chopse wisely,
It's not wnusual for o bounty hunter to choose his own raceasa
tavored enemy—mnot because vou're a misanthropic killer, bug
stmply because youwant to be especially good at following vil
lains who happen to be of your race through the wilderness

Keep a record of each quarry you stalk over the course ol
your career; and preterably a trophy or souvenir from each
success. Show off your trophies and boast a lirtle about vour
victories when you have the chance. You want word o ge
around about who you ave and what you do, so thar villains
who fiind vou on their trail will be more lileely to panic, slip
up, and make a faral miscake,

“The price 15100 geld—na less, no more.”

“Only ane bounty hasever escaped me—so far | leep o constant
e ond, st o case,”

Driven Avenger: When vou were 1 child, vour town was

burned o the ground by ores, or displacer beasts devoured

vour family, or a drapon hunted yvour rribe 1o extinerion,
Whatever the rragedy, vou have been lefr with an endless
thirst for vengeance against the monster or monsrers tha
ruined your [ife

The monsters responsible for vour loss sre at the 1op of your
list of favored enemies. Your back-story prominently fearures
o tragic loss at the hands, claws, talons; or fangs of these mon-
sters. Create a suitable tale of woe and sutfering, and write 1t
down—you'll tell it over and over again to anyone who asks.

In any sitnation or challenge you contront, look for signs
that vour mortal enemiesare somehow involved. Forexample,
if drow enslaved your village, vou should suspect drow involve-
ment 1n almost any problem you encounter

"Thex

“Oinly dvowe attack with such precision.”

e bebind Hhas, You'll see”

“Ladn't like the wary thal mnikeeper wos watehog s 1 bet he's

secvetly in [eagne wath the dvow, spymng on us for them!
Lhe only good drow 15 a dead drow”

Master of Beasts: You have allies everywhere you go, The
|'l'|'|'||" il |'|I| |_'|ﬂ‘.'|F‘|"'i Are your I.':'ll.‘l'lL-IS. :!['H.l even [l!t' |-||.1'|L esl Crea
tures subfer your presence, While your animal companions
do not help you in battle like the druid's help her, you value
them for more than their ighting skill. Animals give you
senses thar you otherwise would not possess, allow vou o
keepwatch over vast areas without being seen, and can carry
messages over grear distances

Avoid fighring naturally occurring animals if possible.
Instead of killing 2 cave-dwelling brown bear in your path,
see if you can lure it away from its lair or merely frighten it
off. Sometimes you have 1o resort to lethal methods to fight
off dangerous animals, but there is no honor in such a bartle;
vou should help vour companions to avoid encounters of this
sort instead of killing animals that are only acring as their
narure dictates

It's nor unusual for a ranger of this sort to be uncomfort-
able around orher people. Keep your thoughts o yourself,
and don't use two words when one will do, People are cruel
and deceitful, but you can always trust an animal 1o act in
accordance with 1ts nature, When you have to interact with
humanouds, stay short and to the paing, and speak bluntly
When you can, use animal metaphors to make your point

U your ape to catch Direlhans, you menst run ke the deer all day
and Hirough the might. Can you keep up with me?”

“The ogre 15 {ucking its wounds in its den. Now we can funish
the monster”

W haee hes seent nonwe, He weon't get anney.

“I hawe Hee eyes of an engle. No ove will pass by this place unseen”

Wayfinder: You live [or the opportunity to rread new lands
and see things no one has seen before. You measure yourself
againse the raw power of nature by crossing unfordable rivers,
climbing impassable mounaing, and mastering uncrossable
deserts. The lure of treasure and rhe challenge of fearsome

DO ONE JOB, AND DO IT WELI

While rangers have a lat of skill points lo spend, you will find that

it's just not possible to maximize your skill ranks in all the things

that rangers do. Depending on your particular character therme

you might need to prioritize your skill purchases as follows
Beunty Hunter: Craft {traprmaking), Ride, Search, Survival,

Use Rope, Survival is the maost impartant of these for a tracker

Crass-class skills such as Gather [nformation and Intimidate
can be useful, too.

Oriven Avenger: Hide, Listen, Move Silently, Spat

Master of Beasts: Handle Animal, Knowledge (nature], Ride

Wayfinder: Climb, Knowledge (geography), Survival, Swirmn,
Use Rope
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STARTING PACKAGES
Package 1: The Archer
EIf Ranger
Abrlrly Scores; Sir 12, Dex 17, Con 12
[nt 10, Wis 13, Cha &,
skills: Climb, Hide, Listen, Move
Silently, Spor, Survival
Eeat: Point Blank Shor, Track
Weapons Longsword (1d8/19=-20
longhow with 20 arrows (1d8/«3
LU KT
Ao Studded leather (+3 AL

Obhver Gear: Standard ad

IuTer s ki, 19 gp

Packape 2: The Hunter
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=i Hule. K novwleder (nature), Listen, Move
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survival
Feals: Dodpee, Mobility, Track

Wieapon: Longsword (1d8/19-20), short sword (1ds/19-20),

i |.|'-'I'I ns | ||||-_ 30 H
Armor! Chain shirs (+4 Al

i . S50 St NN : -
Other Gear: Standard adventuirer’s kit § g




ROGUE
The world owes you a living

You are the ultimate opportunist, keeping vour eves open
for the next big chance to come your way, Fortune favors the
bold, and while you might not always hght with noteworthy
valor, you certainly have the baldest of aspirations,

You are a trickster; a rapscallion, 2 scoundrel. You don't
fight fair. and if you can help it, you don't fighr arall. Stealth
guile, and daring are your weapons, Why hight when another
act I.'ll- dllrll".!-_"—ﬁklf'l'! 45 un |r11|1lll|!-'-L|'||i‘ L |||:'|'||.'I or a }1[';1({':1
bluff—mighr serve o help you pass an obstacle and deliver
the prize into your hands?

Sugpested Backgrounds (choose ome): Arvisan, Drifter, Gurrer
snipe, Mariner

Suggested Personulity Archetypes ichonse onel: Agenr, Challenger,
Daredevil, Explorer, Mercenary, Orphan, Rebel, Renegade,
Simph' Soul, 51 r.|l¢_|-;i-t1.'[r1r|u|:rr, Wanderer

CHARACTER THEMES
One or more of the following character themes could apply
T0 YO

Braggart: You have a true gift for selFaggrandizementand
letting vour mouth run away from vou, Somerimes this can
lead to trouble, but let's face it: Anyone as clever, quick, and

good-looking as vou should be renowned for her deeds, and
shouldn't knuckle under in the face of so-called authoricy,
If some jumped-up constable or high so-called noble doesn't
like the way you carry yourself, it's his problem, not yours
He probably wishes he had half your charm and style,

Take every opportunity to insult, belittle, and deride your
enemies. Whar berter way to show off your wit and inventive-
ness, while enterraining your friends? Don't ler s combar pass
withour a quip,

“Are you teydng fo el me with your axe or your breath, yvou
malodories fend?”

“Hay, vou dvied-vp old hosk of o whzard! You wanted to live
forever lookmg lilee chat?™

“Where's the evil plan? Come on, you've gol to lrave on ol
plan! Eow can you call yourself a erazed eultist of you don't have
an evil plan?”

Make sure stories teld about your deeds retlect well on you;
il part of the story is a little boring or doesn't cast you in g
good light, there’s no harm in adding some embellishmenr.
There's no conversation thar can't be improved by talking
abour yoursel [ a little—or a lot. You're the most interesting
person around, after all

“Was Lord Gerrat theve whn | stole the Cvagon Egg Ruby fram
wrtder @ demilichs shall? Did he stand next to me when 1 faced
dowm the frost giant jaord weth notling buet Hhes kulerd o that iy
friends could gel away? Then Lovd Gervat can wait @ few hours,
because Ui not leaving this tavern while the music’s shil playmg
and eyeryone 5 dancing”

“Yos, yies, that's oll very interesting, but det's bl abonl me

Above all, maintain your sel
believe in yoursell who will? People exaggerate their rroubles

Feonhdence! 11 vou don't

so you should feel free o whitrle them back ro size
“Ohy, sure 1w gt dragons before! Greal big ones, five-breatinng

of course, bigger e castles! They're not so lowgh."

“They ust enll 1t the Tomb of Horvors to scave off the movens, 1i's
it sham, a put-on! We'll walk mght in and steal every last coppes
from the place, just you wail and see!

Common-Born Hero: You view yourself as a champion
of the people, fighting against injustice and tvranny with
a sly sense of humor, 2 larcenous screak, and an intuitive
grasp of the arr of derring-do. You can't stand 1o ler s bully
go unpunished, and most monsters and villains are nothing
more than particularly big and scary bullies

While vou are cerminly happy 1o profir from your adventures,
you |£\'f [’(:ll' |.|:||.' l_'|||H |r|.||jf.‘ ! l'l\.i H41] Wwecialion |.P|-|:i'|.l'.'L COTTITT |.': 'll.L
Rerurning a stolen rreasure o its rightful owner—especially
an owner who is otherwise impoverished
than simply enriching yourself. Even if it's difficulr to parr
with g hard-won prize, vou trust thar suitable rewards will
follow when you do the right thing. You don't have 1o give
away everything you find, bur you should see to it that your
successtul adventures help as many people as possible

More so than most other characters, you take an interest in
Ih{' COTTITRCT 'r‘l_"l;'lpll_' VoL encounier in your '.T.;lll'l.‘l.‘\'. I"‘;(‘I."l.'l il |'|‘||
of the minor NPCs you encounter, ns well as what they need or
what they want. Ask your DM 1o provide your chacacter with
npportunities to meet and help common folk if these are not
tearure of his game. (DMs will appreciate it if you don't pester
them for derails on every person in the village, though.)

“Madan, why so sad? Heve, take thes gold corm and buy your
famnily o feast!™

1 swtear an the blood of my mother, there will be tustice mi

is more satiskying

this town!"

Skeull: You're an artist, not s common thief You are o bold
and daring warrior, but instead of purting your faith in iron-
mOongery and clumsy r':mt,;.}.-:. YO seek victory in the shadows,
You |'|:i'l.'l.‘ s I’.".ll: |I.' CTY Of rr:ldl’m'.lrl"u E'l"l':'l'l."l.‘—'_H'l,"'l.] L1\1|'|1 wiani o
be seen or heard before you strike, Some might question your
cournge, but none can doubt your effectiveness

Surprise is your biggest asset, so you are 2 maseer of shkills
andl talents thar ler you creep into places where you can rake
your enemy unaware, Seel out opportunines o scout our the
lay of the land and locate potential enemies withour a big,
noisy party of adventurers ar your heels, giving away your
position and waking up every monster in the dungeon. 1f
row can silently take out 2 weak or unsuspecting foe on your
v, great—bur remember, it's your job to avoid giving the

oW
llains a chance 1o strike back. Make sure you can handle

I
vill
anything you start when your allies aren'r ar hand

You are rarely loud or boestful; you know what you can do
and rhat's the only measure thar counts. You find ir easier o
speak little and hear much, keeping your opinions ro vourselF
W hen you do voice an opinion, vou tend 1o be terse and offer
little or no explanacion

I'll take care of the sentries.”

Grve me ten minules to get nto position before the vest of you
storm "

“Five ogres aliead—Uwo sleeping, iree more awale, [don't want
to deave them behind s

Specialist: You are s consummare professional. Master
of a ser of rare and valuable skills, you view adventures as
jobs—nothing more and nothing less. You don't sccompany
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and acrobats {who rely on
Balance, Jump, Climb, and Tumble

In each case, the key 1o success is
vour ability 1o amass a lot of ranks
in key ski
unlikely ro duplicate. Magic can
eventually obviate the usefulness

ls other characrers are

of o swindler, lockpick. or acrobu
thanks to spells such as charm person
or levitate, but rraplinders provide a
capability that is very hard 1o replace.
Lf vou are golng 1o be a -;pu.'LJ:_-lL-.I: con

sider being a traphinder fiest

Keep notes on virtous obstacles vou
encounter, especially the ones you can't per

around or through on vour fiest ey, Someday you're Eowng to

¢ with the right tools{or perhaps a lirtle more training

and deteat #ach ; Every aong
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220K Iernative class [#ature aliows U 0 De sllective
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incomb sirst such cremures by making them vulnerable o

the attacks of her and her allies. I's also vseful agmnst creatures
vulnerable to your sneak artacks, creating interesting tactical
decisions for vou in such hghis

Level: 4th

Replaces: 1f vou select this class feature, you do not gain

uncanny dodge at 4th level. Instead, you gain uncanny
dodge ar 8th level iwhen you would normally gain improved

uncanny dodge

Benefir- Beginning at 4th level, through
careful study you're able ro find exploi
able flaws in any creatures tactics and
defenses. Whenever you hir a rarger

Hae-footed against vour atrack,
or whenever vou hit a target that you
flank. vou can choose o sacribce

your sneak artack damage in

- order to apply a -5 penalty 1o
p that cresture’s AC tor 1 rouwnd
Multiple hits on the same target

don't stack. This extraordinary abiliry

WIS EVEN aganst Creaiunes normnal

Iy immune to extra damage from

sneak atracks, such as undead

STARTING
Package 1: The Archer
Halfling Rogu
Ability Scorre: Str 6, Dex
17, Con 13, Inr 13, Wis 14
Cha 100
Skalls: Climb, Disable
Device, Hide, Listen, Move Si
lently, Open Lock, Search,
spot, Tumble
Lunguages: Common, Gob-
lin, Halfling
Feat: Point Blunk Shot
welmiasher Weapon: Morningstar (1d6/
bow with 20 bolrs {1d&/19-20, 80 ft
Armor: Studded leather (+3 Al
Other Gear: Standard adventurer's kir, thieves' wols, 10 gp

51, Highit cross-

Package 2: The Duelist
Ell Risrass
Abaity Scoves: Sir 10. Dex 17, Con 10, Int 14, Wis 8, Cha 13
Skdli: Balance, Bluff, Disable Device, Hide, Listen. Move
Silently, Open Lock, Search. Spot, Tumble

Elven. O

e Common, Dracenic

W pun 1d4/19-20, 10 It
hortbow

Armmor: St l E

Other Gen dard adventurer's kit thieves' wols. 6 gg

Package 3: The Explorer
Human K L
Ability Scoves: Ser 13, Dex 15, Con 12, Int 14, Wiz 10, Cha 8
skille Climb, Dhsable Device, Cather Information, Hide, Jump,
Listen, Move Silently, Open Lock, Search, Spot, Tumble
Common, Goblin, Undercommon

Feal: Alertness, Combar Reflexes

Languag

Wiaprns ||I|‘|j;5;'-|:.ir:I_lii_\_.-:i.,'l'l'll_1T'|'|I'|'|_L‘__'L1.'lT 1d8), lighr cross-

ow with 20 bolis {(1d8/19-20, 80 fi.)
Armor: Srudded learher (+3 AC)
Other Gear: Standard adventurer's kit, thieves' tools, 5 gp.
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SCOUT

filnz By B Fiegenschuh

You navigate ditheule terrain as easily as a commuoner walks
dewn a cobbled lape, Your natural talenr and imensive trmin-
ing forged vou into the ideal investigator of both the green
wilds and the dack depths, W here your comparrioes ind them-
selves caught on brambles, rmpped
up on potholes, and wounded
by caltrops, vou flow, jump, and
sweep throogh all distractions
offered by the mute landscape
Yeourability totravel into ditheule
to-rench locations complements

vour abiliny 1o evade the eves of
both friend and foe. You
are seen only where and
"l".'l'.ll."l-l you L'l'.IL-lL'l!"L'
to be

Quick, trackless,
difficult 1o pin
down, and ahle
o pierce both
physical barri-
ersand lightless
EXPInSsEs, YO re
lethal when you
decide 1o make your
presence known, wheth
er in a direct attack or
1.".-'hl.'TI YO i |'H-~L Yo H'l"“r'r [0
the eager company ready Lo act on
the intelligence you gachered i e Mutln

This cluss appears in the Complet
Adventurer supplement

Sugpested Hackgrounds (choose one): Drifter, Mariner
Soldier

Suggested Personality Arcletypes (choose onel: Ageny, Daredevil,

Explorer, Orphan, Rebel, Renegade, Seeker, Wanderer

CHARACTER THEMES

One or maore of the tollowing character themes could apply
[0 you

Came Hunter; You ear what yvou kill, and you're none too
fond of fancy meals served intaverns, To vou, hunting animals
tor food in their proper season, by climate, and factoring in
animal diversity is a philosophy and even a way of life, You'd
never eat a spawning fish our of season, ond you recoil in dis-
gust at the thought of dining on veal or herded pnimals

This means you're kept busy hunting for your sustenance,
but luckily you know how o prepare and preserve large
carches in ways that ensure you can comforuably ear for o
month or more between big hunts. Of course, you prefer
tresh game to preserved, so whenever you can give jerley o
rest in favor of quail, squab, ar coney, you ke time 1o set up
a snare of head into the brush, only to emerge an hour lates
with your fresh prize 10 hand.

You are not stingy with freshly cought parne, gnd you know
many ditferent ways ol preparing your catch. You cook for
your compatrions as much as they l allow, and you enjoy

rrying new preparations with natural spices, seasonings, and
novel presentarions,

“I emowe o vecipe for coney better than anythmg you'll ever tash
m town

“Its maf the season for salmon—don'l msult me by trytng Lo
SErVE 1.

Military Heritage: You come from a military rradition. having
ing'sarmy or in & lorge, respecied
METCENATY | I\."'IIFI["F.['I'I,. You l.||_‘|| ||'|_|-_"L||:-|'II'I:| '..'-illlrjl_"l_'r_

served eitherin the k

though you never achieved high rank. On the other
hand, vou were a noncommissioned offcer,
and those who outranked you depended

UpOn your scouting expertise,
Because of your military heri-
tage, vou are familiar with military
jargon, and speak of “[lank-
ing manguivers and how

“shrategy 1 large scale

wihitle tactics ave small

scale” Moreover, you
like to assess all adven-
turing (and perhaps even
social) situations in terms of
seven sirategic principles that
served you well while you were
" service”
‘tgtiring ont the objective s half the
hattle" Once you throw out all distracting
factors, what are you really hoping
1o achieve?
With enough munitions, we can
movnt i credible pffense”™ You're
not afraid to pay for magic ar-
- rows and other high-quality
offensive “hardware
“Withoul coopervalion, we
|I|I'||.‘.I r'."!ll.llil_lj d You |"L['|||'|'r' tl'll:‘ '.-'J.lLll'f 1||;J1 H‘:II'II'.'.'LIII:'!-i .|'|"-|.| Tt |.|..||
atd adds to any dangerous situation. You like o work out
TACIICs ;.lil.".l.l.l Llr- rime, :ll'ld (4] E.‘_:t'.li"]'lhli '\'I.'l'l.';.l mn ||'I|.' F‘.lr'l ¥ 18
'.I.'i.l..‘\"l'l‘i":'::I".' I.‘u'l "'\.'n'h.l': l.ll.l:'\

W have to comeentrate onr allocks!” 1t's boolish ro scatrer
atracks across multiple enemies—if members of your party
concentrate their arracks on a dangerous toe, that foe would
be brought down quicker, and thus unable to deal its own
damage as long. Then, on to the next foe

“Always look for tacticol advantage, then maneswer to yeach Hiose
pesthions.” You point our o others in your party where each
might be positioned tor best possible eftect. See Tactician on
page 58 under the warmage character themes.

“Surprese s one of my faverile weapons,” You ke to sneak
ihead and ger the lay of the land before engaging enemies

“Keep it somple”™ Plans are well and good, but complicated
b 14 |'||.‘:'|'I=‘.‘| 208 Ll ||"|I.' '.'k'll'l..i\“.'.' ’.l'll.‘ miciment rl'.l{‘ |-'||:‘||. ALTUW 15
fired. Plans that are too involved almost always collapse.

Sniper: You are especially skilled in field ¢raft and
r]1.|rLkr1|:tJ:l||'|i|‘l. .Jlll..,"'"u'l'|!'|p You to r.ll'!-_';{'! 'ﬂ‘lk"{ 1I"~] 1']":I'Tr|ii_"h
{rom concealment ar range. Ideally, you move into 2 posi-

non againse @ [og unawdre of Your presence, use as few



arracks as possible to down the targer, then withd eaw wichous
being seen.

Of course, ina conflior when you supporca larger pariy of
adventurers, vou do nor withdraw, bur instead rely on your
comrades to keep the foe or foes from attacking vou directly
In rerurn, you concentrate your Are against toes most danger
OUS 10 YOUT party.

You developed your field skills on your own, or perhaps you
were trgined ina military detachment of the king's guard or
in a specisl unit felded by a larpe mercenary company,

World Traveler: You've seen ir all Well, you've seen a lor
in your travels, and you don't mind sudibly comparing the
place where vou currently find vourself with other places
you've allegedly traveled to. Even when vou haven't physi
cally traveled to a locale vou like to brag abour, you indicare
{if pinned down) that you've read all abour the locale in
question; after all, o scout has to keep on top ol these sorts
of things

“The way thes tower 1s lard out revmnds me of Tarnind Spre
tarmind—the sprre was named after the sorcever who bull t—uvas
i demonbimder. Toemmd Spore was where he eoged all the demons
[re broremd. Amyweny, |':;('|'|" it iove ol for demons,

“Ths waterfall pute me o mied of the Falls of Shandarm
[hose Jalls plunge a hundred feet tna roartng cascade of wiliite
wilose thunder can be heard for miles, Local trtbes cast cotns, gems,
even magre items mio 1, thinkang that thewr socrifice wall grant
them fortune and lomg Life. [ don'l know if that's briee, but Hrere's
a fortune hidden below the cataract. Maybe we should search the
bastn here?"

“Whenever ©travel through a mone, I thmk af the Mines of
Munweray. The dwarves [ound the Mimwray mime—they didn't
delve ol thomselves. 1t was a greal barrow of miterconnecled pas
sages, folliwang the vern of some mysterious mineral, delved by a
vamisled race. By the timi Hhe dwarves found it the minera] was
completely exhausted. But the dwarves expanded the dig, hopmg
to find some trace of what the mysterious Mimwray had mined
so asstduonsly.”

“I hate these deep vavines—ded I ever tell you about the Skarves
Ravane? Twenty miles long and half o mide deep, the vavine shellers
o sprawlimg citadel of erude dark stone m the deepest, dorkest rool
of the fsswre. Mo one's ever relurned from the otadel who exploved
i, so no one knows what s inside.”

DUNGEON SPECIALIST

[he scour's mobility pives her a significant advantage over
foes in combar. While any scour can hold her own in an
underground serting, some specifically rrain for the dark
enclosed spaces found in dungeon environments. IF you
select the dungeon specialist alternative class fearure, you
give up some of your speed to turn the dungeon intoa three
dimensional combar environment. You'll chine in small
rooms and tight corridors, though area spells become a bit
more dangerous for you

Level: 3rd.

Replaces: By choosing the dungeon specinlist alternative
class feature, you give up both fast movement (normally
grined at 3ed level and improved ar 1ith level) and evasion
{normally pained ar 5th level ).

Benefit; At 3rd level, you gain i climb speed equal to one-
half your base land speed (rounded down o the next 5-foort
increment), and you can attack with o light weapon normally
l.l.'hl]l.‘ l.'|i |‘r|h|.n1: At II!|'| |:'\':'|. VOuUr f']:ml‘l l.!u'n'-.l IMProves o
{'IEll.I] YOLUT -|"':1‘|J‘ |.||'|i.i ‘;I,"'l'l.'l.l.

Having @ climb speed grants vou a +8 racial bonus on
Climb checks and allows vou to take 10 on Climb checks
even if rushed or threatened. You also retsin your Dexterity
bonus 1o AC while climbing, and enemies gain no special
bonus on attacks against you while you are climbing. See
Movement Modes, MM 311, for more details

At 5th level, you learn to use confining areas to your
;Id'k';'l:l'ﬂ.‘lgl:. Whenever you are ,-_'.lund:ir.g on the gmlmd and
.|dJEEE:lT o a 'l'ﬂr':]i]. '!.".;'U _u:l'll'l il --;' i"lll'lLI‘- [E8] ""hi - .Il.'ld {'Ip'l_'lﬂ_‘ni_’nrs
goin no bonus on their attack rolls when Hanking you.

This is an exrraordinary ability, You lose both of these
benehts when wearing medium or heavy armer or when
carrying 4 medium or heavy load.

STARTING PACKAGES

Package 1: The Archer
Halfling Scout

Ability Scores: Str 12, Dex 17, Con 12, Inc 10, Wis 13,
Cha 8.

Skills: Climb, Disable Device, Hide, Listen, Move Silenily,
Open Lock, Search, Spor

Feal: Point Blank Shor

Weapons: Spear (1dé/=3), dapger (1d3/19-20), shortbow
with 20 arrows (1d4/«3, 60 fr.)

Armor: Studded leather (+3 AC).

Other Gear: Standard adventurer's kir, thieves' rools,

20 gp.

Package 2: The Hunter
Elf Scout

Ability Scoves: Str 14, Dex 17, Con 10, Inr 10, Wis 13,
Cha 8.

Skills: Disable Device, Hide, Listen, Move Silently, Open
Lock, Search, Spot, Survival.

Feal: Track

Weapons: Spear (1d8/%3), throwing axe (1ds, 10 ft.), short
bow with 20 arrows (1ds/«3, 100 fr.l

Armor: Studded leather (+3 ACL

Other Gear: Standard advenrurer’s kir, thieves' tools,
15 gp.

Package 3: The Skirmisher
Human Scoul

Abthity Scores: Str 14, Dex 15, Con 12, Int 10, Wis 13,
Cha &,

skills: Disable Device, Hide, Jump, Listen, Move Silently,
(Open Lock, Search, Spot, Tumhle.

Feats: Dodge, Two-Weapon Fighting

Wenpons: Two short swords (1d6/19-20), 5 javelins (1ds,
30 [t

Avmnr: Stuclded leather (43 AC),

Otler Gear: Standard adventurer's kir, thieves' tools,
30 g
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SORCERER

You weave spells lile poets compose sonners, You require
no dusty tomes, no grueling apprenticeships, no proveacred
study of arcane phenomena—all you need is vour inborn
talent 1o wield raw magic,

As achild, vou knew vou were different feom others, and
when you uttered your frse spontanecus spell, your suspi-
cions were confirmed—sorcery infused your blood!

But where did this swesome gift arise from? Could 1t be
4 TMere |':r|.;||.'|';.| or 15 11 ITue 'h.” VOU can o |.||:|'I \E!'.lgi'lrlf' A

ancestors? Lt might be that vour abiliry o manifest magpic
through mere force of will is your inheritance from those
ANCIENT Crearures.

Suggested Backgrounds (choase one): Artisan, Ascetic, Drifter
Noble Scion

Suggested Personality Avchebypes (choase onel: Companion
Daredevil, Innocent, Mercenary, Orphan, Renegade, Rovaley
Sage, Seeker, Stmple Soul, Wanderer

CHARACTER
THEMES

Ome or more of the following
character themes could apply
[0 you

Mysterious Stranger:
No one knows the real you
and you prefer to keep it that
way. Though you have allies,
and might even have o few
friends, your background
is a mystery o all.

Of course, in the ab-
sence of fact, rumor and
legend rush o fll the
void. While you might
not actively spread mis-
information, it pleases
vou to hear others rell fan-
tastic stories abour where
land how) you were born or
raised, vour exploits, and the
rrue extent of your powers,

When other characters ask
.|.t.'|‘|-..'|‘|.|t YOur |'|.|I.I L?_'fl I'1.|.|'||.i. I.|1I||| [ el

give a straight reply. Dance around

like—and let vour actions give them every reason
to believe the most fanastic possibilities

A few ranks of Bluff {and /or cross-class ranks of Intimidaie)
are particularly usetul for pulling off this theme. 1n keeping
vour secrets, it's usetul to be able to lie directly to someone's
tace, or to stare someone in the face until he or she slinks
:h.'n'.'r'ff' nersit ||.'..‘||'!.

“Mary before you lave pondered my origing Your questions, ik
||||1jt'. sl rermam |F|i.'|'|'|i‘|'|'|'|,'||. lor YOUT OIWm '|II-.||'||| i
Nan wonldn'l be the fiest 1o make the mistakee of pndenstimntimg

IRy PUIT,

the truth, making ominous statements in place Hewwer, s
of answers. Let them believe what they would ftie Em

Genealogist: You amass oral histories, search records,
and seek out family stortes 1o discover the ruth abour your
ancestors and living relatives. Though your overall goal
i 1o prove thar you are indeed descended from dragons,
you've acquired @ lot of secondary knowledge concerning
now-defunct kingdoms, the movement of people across the
landscape, great wars and philosophical movements, and

other historical curiosities
While still ongoing, your search of your family his-
tory has led vou o uncover distanr cousins and even a
few buried family secrers. For instance, you learned cha
vour great grandfather didn't die in service to the king's
guard as evervone believes. It turns our he shipped o sea
with o privareer. Over the course of decades, he worked
1o become the caprain of his own ship, You've never been
thle 1o discover the final fate of vour grandfather's ship,
bur vou are constantly on the lookour for

fresh informarion

Despite the interesting revelarions
you discover and the people vou
now know you can countas distang
£ QUEsE TEmains

fEh[WEMVU“r”"
You've never once turned your
mind from the thought of your
dragon ancesrry,
“My grandfather had secrets
that 1o one could have guessed
[ wondey if ke had o hidden
foards”
"YMEJxL‘HT”foFMHf
14m1m”““”ﬁ”m|]”“Jﬂ
'ﬂ“l“”lk“m“”¢m[h”“”f
i vou don't krvow from where
you've come?”
Misunderstood Rebel:
Mo
one understands you

and rruth o 1ell

You've never Hit in

You
l.il.'l'l|(::'||:i.=';.||'|'L'|-'|I.||\" Youn
darls, brooding clothing,
pale tearures, and much
tattooed flesh is par

of whe vou are, and il
people can't accept that, it's
their problem, not yours, Moreover

you relish locanons thar others find horror
inducing, including necropolises, haunted
cieadels, and cursed cathedrals. Though you

rafa FEa

still draw breath, vou feel as if you have something in
common with ghosts, vampires, and orher humanoid

|'| nomne h.l‘\.'{‘ E.'l"f "h"t‘]ﬂ{‘l'] ﬂ'.'l'!']f.

shoped undead—althoug
interested in doing anything orher than attempting to
kill vou

You have a knack for writing dark and dismal tales, and
whether with pen or out loud, you have compased severnl
stories fearuring cursed families, being buried alive, and the
fall of cities into hellish rifts,

Wi cares?
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Pretender: This character the

taken 1 or more ranks in Blutt You charisma leads

v 1n makKing [ M rous, bul somenDOW [e2sona
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21V 15 3 [3CTIC YOou Ve Come | yrely on when you want

the other players believe v  is strong

ur sirong hand is weak on how the

"Wever, when you are |

W '._"| W COTarse I'd normally BTN ¥l i, did dudm't

e cmumidersas

youi gt Hhe mewes? Spics are aboud, il le, just waateeg o oserlieas
SOMIenne gy tie coninifi reegn al this entry. Can you vt e 1] Thiesy
learned the coundersign? Can you tmagine if o was because you
reqii ircd me to give if ko yvoul nowe?

“The Grand Duke sent for me. Don'l give nie any daptrap
abatt ot kaowirg who | am or that | om pot on Hee list—the
Grand Dulke asked for me by name! 1f you don't let me past
RIGHT now, [ can guaraniee thot when 1 finally do see the
Duke a half-hour from now becasse you've delayed me, I'1]
tell ki right off | was delayed because of YOU! What's your

name _|_'ZI.F-':| r

METAMAGIC SPECIALIST

W selection of spells at his ingertips, it's natur
i reramagic feats fo lexibil
such 2 volnerable accessory

Level: st
Replaces: If you select this class feature, you do not gain
a familiss

Beneht: You

i
Il
This

=N YOu gl ken vour sorcerer Spelils w :II:‘- (41

in 4:';‘;\' mciam

e spells wilhoul ind e 2=l [!I.:' .:Nlli‘.?: I

squal 1o 3 = your Int modifier (minimum 1). This is an
straordinary abilin
STARTING PACKAGES
Package 1: The Bartle Mage
Aivility Seores: Sir 10, Dex 13, Con 16, Inr 8, Wis 10

it 1% ET
! oy gy
Sprils Known: 1sT—mage armor, ray of endocmlemenl, shodk-
¢ prasy; 0—ared spedash, daze, deferd magc, road magis, lowen
I
Tl

Package 2: The Blaster
.'I..!I!:'l_._ SOTcer

Ability Sceres: Str 6, Dex 15, Con 14, Int 12, Wis 10
Cha 15§

Skille Bluff, Concentration, Knowledge (arcina

Languages: Commaon, Draconic, Hallling

Feat: Spell Focus (evocation)

Weapons: Longspear (1d6/%3), dagger (1d3/19-20, 10 fr.),
light crossbow with 20 bolrs (1da/19-20, 80 [1.),

Armor: None

Other Geur: Spell component pouch, standard adventurer’s
kir, 11 gp

Spells Known: 1st—olor spray, magie mssile, pbscuring mist
o vl

O—actd splash, delerl magic, disrupt nndead, Hght, r

Package 3: The Infernal Summaoner

= o
Al Stovee: Sir 8, Dex 13, Con 14, Int 12, Wis 10
sk anal, Spellerat
Lang
rull | Sercerer Homwl
Vea) 1d3/19-20,10ft
ghtcr it

pell component pouch. standard adventurer's

W 1 sf—@Trass, mage armor, sunnmon monslir

acid splagh, dretect mapic, daze, message, read mag
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Avenger: Someone wronged you in the past
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justice, or ot least vengeance, to bear, You can be heard fre

|||||‘||I| MU TIng [ |'|-:' nime ol 1|'I|' persan I\.'|'|1I||1I You |'|ZI|'III'

Ll Yor |'I|'|,"-I_'l|l state, Youl |-L1'|'|'| YOI |‘.|.'|I|I' I"||‘I'I I.Ill'\.' '-|I.I|'|'l

you like to explain tw anyone wha will listen, so that when
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soak the earth. See the Driven Avenger on page 54 inder the

ranger character themes
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Braggart: You are given o making

anl e morme [I‘i.'rl i .'i.."-li I TIEEA e

e 1l Made as sharp as a dragon's tooth for the fmal

ncredible claims and

boasts. See the rogue characrer I NAIDE OF
page &
Clothes Horse: You dress in consp fl
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i
walel n the
doublc TR L
Daredevil: Your sudsciy sometimes leads to perform
dangerous stunts merely to prove K sthers that few things
ire bevond vour reach, when vou set your mind to them
Sometimes, with enough time and resources, you can rig

a2 stunt

includes hidden safery 1.l.'.I:i|Il.."

Irequen

Baittirg a Monster; While you are adventuring, sometimes

o that ir looks

I.J.I'l' '

Iy as dangerous as they sppea
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lowever, i

tually

Tunts are

4 dangerous beast needs to be lured into o particula

ition so it can be dealt with more easily, while other
fimes 3 monster is in too formidable a tacrical locarion t
rtack. That's when hine. You declare straighraws
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Master Magicvas: You claim you can endure anything, even
being buried alive. W gone 2 fu y davs being
buried 2 n hn onds feet of earth, or so vou claim
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as an extreme, occnslonally swallowing a skeleton key
good for unlocking many types of manac les and vauls.
When necessary, you can regurgitate the key, though it's
an unpleasant process
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I scame groups, your diplomaric sl

Negortiator

those of vour friends. See the hard M the
sAME Name on page 34

Pretender: Your natural charisma leads vou

FMmakc PreposTaroas SOmMenOW NEAson

nding claims repanding a wide variery of topics
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SHIELD OF BLADES

¥ 2l swashbuc Ir..ri 1% I'_‘-l.-".-'[ suited o

tighting a single foe. Some, however, prac \
rice using a pair of light weapons o fend off

atracks from all around them. The shield ol

blades alternative class fearure is designed for swash

bucklers who fight with two weapons, Though
it requires o [ull attack action to use the
ability, the AC bonus applies against all

attackers {even invisible ones), unlike

the dodge bonus gained by the traditional

swashbuckling style

Level: 5th

Fll.'plm'r- 1f vou selecr this class

dodge bones class

you do not galr

ements 2t 1041

Benefit Beginning af sih level, vou

become adept at delending yourself when

wielding a pair of light wespons. You gaina

with at least [ W :1.1!"‘::

o your AC whenever vou sits

weapons during your turm. [Despite the name of this class
leaturne, YOu can use any |I:F:k'|! weapon [ gain r.:

Fhis AC bonus
lasts unril the start of vour nexr rurn l|'1|-| I8 an extraordi-
Ty ||1I||r'.-'

EVED un I”T'Il'll ‘Qf‘lﬂ‘- M ﬁJ!‘-JI.'.Il Weapons

This bonus increases by 1 for every fve levels bevond sth
(+3 ar 10ch level, +4 at 15th level, and +5 ar 200h level), You
lose this benus when l.".’f:ll'jng medivm or heavy armor or
when earrying o medium or heavy load

STARTING PACKAGES
Package 1: The Destrover

Hatl-Ohy Saen

nackler

Attty Scores: Sir 15, Dex 15, Con 10, Int 12, Wis &

Skille Climb, E scape Artist Jump, Tumble, Swim
Feats: Two-Wespon I

Wearons Two shortse

nEags L Oomimon.

—y
=
i
~

Package 2: The Duelist

Huirrsar Sivaadhimus

upparg,

Abilily Scores: Sir 13, Dex 15, ( Intr 14, Wis B
Cha 13

Skeills: Balance, Bluff, Diplomacy, Escape Artist, Jump, Sensge
Mortive, Tumble

Languages: Common, Elven, Goblin

Fenls; Combar Expertise, Weapon Finesse, Weapon Focus
(raplier

Weapons: Rapier (1d6/18—20), dagger (1d4/19-20, 10 fi.)

Armor; Chain shirt (+4 AC)

Other Gear: Standard adventurer's kit, 13 gZp

Package 3: The Skirmisher

¥V | I
.II bl [T TP

Cha 10
sk Ral &, Bluff, Climb, | scape Artist, Jump Tumble.
Lamguagts: Common, Elven, Ore, Sylvan
I Dodge, Wespon Finesse

W - Rapier (1de/15-H) 134/19=-20, 10 It
e fvelins {Lda, 30 b

Ar Chain st 4 AL

Wil ir Srandard Ve nIurer s 'n._', 11 gp
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WARLOCK

You deal with things other people cannot even imagine Only
through your determination and willpower do vou resis
being utterly consumed by the dark power you wield. You
walk the earth, free o work good or evil with vour so-called
gift. But even iF vou choose to resist evil's lure, it is a struggle
you must win each and every day of your life

Magic isa part of your being in 2 way thar not even the most
powertul sorcerer or wizard will ever know, Ln vour heart burns
a strange and terrible font of power, giving you the ability o
perform uncanny fears with only a flick of the wrist ora wave
of the hand to show for it. You are capable enough in bartle,
but your real strength lies in your ability o bedevil and blight
vour enetiies with g variety of noxious curses and sinisier
|'!l,]'~.‘\- FI."L"-' I,'ll..,'l._ll_'lll' Care [ogssociate "-'n'i'!'l '|.'I||[—|'l".|[ ||"|.,'l"_\-l, '.'.'jll..,!'
do find you to be a capable companion indeed

This class appears in the Conrplele Arcane supplement
el Backgrownds (choose onel: Ascetic, Drifter, Gurtersnipe.
d Pevsonnlity Avchelypes (choose one): Challenger, Daredevil
Uhrphan, Renegade, Strategist, Theorist, Trickster, Wanderer,

CHARACTER THEMES

One or mote of the following charicter themes could apply
to Yo,

Hellion: You are an enfand terrilile, o troublemaker who
cares nothing for the expectations or sensibilities of the
people around you. You delight in scandalizing those who
seel to censure your behavior

Mever apologize for your actions or conc
natare, 1f the common folk are frightened of warlocks, let
them be frightened! You savor the masee of their fear, When
dealing with the powerlul, dispense with eriquerre and ract

| your true

and speak yourmind. You take pleasure in the gasps of shock
and dagperlike glances of those who think vou're uncouth
The unwritten rules of discourse and behavior are silly and
ourmoded anyway, so you launt them at every apportuniny
You don't need to be obecene, vile, or gross, bur vou fesl no
need o moderate your behavior or warch your waords,

Al power isewl. Hoven'l you learned that yet?"

“stiand pode, constable! Mo on shaps me from going where 1 hike
et daing what 1 plense! Or would you prefer fo be a foad?

“You'd I

take thif voucan! Otherwise, leave me be!

(il e 1y head on a pike, would yon? Well, heve it is—come

Possessed; You are a plaything for the sinister powers that
created you, Several different spirits or personas constantly
vie for control of your body. Your own persona rarely loses
control outright, but its deminance is shaky enough that
other personas can speak, gesture, or even [orce you to begin

L=

various actions before you manage to cegain control

For example, vou find yourse!{ leveling your wand of light
ring holt at vour ally's back before vou drag down your wand
hand with your other avm. You threaren yourself with vile
paths and imprecations. You might even wake up 1o find that
vou are far from the place where vou went to sleep, and people
tell vou that vou did and said things vou have no memory of.

Allin all, vou present o profoundly unnerving spectacle
Make sirange, unconnected pestures ar the gaming table
Poinra pencil or pen atone of your fellow plavers, and then

suddenly "notice” that your hand is doing something you didn't
want it toand pull it down. Create several distinct voices char
argue with each other. Make sure the other players know what

vou're doing so they don't have you commirred; remember,

1 lirtle bt of this sort of behavior goes a long way

When roleplayving a warlock with this trait, vou don'thave

to betray your friends o ¢ actions harmful to yourself
or your allies. Bur you should certainly sav things that are
||'|..'~"l|'ll_'|| LOus Wil |'I |J|l.' achions vou perform

“Tean hold off the apres, et only if the elf dies fivsl, No, wait, he's
nry [riend, Definately the og

Reformed: You have done terrible wrongs in vour life. You
have mocked the holy, plundered the weak, harried the just,
and murdered the innocent, But now you repent of the evil

res first”

vou inflicted on the world, and earnestly strive o atone for
vour many crimes. By turning the powers of darkness against
other evildoers, vou hope to make amends as best you can

vou might end
yvour evil past. Such people might assume that your reforma-
tion is nothing moere than a cynical artempt to escape justice,
or |-u-|'h.||-|-; acruel sham designed 1o |"|-\:l\.'il.||.' viou with oppor-

yunter those who lnmow of

In your tra wel:

FLLITITLES [0 i||l.|..||:\_'|l.' 11 Even :-_".l:.'.lll.'l WL Ll.'-l.'l nesstnan |:'-|_'|._|1 e In

some lands you are reviled, and you walk abroad ar no small

risk |1|'i|r1priku|'|mc'h| orexecution. In all fairness, vou dese
such meatment after whar you did
W donie . ereal evil, Those deeds davkered my soul, and every

day Ldoall Lean to erase that stam,




Supernatural Stricture: You are a supernatural creature,
wnel you are subject to laws and strictures thay other adven
turers never experience. Others might think of these as
stperstitions or taboos, but for vou they are immurtable lows.
For instance, vou must choose a random way to go anytime
vou encounrer a crossroads, unless someone tells you the way
(Ciry streets and dungeon corridors don't usually count as
crossroads.) Yourefuse to enter a home without an invitation
Domestic animals panic at your apptoach. You refuse to set
foot on sacred ground, or vou cannot look a blue-eyved person
in the face. Whatever vour stricture is, it rarely puts your life
in danger, but it is occasionally inconveniencing to you, and
memorable to anyone who witnesses yourodd behavior

There are three basic wavs to handle this sort of limitation
in play.

Voluntary Complionce: You observe the stricture through
roleplaying alone.

Complianee fo Avend a Penalty: You observe the striciure
because vielating it would bring about 2 minor penalty.

fnviolable Law: You are absolutely incapable of defying
the stricture.

Tdeally, a supernatural stricrure should, on rare occasions,
force you to choose or aveid an action that most other characrers
would not give a second thoughr. 1vou get lost ar crossroads,
vou might have to wait for hours ara lonely intersection in the
countryside for someone to come along and show you which
way to go. I vou make domestic animals panic, you might
find it impossible o ride a horse, and thus walk instead of
ride when traveling overlind,

“I'm sorry, but oy nol eross this Hireshold withoul an imlo-
tionn. Won'l you tmvite se m?”

FIENDISH FLAMEWREATH

By theirvery nature, a watlock's powersare unusual and unpre
dictable. Some warlocks manifest a visible sign of their fiendish
prowess, developing the shility to wreathe themselves in burning
flames to deal damage to artackers. Giving up vour fast healing
mieans vou're less capable of bouncing back aftera hght, bur the
dererrence factor of the fendish Demewrearh alrernative class
feature might result in yvou taking less damage entirely.

Level: ath.

Replaces: [f you select this class feature, you do not gain
the fiendish resilience class feature normally gained ae 8th
level (or the improvements 1o that class fearure gained ar
13th and 18th level).

Benehit: Beginning at 8th level, vou know the irick of fiend
ish [lamewreath. Once per day vou can immolate vourself in

wispy flames that don't hurt you but deal 1ds points of fire
damage to any cresture siriking vou with its body or o hand-
held weapon. Creatures wielding weapons with exceptional
reach, such as longspears, are not subject to this damage if
they attack vour

Activating vour fiendish flamewreath is a free action; it lasts
tor 2 minutes or until you take another free action to end ic
The Hames provide light equivalent to a torch, but can't be
extinguished except by you. This is 4 supernatural ability

At 13eh level, vour hendish lamewreath deals 2dé poines of
fire damage. At 18th level, the damage improves to 5dea points.

STARTING PACKAGES

Package 1: The Blaster

Halfling Warlock
Ability Scoves: Str 8, Dex 14, Con 13, In 12, Wis 10, Cha 15,
Skalls: Concenrration, Knowledge (arcana), Spelleraft
Longuages: Common, Goblin, Halfling,
Feat: Point Blank Shot.
Weapons: Longspear {tde/x3), dagger (1d4/19-20, 10 f1.).
Armor: Studded leather (43 AC).
Other Gear: Standard adventurer's kit, 28 gp.
Invocations: Least—eldritch blast, frightful Blast,

Package 2: The Controller
Elf Warlack
Ability Scores: Str 8, Dex 14, Con 13, Int 12, Wis 10, Cha 15,
Skills: Bluff, Concentration, Intimidate,
Languages: Common, Elven, Ore.
Fent: Necropolis Born (Complete Arcane).
Weapon: Morningstar (1d8).
Armor: Studded leather (+3 AC)
Oiher Gear: Stundard adventurer's ki, 29 gp.
[muacations: Least—eldritch blast, miasmie cloud

Package 3: The Problem Solver
Human Warlock
Ability Scores: Str 8, Dex 14, Con 13, Ini 12, Wis 10, Cha 15.
Skills: Bluff, Concentration, Spellerafr, Use Magic Device,
Languages: Common, Infernal.
Fearts: Communicator (Complete Arcane), Skill Focus {Use
Magic Device).
Weapons Longspear (1d8/«3}, morningstar ( 1dE), two dag-
gers (1d4/19-20, 10 (L)
Armmor; Studded leather (+3 AC).
Other Gear: Standard adventurer's kit, 20 gp.
lirocibions: Least—dewil's sight, eldrilch blast,

SUPERNATURAL PENALTIES
AND BONUSES

Talk with your DM about whether ar not you should be subjecl 1o
a penalty for breaking a stricture, and if o, what the right sort of
penalty should be. Generally, a -1 penalty on caster level or saving
throws for 24 howrs is not unreasonable for breaking a stricture,
If you are liable to a penalty for your supernatural stricture,
you are accepting a penalty that offers no berefit other than an

interesting roleplaying hook. To balance this out, you should
have a supernatural gift that occasionally provides a modest
bonus {+1 bonus on caster level or saving throws for 24 hours).
The gift should be something that is not under your control. For
example, you might receive the benefit of your gift on the night
of the new meoon, during a thunderstorm, or when you carry a
lock of hair from a man hanged for murder. Work with your OM
to create a flavorful and appropriate gift for your warlock.




WARMAG] :

Magic’s application to warfare is more than an acsdemi

ENSUNINE 3 COMPSIETIO, OF EXPIESSIng

theory t is your life! You dream of blasts of devastating eated (1] will regarding all that walk
ma pells ol steel, and th 12 hior :
Wa 11 The stamp ol march 12h been ki I wesar 1 blue s .
i | ir 2ars, th the blast of so learned th = inguage is far more
Pl ugh rhe ranks of massed fect f mtoned- b ; hout ar just the
its g =hi moment has Gt mor t than 3 constant sirear
Yoo g " frovm o} ¢ thets thourh or 1 the situsrion calls
Loy ool . pred ehi ; T { slur nprecarions. You've also
ihar K 1 ti g In nat m helps mpar ity ik y SWEIr mosily al
its nightl 1 e 1 s and restrain from apg VENOTMOUS IDNZUE 10
i Ligh §| 1 4 ._'I.. =
Suggested Rackgrounds (dhoese onck: Cladiator, Noble Scios Milizary Heritage, High Rank: You come from 2 miliar
Soldier tradition, having served either in the king's army orin a large
Suppesled Perionalidy Archetypes (choose oncl: Agent, C) Tespel seenary company. You distinguished yourself
lenger, Leader, Royaly, Strategisi anil even achisved a reasonably high rank. When vou emerped

LTom YOur war .-.'||I'|_':" LITR LY o A |'la"-||'~‘-!"-“l'LJ A=A -']‘.'nl".ir".'

] J:-.'."I k ;-l.[. f i E‘-. I I[_I_: L .F'*-‘l E_ b (44 e :'|.1.'..:.‘J an

hus began vour service as o liewtenant, bun

ed o captnin

One or more of the following character themes could apply soon advan
{0 Yo You still proudly wear the rank insignia of a caprain,

]'llnl-l{'ulprrrd. A student of hard knocks, you are given despite having been dis |'-”_'1"l| from the ¢ ompany you
to o of abusive or venomous language, though you pepper originally served. You wear the insignia as a shoulder paich
(Ohers who served e GEniEe Your insignia, and you rec-
ognize rheirs

Because of your militury heritage, vou are familiar with
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ECLECTIC LEARNING
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STARTING PACKAGES

Package 1: The Bartle Mage
Laomme Wair (AT

Abilit Dex 14, Con 15, Int 12, Wis &, Cha 15
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Languagpes son, Gnome. Goblin

Feal: Rartle Caster (Complefe Arcan:

Weapon: Longspear (1d6/%3

Aviior: Scale mail (+4 AC)

Olher Gear: Spell componem pouch, standard adven

turer's leit

ackage 2: The Blaster
Flunpmt Warnag
Ability Seoves: Str 8, Dex 14, Con 13, Int 12, Wis 10, Cha 15
Skills: Concentration, Intimidate, Knowledge (arcana,
Spellerafy

Languages: Common, Draconic

Faute Lightning Reflexes, Spell Focus (evocation

Weapons: Spear (1d8/+3), light crossbow with 20 bolts
1d8/19-20, g0 [
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WIZARD

Given rime enough, vou hope 1o discover svery secret of
magic ever penned. The arcane secrets of the world excite
you like nothing else, and the discovery of 4 new tome,
scrolly or magical rreatise makes your heart skip o bear, vour
face [ush, and your breath come quick. Each new libram of
spells you discover is another intellectual fortune, and the
anticipation of what you'll And is nearly as savislfving as the
actual identification of o spell wholly new to vour library

While vou hate leaving vour sanctum with irs library and
arcansg "'L]Llil'ljl“:']}t rh:-'.'t WO U 1o th'] erminge | |'II' ]F'l:l.'-_'||1".||. SECTElS
of magic items and artifacts, it is good 1o now and then venture
from the lsboratory and acrually oreer the incantations, hexes,
and powerful spells that you prepare daily. The cratt you pursue
i5 an art, and like any pursuir, it requires practice

Suggested Backgrounds {choose onel: Artisan, Ascetic, Noble
Scion.

Sugpested Personality Archelypes (choose one): Agent, Challenger,
Crusader, Innocent, Mercenary, Renegade, Royalry, Sage
Seeker, Srrategist, Theorise, Trickster.

CHARACTER THEMES

Omne or more of the following character themes could apply
1o you

Doting Master: Your familiaris more than a mere adiunce
of your power—it is vour companion, friend. and confidant,
W henever you eat, whether informally, or at an inn oreven
at a formal party, you always make certain thar vour familiar
samples the best tasting portions of the meal,

You worry about vour familiar’s ability to stay warm, or at
least feshionable, and so you've ordered a few custom preces
of clothing with which to outhit your familiar, including a
vest, paw lor talon) gloves, and goggles. Whether or not vour
familiar is smart enough to respond, you ask its opinion on
weighty matcers,

While you are immensely proud of your familiar, you cast
a crirical eye at cthe familiars of other wizards and arcanisrs
who keep pers. You know that your bond with vour familiar,
and berter ver the skill your familiar displays, is o reflection
of your worth.

“Sever momd Them, Piggn, We know we're rightl cven of they
choose nat to bow to our superor krowdedge of things areane,

“This pie s suecnbent! Come, gel o taste, Little Broweing! Wher
e v

“Look there, Tibh A raven! Se bedvaggled, so thon, Poor thing
looks likee 1t's on s last feathers, dogsi'l 112"

Evil Curious: You've always told yoursell that vou merely
enjoy magic—who wouldn't? Ir's the best thing abour living,
ism 't it? But you've recently realized that vour impulse control
might not be what it shou|d when it comes 1o the discovery of
new tomes and items. Mo marter how evil the previous owner
of the item or tome, vou can't help but be curious abour the
spells within

However, you also know that teue evil is a lure that can cage
your mind and will justas effecrively as an illichid can.and it
can consume ill vour good works and past accomplishments
To avoid that fate, vou constantly loolk for items and or spells
that might serve as an “insulator” so thar you can study evil

tomes and irems with some amount of spiricual protection.
You've heard that such spells exist, however fallible, and vou
intend to find them.

1 ave sfeguands to protéct me agamst any mfluences beyond
iy peant willl”

W st understand thisif we are poing to leavrn what we need
to defeat the hreat?

Knuu‘h}dgﬁahlt‘: As 2 master wizard, *-'z‘:‘r:'pi_'ui in the arts
arcane, vou |li|'|||'|'\' | |I_lr Jl'.l\_"‘..” H |.I..,"'t. |'|'|||.I:'|'I I:J:I- I|..||'|'|'|.I,-| 15 l,':hl,lli'ril.:
1o Your Com |'L'|1.]1“| :thdu‘ﬂﬂlrd ||:'| '.\'l/..l]'lJTll'. Tl'_||i| 'i"' [ e
not make repular use of your large and mysterious vocabulary
in day-to-day conversation, or to reference various entities
of prear power and or wizardly significance when you are
surprised or otherwise disturbed

You are also familiar with a grear many tomes and don't
mind referencing them in regular conversation, especially
if vou claim to have penned 4 few of vour own,

“Hy the silver scales of the Denebie Waler Dragon!’

“fust as the gaze of Shandalfor prevees any murk

1f the dread power of the Spell of Utter Runnation coulid be used
as o measure .

“Af L lenenw the words fo the Crivine Wall of Emahity, hings would
be diffevent here, but .. "

“This path renrards me of the Twelve Unsolvable Mazes of Hhe
Demon Kiveg Talharal,”

‘O ho! Youd argue with the authorof The Powerof the Wizard—
[he Enrth, The Planes, and the Magical Path to Enlightenment?”

I don't hold tao much with the myshicsm mfused with the spells
discussed i Drawing Down the Monn, or any mysfrcism, really.
I'm more about the art, wot the theary

“Well, accordimg to what U've read m Magieal Monsters: A Besti-

ary of Fearsome Creafures

IMMEDIATE MAGIC

Other than having a single additional spell of each spell level,
1 specialist wizard funcoons like anv other wizard. Your
evoleer's firehall spell deals as much damage as that of a comjurer,
diviner, or necromancer, and doesn't look any different, By
taking the immediate magic alternative class feature, you
pain a useful trick thar sets you apart from other specialists,
Though giving up your tamillar is a |1:]L'dl.l1i]'|, It means vou
have one less thing 1o worry abeour in a fight

Level: 151

Replaces: If you selecr this class fearure, you do nor gain
a familiar

Benefit: You gain a spell-like ability that reflects vour
chosen school of magic. Activaring this ability is an immedi-
are action, and you can use thisspellHike abiliy 2 number of
times per day equal o your Intelligence bonus (minimum
1) lts equivalent spell level is equal to one-half your wizard
level (minimum 1st), and the caster level is vour wizard level
The save DC (if any) s equal to 10+ 1/2 your wizard level 4
your Int modifier. This is an extraordinary ability

You can't activate this ability in response toan atrack tha
yvou aren 't gware of, For instance, if an (nvisible rogue strikes
at you, you can't activate urgent shield 1o gain a honus o your
AL against the srrack. All effects last unri] the start of vour
next rurn unless otherwise noted






[oselect chis ability, you mustalso choose o specialize in
a school of magic. The spell-like ability pained depends on
your specialty (see below).

Urgent Shield {nbjuration]): You create a [emporary shield of
force that grants you a+2 shield bonus to AC

Abrupt Jaunt (conjurtion): You teleport up to 10 feer. You
can't bring along any other crearures.

Glimpse Pevil {divination): You get a flash of foresight into the
danger lying in your future. You gain a +2 insight bonus
on the next saving throw you make belore your
NEXT [Urn

Instant Daze (enchontment): When an en-
emy that has HD equal to or less than
vour wizard level makes o melee
dart :iL"I"\ .'I!._'|'.| ISt vou, you can ren
der him dazed (Will negates).
This is a compulsion, mind-
affecting ability.

Counterfire (evocahion):
Whena visible enemy
within 60 feet tar
gets you with a ranged
attack or spell, you can
respond with a glowing ar-
tow of force. This requires a
ranged touch attack o hirand
deals 1des proines of d:Ll‘nﬂgr Per
three wizard levels. Boch artacks
resolve simultaneously (neither can
disrupe the other).

Brief Figment (illusion): You create g

Hilus by 8. Pretcarr

figment double of yourselfl (similar
te miveer imagel. The image lasts
untilitis struck or until the start
I.J'f Your next rurn
Cursed Glance (neommaneyy When
avisible enemy within 60 feet ta:
gets you with an artack or spell
you can respond with a curse [fthe
enemy fails a Will save, le takesa—2
penalty to AC and on saving throws.
Sudden Shift (lransmulation): You temporarily
change your form to grant yourselfa climb, fly A
orswim speed equal to your current land speed.
I vou activate this ability during your turn, it
lasts until the end of that turn; otherwise i lasts until the
end of vour next turn

STARTING PACKAGES
Paclage 1: The Blaster
Elf Wizard (Evoker)
Albility Scores: Str 8, Dex 15, Con 12, In 15, Wis 12, Cha 10,
Shills: Concentrarion, Knowledge (arcana), Knowledge (the
planes), Spellcrafy
Languagrs: Commaon, Draconic, Elven, Ore
Feats: Scribe Scroll, Spell Focus (evocation)
Weapons: Quartersrafl (1dé), shortbow with 20 arrows
(1da/x3, 60 fr.),

Armor: None,

Oiher Gear: Spell component pouch, spellbook, standard
adventurer's kir, 4 gp

Spells Prepared: tst—hurning hands, magic wiissile, shield;
D—tilect magie, balel, ray of frost,

Spellbook: All o-level spells plus burnimg hands, mage armaor,
mmugic rmissile, obscurtng mast, shaeld.

Spectalty School: Evocation (prohibited schools: enchant-
ment, illusion),

Package 2: The Controller
Cnonie Wizand {Enchanter)
Ability Scoves: Str &, Dex 13, Con 14,
Int 15, Wis 10, Cha 14
Skalls: Bluff{ce), Concenrration,
Knowledge [local], Spelleralt,
Lamguages: Common, Dra-
conic, Gnome, Goblin
Feals: Scribe Scroll;, Spell
Focus (enchantment)
Weapons: Club (1d4),
light erosshow with 20 bolis
(1d6/19-20, 80 fi
Arinor; \Il_lnﬂ'

Other Gear: Spell compo
nent pouch, spellbook, standard
adventurer's kit, 3 gp.

Spells Prepared: 15t
person, sleep; 0—dnze, light,
read magic.

Spellbook: All 0-level

spells plus carm person,

charm

expeditions retrenl, silent
- slamn: shiolel
Image, sieep, snek
Specially School
Enchantment (prohib-
ited schools: conjuration,
necromancy).

Package 3: The Problem Solver
Human Wizard (Divie
Abtlity Scores: Ser 8, Dex 13, Con 14,

Vialee Int 15, Wis 12, Cha 10.

Skalls: Concentration, Craft (alchemy), Decipher
Scripr, Knowledge (arcana), Spelleraft

Langniges: Common, Draconie, Elven.
Feats: Combat Familiar, Grenadier, Scribe Scroll.
Weapans: Quarterseafl (1de), dagger (1d4/19—20, 1011, light
crosshow with 20 boles (1d8/19-20, 50 fr.)

Armor: Nong

Other Gear: Spell component pouch, spellbook. standard
adventurer's kit, 1 gp.
spells Prepared: 1s1

tion [rom einl; 0—detect magee, bght, read mams

Clse foa |'|.i|'.llr"'1'|.'JI|.'.‘!|Tl L'I.'Iglnl,.k“ !'|'| i

Spellboaks All 0-level spells plus couse fear comprehiend lin
LIS, |'|.l|||.r1_;|.‘ pervsam, protection from cvil, summon monster |,
Specially Schoal: Divination {prohibited school: evacation).



ats are‘one df the best waws o cumomize vouor

characrer A nigheer warh Exoric Weapon Proficiency
spiked chainl. Combar Expertise, and Improved Trip
perates in a completely ditlerent manner than one with
Pount Blank Shot, Precise Shot, and Shot on the Run

Feat= give you the opportunity (0 Create 4 unigue Charscrer
by supplementing your class s'core amiines or cxp inding

vour PCin & new direcrion

The following feats supplement those found in Chaprer §
af the Plaver's Homlbook. Many of them have fears trom thar

DOOK as Prefequisiies

GENERAL FEATS
The teats described below are all general fears. Their prereg
uisites and benefits are stmmarized on Table 31

ACROBATIGC STRIKE

Your dexterons manetvers and skilled acrabatics allow vou

o '.~'|1]Z" past a toes defenses and deliver an agcurate sirike
against him

Prevequisire: Tumble 12 tanks.

Benefir: If you succeed in using Tumble 1o avoid an
N opponent s attcloof opportunicy, you gaein e 44 bomus on
8 the nextattack that you make against thar foe as Jong as the
S arrack occtirs before the end of your curront turn;

ADAPTABLE FLANKER
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ot pse ok yoor shigld allows vou to strike at
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erable foes even when wou forge vour own anacks

defense.

msvor of

Prerequisites: Proficiency with shields. Shield
Specializauon
Benefit: When fighting del

the standard

'[ﬁ_—li’ ..!'llj I5ing 3
ghiir

ariacks ol opporTunmy.

3 - i A =1
0 NDT 1 defensmely

'=f':!|.'*-' on
shicld
yoni still threaten the sreaaround you asnormal. You
canmake attacks of apportunity with a—4 penalty
Normal: You rakea —4 penalty on all sttacks while

Derngsing the [I.-'IE!. J."J.I;"I"I‘-I.' .'f'.1il,‘:1 -11“:. 4

fighting defensively. You cannot attack while using
the 1ol defense action
Special: A fighrer can selecr Active Shield Défense

as-one of his fighter bonus tears

When you and an ally teamup against a foe, you
know how to maximize the theear vourally posesto
ruin your farger's defenses,

Prerequisites: Combat Reflexes, Vexing Flanker, 4 h

base artnck bonts «4, r :/Lf[.

.




TasLe 3—1: CENERAL FEATS

Feat
Acrabatic Strike
Arcane Flourish
Arcane Accompaniment

Arcane Thesis

Arcane Toughness
Arcane Consumption

Armor Specialization

Battle Dancer
Bonded Familiar
Bounding Assault

Rapid Blitz

Brutal Strike
Combat Acrobat
Combat Familiar
Lurking Familiar
Combat Tactician
Cometary Collision
Companion Spellbond
Crossbow Sniper

Cunning Evasion
Dampen Spell

Deadeye Shot

Defensive Sweep
Elven Spell Lare
Fade into Violence
Fiery Fist

Fiery Ki Defense

Ki Blast

Flay

Crenadier

Hindering Opportunist
Stalwart Defense

Indamitable Saul
Intimidating Strile
Keen-Eared Scout

Leap of the Heavens

Lunging Strike

Mad Foam Rager
Master Manipulator
Meles Evasion

Melee Weapon Mastery

Prerequisites

Tumble 12 ranks

Perform 4 ranks, arcane caster leval st
Perfarm 4 ranks, Arcane Flourish,
arcane caster level 151, bardic music
Knowledge (arcana) 9 ranks,

ability to cast arcane spells
Toughness, arcane caster lavel 3rd

Arcane Toughness, Toughness,

arcane caster level 6th

Proficiency with selected armer type,
base attack bonus +12

Base attack bonus +2. bardic music
Familiar

Dex 13, Dodge, Mobility, Spring Attack;
base attack bonus +12

Dex 13, Bounding Assault, Dodge,
Mobility, Spring Attack,

base attack banus 18

Str 13, Power Attack, base attack bonus +6
Balance @ ranks; Tumble 9 ranks

Arcane caster level 1st, familiar

Combat Familiar, arcane caster level &th
Dex 13, Dodge, base attack bonus +12
Str 13, Improved Bull Rush, Power Attack
.Arll.'l'lill l'_i.'l:l'l'lrl-':lrlllilﬁ

Proficiency with hand, heavy, ar light
crosshow, Weapon Focus with hand,
heawy, or light crosshow, base attack bonus
Hide 9 ranks, evasion

Improved Counterspell

Paint Blank Shot, Precise Shat,

base attack bonus +4,

skirmish or sneak attack ability

Base attack bonus +15

Int 17 ar elf, Knowledge (arcana) 12 ranks
Bluff & ranks, Hide & ranks

Dex 13, Wis 13, Improved Uriarmed Strike
Stunning Fist, base attack bonus +8

Dex 13, Wis 13, Fiery Fist, Improved
Unarmed Strike, Stunning Fist,

base attack bonus +8

Drex 13, Wis 13, Fiery Fist, Improved
Unarmed Strike, Stunning Fist,

base attack bonus +8

Str 13, Power Attack

Combat Reflexes, base attack bonus +3
Combat Reflexes, Hindering Opportunist,
base attack banus +9

Endurdnce, lron Will

intimicate 4 ranks

Listen & ranks,

Alertness or Skill Focus (Listen)

Jump 4 ranks

Base attack bonus +&

Rage or frenzy ability

Cha 13, Diplomacy 9 anks

Dex 13, Int 13, Combal Expertise, Dodge
Proficiency with selected weapon,
Weapon Focus with selected weapon
Weapon Specialization with selected
weapon, base attack bonus 48

Benefit

+& on next attack against opponent you tumble past
Expend spell to gain benus on Perfarm check

Expend prepared spell or spell slot'to extend duration
of bardic music

+2 caster level, cheaper metamagic with one spell

Expend prepared spell or spell slot to heal when at or
below 0'hit points

+2 save DC for ane spell, Con penalty for 12 hours and
fatigued

DR 2/—with chosen armaor

=2 on attacks while moving and using bardic music
You and familiar shift damage after deadly attack
Attack twice while using Spring Attack

Make third attack s part of Spring Attack

Daze opponent with successful bludgeoning attack
Gain new uses for Balance skill

Familiar enters foe's square without provoking attack
Famillar can hide in your square

+2 on damage against foe you approach and attack
Ready action to slam into charging foe

Share spells with companion at greater range

Half Dexterity bonus on crossbow damage, 60 ft.
skirmish or sneak attack

1

Hide and move immediately after using evasion
Reduce your save DC against foe's spell by expending
spell or slot as immediate action

Ready action to fire, denying foe Dex bonus to AC

on your attack after ally hits foe

Foe must move or provokie attack

Bonus on dispel attempts, alter energy type of spel|
Foe strilees ally, not you, if your Bluff check succeeds
Expend Stunning Fist use to cloak fists, feet in fiery
energy for +1d6 damage

Expend Stunning Fist use to cloak self in flame,
damaging any who strike you

Expend Stunning Fist uses to throw ball of ki energy

Inflict painful wounds on unarmored targets

+1 on attacks and damage with splash weapons
Replace attack of opportunity with aid another

Foes provoke aid ancther action from you when they
attack allies

Rall twice against fear and mind-affecting sttacks
Use Intimidate check with attack to shake opponent
Listen check reveals extra information about seund

Don't double DC for standing Jumps, +5 bonus on
FURAINE Jumps

Extend reach of one attack

Once per rage or frenzy, delay spell ar attack effect
Gain two new uses of Diplomacy skill

While fighting defensively, negate foe's attack

Gain Weapan Focus, Weapon Specialization benefits
with multiple weapons




Feat
Crushing Strike

W

lashing Flurry

Weapon Supremacy

Overwhelming Assault
Penetrating Shot

Ranged Weapon Mastery

Rabilar's Gambit

Shield Specialization

Active Shield Defense

Agile Shield Fighter

Shield Ward

Short Ha

pectral Sormisher

Linked Farmiliar
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.
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Vatic Gaze
Inarrme

varsatile |

Vexing Flanker
Adaptable Flanke:

Wanderer's Diplomacy

Water Splitting 5

fast Determination

d Strike

Prerequisites

Proficiency with a bludgeoning weapon
Weapon Focus with 2 bludgeoning weapar
Melee Weapon Mastery (bludgeoning), Weapon
Specialization with a2 bludgeoning weapan
base attack bonus -!-i

'-i-eapnr‘- Fm:us with selet-rd “rap:m.
Melee Weapon Mastery (s
Specizliration with selected weapon
bate attack bonus <14

Proficienc

Greater Wea ted

weapon, Gres pliration

with selected weapon, Weapon Focus
reapon, Weapor

Sp zation with selected weapor

Melee Weapon Mastery with weapon type

of selected weapon, fighter leve |1-.11

Base attack bonus +15

Str 15, Point Blank Shot

base attack bonus 410

Proficiency with selected weapon,
Weapon Focus with selected weapon,
Weapon Specialization with selected
weapon, base attack bonus +8

Combat Reflexes, base attack bonus +12

Proficiency with shields

Proficiency with shields,

Shield Specialization

Praficiency with shields, Improved Shield
Bash, Shield Specialization

Proficiency with -=h|e| 5, Improved
Shield Bash, Shield Specialization

base attack bonus +9
Proficiency with shields,
Shield Specialization

Profician

Cy wilh serecien wekpor

Bage attack bonus +6

reane caster level 9th, familiar

axiderrmy) b ranks

4 ranks, Tumbile £ ranks
Dn 15, Two-Weapon
base a'ucii bonus —Ev
Dex 15, Teo-Weapon

bon 1

OESE ETTECK s +11

Arcane caster li'fl:l Oth
improved Unarmed Strike

Combat Reflexes

Combat Reflexes, Vexing Flanker

base attack bonus +4

Halfling or 4 ranks in Bluff, Diplomacy,
and Senze Motive

Dex 13, Wis 13, Improved Unarmed Strike
Stunning Fist, base attack bonus +9

lashing), Weapon

Benafit
+1 on attacks per previous hit with bludgeon

Cain extra attack with slashing weapon

Gain bonus against adjacent foe not attacking you
Your |.J|-.gr'r.i attack targets every foe in 60-fi. line

Cain Weapon Focus, Weapon Specialization benefits
with multiple weapons

Grant foes bonus an attacks and damage, but their
attacks provoke attacks of opportunity

Increase shield boanus by +1

Make attacks of opportunity without penalty when
fighting defensively

Reduce two weapon penalties when using shield bash

Uise shield as ranged weapon

Cain shield bonus to touch AC and against bull rush,
disarm gupp‘:. avertun, and trip

Lase reach benefits, at cent foes

ie imvisible

mited speficasting abihity

Use Constitubon o modify Will saves

ak attack damage on crit
ain bonuses from :rnpr' &5 you J:ﬂ:.\te and wear

«5% on fe Tumble

Attack with both .-ea{.'-ur'a when charging

Gamn bonuses whs
FATTOLAF SFRINS

n siormish or sn

T

3l s

el

T3

AT JTTEMOT 3TCET o J-‘-"'ES

AL =1 3

e it you it with both

Gan bonus gam WEAPONS
Detect magic at will, use Sense Mative to determine
foe's highest-level speil

ng, piercing. or slashing damage
with unarmead strikes

+4 on attacks when flanking

Flank chesen foe from adjacent square

eal bludgeon

Cain special social zbilities

4 bonus on damage when striking foe that has DR

- §53




Benehi: Asa swili action, you d SIgEnate a '~III|'_|c gpponent [he slot can come from any of vour arcane caster classes
as the target of this leat. When vou are adfacent 1o the chosen not just bard.
This has no effect on bardic music or similar abilicies with

LATEet, you cand hioose IO EOuM a8 CCupYIing .|1"|,'-.-r|'|". Square
you threaten for purposes of derermining anking bonuses a duration of instanmaneous or permonent

tor flanking an opponem ARCANE CONSUMPTION

_\}'ll:l.'lill A hghier can select "'u].lF-r ible Flanker as one of You can sacrifice vour phvsical health o strengthen a I.'I!..

1 wracked with pain, but the enhanced

tor vou and your allies. You also occupy your current sguare

his .’E!.!'nll'. bonus fem Thizsproce

m the spell might provide

AT 1o LITE D
r"i{ 1l |, [ IL"'I'”! | I. ' | ||| il 4. i |'x between vicrory and deleat
You are skilled in combining your shield bash arack with Prerequisites: Arcane Toughness, Toughness, arcant

an armed strike. When vou uee your shield in unison with aster level sh
weapon, your training allows vou 1o score relling blows Benefu: i

WL DO

I']’l:'rl.'quiilh‘*i Prohciency with shaelds. 1o ProveEl sl 1L
Bash, shield Specializanon § meEnnadl
Beneht: When making a shield bash ar
ara 3 3 full ara 3 b
3 | I Aall (] 1
1A% i e e af
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i
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ARCANE ACCOMPANIMENT Prerequisites: Perform 4 ranks, arcane caster level 151

You infuse vour performance with magical energy WINE Benefit- As 2 swift r expend a prepared sps
1= eflect i i i n 3 1 attend 1o other tasks r spell slot to grant your next Perform check a competer
Prerequisites: Perform 4 ranks, Arcane | TCETH bomas equal o 1« the level of the spell or < Yi

Benehin: As a swilt sction; you can expe

pared spell or 2 spel W IO @X T The «

=
E
e
=
=
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AFCAN: Mastery

Prerequisites




Benefir: Choose one arcane spell that you can cast w be youu luration of your current wse of bardic music if you do not

thesis spell. When casting that spell, you do so ar <2 caster level move or if you do not artack on your turn. 1f you stund still
W hen vou apply 8 metamagic leat other than Heighren Spell ind srrack (or move without artacking), you do not gain this
to thar spell, the enhanced spell uses up o spell slat one levs feat’s benefir, but this abilitv’s duration continues

shiter can select Battle Dancer o8 one of his

lower than normal. For example, an empowered thesis spell Special: A hg

uses up 1 spell slot one level higher than the spell's petual slo i bonis beats

rather than the normal two levels higher

Its etfect | '::lr.‘ N 1 ] [ | ) FAM A i J_ 1A i“..

Special: You can gain this fear multiple rimes
lo not stack. Each time you take the fear, it applies to o You enjoy a stronger than normal magi

oot

REw Sp fanuliar, granring you access o two special abil
Prerequisite: Familiar

AT U r Yi 1 1 - s
ARCANE TOUGHNESS Benehr: As long as you

'E'l.'rl.'q“f!ﬂtl'*' Tou [ 1SIOT bewel AX
Benehi: You can preps pell or spell sk
n immed tion wh irv 1 W
- > % number of ¢ I F Aars i
L his ability 1o negate etfects that disat with
Fusing nt damage, such a e biligy 1
L o Even il ol he 12 s not ber P il
e hit points. it stat i
: t I avich o ks
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I ar and hours of combar tra
¥ eve in its armor. Where others Hlincl
the vword Lalls, vou fincts, b
ol 1 et “Ing
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Prod I with select m Iy
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E DANCER

You strike at vour foes in time with the music you

sing or in cadence with an oration you deliver. The

T

magic ||._'I.-'-.‘.'\.".'-_l1 VOUT Dardi |"-.']:-l. LAt -.Ii VIS Yol

forward and improves your fighting albilicy
Prerequisites: Base attack bonus 42, bardic music
Benefit: Duringa rovnd inwhich vou grant any ally a

R X ] 1 anvee vl .
BOTUS O attad h':qI”'-.|J-I|11.I_|_'I'II.I||\- o saves with one ol

vour bardic music abilities, vou galn a +2 morale bonus
on your artack rolls if you move at least one square

before attacking. You lose this benefit for the remaining frgaome Accomipasimens chameels wagicel energy lirta Gimbl's tomg



BRUTAL STRIKE

You can batter foes senseless with your mace, mos
quartersiafl, or fail Few victims are wi
to-toe with 3 warmior know knocking h

with a single strike
Prerequisites: Sir 13, Power Artack. base artack |
Benefit: 1 vou use vour Power Attack fear 1o in

DOonus i

COMBAT ACROBAT
Your acrobarics and agility in combar allow you ro maneuver

across the |‘.I[Itl.'|-'ll.‘||.j 1"-'I'I|:'|. ease. You stay on your leet and
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leaving itself valnerable 10

ring attack spells apainst

«¢ 1o discharge its spell wi

attack
Prerequisites: Arcane o

ster level 151, familiar
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Benehit: 1 vour mmiliar holds the ¢ harpe forawouch spell,
it does not provake an attack of opportunity lor entering an

Opponent | square

COMBAT TACTICIAN
You excel at Approaciing an opponent _'.|'._-n'_ an unexpecie o

LA ;.- AL vou aproach vour foe

ETTAatIve I

SUrprises

Prerequisites: Dex 13, [

Benefit: You can desgnats 1arpel ol
Lnis feat 2% 2 ITee 20T L1 maee B il
Beneht: You can ready a standard acei feat
vhen an opponent charges you or amy arget
point during your opponent’s charge, vou can charg

Ini place of the normal ch irge benehs VOu gain =2 0n yout
ittack roll and +4 on vour damage roll. Your foe loses the

benehis of charging (but not the penalties) bur can siill
attack you, 11 the target charged someone else, he can choose
o instead artack vou, You rake the standard —2 penalty 1o

AC for charging

[ you cannot move at lease 10 feer or cannor charge due to
tereain or other factors, you do not gatn this fear's benelie. In
elther case, you use vour readied acrion to move but do not
gain an attack

Special: A fighter can select Cometary Collision as one of

his highter bonus fears

OMP

ANION SPELLBOND
1 S mag i al !.._h. Wilh your animal com

Panion HOPWINE ¥ .'!---!"..i!'r-:‘-:':.l- with It ovier

JiISTanc

Prerequisite: Animal

Benefir: You vse vour companion's share spells abiliry out

i £ e

E‘a{..l'\‘“i:‘ .i‘.l'\.

You are skilled ir shots with
1 v, P sights o your
i i stability an

I 1 W AT

and, h right

Prerequisites: Proficie

bowr, W Tl ni

s with hand, heay
base attach |_'-.-||'i-- |

Benefir: When using 1 crossbow for which you have the
Wedpon Focus fear, you gain a bonus on damage rolls equal
to 152 vour Dexteriry l'-l.lr!:Jh

I you have the skirmish or snenk artack ability, the maxi-

mim range at which you can make such attncls increases

wwrwiIpL g T £ Ty



e

to 60 feet when you are using o crosshow for which youhave
the Weaspon Focus feat,

Special: A fighter can select Crossbow Sniper as one of

his fighter bonus feats

CRUSHING STRIKE

You wield a bludgeoning weapon with superior power, allow
ing vou to batter aside an opponent's defenses

Prerequisites: Proficiency with a bludgeoning weapon,
Weapon Focuswith a blodgeon {ng weapon, Weapon Mastery
(bludgeoning), Weapon Specialization with a bludgeoning
weapon, base attack bonus +14

Benefit: When you use a full attack action while fighring
with any bludgeoning weapon, each attack that connecis beats
down your foes defenses, pranting a cumulative +1 bonus on
artack rolls unrl the end of your current turn,

CUNNING EVASION

When an area attack detonates around you, you use the chaos
and flash of energy to duck out of sight

Prerequisites: Hide 9 ranks, evasion

Benehrt: If vou are caughe within an arvea attack whose
damage you avoid completely due to your evasion or improved
evasion ability, you can malke a combined Hide check and
a 5-foot step as an immediate action, You can attempr this
check only if there is cover suimble for s Hide check, and
youl can take your 3-[oot step into cover belore making your
Hide attempt,

Special: L you have the hide in plain sipht class fearure
you do not need cover near you to attempt the Hide check
allowed by this feat.

DAMPEN SPELL

F]'E"I'I'I- [|'||_' |I_|'|.\'|i|:,"h1 Flrl:_"h“l.ll'-_:l‘..lrlll ({%] |i1f" most .||]!;'||].‘;[ |]'JI."1||
phant, spelleasiers both arcane and divine recognize the
power of countetspelling. You are no exception. You have
]I_‘.lrﬂl"l.l 1o« |'I|||'|'|"||;'| I."|'I1‘|_';-_:"|' Inio a t-l..}l..,"l" ‘-'l'll"” (] '.'L'I'.ll\'."fl 1=
effects. Although vou fail to nullify the spell, you render i
|T|rJL.|'|. CASIEr 1D r'esist,

Prevequisite: lmproved Counterspel],

Benefit: You can use an immediare action o altEnIpr (o
dampen an enemy's spell, As with counterspelling, you must
identify the target spell as it is being cast. 1f you successtully
identify it, you can expend any spell or spell slor to dampen
your opponent s incantation. Because of your hasty, immedi-
ate casting, you do not fully counter the target spell. Instead,
you stbtract the level of the spell or spell slot you expend
from the save DC of vour opponent's spell

DEADEYE SHOT

You carelully line upa ringed ateack, dming it precisely
L1a] ||\iH Yol |]|| your l"'l'.l‘l””'lL"l'll '.'.'l'll:"l'l |'Ii51 y'lll.llll I's I.||.:l'|'l.'||
When vour tarpet is busy dealing with an allv's melee arack,
vou strike,

Prerequisites: Poinr Blank Shot, Precise Shot, base arrack
banus +4, skirmish or sneak ateack abilicy,

Benefit: By firing just as vour ally conneces with a blow,
you take advantage of the distraction w strike the same enemy

when his pused is ruined. 11 you ready o ranged attack o
cccur when an ally strikes a particular target, and your ally
succeeds, thar target loses his Dexterity boanus 1o AC apains
your arrack.

Special: A fiphrer can select Deadeve Shot as one of his
fighter bonus feats

DEFENSIVE SWEEP

You sweep your weapon through the area you threaten,
warding away opponents and forcing them to move away or
sulfer o fearsome blow.

Prerequisite: Base artack bonus +15,

Bene

.III|.| l.llll:"~ hat move, he |'|I'l!".'-i|k|.“-' an '.I||Jl.']\. I.JJ-an‘l."'llllll[ll'l‘-'

fir: 11 an apponent begins his action adjacent to you

Irovm viol [mml'lj::l'l."l'r' :lf"['l' |'|'|" furn L'|:||.J"I r‘"l'l.l\'j{-.ll.'Ll |I:'|;.|t YLl
[hr{'.l[l."l". [h{' I'|]|I.| e ||:'|.|| ]'H"l."'l.'l. lli"il.";. -"'l.l'l}' "'\-"(JT[J.||.-1'|1||'|'{'t||l."|'||.
inclt I1['.I],~_: i 3-toot step, allows the Opponen o avoid pi'{n.'-.'-k-
ing this 5.'!'~L'|_1:|l.||:|.|1'}: ul'l.lppm'lllhil','.'l'lli.ﬁ feat does not give
vou any ability 1o make additional attacks of opportunity in
a given round.

Special: A fighter can select Defensive Sweep as one of
his fighrer bonus fears,

DRIVING ATTACK

When vou strike an opponent with a plercing weapon, the
brutal impact of your st tike sends him sprawling.

Prerequisites: Froficiency with selected piercing weapon,
Weipon Focus with selected piercing weapon, Weapon Mas-
tery (piercing), Weapon Specialization with selecied piercing
WEIPOTn, base attack bonus +14

Benefit: 1} you use a full-round action o make 2 single
|-|'|L'E'|_'!_" artac |I, '.'n"l[l'l any F‘I"_"rra-l'\:_" '.."-.'I."..|F‘-II|.'| .l"ll.j LI I'l.'l.'l.l in ||”
ting, you can initiate a special bull rush arempt against the
target. This bull rush uses your toral bonus on damage rolls
in place of your Strength modifier. You do not provoke an
artack of oppertunity with this bull rush, and you cannor
move forward wirth your opponent

If viou succeed in ;t'.ll.'nl ng an apponent back 10 feet or
mare, you can reduce the distance you pll‘r]l him by 10
feer, In return, your foe falls prone in the square where
he ends his movemenr. Note that by |:'1]l|rihg the distance
vou push your epponent, you can have him fall prone in

his current space

ELVEN SPELL LORE

Yo have studied the mighrty arcane rraditions of the elves,
granting you insight into the intricate workings of magic
and the theoretical structures behind spells

Prerequisites: Int 17 or elf, Knowledge (arcana) 12
ranks

Benefit: Your understanding of the elven secrees of magic
grints you two benefits, When you cast dispel magic o preates
dispel magi, you gain a 42 bonus on vour caster level checl:
Your understanding of magic allows you to more easily
unravel the power that sustains s foe's spell

In addirion, vour knowledge of magic grants you rare
insighrs into forpotten spell lore. Choose a single spell in your
spellbook when vou take this feat. When preparing that spell,




you can alter the type of damage it deals o a single type of
vourchoice. You must make this choice when preparing the
spell (those who do nor prepare spells cannot benefit from
this aspect of the feat). You can prepare the spell multiple
times, selecring the same or a different energy type for it
witl each preparation

You can gain this fear multiple times, The caster level bonus
dises mot stack, and each time vou take the fear, a different
spell must be chosen

FADE INTO VIOLENCE

——

While the chaos of battle swirls around you, you tely on you
ability to slip into the background to avoid your enemy's
notice. Your frightened demeanor and piriable appearince
Eauses your opponents o seek out other rargers

Prerequisites: Bluff & ranks, Hide 6 ranks

Benefit: When vou wear no armor or light armorand carry
nothing in your hands, your opponents mighr assume that
o e gn ineffectual fipghter, Ason immediate action, choose
1 single target for this feac 1 that opponent threstens both
you and one of vour allies, that foe strikes your ally rather than
you unless he succeeds on a Sense Motive check opposed by
your Bluff check. 1M vour foe is larger than vou, you gaina +4
bonus en your Bluff check, You lose this beneft if vou artack
any opponent or target an opponent with a spell. This beneht
IJI'I."' nel :l.l'll'll'l.' [{K] |'.'JT!_E1.'L|. illtill'li" (4] ..|r1.||';ﬂ:\- Lll-uI]'l|'l-i'-rI'.L|'|1!'.'
tl!.':| YL 1"TI.|"|'IC_.IkI.'.

Omee you choose o target for this feat, you cannot switch
oo new ‘..I]'J-T"I."‘ {I.ll' ihl' res) I.||' l]]l;" pncounter.

-JERY FIST

By channeling vour ki energy, you sheathe vour limbs in
magical fire. Your unarmed strikes deal extra fire damage

Prerequisites: Dex 13, Wis 13, Improved Unarmed Strike,
Stunining Fist, base artack bonus +8

Beneht: Asaswittaction, you can expend one of your uses
of the Stunning Fist feat to surround your fists and leer in
flurme. For the rest of your turn, you galn an exera Ll posi s
of Are damage on your unarmed strikes,

When vou select this fear, vou gain an additional daily use
of Srunning Fist

Special: A fighter can select Fiery Fistas one of his Aghtes
bonus feats. A monk with the Stunning Fist fear can selecy
Fiery Fist as her bonus feat at 2nd level, even if she does no
meet the other prerequisttes

FIERY KI DEFENSE

You channel your ki energy into a cloal of flame that injures
all who artempt 1o strike you

Prerequisites: Dex 13, Wis 13, Fiery Fist, Improved
Linarmed Strike, Stunning Fist, base attack bonus +8,

Benefir: As a swift action, you can expend one of your
uses of the Stunning Fist feat to cloak yourself in flame.
Any creature thar scrikes you with a melee atrack rakes 1de
points of fire damage. This benefir lasts unril the starr of
FOUT NEXT [UTT.

Special: A fighter con select Fiery Ki Defense as one ol his
fighter bonus feats. A monk with the Stunning Fist feat can

select Fiery Ki Defense s her honus fear at 8th level, as long
a5 she glso possesses the Fiery Fist feat {other prerequisites
can be ignored)

FLAY

When hghting unarmored opponents, you excel ar twist-
ing your weapon fust before impact. This motion rips and
tears at your foe's flesh, causing intense pain, This atrack is
whaolly ineffective against armored foes, but it rears through
natural defenses.

Prerequisites: Str 13, Power Attack,

Benefit: When you use your Power Artack fear with
a slashing or piercing weapon against a foe who lacks an
armor bonus 1o AC, you inflict horrid pain on your target
I your attack hits, your opponent must make a Forritude
save [DC 10+ your damage bonus from Power Attack on the
strike). [f this save fails, he takes s —2 penalty on attacks
for 1 round

You can use this fear once per round against a given rarger

Special: A fighter can select Flay as one of his fighrer
bonus fears,

GRENADIER

You are skilled in using grenadelike weapons. You excel ar
tosaing them o just the nght spor to maximize the amount of
damage they cause as they burst open upon the battlefield.

Benehit: You are an expert with splash weapons and all
manner of incendinry mixtures. You gaina+1 bonus on artack
rolls with splash weapons and o +1 bonus on the weapon's
damage (including splash damage),

Special: A iighter can select Grenadier as one ol his fighter

bonus fears

HINDERING OPPORTUNIST

When vou have a chance 1o strike a distractied Foe, you tnstead
use that apportuniry o aid or protect an ally against him.
Prerequisites: Combat Reflexes, base attack bonus +3.
Benefit: Whenever an opponent provokes an artack of
opportunity from you, you can choose to replace that atrack
with an aid another action :.wgﬂing that opponent

INTIMIDATING STRIKE

You make a display of your combar prowess |.||_'lii;_gn|_'|i to strike
rerror in your foe. Yourstance, attack method, and demeancr
demonstrate to your foe that you are capable of defeating him
with little effort, Your intent s clear—i[ you decide to hir
your foe, you could casily slay him

Prerequisites: Intimidate 4 ranks

Benefit: As o standard action, you make a single melee
attuck against your foe. You subrrace 2 number from this
attack equal to or less than your base attack bonus, 1f vour
attack hits, you can make an Intimidare check against the foe
you struck, with a bonus equal o the number you subtracred
from your attack voll. [Tthis check suceeeds, your opponent is
shaken for the rest of the encounter. You cannot use this fea
1o worsen an opponent’s fear condition beyond shalen.

Special: A hghter cun select Intimidating Strike as one of
his fighrer bonus fears.




INDOMITABLE SOUL

Your physical toughness rranslates into greater mental
resiliency. Where others cave in to magical effects thmalter
their minds, you stand resolute

Prerequisites: Endurince, lron Will,

Benefit; Whenever vou make o Will save against a mind-
affecting or [ear ability, you can roll 2d20 and use the higher
aof the two die rolls.

KEEN-EARED SCOUT
Your sharp sense of hearing allows vou 1o determine much
more about your surroundings.

Prerequisites: Listen & ranks, Alertness or Skill Focus
(Listen).

Benefit: When vou make 3 Listen check, you mighr learn
more | |'i| n ['ll”'h'h.l] .||'|li,'l'||’ o ROLUTCe 1.'||- rIIJI-.H{'.

[Fyou bear the Listen DC by 5 or more, you determine the
size, speed, and direction of the source of noise,

If vou heat the DC by 10 or more, vou determine the
precise, CUTTent position ol the crearure or ohject thar caused
the sound,

If you beat the DC by 15 or more, you derermine the
type of armor the creature wears and what ir carries, if
anything.

[f you beat the DC by 20 or more, you learn the creanure’s
type and subrypes.

The information vou learn is cumulative. For example,
if you got a Listen check result of 35 against o DC of 23,
you gain the information for beating the check by 10 and
by 5. These benefits apply to both standard and opposed
Listen checls,

Also, you gain a +5 bonus on Listen checks 1o pinpoin
invisible creatures.

KI BLAST

You focus vour ki into a ball of energy thar you can hurl ar
an i|'|'|'|'|\"]'|l"|'ll..
Prerequisites: Dex 13, Wis 13, Fiery Fist, lmproved
Unarmed Strike, Stunning Fist, base actack bonus +8,
Benefir: You can expend two daily uses of your Stunning
Fizt fear as a move action to create an orb of raw ky energy
You can then throw the seething orb as 4 standard action

with # range of 60 feer. This ranged touch arrack deals
J;rm.tgr equitl to 3d6 points + your Wis modifier, The ki orb
is a force effect

I you fail to throw the orb before the end of your ruen, it
dissipates harmlessly.

When vou take this feat, you goin an additional datly use
of Stunning Fist,

Special: A fighter can select Ki Blast as one of his fighter
bonus feats. A monlk with the Stunning Fist feat can select
Ki Blast as her bonus fear at 8th level, s long ns she pos-
sesses the Fiery Fist feat and o base artack bonus of +6 (other
prerequisites can be ignored)

LEAP OF THE HEAVENS

Your excellent athletic ability and superior conditioning
allow you to make near-superhuman leaps

Prevequisite: |ump + ranks.

Benefir: When making a Jump check, the DC for the
check doesn't double if you fail to move 20 feet in g steaigh
line prior to jumping. [Fyou do move 20 feet in g steaighe line
belore atrempting a jump, you gain & +5 comperence bonus
on your check.

Normal: All Jump checks require a 20-foot running star
o avold doubling the DC of the check.

LUNGING STRIKE

You make a single artack against o foe who stands just beyond
your reach

Prerequisite; Base artack bonus 46,

Benefit: As a full-round acrion, you can make a single
strike with a 5-foot bonus 1o vour arrack’s reach. This benef
applies to both armed and unarmed areacks, including touch
attacks made to deliver spells,

"s"pl'l:i:l].' A fighter can select Lunging Serike as one of his
fighter bonus feats

LURKING FAMILIAR

Your famtliar hides within the folds of vour robe or takes
cover behind you as your opponents close in. When i
moves to artack, its sudden appearance might catch your
foe by surprise

Prerequisites: Combat Familiar, arcane caster level 6th,
[amiliar.

Benefir: If your familiar occupies your square, it gains
cover against all atracks, Asa consequence, it can makea
Hide check 1o avoid vour foe's notice, [f vour familiar then
||_'.Jl.'1_":: Your H?ic;‘ o |[i.'|l_'|_{ an IC_'l]_'leil.:l'l—n:‘|'||.. |1 :L':'."l[]".."! ||'|I." ]'.L'IJJJ'HJ]

benefit for attacking from a hidden position,

MAD FOAM RAGER

You fightwith the rage that only a rabid badger or 2 beer-
addled dwarf can bring to bear. 1n combat, you shrug off
attacks and continue Aghting even in the face of horrific
imjuries and effects

Prerequisite; Rage or frenay ability

Benefit: When fighting, you can endure tremendous
blows with lele visible effect. As an immediate action,
you can choose to delay the effect of 4 single attack, spell,
or ability used against you. The damage or effect does not
take hold unril the end of your next rurn. You can only use
thic ability while under the effect of your rage or frenzy
ability. You can activate it once every time you use your rage
or frenzy ahility,

MASTER MANIPULATOR

Yourwords are your weapons. You confuse others with your
speech, luring them into giving up viral secrets and leav-
ing them dumblounded with your carefully constructed,
conversational static,

Prerequisites: Cha 13, Diplomacy 9 ranks.

Benefit: This fear grants two new uses for the Diplo-
macy skill. You must share a language with a crearure

to use these options sgainst it Meither ability funcrions

during combat

80,
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MELEE WEAPON MASTERY
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fLon Wikl

gnores the deadly

thrcat you present

Prerequisite;: Base
artack bonus 415
Benefui

.|l.1I-::l.L|cx|g.:1'.lﬂl'-~l‘u'

As g tree

specific loe as the
target ol this feat, 1F
I|'Ii- Lo |'-:'L'.'.I1‘- |!|I'~
turn adfacent to you,
ends his turn seill
adjacent to you, and
does not artack you
target you with a spell,
or use a special ability
aEainst you, you gain

#4 | s on melee

inst i
L} L s h 4

4 e. 11 K, Crearures along né ke damage Irog
ur shot, though amy extra dam: such as from a sneak
| attack or a llaming weapon| is applied only against the hrst

SITUCK

Special: A hghter can select Penerraring Shot as one ol

his hghter bonus feats
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with one specific weapon now extends to other weapons of
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RANGED WEAPON MASTERY

You have mastered a wide range of weapons. Your training
with one specific weapon now extends to other weapons of
a similar sort

Prerequisites: Proficiency with selected weapon, Weapon
Focus with selected weapon, Weapon Specialization with
selected weapon, base atrack bonus +8.

Benefit: When vou select this fear, choose bludgeoning,
piercing, or slashing. You must have Weapon Focus and
Weapon Specialization with o ranged weapon thar deals
this rype of damage. When using any ranged weapon that
has the domage type you selected, vou gain a +2 bonus on
attacks and a +2 bonus on damage. In addition, you increase
its range increment by 20 feer

Special: You can select this fem more thin once. Each
time, vou can select o new damage type.

A fighrer can choose Ranged Weapon Mastery as one of
his fighter bonus feats.

RAPID BLITZ

You charge across the bartlehield, combining your speed and
Aghting ability to move and attack with unmarched skill
Prerequisites; Dex 13, Bounding Assault, Dadge, Mobil
ity, Spring Attack, base artack bonus +18.
Benefir: You can designate a third targer for your Spring
Artack feat. In addition to the second attack you gain from
vour Bounding Assault feat, you can make a chird arrack

witha—to [1{'tl.l|.1 V.

ROBILAR'S GAMBIT
By offering Robilar's Gambit, vou absorb damage 1o place
yoursel[in an advantageous position. This dangerous sacribce
is not for the unfic or the unwise, for one failed renlizrory
strike can undo the advantage gained. Lord Robilar, a rash
and imperuous fghter, gained fime using this technigque
against his enemies
Prerequisites; Combat Rellexes, bas
Benefit: At the start of your action, you can adopt a

attack bonus -12

I‘lglj'“!.]i!_' stance ||-|..1|. l‘:\:l]i'l:"i(':‘\ Yo 1o |'|I|T|T| |'||'.| :|||_|,'\.\,l.'-\, YOLL Lo
tike advantage of your opponents’ exposed defenses as they
veach into attack you, Anvone who strilees ae you gains o
++4 bonus on attack rolls and damage rolle ggainst vou In
return, they pl'n'..'fll-c:* attacks |||--.-]'I]'I(|rl unity from yvou each
time they swing. Resolve vour attack of opportunity abter
your foe's artack

Normal: Opponents do not provolee attacks of opportunity
by attacking, Further, when an opponent provokes an artack
of opporrunity, yvou resolve your atrack before he completes
the action that provoked the artack of opportuniry

Special: A fighter can select Robilar's Gambiras one ol his
fighter bonus fears

SHIELD SLING

You can hurl your shield as o deadly missile, rurning it from
A | dl.‘l‘l.']".l"il\'l." iMem o a |:'rl.l.‘il'l i N, r|'|.r."-1.';f'|'| ".".?I_'I'Ir'\.'l'l"‘l

Prerequisites: Proficiency with shields, lmproved Shield
Bash, Shield Specialization, base artack bonus 14,

Beneht: You can wield vour light shield or heavy shield
LR !|1|"\:“-'-'T| weapon '-'-'l[é'l arange increment \JI-:“ leiet, r|'|l,'
7-5, PH
L&), and vou gain yout Strength bonus on damage as normal

shield deals damage as normal for its size (see Table

for a thrown weapon. In addition, vou can make o ranged
touch artack o initiate & tr ip atrempt. Your target resists the
trip artempt as normal. You lose your size bonus (though not
o size penalty] on vour Strength check. If your foe's check
F-'.JL'L'L"l'.‘l.'.IF. |'I|.' Cannol ..ifl!r.'iﬂ',"."[ o 1r1p VOILLL

You cannot throw a tower shield. You can throw a buckler,
but it does no damage, and you cannot use ir to trip an
opponent

Special: A hghter can select Shield Sling as one of his
fighter bonus feats.

SHIELD SPECIALIZATION

You are skilled in using ashield, a
defensive benehirs from it

Prerequisite: Prohciency with shields.

Benefit: Choose one type of shield from the following list:
buckler. heavy, or light. When using a shield of the appropri-
are type, vou increase its shield bonus o AC by 1

Special: You can take this fear more than once. Each time

owing vou to gain greater

voul select it. choose a different v pé of shield.
A hphter can select Shield Specialization as one ol his
hgliter bonus leats

SHIELD WARD

You use your shield like a wall of steel and wood. When an
opponent attempts to draw in close to you, your shield forces
him away or ruins his aracks

Prerequisite: Proficiency with shields, Shield
Specialization.

Benefit: You apply vour shield bonus to your touch AC,
and on checks or rolls 1o resist bull rush, disarm, grapple
OVErTUn. ar IFI'P :||!I."|'|'|r||" "'IF'—I“-I“I YWOHLE.

Special: A fighter can select Shield Watd as one of his
highter bonis feats

SHORT HAFT

You have trained in polearm Aghting alongside your com-
tades in arms, sometimes reaching past them while they
shield vou, and sometimes shielding them while they attack
trom behind you

Prerequisites: Proficiency with a reach weapon, Weapon
Focus with a reach weapon, base artack bonus 43,

Benefit: Asa swift action, you can choose to lose the ben-
efit of wielding any reach weapon other than a spiked chain
{80 | '-"-"l'll_I‘I [n return, vou can use '|-|'-=ﬁ[ WEAPOn o 1 th‘."ﬂ;L":l-l
anid arrack spaces adjacent to vou, With another switt action,
vou can give up this fear’s benefit in order to regain the use
of your weapen's supetior reach

Special: A fighrer can select Shore Falt os one of his fighter
bonus fears.

SLASHING FLURRY

You swing your weapon with uncanny speed, slicing aparta
foe in the blink of an eve.
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SPECTRAL SKIRMISHER
You have tenlned extensively in the use o magtic that renders
you invisible. In combar, you use this experience to vex your
opponents and increase your survivability
Prerequisite: Base artack bonus +6
Benefir: While you are invisible, you gain additional
benefite. Creatures unable to ses vou due to invistbility take
a—5 penalty on all Listen checks o detect you. A creature
using a3 melee ammack against the square you occupy provokes

of opportunity from vouw. You must choose 1o make
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SPELL-LINKED FAMILIAR
You and vour tamiliar can share *.;‘.n‘:' CNETRY, allow I0gE Your
familiar to cast a Himited number of spells each day
Prerequisites: Arcane caster level 9th, familiar
Beneht: Your familiar can cast spells that you grant o ic
ATamilinr gains spells based on vour arcane caster level, and
any spells granted o your familiar are subrracted from your
daily allotment
Ihe maximum number of spells of 4 certain level thar you
can grant to your familiar is given on the rable below. For

l."'\.-'”l'rl" as a l6th-level arcane caster, you ¢ an grant v

t as many as three 0-level spells, two 1st-level spells

— Spell Level ——

Caster Level 1st Ind

Sth—1lth

0
1 —
12th-14th 2 }
15th-17th ] F |
18th-- 20tk 4 3 2

[he familiar uses 1/2 vour caseer level as its caster level It

i |

ot cast spells that have a gp or XP cost, or that require
a focus. A fumiliar does not need somatic

material, or
verbal components to cast a spell that was granted to it by
this feat

Prevequisites: Combat
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the form of 2 +2 bonus to AC against the sttempted attack
You cannot use this feat against the same opponent more
than once per round

STEADFAST DETERMINATION
Your physical durability allows you to shrug of [ artacks that
would cripple a lesser person. Rather than depend on agility
or willpower, you use your raw roughness ro survive
Prerequisites: Endurance
Benefit: You can use w

of vour Wi

ur Constirution modifier in place

hier on Will saves

sdom miog

You do not sutomatically fail Fortitude saves on 2 moll of

natural 1

TELLING BLOW

When vou strike an opponent’s vital aress, vou draw on
L 2 bandd cebindiig 1 = . i :
ur ability to land crippling blows 1o make the most of

pour artack
Prerequisite: Skirmish or sneak atrack abilie
Benefit: When you score a critical hir against a target, vou
leal your skirmish or sneak amack damage in additior

the damage from your critica
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Special: A fighrer can select Two-Weapon Rend as one of
his highter bonus fears. A ranger who has chosen the two-
weapon combat style can select Two-Weapon Rend as long as
he has a base arrack bonus of <11 and is wearing light armor

Or No armor



VATIC GAZE
Your arcane studies have brought forth your nascent talenr
to sense magical auras and the power thar others are capable
of wislding,

Prerequisite: Arcane caster level ath.

Benefit: You can use detect magic ar will

Also, as 3 swift acton, you can attempt o derermine an
opponent’s spellcasting ability. You make a Sense Motive
check (DC § + target’s caster level), 1f this check succeeds,
you learn the highest-level spells the targer is capable of
casting, This benefit grants you no insight into spell-like o
supernatural abilities,

VERSATILE UNARMED STRIKE

You employ a variety of unarmed Oghiing styles, allowing
vou (o alter the type of damage vour attacks deal.

Prerequisite: Improved Unarmed Strike

Benefit: As a swift action, you can opt for your unarmed
strikes to deal vour choice of bludgeoning, piercing, or
slashing da mage, Once you make this choice, your unarmed
5t r!:‘{l."- \.":'I'I'”.]Tﬂ.!l.' {Lx] L||.'.|| |E'|.I:' L n |]l'l\;L"|"| L|.|1'|'.||!_\E|.‘ "l."l'H.' l]!\'l! Yo
use another swift action to change it,

Special: A fighter can select Versatile Unarmed Srrike as
one of his hghrer bonus fears.

VEXING FLANKER

You excel at picking apart an opponent's defenses when yous
allies also threaten him.

Prerequisite: Combar Reflexes.

Benefit: You gain a =4 bonus on vour artack rolls when
flanking.

Normal: Flanking grants 2 +2 bonus on ateack rolls

Special: A fighter can select Vexing Flanker as one of his
Aghter bonus feats.

WANDERER'S DIPLOMACY

Many halflings journey far and wide across the world, spend-
ing no more than a few months in one place. You have spent
tire among the halllings, or you are o halfling vourcelf Yout
exposure (o that race's nomadic way of life has tught you
severa| useful methods of dealing with stranpers.

Prerequisites: Hallling or 4 ranks in Blulf, Diplomacy,
and Sense Motve,

Benefit: You excel in using your words and wit to make
your way in the world. This feat grants vou three separate
abiliries,

Cantay Merchant: You can make a Diplomacy check o rrack
ttu'ﬂ.'n antrem |h.i| 15 |'|||'|"|'|'||'|I-li|I t'\.'ﬂH'Hl“'l'l'!‘["-'l’." |I."'i"'|‘ |"'.ifl.'|'|.;t\;t‘l.|
in the rown or settdlement where you are currently locared
The DC of this check is 10+ (the ltem's gp cost minus the
communiry’s gp limit, divided by 1,000). If this check suc-
ceeds, vou learn of 4 merchant who can supply the item to
you. You must still purchase it as normal,

[ntuitive Communication; When vou aré [nced with a
creature whose language you do not understand, you can
attempt to communicate with it by making a successful Sense
Mative check. This check requires that vou spend ar least 1
minute listening to the crearure and warching its gestures

and demeanor, The check'’s hage DC is 20. 1E the creature is
not the same type as you, the DC is 30,

With a successful check, vou learn the basic gist of the
creature’s speech, This ability gives you no special ralent to
speak the crearure’s tongue

Social Agility: You can temporarily aleer a crearure's attitude
toward you. You can use Bluff against an unfriendly or less
hostile creature in the same way vou use Diplomacy, Using
Bluff in this manner isa standard action that takes no special
penalries. The targer's atritude remains changed for 1 minure,
Alter this time, it becomes one grade more hostile than whers
it starred for 10 minutes

WATER SPLITTING STONE

You channel vour I energy ro splinter the defenses ol creq
rures whose tough hides or magical natures normally allow
them to shrug off vour blows.

Prerequisite: Dex 13, Wis 13, Improved Unarmed Strike,
Stunning Fist, base attack bonus +9,

Benefit: You gain 4 +4 bonus on damage rolls when you
muke an unarmed strike against an opponent whose damage
teduction is elfective against your unarmed strikes This fear's
beneht does not apply against a targer ifits damage reduction
does not apply o your atracks. For example, n monk with ki
strike (adamantine; does not gain the bonus on damage rolls
against a foe with damape reduction thar affects avacks with
.1{.EJt!1.;!l1lt|L‘ 'l.'.'l."i.l["lll'l‘-

Special: A fighter can select Water Splitting Stone as one
of his fighter bonus fears. A monk with the Stunning Fist
feat can select Water Splitting Stone as long as she has a base
artack bonus +9 (other prerequisites can be ignored |

WEAPON SUPREMACY

Yousure a grandmaster in the use of your chosen wespon, When
yout hold it in your hands, no foe can stand sgainst vou,

Prerequisites: Prohciency with selected weapon, Greater
Weapon Focus with selected weapon, Greater Weapon Spe-
cialization with selecied weapon, Weapon Focus with selected
weapon, Weapon Specialization with selected weapon
Weapon Mastery with da mage type of selected weapon.
fighter level 18ch.

Benefit: When fighting with the weapon thar vou choose
for this feat, you gain a number of additional advantages,

You gain o ++ bonus on all checks made o resist being
disarmed.

You can wield your weapon against a foe who grapples you
withour penalry and without Rirst making a grapple check. In
this situation, vou can rake d standard action or a full actack
action as normal.

When you rake a full arrack action, you can apply a =5
bonus o any single attack after your frst strike,

Unee per round before making an areack roll, you can
instesd choose to treat vour d20 resulr as g 10,

You pain a +1 bonus to AC,

Spr.::iui: You can choose this fear only once, or a single
specific kind of weapon. The dedication and focus i
requires makes It impossible wo galn this fear for more
than one wezpon




CEREMONY FEATS

A ceremony feat granes you the knowledge and training
needed to complete several specific ceremonies, Esch [ear
uses the Knowledge (religion) skill o gauge the depth of your
study. As vou gain more ranks in thar skill, the ceremonies
available through the fear increase

A creature can benefit [rom one ceremony at o time. 1T

you attempt a second ceremony on the same creature, the
first ceremony's benefits immediately end and the second
ceremony applies,

Each ceremony has a cost in time and resources The
ceremony consumes the muterials needed for itwhen irends
inot when the benefit ends). 1f the ceremeny is disrupted
such as if an opponent attacls before you finish, the material
components are not lost

[he two fears described below are ceremony leats, Their
prerequisites gnd benefits are summarized on Table 3-2

RITUAL BLESSING

You call upon the powers of goodness and light o bless yous
allies. If your religious studies are advanced enough, the
ritunls vou learn allow vou o ward against lness or poison,
enhance vour healing ahilities, and protect against evil

Prerequisites: Good alignment, Knowledpe (religion)
4 ranks

Benefit: You gain access to rituals based on vour ranks in
Knowledge (religion),

Anpint (Knowledge [veligion] & ranks): You speak a blessing
over e recipient of this ritual, ancing him with holy warer,
and say ¢ short prayer for him, When you cast 2 cone spell on
the recipient, he heals an extra 2 points of damage

Performing this ritual requires § minutes of incanirion
and a vial of holy water. 1ts eftects last lor 24 hours

Cleanse (Knowledpe [religion] 8 manks): You sprinkle holy
water over the recipient of this ritual and speak a prayer 1o
his health and vigor, The rerger gains  +2 bonus on saves
ggainst disease and poison

Prrl:.1rr|1i|'|t_' this ritual requires 10 minutes of incaniarion
and a vial of lioly warer. lis effecrs last for 24 hours

Wind [ Knowledge [veligion] 13 yvanks): You use a special combi-
nation of powdered silver and holy water o create a my=tical
ward that offers protection against demons and devils, The
recipient of this ritual gaing 0 -1 bonus on suves agninst spells
gnd special artaclks used by evil outsiders.

Performing this ritoal requires 10 minutes of worle, 2 vial
of holy warer, and powdered silver worth 30 gp. 1ts effects

last for 24 hours.

RITUAL BLOOD BONDS

You invest your allies with the mighty power ol your rotem,
god, or similar divine enticy, These ritvals allow you o forge
bonds beoween warriors thar stand the test of combar.

Prerequisites: Orc or hall-ore, Knowledge (réligion)
£ ranks.

Benefit: You gain access to rituals based on vour ol
ranks in Knowledge (religion).

Blood Brathers (Knowdedge [religron] & ranks): You parher up
to six of vour allies together in a circle. Bach member of this

circle pledges allegiance 1o the others, cuts himself, and
bleeds into a bowl containing holy water or unholy water
{as appropriate 1o your alignment). You then sprinkle chis
mixture on yoursell and the members of the circle. You and
everyone else who participated in this ritual gains o +4 morale
bonus on Will saves against fear as long as each individual
can see one other ally who ook part in this ritual,

This ritual requires 10 minutes of incantation and a visl
of holy warer or unholy water. Lz effect lasts for 24 hours

I'.‘I'I.IJ_'I.:T!' Bonds of Brotherhood iKI.':'IL"'L'LIE;._‘L‘ |.-4'|.',;||Ir|| B ranks)y
You creste a close, mystical bond berween you and vour
allies, Up to six individuals can participate with vou in
this ritual. Each participant cuts his hand. Evervone in
the rirual then clasps hands in o circle while you stand
in the middle. You speak a prayer while sprinkling haoly
or unholy water on each participant. This rirual grants o
benefir to its participants (including you) when an ally
falls in bartle. If an individual who participated in this
rituel sees another participant drop to 0 or fewer hit points
due 1o an opponent's actions, he gains a +2 morale bonus
on attack rolls against the foe who dropped his ally. The
benefit lasts for 1 minute every time it is rriggered, You can
gain this bonus against multiple foes during the duration
of the effect

This ritual requires 10 minutes of incantation, & vial of
holy water or unhaly water, and silver dust worth 10 gp. The
ritual’s benefir lasts for 24 hours

COMBAT FORM FEATS

While most warriors draw on their strength, agility, and
toughiness in battle, a few learn to tap into the true poten
tial of their minds, Somewhat like a monlk, such a warrior
supplements his physical practice with rigorous mental
training to hone his Aghting sbilities. His mind and body
become one as he lights, allowing him o schieve unparal
leled levels of combat mastery. Being in this state of perfect
mental and physical harmony i= known as maintaining 4
combar focus. (Taking the fear called Combar Focus is how
a character learns to achieve this state; all other combat
form feats have Combat Focus as o precequisite.) The task
of matntaining o combar focus is both difficulr and strain
ing. Thus, a wirrior cannot remain in this state for long,
While he does, however, he can use any combat form fears
he possesses

[he cix feats described below are combat form feats. Their
prerequisites and benefirs are summarized on Table 3—3,

COMBAT AWARENESS

When you mainrain vour combat focug, vou have an uncanny
abiliry to sense the ebb and low of your opponents’ viraliry.
As you atrain greater mastery of this Aghting style, you learn
to sense a foe's presence even with your eves closed.

Prevequisites: Wis 13, Blind-Fight, Combat Focus, base
artack bonus +12,

Benefit: While maintoining your combar focus, vou
learn the current hit point totel of ecach adjacent opponent
and ally



TagLe 3-2: CEREMONY FEATS

Feat Prerequisites

Ritual Blessing Good alignment,

Knowledge (religion) 4 ranks
Ore or hall-are,

Knowledge (religion) 4 ranks

Ritual Blood Bonds

TasLe 3~3: ComaaT FormM FEATS

Feat Prerequisites
Combat Focus Wis 13
Combat Stability Wis 13, Combat Focus,
base attack bonus +3
Cambat Defense
base attack bonus +6
Wiz 13, Combat Focus,
base attack bonus +5

Combat Vigor

Combat Awareness
hase attack bonus +12
Wis 13, Combat Focus,
any twao ather combat form feats,
base attack bonus <15

Cambat Strike

Lf you have three or more combar form feats, you gain
blindsight out to 5 feet,

Special: A fighter can select Combat Awareness as one of
his hghter bonus {eats

COMBAT DEFENSE

The state of keen focus and mental discipline you atrain in
combat allows vou ro shift the focus of vour defense from one
opponent o another with careful, precise maneuvers,

Prerequisites: Dex 13, Wis 13, Combat Focus, Dodge,
base artack bonus +6,

Benefit: While you maintain your combar forus, you can
change the target of your Dodge feat to 2 new opponent as
an immediate action,

IF you have three or more combat [orm fears, vou gain an
additional <1 dodge bonus to AC against the target of your
Dodpe fem

Normal: Designating or changing the target of vour Dodge
fear can only be done on your turn as a free action

Special: A fighter can select Combat Defense as one of his
fighter bonus feats.

COMBAT FOCUS
The way of the warrior requires more than simple, brute
strength. Some warriors bring their minds to such keen
[oeus during the heat of battle thar they can ateain superhu
man levels of endurance, pereeption, and mental toughness.
Through intense mental exercise and training, you learn 1w
enter 1 state of perfect martial clarity

Prerequisite; Wis 13

Benefit: In bartle, you push aside the chaos of the fipht
and attain a focused state that prants you a keen, clear
picture of the bartle. Fear and pain ebb away as you focus
solely on defeating your enemy. The first time vou make
a successful artack during an encounter, you gain your
combat focus. In this state, vour mind and body become
one, allowing you o overcome mundane physical limirs.
You can maintain your combar focus for 10 rounds afrer
entering it, +1 additionel round per combat form fear you

Dex 13, Wis 13, Combat Focus, Dodge,

Wis 13, Blind-Fight, Combat Focus,

Benefil
Gain warding rituals

Cain toughening rituals

Benefit
Enter meditative state to gain +2 bonus on Will saves
+4 against bull rush, disarm, grapple. overrun, and trip

Change target of Dodge feat as immediate action
While in focus, gain fzst healing 2
Learn hit point totals of all adjacent creatures

Expend combat focus to gain bonus on attacks
and damage

POssEss aside from this ope, You can only gn[n VOUT combat
focus once per encounter

While vou are mainmining your combat focus, you gain
a+2 bonus on Will saves, 1f you have three or more combart
form fears, this bonus Increases to+4

Special: A highter can select Combat Focus as one of his
fighter bonus feats.

COMBAT STABILITY

When you maintain your combat focus, you become difficult
to dislodge, Your muscles lock into an l|'|'|‘.=11_'|di|'|g position
granting you superior ability to resist trip attacks, bull rushes,
dizsarms, and similar effecrs.

Prevequisite: Wis 13, Combart Focus, base attack bonus 43,

Benefit: You gain 1 44 bonus on checks or rolls to resist
bull rush, disarm, grapple, overrun, and trip atremprs made
AEAinsT you,

If you have three or more combar form feas, the bonus
granted by this fear increases to +8

Special: A fighter can select Combat Srability as one of
his fighter bonus fears,

COMBAT STRIKE

Your intense, focused stare allows you to see the one criti-
L .|| momentina |.'|J.|1|.1.' '“'I:-l!'l'l you J'l..’lr!.ﬁ k5|.|:_‘|E“.'l.,"|'||.]|.'|| |_'|L'r'|'|-"d‘:'|'|
victory and defear, By pouring the energy required o
maintain your focus into your assault, vou batter through
vour foe's delfenses

Prerequisites: Wis 13, Combat Focus, any two other
combat form feats, base artack bonus <15

Benefit: 1f you choose to end your combat focus as a swift
action, you gain a bonus on attack rolls and damage rolls equal
to your toral number ol combat form [ears for the rest of vour
carrent turn. You immediately lose all benefits of combat
form feats that affect you only while vou are maintaining
your combat focus.

Special: A Aghter can select Combar Strilke as one of his
fighter banus feats
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TaBLE 3—4: DivINE FEATS
Feat
Civine Armar

Prerequisites

Divine caster level 5th,

ahility to turn or rebuke undead
Divine caster level 5th,

ability to turn or rebuke undead
Ability ta turn ar rebuke undead

Divine Fortune
Qivine Justice

Divine Ward
Profane Aura

Ability to turn or rebuke undead
Civine caster level 9th,
ability to rebuke undead

Sacred Healing Ability to turn undead

Sacred Purification

Sacred Radiance Divine caster level 9th,

ability to turn undead

For the rest of the 24-hour period, vou can increase the ranpe
of o rouch spell to short range (25 feet + 5 feet per two caster
levels) il you rarget the warded creature, and only the warded
creature. When vou cast & spell in this manner, you must
expend a turn or rebuke undead artempr.

You CAN Create 4 wil rL|. |_'|L'I';'.'|:‘|:'r| wau :11"“.1 moTe tl'l.l'.'l one
1 .ll'g{'| i 50 |LH.'|E' s VO I.":\.'l_'l{'.hii [ ]1!.'" NeCEssary 1 men ]'!ll.l turnd |'|_E|
artempis, You must expend a turh or rebuke undead arrempe
to create each ward bevond the firsy

PROFANE AURA
You call upon the dark powers you worship o il the ares
around you with a dreadful mist that obscures sigl

Prerequisites: Divine caster level ath, ability o rebuke
|.]'|'1'.i1‘.||.|.

Beneht: As a standard action, you can expend one of your
rebuke undead attempts to fll the area around vou wich 2
cold, clammy mist. The mist extends our in a 60-foorradius
emanation centered on you and Hows through the airas you
mowe, keeping vou at the center of its area. The mist provides
conceslment 1o creatures within the cloud. While in the
mist, creatures {including you} § feet away from each other
have concealment, and creatures separated by more than 5
J-L"l.'l J]i]‘\.'f_' ||."'[..|.| L'l.'ll'll.'ll"utln‘\l'lt t-|'|.'||]1 t';!(."l'l {.l].t'l.l."! )

In addition, mindless undead creatures within the cloud
gain a +2 deflection bonus w AC,

SACRED HEALING
You can channel divine energy to aid in vour efforts o tend
to i comrade’s injuries, sickness, or other conditions.

Prerequisite: Abiliry o turn undead.

Benefit: Asaswifraction, you can expend a turn undead
attempt 10 augment vour ability o tend o the wounds of
others, You gain a +5 bonus on Heal checks and a +2 bonus
per die on the damage healed by any conjuration (healing |
spells you cast This benefit lusts unril the end of your
current turn

SACRED PURIFICATION

You serve as a conduit of divine energy, hlling the ares around

you with power thar aids the living and saps the undead
Prerequisites: Sacred Healing, ability to turn undead
Benefit: As 1 swilt zction, you can expend a turn undead

attempt to create a pulse of divine energy. All living

Sacred Heallng, ability to turn undead

Benefit
Expend lurn/rebuke atlempt to gain DR 5/-

Expend turnrebuke attempt for +4 bonus on next save

Expend turn/rebuke attempt, choose foe,

deal your damiage or his

Increase range of spells from touch to short for ally
Create mist that grants concealment,

+2 AC for undead

Expend turn attempt for bonus on healing attempts
Expend turn attempt to heal living and harm undead
Expend turn sttermpt to create radius of light that
soothes allies, hampers undead

creatures within 80 féer of you heal an amount of damage
equal to 1d8 points « vour Charisma bonus (ifany). All undead
creatures in this area take damage equal to 1d8 points + your
Charisma bonus.

SACRED RADIANCE

You channel divine energy to fll the area around you with
a soothing, gentle radiance

Prerequisites: Divine caster level 9th, ability 1o turn
undead

Benefit: As a standard action, vou can expend a turn
undead attempt to bathe yourselFin light. This light provides
bright illumination in a 60-foorradius emanarion centered
on you and an additdonal 60 feet of shadowy illumination
beyond thatarea. The light moves as vou move, keeping you
ar the center olits area. It temporarily negates areas of magical
darkness created by spells of 3rd level or lower.

Any pnon-evil crearure wirhin 60 feer of you gainsa 42
motale bonus on saves ApAinst f::;tr, pni-_u_'-ri, disease, and death
effects. Evil crearures rake a -2 ru.'n;i]:g-' on saves against
fear effects

This benefr lasts for 10 minutes.

HERITAGE FEATS

A herirage fear signifies o specific ancestry of your character.
The heritage feats in this book allow your sorcerer to tap
into the celestial or inlernal source of his magical power to
master new abiliries (3 sorcerer's draconic herimge source of
power is covered in Complete Avcane). You and your DM are
encouraged to come up with a background story explaining
vour character's heritage, though the exect source of this
ancestral link isn't crucial to the fear’s operation (and might
remain a mystery 1o the character),

& character can select a heritage feat at any level. Choos-
ing a heritage fear afrer 1st level signifies that the ancestral
power of the character is only now manitesring itself. (A
character’s first choice among these heritage feats must
be either Celestial Sorcerer Heritage or Infernal Sorcerer
Heritage, because all other heritige feats have one of these
Fets as a prerequisite.)

While different sorts of heritage feits cannot normally be
combined (see page 37 of the Planar Handbook supplement), o
single sorcerer could possess draconic, infernal, and celestial
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TanLe 3-5: Hemitace Fears
Feat
Celestial Sorcerer Heritage

Prerequisites
Sarcerer level 15t

elestial Sorcers El Celestial 5 H g
Celeshial Sorcerer Herilage

Celestial Sorcerer Lore

= Sorcered Her
Lo rilage lears. In this e, 1 ¥
i % . vith both indery 1Ce

exXcecdingly rare, NoOWever. 1 nes ARIErS el

'I'|J|' .-.:.'.1':.:'!:'I-' ":'!lIJ'.i“i.'\.'J.J. !'i'i"‘-1’-"'- 1na lurk withis
il 151

taeir bioGa

prerequisites and benehis are summarized on Table 3

CELESTIAL SORCERER AURA
Ihe power of vour sorcerous heritage shines through, allowing
voru 1o induse the aren around vou seath o menacing aura
Prerequisites: Celestial Sorcerer Heritage, sorcerer

|1"| el 18t

Beneht

Gain bonus spell and a bonus on saves agamnst

ty and petrification

st Ex it F reate nghieous
e Ist E pell slot to create energy bolt
n il Creatures
evel 1st E t to fiy for short period of time
A e caircle ogninst evil, tongues, teleport
f :.-:.;:‘::"': | fn] cpetls EnowT
Can bonu anst | i F i
. th conjural TUTIOHTI T
= e 152 kot 1o Sef In darneys
o £ e &= of ners
er level Ist d cold resistance i

nis within this area must make a Will save

DC 10 + the level of the 1 A | slont EX el ded + vour Cha

{ii in a fziled ure takes ! penaley
| e ks [ saves for 24 hout or until 1
1= vou. A creature that resists or breaks this

effect cannot be affected by {ragain lor 24 hours. Thisisa

supernatural ability

CELESTIAL SORCERER HERITAGE

Your ancestey manifests in the form of several Spec il nbilivies,

You gain access o thilities similar to those of an archon
Prerequisite: Sorcerer level 151

Benefit Yoo gair bonus an saves against

] electricity
to the number of celestial sorcere

nd petritication equa
il 1o your

feats you possess You o add pretection from
1

ist of 1stlevel sorcerer spells known. This spell is in
fition to the sp mally based o
CELESTIAL SORCERER LANCE

Prerequisites: ( 3 el Heritape, sorcer:

Benefit: As a standard acrior n expend 2 spali dew

nrs of uEPE | pell slot spent
CELESTIAL SORCERER LORI
I B TAET O YOULUILE 3t It Frant 1 3CCESS [0 4 vyanety
new spells

F'rr‘l’r.‘qu:ir-l.!r:l'-: Celestial sorcerer He itape, any Mo other
celestial sorcerer heritage leats, sorcene level 151

Benefir: You add magie cirele against ol tomprugs, and leleport

to your list of spells known. You gain these spells when vou

2N access oS -._'||_-..-'I:||'.|""I|-'.-.':..I-'|l. -.'\! I_|_||,-_-,;_- '-"r.'|!1_=ll.'
P PPIuj I



in addition 1o the spells you gzin normally based on your

CELESTIAL SORCEREE WINGS

You channel your inborn magical abilities to spewn 2 pair of

‘::-':'. ral, m FEICAL WINE Lhar _,:

A Mmajesiw pOWeT
Prerequisites: Celestial Sorcerer Heritage, sorcerer

1

Beneht: You can expend a spel as 3 standarn

1 1 "
yioly Youllyara *-;-c:'-.i equal o Twice your

base lind speed with pood maneuverability. This benefir lasts
for | round peT level of the "'T'!‘TI glon ||.‘-|"-|- to activate it, This

L} --.||'-'rr|.1r'|r.|'i II'-I|I1'-.

INFERNAL SORCERER EYES
Your eyes glow with infernal five, allowing vou to see through
magical darkness
Prerequisites:
I

level 151

Infernal Sorcerer Heritage, sorcerer

Beneht: As a swift action, you can expend a spell slot 1o
r eves to emit aspectral red glow. You gain the ability

sriectly in darkness of 2nv kind, our 10 the limit of

i 'h-s_' *;m-!v the concealment provided by

INFERNAL SORCEI
~|.'. Urinnate -_.I"F!‘ dr!_':".

[ies
Prerequisite: Sorcerer level 151
Beneht: You

241N 3 DOns on Sives against hire ..—.f PMson

equal to the number of infernal sorcerer heritage feats yvou
POSSEss "l."-"iu‘tl You use 3 conjuration sUummoning ) -.;‘-n_-l;
o summoen an {"'r'|| |.'i.||‘|IIJ.I'."|'. 'r'l._'ll.! Bl i+ 2 |'I|I|||_|'L I !..'||L||
CHSCel |.1";|.‘|

INFERNAL SORCERER HOWL

You chan I‘lt‘| I]‘.!' fury -11. '-'llllriﬂffTr1.i| ancestorsinio a thun
derous roar that blasts your enemies with sonic power,

Prerequisites: Infernal Sorcerer Heritage, sorcerer
level 151
Beneht: By expen Jors, youc 2

s within the o

o b | (™ i
T hevel of the sped] shot expende

an sttempt a Forrirude save (DC 10 + the level of

i 1

the spell ot expended + vour Chz modifier) for half damage
This s a supernatural abiliry

e

INFERNAL SORCERER RESISTANCE

You ars tough and resilient 5 an infernal monsrrosiny
allowing you '-|!:..‘.J_;; off acid and cold dam e

Prerequisites: Infernal Sorcerer Heritage, sorcerer
level 151

Benefit: You gain resistance to acid and resisrance o cold
equal ro the total number of infernal sorcerer heritage feats
you hawve

FEATS

METAMAGIC .

ats allow ~:\-.—.._.1~[-- % 1o modify the way 2 spell
tully cast. Full

Ty ri,__'-. S8 ol the

PFlaywr's Handbopk
5-1':-.' e e

prereguisites and bensfir= are cummarized on Tab w34

1 Ml ING SPELL

ats dewrribed below sre new tm—h:‘.ur.... feats. Their

1

| 1 - e i1 % - - !
pells $ear oe Hesh ITom YOUr ¢énemigs Dones.,

leaving l:L: m wracked with pain,
Benefit: This metamagic feat can be applied only o 2
spell that has the fire descriptor. A blistering spell deals
: P R

in extra 2 points of fire damage per level of the spell. In
addition to the spell's normal effect, any ereature that fails
its suvee against o blistering spell takes a =2 penaley on atrack
rolls and checks until che beginning of your next rurn. A
bBlistering spell uses up a spell slot one level higher than the

"]"l'll.‘ actual level

EARTHBOUND SPELL
Yo 2'!‘-.."-1 a spell into 'rl'h':' I«;v.'}-_ and soil, lesving it T;"“_-':l'f unril

1% ENETEY

Benefir: Whe

variables when vou o 151 the il
crestures to ent=r the warded square rigs

spell. 1 the spell affects an area, that square is the center of

the area or the point at which the area begins. Fora cone

1T ares

must designate the direction in
1

one or line extends. An earthbound spell char

s Nt 5t

leCt an area ["-_EI."!'\- 'hf cTeanmne lh."T ':'|_t:_|::Lr131j I
You cannot apply the Earthbound Spell metamagic feat to
spell with a range of personal

An earthbound spell vemains in place for | hour or until
it Is triggered. A Search check (DC 25 4 the -.|w.'|'_-' level)
reveals (s presence, as does detedt mogic and similar abilities. A
character with ttapfinding can make a Disable Device check
(DC 25 + rhe spell's level) to remove an earthbound spell (as
it iris & magic trap), A dispel magic effect can also remove an
earthbound 5]t 11, thus preventing i from functioning
rthbound spell uses

upa =].‘-:'“ slot two %1--..-:'!'\- hjglﬂ'E]
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| FROST SPELI

Your spells that use cold and ice o damage vour foes leave

behind a thin layer of s ppery frost
Benehr: Thist Ivr
thas area
fros lamage per level of
the spe icast such a spe

!'hl:q_r‘rj ol I!I:h' -F'!':. 5 Con I."n'ti '\.'.'.[]1 4 -\.rli"i'l'l'. '!_|.-. erol e !.|.1|'
1 round. Anyone Hiempring ro move through this icy ares
must make a DC 10 Balance check or fall prone. A creature
that runs or ¢ |'..|I.‘_-.'- [Elh.ﬂ;_']t the ares must make 3 DC 20
Balance check to avoid falling. A Mash frost spell uses upa

spell slot one level higher than the spell’s actual level,
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IMBUED SUMMONING

Your summoning spells gain an element of surprise, You can
summon creatures that come into exisrence with the benehi
ot a spell such as mvisibality or bull's strength,

Prerequisites: Augment Summoning, Spell Focus

{conjuration),

Benefit: When you cast a spell from the summoning
subschoal, vou can choose to grant the summoned creature
the benefiv of any spell of 3rd level or lower you can cast tha
has a range of touch. You cast the spell you wish to grant the
creature {using a preparved spell or 4 spell slot et the same
time you cast your summoning spell, The cresture gains the
benefit of the spell when it appears

An imbued summoning spell uses up a spell slot one leval
higher than the spell’s actnal level

SMITING SPELL
You can channel the energy of s touch spell into a weapon,
CAUSIng the h[:f” Lo disclu rge when W :-:||'i|u- #0 Gppanent

Prerequisites: Base oreacl bonus +1, caster level 151

Benefir: You can alrer a spell with a ranpe of touch w
transfer its energy from your hand to a weapon thar you
hold. The next time you strike an opponent with tha
weapon, the spell discharges. The target takes the normal
damage and effects of a successful attack in addition o
the spell’s effect. Once you place 4 spell into & weapon,
you must discharpe it within § minute, or its energy dis-
.H'i!'.l.”t"' |'.|.!] !1i5l.""‘1"1‘|.'..'

Youcan [1|.l|-. easmiting :-:|1:'|| ona |1il‘:‘{'c:f;uulhllni[iﬁn ora
F||'r_\r'|.=-|;1i||,'. I'|.|||.-| a5 "'\-.ll.rli: |1|][!"|..||1 ATTOW AL |||"|"';|'|l.“|"|' |:"1 |1|.
In such o case, the spell dissipares if the attack misses. The
spell cannor be placed on a bow, crossbow, sling, or similar

weapan thar uses ammunirion

A smiring spell uses up a spell slot one level higher than

the spell's acrual level.

TanLe 3—6: MeTaMaGIC FEATS
Feat Prerequisites
Blistering Spell =
Earthbound Spell -
Flash Frost Spell -
Imbued Summaoning Augment Summoning,

Spell Focus [conjuration)

Smiting Spell

TaBLE 3-7: TacTICAL FEATS
Feat Prerequisites
Blood-Spiked Charger
and shield spikes, Power Attack,
Weapon Focus [armor spikes),
Weapon Focus (shield spikes],
base attack bonus +6
Combat Claak Experl
Dodge, base attack bonus +6
Bluft & ranks, Intimidate 8 ranks,
Perfarm 8 ranks

Combat Fanache

TACTICAL FEATS

Base attack bonus +1, caster level 15t

Str 13, proficiency with armor splkes

Dex 15, Int 13, Combat Expertise,

Tactical feats allow charpcters to perform a number of power
ful maneuvers.

[fyou are playing a character wheo has one or more racrical
feats, you are responsible for keeping teack of the actions
needed 1o ser up the feat’s maneuver. It's also s pood idea
to briefly mention to the DM that you're working roward a
ractical maneuver—a remark along the lines of *I'm using
my spiked rebuke maneuver this round. I ler you know if |
gain my attack bonus against any opponents who artack and
miss me” i§ appropriate

Some descriptions of tactical feats refer to the first round,
second round, and so on. These terms are related to the timing
of the maneuver, not the encounter as a whole, Forinstnce,
if you have the Combar Cloak Expert feat, you don't have o
maove adjacent to an opponent in the fust round of combar
to utilize the cloaked strike maneuver during that combar
Any round when you move adjacent 1o an opponent for the
purpose ol |||ili?.i|1g, this maneuver is considered the first
round of the maneuver

The six feats described below are tactical feats. Their pre-
requisites and henehits are summarized on Table 3—7

BLOOD-SPIKED CHARGER

You throw voursell into the fray, using vour spiked armor
and spiked shield w wear your opponents 1o pieces,

Frerequisites: Str13, proficiency with spiked armor and
spiked shields, Power Attack, Weapon Focus (spiked armor),
Weapon Focus (spiked shield), base attack bonus +a,

Benefir: The Blood-Spiked Charger feat grants you access
to three special tactical maneuvers

Spiked Avalinche: When you are using the charge action
while wearing spiked armor and carrying either o spiked
shield or nothing in your hands, you throw vourself ino the
air, rransforming yoursell into a deadly, spiked projectile
A successful artack with either your spiked shield or your

Benefit

Fire spells cause -2 penalty for 1 turn on failed save
Cast spell into ground as a trap

Cold spells coat area of effect with slippery ice
Sumrnoned creature arrives with beneficial spell

Place touch spell In weapon

Benefit
Gain armor and shield spike raneuvers

Gain cloak maneuvers

Gain charismatic combat maneuvers

Einhander Tumble & ranks, base attack bonus 46 Gain one-handed weapen combat maneuvers
Mad Alchemist Grenadier, Craft {alchemy) b ranks Cain thrown item combat maneuvers

Shadow Striker Hide 12 ranls, Move Silently 12 ranks Gain stealthy combat maneuvers




spiked nrmor deals exira damage equal to twice your Strength
bonus. You can acrack with both vour spiked armor and a
spiked shield on rhis charge, each one benefiting from the
Strength bonus, but you take the normal penalties for using
i 'I.'A.'!.,':IPI.BIT'-."L

Spiked Rebuke: When vou are fighting defensively and
carrying a spiked shield, you lash out at your foes with your
shield in response to their attacks. Determine what vour AC
would be without vour spiked shield and the AC bonus for
fghring defensively, 1an opponent's atrack hits againstchis
lower AC but misses apeinst vour actual AC, the foe strikes
vourshield, allowing youto dellect his attack in such a way as
Lo ||_‘.['q,|_' hlm 'l.'ul |'|_I_'ﬁ]|_'|||_' O VOUurcounier. [ vour next ACTION,
vou gain a +2 bonus on attack rolls against your chosen foe
with vour spiked shield

Sprked Slam: As a full-round action when vou are wielding
a spiked shield, vou can opr 10 make only a single attacle at
vour best base artack bonus. You brace vourself behind your
spiked shield, drive yourself forward, and slam 1nto vour
foe. You enter your foe's space, which provokes atracks of
opportunity. In return, your attack deals extra damage equal
to twice your Srrength and an additional amoune based on
your size [see belowl Afrer making this artacle, vou stumble
back into the square you occopied just before making chis
artack. Until the seart of your next turn, you do not threaten
ANy Sguares;

Size Additional Damage
Semall 1d4
Medium 1d6
Large 1d8
Huge 2d6
Gargantuan 2d8
Colossal ida

Special: A hghter can select Blood-Spiked Charger as one
of his fighter bonus feats.

COMBAT CLOAK EXPERT

You are .|L'||_'p|: at turning vour cloak into a vital part of your
combat repertoire. By twirling it about you, sweeping it over
enemies, and using it 1o conceal your weapon, you can catch
an opponent by surprise,

Prerequisites: Dex 15, Inr 13, Combar Expertise, Dodge,
base atrack bonus +6.

Benefit: The Combat Cloak Expert feat grants vou access
to three special racrical maneuvers. You must wear a ¢loak
in order to utilize them,

Cloak Defense: While vou are fighting defensively, vou can
use your closk to confuse your foes. You hold it before vour
chest like a curtain, making it difficule for enemies ro read
your delensive moves. Your cloak granes vou a +1 shield bonus
1o AC, 1f vou use the rotal defense acrion, vour cloak's shield
bonus improves to +2. {Shield bonuses do not stack, making
it likely thar this maneuver is a poor option if you already
carry a shield.)

Cloaked Strike; You can use your cloak to hide s light
weapon. To utilize this maneuver, on the first round you
must move adjacent to un opponent while vou do not have

a weapon in either hand. On the second round, vou make
a Bluff check opposed by your foe's Sense Motive check as
vou use a move action to draw your weapon. If this check
succeeds, your opponent loses either his Dexterity bonus to
AL or his shield bonus o AC (yvour cheice) uneil the end of
VOLE CUTTENT [UTI.

Whirling Cleak: You can artempt to use your cloak to
confuse vour opponent. As a move action atrer successtully
striking an opponent in melee, make a melee rouch attack
against that foe. 1F this avmck hits, vou whicl your eloak
around him, temporarily ruining his defenses. Your apponent
cannot mike attacks of opportunity against a particular ally
of your chowce until the start of his next rurn,

Special: A hghter can select Combar Cloak Expert 55 one
of his fighter bonus feats.

COMBAT PANACHE

Your glowing personality and sharp performance abiliries
allow you to navigate the battlefield on sheer chutzpah alone.
While others rely on swords and armor, vou use your cutring
wit end abiliry to manipulate others.

Prerequisites: Bluff & ranks, Intimidate & ranks, Perform
B ranks.

Benefie: The Combar Panache feat grants you access to
thres special metical maneuvers,

Forfuitous Tumble: Fora brief moment, vou appear to leryour
guard down. As your foe swings at you, vou slip out of the way,
causing his attack to slam into one of his allies. By positioning
yourself correctly and making yourself an appealing targer,
you dupe vour foe into making a critical blunder.

To use this maneuver, you must be succassfully stracked
by 4 foe. On your nest turn, you can take 3 move action to
make a Blufl check opposed by his Sense Motive checl, T
vou succeed on the check, you can rake an immedizte action
at the start of your foe's next turn and desipnate 1 different
rarget for vour opponent's nexe melee artack (which must be
a creature it threatens),

Play Dead: You crumple to the ground as if slain, luring
vour opponent into i false sense of security. As an immediate
action after you are hit for at least 10 points of damage by a
single artack, you cat artempe to play dead. You drop prone
and make a Blulf check opposed by your attacker's (or any
other relevant observer's) Sense Motive check TF vou suc
ceed on this check, the observer assumes you are dead, 17
you subsequently rise and artack him in the same round, he
loses any artack of opportunity he might have been entitled
toagainst you, and he loses his Dexteriry bonus to AC against
the Arst avtack that you make.

You can use this ability once per encounter: Standing L
after plaving dead does not provoke attacks of opportunity.

Sneering Glower: With just the right mix of your intimidat-
ing presence and yvour martin] lents, you strile such fear
intoyour targer that he has difficuley hghting you effectively.
On your next turn after vou deal ar least 1 point of damage
1o your opponent, you can make an Intimidate check againse
him as a move action. If you succeed on this check, your foe
l:ll{t‘l B |'|L‘|'|:|E|."|' on |:'||$ th“ll.:k. |'L|||H :lg.'li'liﬂl :r';.'l'l.l. t‘\l'u.li.ll D your
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foe ar a time; ir lasts for the duration of the encounter or
unitil you switch wargets. 1f you designace o new targer for
this ability (by attempting a new Intimidate check agains
a different creature), the previous targer no longer ral
penley on his attack rolls against you. Opponents thar are
immune to the effects of the Intimidare skill, such as mind-

less crearures and those with immunity to fear, are immune
to this maneuver,

E-ipecinl-. A fighter cen select Combat Panache as one of his
hghter bonus feats

INHANDER

¥ou excel at wielding a one-handed weapon while carrying
nothing in your off hand.

Prerequisites: Tumble & ranks, base artack bonus +4.

Benefit: 1f vou are lighting with a one-handed weapon
or a light weapon and carrying nothing in your off hand,
the Einhander feat grants you access to three special tacti-
cal maneuvers.

Marrmue Profile: You can tuck vour arm behind vour back
and offer o narrow profile when you concentrate on

™

defense rather than offense, You gain an additional +2 dodge
bonus to AC when fighting defensively or using the roral
defense acrion,

Off Hand Balanee: You use your of [ hand o balance voursell
while performing acrobatic maneuvers. After you success-
Fully strike an epponent, you pain a +2 bonus on Tumble
checks to avoid his attacks of appottuniry until the start of
your next turn. When you {lip and roll our of harm's way,
you use one hand w keep vour balance and your ather hand
1o keep your weapon trained on your foe

Off-Hund Swap: With a flourish, you flip yourweapon into
the air, catch it in your off hand, and continue 1o press the
artack. When you use this maneuver, you must first take a
full attack action to strike an opponent at least twice On
yaur next turn, you can make a special feint as o fvee action,
using Sleight of Hand racher than Blulf. Your opponent uses
the standard rules for resisting a feint. Onee you use this
m.'l_n!_'l]'.'l!‘rllg:!i nst a ]_‘.u:!rli: |!|.|TI:IF|I,'|\.\'|'|“|'|| i '.'l.']'i:‘ll'll.'rii SUCL :'I:'IJ';
or tails, you cannot use it gpainst him gEAin

Spec al: A fighter can select Einhander as one of his hghte
bonus feats.

MAD ALCHEMIST

You are an expert at using alchemical items. Through
experimentatrion, research, and your careful study of the art
of alchemy, you have learned to make the most of items such
as alchemist's fire,

Prerequisites: Cralt (alchemy) 6 ranks, Grenadier

Benefir: The Mad Alchemist fear prants vou access o three
special tactical maneuvers.

Distracting Blast: If vou ready an action to throw a thunder-
stome at the square an opponent occupies, you can disrupt his
RCTIONS. I |]1.‘ Hllddl'r] |.'||| |'|!_'| 1.|'I.""]'|] |E'|.'." Slones Lil'tl1r1.|| 1O TUITS

vour foe's concentration, possibly spoiling his attack or his
artempe to cast g spell. 17 rhe rarget of this blast was casting
a spell when vou threw the thunderstone, he must make o
Concentration check opposed by vour Craft (alchemy) check
IFyou succeed on this check, his spell is tuined, I the target
was not casting 2 spell, he must make a Will save opposed by
vour Craft (alchemyicheck or take a =2 penaltv on attack volls,
checks, and saves until the beginning of vour next turn.

Firry Blaze: To use this manewver, you must first strike o
creature with a container of lantern oil or alchemist's fire.
Ohn vour next turn, you must strike the creature wich a spel|
or weapon attack that deals fire damage. If you do so, the
creature takes an extra idé points of fire damage and carches
on fire if it is noralready in lames.

Fanglefool Defense: By tearing open a tanglefoot bag and
spreading its contents across an Area, you can create o vexing
|'I.L|"'T|I,'T ‘l'l.ﬂ hil'll]l_'['.‘; in I_"F"F'}Ill'll‘l'll g .|'|'|:|'|'|'|.|:|I:\|'.I. fﬂ\H b |'||.J.'H'I.i
action, you can transform a single square of elear rerrain into
difficult terrain through the use of a tanglefoor bag. This
effect persists for 10 minutes before the tanglefoor bag loses
its potency

SHADOW STRIKER

You melt into the shadows, hiding from your enemies wnril
the timme is right, Your cunning, guile, and stealth allow you
topick the most opportune moment o strike.

Prerequisites: Hide 12 ranks, Move Silently 12 ranks,

Benefit: The Shadow Strileer fear prants vou access o three
special merical maneuvers.

Evade Notice: [fboth vou and an ally threaten an opponent,
you can attempt to slip beneath your opponent’s notice. On
your turn, i you take no hostile actions, such as artacking,
casting an offensive spell, and so forth, you can make a Hide
check opposed by the threstened foe's Spot check. 1 you
succeed on this check, vour foe cannot attack vou on his next
rurn as long as he threatens another active opponent. 1f you
artack vour foe tor any reason before or during his next turn,
vou lose this maneuver's benefit.

Fade Away: To use this maneuver, vou must firstarrack an
opponent as a standard action, then move away and attemprt
o Hide check as part of vour move action for the turn. Ifvour
attack hits, it creates a momentary diversion, granting youa
+5 bonus on this Hide check

Ghost Strilee: You use amally's distraction and your talent ro
move noiselessly and slip out of vouropponent’s held of vision
for a single, crucial moment. To use this maneuver, both you
and an ally must threaten a single foe, As a standard action,
yiou make a Move Silently check opposed by vour foe's Listen
check. If you succeed on this check, vou gain rthis maneuver's
benefit. O the next round, your targer loses his Dexteriry
bonus 1o AC againse vour first artack of the round so long as
vour ally seill threatens him.

Special: A fighter can selecr Shadow Striker as one of his
highter bonus fears.
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spell with a material or locus companent, respectively, thar
is not normally included tn a spell component pouch. An X
denotesa spell with sn XP component paid by the caster

After the spelldists, thee new spells appeat inalphabetical
order by spell name (with the exceprion of those whose
namies begin with "greater,” *mass.” or "swih”; see Order of
Preseniation, FH 181), For éx |'|]'.1|1.11 ton of spell terminology,
st Chapter 10 of the Mayer's Handbook

\DUAL-SCHOGOL SPELLS

Dualschoal spells; fearured (1 this boal for the firse ime,
have effeces that encompass two distinee schools ol magic. Tn
all cases, treat these spellsas if they belonged 1o bath schools

scctssing one school of 2 dmbschaal spell preventall access

that spell For&iample, aspecialistwizard cannot learn

s is one of
aoply to 2 school of
vewil the spellcaster
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them 1o both =

if aspellcaster has the Spell Foruc feat for either school,

can apply chools af magic. For example

ol spell normaliv: However

pell Focus leat lor both

chools only increase

HE
Anotherfearure new in Players Handbook 11 i the poly-
morph subschool, defined and explained below.

A spell aof the palymorph subschool changes the
targer’s form from one shape to another. Unbess stated
otherwise in the spell's deseription. the tarpet of o
polymorph spell takes onall the statistics and special

POLYMORPH SUBSCHOOL

ahilities of an average member of the new form in

place of its own excepr as follows:

* The target retains its ownalignment (and personal-
iy, within the limits of the new form's abilitg scores),

¢ Tl mrger retaing ts own hit polnis,

» The targen is treated has having its normal Hit Dice
for purpose of .|L'|_]|:\'I[L‘..1Ti:1j_1 effecrs hased on HE,

.4)3\




96,

such as the sleep spell, thoogh it uses the new form's hase
attack bonus, base save bonuses, and all ather statistics
derived from Hir Dice.

* The target retains the ability 1o undersrand the languages
it understands in its normal form, [T the new form is
normally capable of speech, the targer retsins the ability
to speak these languages as well It can write in the lan
guages it understands, bur only if the new form is capable
of writing in some manner (even a primitive manner, such
as drawing in the dirt with a paw)

In all other ways, the target's normal game statistics are
efectively replaced by those of the new form, The wrget loses
ill of the specinl abilities it has in its normal form, including
its cluss features (even if the new form would normally be
able 1o use these class features).

[f the new form's size is different from the tarper's normal
size, (18 new space must share as much of the original form's
space as pu_u_-:|.|1]|:, squeezing into the availalile Space (e PH
148} if necessary. I insuthcient space exists for the new form,
the spell fails.

Any gear worn or carried by the targer melds into the new
form and becomes nonfuncrionzl. When the rarget reverts
to its true form, any objects previously melded into the new
form reappear in the same locanion on its body they previously
occupied and are once again functional. Any new items worn
in the assumed form fall off and land at the target's teer

The spellcaster can freely designate the new torm's minor
physical qualities (such as hair color and skin color; within
the normal ranges fora creacure of that kind, The new form's
significant physical qualities (such as height, weight, and

gender) are also under the spelleaster's control, bur they must

fall within the norms for the new form's kind. The arger of
a polymorph spell is effectively camouflaged as a creature of

its new form, and gainsa-+10 bonus on Disguise checks if 1t
uses this ability to creare a dispuise.

If the targer of s polymorph spell is skain or rendered uncon
scious. the spell ends. Any purt of the body that is separated
from the whole remains polymorphed until the effect ends.

[ncorporeal or gaseous creatures are immune to polymorph
spells, as are creatures of the plant type. A creature with the
shapechanger subtype (such asa lveanthrope or doppelganger)
can reverct o (s “:]|H.|'|,'.-|| |-I MO QES 0 ""\|:h,"|l..|:|]'|| dchion

Spells That Have Come Before
For the purpose of .ri|||11|||_':a|5h_g effects thar apply 1o |m!-l.=

morph spells, any spell whose elfect is based on either aller

selfor polymorph should be considered 1o have the polymoerph
subschool. However, note thar the spells’ existing rules text
takes priority over that of the subschool. Alter =l for instance,
does not change the tarpet's ability scores (unlike normal for
spells of the polymorpl subschool),

ASSASSIN SPELLS

Ist-Level Assassin Spell
Blade of Blood: Weapon deals +1ds damage, or +3ds if vou
take 5 points of damage

dnd-Level Assassin Spell
Increase Virulence: Poison's DO increases by 2.

BARD SPELLS

Ist-Level Bard Spells
Share Talents: Subjects gain +2 bonus on skill checks,
Stay the Hand: Change subject crearure's atrirude ro helpful
for 1 round

Z2nd-Level Bard Spells

Blade Brothers: Use higher saving throw result berween
rwe creatures, but both suffer effecrs if the saves fail

Celerity, Lesser: Take a move action immedinely, bur be
dazed for & round

Crown of Veils: Cain +2 to Disguise and Hide, discharge
[0 gain +8,

Increase Virulence: Poison's DC increases by 2.

Insight of Good Fortune': Subject rolls twice, takes best
resulr:

Master's Touch: Subject pains immediate +4 bonus on a
shill check

Ray of the Python: Creature can only atrack once per round,
cannot make nttacks of opportunity—10 fr. penalty o speed.

Streteh Weapon: Melee weapon gains 5 fr. of reach for one
artack.

Vertigo: Subject crearure must succeed onna DC 10 Balance

k'l'ni,'i_'l\ Lo Tave I.‘.I-i'h I'-S.'l:'.ll'ld

drd-Level Bard Spells
Alter Fortune®: Cause one creature (o reroll any die roll,
Halt: Subjecr's feet become stuck w ground
Hesirate: Force subject to lose actions
Phanrom Bartle: Illusion of bartle Hanks crearures and
denies attacks of opportuniry
Sonic Shield: +4 deflection bonus to AC; 1d8 sonic damage

and push back crearures thar hir vou in melee

4th-Level Bard Spells
Baleful Blink: Subject has 50% chance of failure on arracks
and spells.
Celerity: Take o standard action immediately, but be dazed
for a round
Healing Spirit: Ball of light heals 1d8/round.
Mirror Image, Greater: As nirror image, bur gain an addi
tional image each round
Thunder Field: Creatures in oren take 1d8 sonic damage/
round, lenocked prone.

Sth-Level Bard Spells

Dance of Blades: A weapon anacks on irs own

Friend to Foe: Muake subject cresture believe irs allies are
IS Enemies

Incite Riot: Subjects arrack nearest crearure.

Magic Convalescence: Spells cast nearby heal you 1
hp/spell level.

Renewed Vigor: Remove fatigue and +2 bonus to Constiru-
tion tor 1 round /level



BEGUILER SPELLS CLERIC SPELLS

IST-LEve .r.l:']'.‘l:": D ISi=Level Lienc >pells
Rouse: Awakens creatures in area Blade of Blood: Weapon deals +1dé _{Jﬂ':i_;!:.' or +3da if vou

Whelm: Deal 1dé nonlethal damage +1de/2 levels above take 5 points of damape

15t (max Sdé Invest Light Protection: Heal 1d4 damage - 1/2 levels
Lna-Level Deqguier >peis
Blinding Color Surge: Blind subject for | round. gain Znd-Level Lienc Spells
- kil Animalistic Power: Subject gains <2 bonus to Srr, Dex

Stay the Hand: Change subject cresture’s smmitude to helplu anil Con
t ! Black Karma Curse: Subject d

"(‘rtl_'gn Subyect Crealund must ST .—.-_'Ir. onaDC 10 B .". 1
) urd Blade Brothers: Use hig

neck fomone each 1

Whelming Blast: 15-foot cone desls 1dan O CTE 1
feve cd Cloud of Knives: Relezse o

evels (max 5dé 1dé damage
+1/3 levels imax +5
ird-Level Bequiler Spells Insight of Good Fortune: Subject rolls twice. takes best

Crown of Veils: Cain +2 1o Disguize and Hide, discharg resu
E . :
1o gain +8 Mark of Judgment: Creatures thar attack subject heal 2

Halt: Subject’s feet become stuck 1o ground points of damage each saccesstul hit
Hesitate: Force subject to lose actions Master's Touch: Subject gains immediate +4 bonus on 2
Inevitable Defeat: Subject takes 3ds nonlethal damage skill check

tound Share Talents: Subjects pain +2 bonus an skill checks

Legion of Sentinels: Ghostly swordsmen threaten a 10-foo Stay the Hand: Change subject creatute’s artitude 1o helpful

tadius, deal 1d8 damage +1/3 levels (max +5). for 1 round
Vertigo Field: Creatures have 20% miss chance and possibly Stretch Weapon: Melee weapon gains 5 11, of reach for one
become nouseated attack
4th-Level Beguiler Spells brd-Level Cleric Spells
Mirror Image, Greater: As mirror image, bur gain an addi Alrer Forrune®: Cause one creature to reroll any die roll
tional image each round Channeled Divine Shield: Gain DR, amount based on
Phantom Battle: [llusion of bartle
denies attacks of opportunity
Whelm, Mass: t1dé nonlethal damage/level (max 10d6) o «+ on urn or rebuke
level Crown of Might

IKS Credfures and CastTing nme

Crown of the Grave: Command undead, discharge to gain

. I
n +2 Srrength discharge 1o gain +8

I cTeature
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S5th-Level Bequiler Spells Crown of Protecrion: =1

i regis
5 k rest
| oerDmes mance DONLEE 0N S3VeEs rouna

Etherealness, Swift: Subject

ethereal Crown of Smiting™: +2
Friend to Foe: Make subject creature believe its allies are damage on single =
Curse of Arrow Attraction: Subject takes - € penalty 1o AC

1% SIS

Incite Riot: Subjects atrack nearest cresture spainst ranged sra
Divine Retaliation: Weapor sppears and sirikes th

Level Beguiler spe who attack you
Overwhelm: Nonlethal damage knocks our subjecr Energy Acgis: 5
Iype lor on

! kAT A D P = _ ; -
LACKGUARD SPELLS Energy Vulnerabiliry: 5

Ist-l evel Blackquard Spe Hesitate: Force subject 1o lose sotion

Blade of Blood: Wespon deals +1dé damage, or +3d6 if you Invest Moderate Protection: Heal
prant DR 3/evil

Mark of Doom: Subject takes 1de damage for each hostile

u'l.-1lll_l|'|' 1/2 levels

tnke § points of damage

£N0= Ly ilI.II J":.”.!-"I "\E:"li ac1Ion
Increase Virulence: Poison's DC increases by 2
ith-Level Cleric Spells
Blenkness: 1de damage/round vo living creatures, gronts

undead turn resistance and fast healing.




Blessing of the Righteous: Weapons deal «1dé holy damags rd-Level Druid Spells
and become good-aligned Alter Fortune®: Cause one crearure 1o rern

Channeled Divine Health: Heal a cresture, amount and  Crown of Clariry: <2 1w | ind Spot
range hased an

Healing Spirit

i1l IO gain +5

wnad Evard's Menaring Tentacles: Grow two rentacles wii

Mystic Aegis: You gain IEALNST One reach thar deal 1d8 damage each
Srifle Spell: Subject musa concentrate or botch « evel Druid 5§

Call of Stone: Slowly turn subtect o stone
th-Level Cleric Spells Healing Spirir: B
Condemnation: Lowers subject cutsider’s SR and stuns Meteoric Strike: Melee attack deal

tor 1 roaur

Etherealness, Swifr: Subject momentarily becos Renewed Vigor: Remove fatigue ar

lmr-n !Ira\ y Protection: Heal Sd4 damapge } leve

grant DR §5/evil n-Le Lring Spe

Magic Convalescence: Spells cast nearby he : Blood Creepers: Vines deal 1/level damage for multiple
hr spell level [ nidz and entanele cne cteatur
! Lt A= Ty g Allid £ i | i i ITK

Mana Flux: Magic in ares
Meteoric Strike: Melee arrack deals an extra 1ds damage to speed
1d6/4 levels; adjacent crezrures take half damag Magic Convalescence: Spells cast nearby heal you 1

failure chance Longstrider. Mass: Allies within 40 I, gain <10 ft. bonus

Radiance: Creates daylight that dazzles undead hp/spell
Renewed Vigor: Remove fatigue | +2 bonias to Constin Radiance: (
gon for 1 round/level

reares davlight thar dazzles undead

brh-Level Druid Spells

Gth-Level Cleric '-|-->| Bones of the Earth: Create pillars of stone
[ i'm-llll.. Perfection™: Subje et gaing 4 1o all alatliries '-'-l'l-'iﬁi"_ﬂ Perfection™: Subject gains +4 1o all abiliries
Thunder Field: Creatures (n avea tule 1d8 sonic damage/
r'rl n=Level Lieri “liri"”"n |-"'.lrII.J. L:I.I"'Li.-LL'L:l prong
Animalistic Power, Mass: As animialtshe poiver but mulriple
-.l|l'||'-:- "th=-Level Drund Spells
Plague: One cresture/level contracts quickly terminal Animalistic Power, Mass: As antmalistic power, but mulriple
|i"l'|'\.' "'ill:-ll-ll s
ke 2d6 damage/round As the Frost: Transform into 3

enE M lamaged 1d8 |:'lJ._L;Il|.‘ One creature) leve

Pulse of Hate: Nearby enemie
Righteous Burst": Allies h

g =1 MaX =35
i Tl | [ =
o Li~L I IS TEres ina line 2mnd rdlES A

Chain Ih-u-prl el multiple magical eflects inn T

1 “.-\""I‘\ )£ SFELLS
Visions of the Future: +2 sacred bonus on w3
bonus to AL ..j.‘-.i....'_'.;i.' .-i,_-':. to gain bonus o ] nall l Bl LSy 1

= Hu_]:u - Trlpplny_ Hand: Hand 17195 subject
Alade of HIL"'C"L!. le=als = ldé damage, or « 346 1 vou

o o htl':f"rt Fire i-l-"h idé fire damapge/level (max 5ds
UJID SPELLS s

i i o LAring s iIp lrom prone
hum.ulnlu Power: Subject gains 42 bonus 1o Str, Des
vl | I £ =L viel Du EDiaoe Sod
,

EMIW Animalistic Power: Subject gains +2 bonus to Sir, Dex,

Drifts of the Shalm: Create difhcult termain made of
leaves, or ash and Con
Linked Perception: Allies pain <2 bonus/ally in spell area Bighy's Striking Fist: Hand deals 1do nonlethal damage/2
on Listen and Spot checks. levels imax 5d6) and knocks subject back
Deflect: Gain bonus to AC for one artack



Dimension Hop: Telepor subject short distance 2nd-Ls

S'{*q.*lviing Ray: Ray deals 4dé elecrricity damage, ignores
concealment and cover; you Eain <4 0 atvad ks with rays
aguins the subject

Stretch Weapon: Meles weapon gains § {1, of reach for one
A1acK

Sure Strike: Cain +1 bonus

3 1 !
3 levels on next attack

ird-level Duskblade Spell: fi

Crown of Might: Gain -
bonus for 1 round

Crown of Protection

]'...J i 1D galn =8
4 B

2 Strength, disc

+1 deflection bonus 10 Al 1 resis 41 l

e bomus on saves: dis !'..._'gr'.. gain =4 for 1 round
g |

Hu{wm Scarabs: Scarab swarm de

nm M

als 1d6/2 levels. gives vo
EmMpOrary

f.nu.'rg*g.' Acgis Subsect pzins resstance 20 ap3ins One energs
rwine o R

W

Energy Surpe: As lesser energy wrge. but 2dé damag:
Hali- 5 i

Regroup: Teleports nearby allic %1
249 (r e Soells E_ :_I
{-_hinnrlrd P\'Iu‘.‘rbl.lhl Dieal fire dzmase, amount and radius
H1 TIME LI
Tutu “t.ip{ln Cioars weapon with poison Evox
syih-Level Duskblade Sope

Slashing Dispel: As dispel magic, but crestures rake damag Nern

t ML A f i r
nd P Tl il i
&1 ™ ~
PALADIN SPELLS
Abiter
Znd el F ns
chrnnﬂf‘\mmn ? damage bonus, o ' 23
damag '.""g' arrack
\:!.31'}; ﬂi Doom: Subject rakes 1dé damage for each hostil
Healing Spirit: Ball of light heals 1d8/round [
4th-l evel Paladin Sp
Blt':.nmgnt the Rtghtmua Weapons deal «1d6 holy damage
IF"“.:. SOme § -.I.LJ I| B ed
Divine Reraliation: We sapon appears and strikes those Ench

who artack vou
Meteoric Strike: Melee attack deals an exiea 1dé damage
1da /4 levels; adjacent crearures rake hall damage

RANGER SPELLS

Ist-Level Ranges
Linked Perception; Allies gain +2 bonus/ally in spell orea
on Listen and Spot checks

apell

Animalistic Power: Subject gains +2 bonus 1o St
and Con

Crown of Clarity:
to gain +#

Curse of Arrow Attraction: Subject rakes -5 penalty 1o AC
il[‘_lll"*l [

Humnter" =lw G

SORCERER/WIZA

Deflect: Gain bonust

el Ranger Spells
Dex

+2 wo Listen and Spor, discharge spell

anged arracEs

n +1dé sneak arrack damage/3 caster levels

r 1 Toun
Share ]nlrmﬁ. Subjects gain +2 bonus on skill checks

KA L"""'-

1 l_onptrlder Mass: Allies within &0 fr. gain «10 fi. bonus
D:spellmg Touch: Dispel one magical effect on rouched 1o tpes

RD SPELLS

sorcerer/ Wizard S¢
l'h.-ﬂn‘l: Lesser: Gain 3 dell
™% L IMak +5 BFainsy
Hund Subi

hr|£ﬂrr- Fire Bnh' 1d

Parie ':.'

T ST e U

Rouse '. (ETIS O s i
"L'&ht‘fm l"__-'. :_".— nonlethal damape +1de/2 levels
bove st imax &

thi‘ﬂ- 5 Tnppmg Ha_nd Hand 11

Kelgore's Fire Bolr- 1dé fire

Darti I'.-'

-_L_J.I-_i.|_.r leve] i max 5ds

izniore SR

th-. rl* F]no:l We

Sl ] deals +1ds _"_1!"!'._-:;1' or +3dé

WILNET Oof .'..r1~.._._-.—

I'llﬁpcﬂiny_ Touch: Dispel one magical effect

TiCLhC e ‘-.._"':..:

Cloud of ['\I.'I.H-:!'a Release one knife/round, 1ds

.':.\.iL-. “1/3 levels (max +5

Dimension Hop: ir!r:\- st subject short distance
Kl'fk:t'lrr*-ﬂnvr.\'ii'&t: 1 old damage/level

fa r, partially ignore

e
“'\

In»lght of Good Fortune™: Subject rolls rwice
takes besr resule
Master’s Touch: Subject pains immediste

on a skill check.

Sure Strike: Gain <1 bonus/3 levels on next srrack
Black Karma Curse: Subject damages self with
melee artack

Stuy the Hand: Change subject creature’s artitude
to helpbul for 1 round

Whelming Blast: 15-foor cone deals 1dé nonlethal

+4 bonus

damape/2 levels (max 5da).

Bighy's Striking Fist: Hand deals 1dé nonlethal
damage/2 levels {max 5de) and knocks subject back,
Bighy's Warding Hand: Hand of force slows

opponent




l|4.'EIT|'E1'E|11_'E.'1:1EE:_‘_i.ml.::nJ;:- 1/ leve] (max <10 Irans Crown of M.‘gl-.: Gain +2 Srrength, discharee to

LI --]'-;'-_‘:rn_-m W |]l| d.i]!'l.':ﬂl."- Vi an '|'|'||':-'-' -+ i' mus for 1 I|'i.“'||j

B
Hn"kiﬂﬂ Ray: Rav deals 4de eleceiricity damags C

rown of Protection: +1 deflection bonus to AC.

&N 1 e §O00 % IS ATge (0 Fain =4
1LACKS wWith Tavs against T S

lllus Blinding Color Surge: Blind subject for | round Curse of Arrow Artraction: Subject takes -5 penaly
iin imvisibelit 12 AC ageinst mnped artacks

Vertigo: Subject cresture miust succ M Energy Surge: As mery surae, but 3de d

INCe CheTK [0 MOYe e3Ch ot Evard's \lrﬂn-h”“;:: Tentacles: U row two 12
Necro Kelgore's Grave Mist: 1de cold damage/level, caus with 10-ft. resach that deal 1d8 damage each

rigue, partially ignore SK Halt: Subject’s feet become stuck to ground

[rans Animalistic Power: Subject gains +2 bonus to Sir

Celerity, Lesser Tzl ve action immediate] Abtur Condemnarion: Lowers subject oursider’s SR and
but be dazed for 1 ronnd stuns for § round

Energy Surge, Lesser: One antack desls an extra 1dé Slashing Dispel: As dispel magwc, but crestures rake

Increase Virulence: Poison's DC increases by 2 Stifle Spell: Subject must concentrate or botch
Share Talents: Subjects gain +2 bonus on skill spell

checks Conj Bright Worms: Fiery worms damage enemies within

Stretc h"ﬂ."r.:pun: Melee weapon gains 5 [t of reach M-

for one attack Doom Scarabs: Scarab swarm deals 1de/2 levels,
gives you temporary hit poinis
ird-Level Sorcerer/Wizard "1}-1-“-. Explosive Rune FieldM: Ares is covered with runes
Abjur I'.m.'ri__:'].r .-‘ﬁ.;_'g_ih: Subject galns resistance 20 againgi that ::.\';-l-.u.h.' an contact with creatures
one enetgy type for one atrack Ench Whelm, Mass: {dé nonlethal damage/level (max
Energy Vulneral
i the sped ified LNETEY. Evoc Bleakness: 1dé L|.IIH.|,:1' round to i Ing creatures,

y: Suliects gain vulnerabilin 10déa) 1o 1 creature/ level

Conl  Dimension Step: Allies can immediarely eleport prants undead turn resistance and fast healing
a distance equal to their speed Channeled Pyroburst: Deal fire damage, amount
Luminous Assassin, Lesser: Sumimons an pssassin and radins based on casting time
to attack the subject Crushing Grip: Subject takes -2 on artacks, checks
hh‘“.lh Unicorn Arrow’: 1d8+8 damag Ti R |!I CaAVES _--__r'||_'i_-"ll_ and =20 {1 I'-.-|'|_|_|rl. 1D SPet .j r1',~§h[i_'-f
ish; +1 unicorn arrow/3 levels beyond Sth
Regroup: Teleports nearby allies to your sids
Scattering Trap: Imbue one 5-ft. squar evel damage for s dispelled
with teleport trap lllus Crown of Veils: Gain +2 to Disguise and
Dis Alter Fortune®™: Cause one creature to reroll ar dizch

Crown of Clarity: =2 1o Listen and 5 {ischarg n sddiviona] in ach

spell o gain -8 Phantom Bartle: 1lusion of battle flanks creatures
En Hesitate: Force subject w lose action: and denies arracks of opportunit
Inevitable Defear: Subjecr 1akes 3d nletha Necre Doom Scarabs: Scarsh swarm deals 1de/? levels
PR — | N e

Blink- Subject has § hance of failure on

-

Bighy's Disrupting Hand: Hand d pls Opg rans Baleful

i 5 spellcasting siiacks and spells

Prismatic Mist: Mulricolored mist | ndon Call of Srone: Slowly turn subject o stone
Celerity: Take a standard scvion immediatelv. bas be

Ray of the Python: Creature car [

per round, cannot mzke atracks of opporiu 1 Trn“ahapr Y ke on the lorm and abilities of
ft. penaley o speed 1
lus  Legion of Sentinels: Chostly swordsmen threates Univ Mystic Surge: Ally's spell gains +2 DC and +1 caster
10-toot radius, deal 1ds damage +1/3 leve Tax leval

Lrol

Vertigo Field: Crearures have 20% miss chance and ith-Level Sorcerer/ Wirard Spells
possibly become navseared Abjur Field of Resistance: Zone provides SR 11 + caster
Necro Crown of the Grave: Command undead, diseharpe level

U O fo gain +4 on turn or rebuke Mana Flux: Muagic in area has 20% failute chance




oihn-

Alter Fortune

Dimension Shuffle:
chort distances within

leleport multiple crearures
line of sight

[ I
A5 LesseT (UmTERaLLs dssdasain, t‘l.l[

Coni

Luminous Assassin:
the sssassin is more powerful
Toxic Weapon: Coats weapon with poison
Lncite Riot: Subtecrs sitack nearest

Electric \cn':c:lru‘.r Grester- Ase

CIEIiure

sds damage +1/level (max +15) an
Radiance: Crestes davisght thar

Sonic Shield: +4 deflection bonus o AC; 1dS soni
damage and push back crestures dhar bit you in melee

CITEiume

1% [-rlcnd to Foo: Make subseci

% 4Te s enNeMmies

l]ancr ol Blades: A weapon attacks on
Etherealness, Swift: Su

'! eI

Lal

LEYE >Orcerel Wwizara

SPELS
Overwhelm: Nonlethal domage knocks our subject
Thunder Field: Creatures in area take 1d8 somic
damage round, knocked prone

Chasing Perfection*: Subject gains +4 twall abilities

En
Evoc

Trans

Energy Surge, Greater: As enorgy surge, but 3de

damage

ivination
Level: Bard 3, clerie 3, druid 3, sorcerer/
wizard 3

A R
fades, thi

Components: V. X
Casting Time: | immediate action and assumes 4 mor
Range: Close (25 [1. 4
Target: One
Duration: [ns
Saving Throw: None
Spell Resistance: N

§ 1n./2 levels) fernl countenans
Al Lire
You imbue the ¢

of the r

[aneous

natural we

+2 ¢nha

Tl
LeXiernity

biect momeniarily becomes

Spell Resistance: Yes (harmless
A sparkling nimbus

wpears around the

CFeatri

nCemer

fth-Level Sorcerer/Wizard Spe

s
Luminous Assassin, Creater: As i
but th

iR s

¢ assassin 15 more powertul

Necro Pulse of Hate: Nearby enemies take 2d6 damage
round

Trans -\menli‘tic Power, Mass: Asan

il sifig

- |. _-x.. sue

Ci=
lu- [he Frost- Tran=form into a creature of cold
Bih-Level Sorcerer/Wizard Spells

Abjur ( h.un Dispel: Dhspel "1'J|I' agical effects in

e CTeaiames

mmedi

.. Hhwma

s C rlcr:u' {.reah:r- Take a full-roun

th-Level Sorcerer/Wizard Spells

Conl Summon Golem: Summon 3 clay I'|~:'~.1 iron, or
stone golem from a small amount of like material
Evoc Detonate: Slays subject and creates 20-11.-radius

explosion thar deals 1de damage /level (max 20d6
rans  Dragonshape: You take on the form and abilities of
8 Hupe red dragon.

Range: Personal
Target: You
of green light Duration: 1 round/level

eredlure. As the light

seems a shade largm With a ervstalline linkling, your body
arimn ki, anen bransforms into a fgure of fce and cold,
your equipment melding inlo your new

form. Your skin becomes brilliant Blug

ibject with an aspect and bran ent, with glimpses of [iguid
cld fh.- subject gains benenth. Frost forms aoross vour hands
} and arms, d wn 1o form knfe

3l rirurion ! i T [ tm [
With a cmple wtlerance, you crvale 2 moonien Aaterial Component: A bir of animal bitierly cold air surrounding you. Swow
bary distortion that engulh and (onlourds fur. feathers, or <ki swirls about you as your presende freeies
T the air's mondure. K il iprrad from
Animalistyc Powe Masgs youT Eatrronds
Transmutation
Level: Cleri fruid erer Your crea il
fie 1 t just made. It wizard 7 sider. Ur vl
the secon g i /2 leved camn be br die
XF 1 re/level, no rwo of in this for
30 fr. spart You gain the following qualiries and
abili
Iransmutaticn Ihi=s spell funcrions like anmimalishe * Immur o codd
Level: Cleric 2, druid 2, duskblade 2 poaver, except that it affects muluple * Damage reduction 10/magic and
EAnger 2. sorcerer wizard 2 Crearure PIETOINE

Components: V.5 M

Casting Time: 1 standard action
Range: Touch

Target: Creature touched
Duration: 1 minute
Saving Throw: Will negates (harmless)

s the Frost

Level: Druid 7

level

Transmutation [Cold]

sorcere]
Components: V,
Casting Time: | standard action

* Atthe beginning of your action, crea

rures within 15 leet of you take 2da

points of cold damage per round. A

wizard crearure that takes damage from this
effect must make
DC 17

s M a Fortitude save

# your ill,"r' .||'|||I'|'|.' F1'I.|.I||||.'|L'l'




=
=
o}

=
)

=
=
=

T |.'H.‘ "II.-'1|'I'-CJ| as [J:'_" ';.II'||'|I

spell, for the remaining

duration of as the frost,

Spell resistance applies

to this effect.

.'~1n|.':'|.||'Lmll;mr:ml'."'.i'|'||:n|-:
of tce or crystal

Baleful Blink

Transmutation

Level: Bard 4, sorcerer/wizird 4

Components: V

Casting Time: 1 standard
acrion

Range: Close (25 fr. + § fi./2
levels)

Target: One creature

Duration: 1 round/level

Saving Throw: Forritude
negares

Spell Resistance: No

Yout ciaise e cveabiree o wand e and ol of
existence erratically, mmuch o its chagrin

You curse one crenure to o lrustraring
existence on the edge of the Ethereal
Plane. The subject shimmers between
the Ethereal Plane and the Material
Plane, has o 50% miss chance on any
melee or ranped attacks (as if the arger
of the artack had ol concealment),
and there isa 50% chance tharany ~1|'u.'||
Ehl." casts d'l_"i.“'; il |.'|:ﬂ.'|.' ! “|.|-I.:: Lon ||.|I::'
desired plane while she blinks berween
the planes,

Because the magic of the spell only
cawses the subject to blink when
attacking or casting, attackers have
no miss chance against her, and spells
cast against her affect her normally.
Because the blinking is so rapid, she
cannot attempt to blink through walls
or move i the Echereal Plane.

The subject of o baleful blink spell can
cast spells on irself with impunity: in
this case, it has no miss chance because
the targer of its spell (ieself) rravels
along with the spell. The subjecr can
.‘Ilﬂ"l 1.L|.'j_;r.'[ CTearures on [l“: [:[l'll.']'l.";.ll
Plane, but still has 2 50'% chance of
fatlure on attacks and spells. Spells
with the force descriptor are unaffected
by the effect of baleful Bk

Bigby's Disrupting Hand
Evocation [Force|
Level: Sorcerer/wizard 3

Components: V, 5, F

Casting Time: 1 standard acton
Range: Medium {100 fr. + 10 fr./level
Etfect: One hand of force
Duration: § minute (13)

Saving Throw: Mone

Spell Resistance: Yes

A smiall, spectral luman hand springs into
extstence before your tavgel. 1 hovers in the
i, veady do delver o backhanded blow

Like Bighy's mlerposmg hand, this spell
CTECes I'll.'I_E'.IC'.ll COonsiruciin :l'.li' torm
of 1 human hand. The hand rargets o
'1:]!!_"{‘ |||||J\""|5'|."|:| li'll. YOUT ¢ ||||||.'I: '\'l"iflil.j'l
range. You choose this opponentas vou
cast the spell Youcanrargeta different
opponent with this spell by raking a
maove acrion o do so

When the subject of Bighy's disrupt

ing hand atrempts to cast o spell, the
hand punches liim, This artack causes

no damage, but it forces the subject to

make a Concentration check with o
DT equal to this spell’s save DC. I
the subject fails the check, the hand's
blow ruins his casting attempr.
Ihe hand is abow 1 foor long,
It has hit points equal o half your
tull normal hir points, and its
AL i5 20 (+4 size, +6 natural),
It makes saving throws using
your total save bonuses and
talees damage from spells and
ACTRCES a5 ]'lﬁl't'l'li[l
Focus: A soft glove.
Bigby's Helpful
Hand
Evocation [Force|
Level: Sorcerer/wizard 1
Components: V.5 F
Casting Time: 1| standard
achion
Range: 0 it
Effect: One hand of force
Duration: 1 hour/level (T
Saving Throw: None
Spell Resistance: Mo

A magical constrict in the shape of @ hand
appears nexd fooyo, 1 fingers open foaerd

varud, wemnlbimg for you to hand if o item

This spell creates a hand of magical
force that holds irems for you, helps
you complete long, involved tasks, and
otherwise aids vou. The spell grants
you a +2 competence bonus on Crafr,
Diisable Device, and Open Lock checks
for the duration of the spell. 1t can
hold a single object weighing up to 20
pounds. You can grasp the object that
the hand carries or place an object in
its grasp as g switt action, The hand
remains in your square ar all rimes. [
matches your speed, and you can bring
the hand and the object along with you
if you use dimension door, teleport, and
similar spells. You cannot order the
hand to mos

away fram you. If you
ated from the hand, the spell
immedintely ends.

[he hand is about 1 foot long, 1t has
hit points equal to halt vour full normal
hir points, and its AC is 20 (+4 size,
+6 natural

]| 'I'I'Ii'll';.i"" saving |..|-IT1'I'.\"i
using your total save honuses and
takes demage from spells and artacks
os normal,

Foetas: A soft glove



Components: V
Casting Time: 1
Range: Medium

Target

Ve

Duaration: Inst

Saving Throw: Reflex |
Spell Resistance: Yes

A large glowing fisd, the size of @ hoaman
T, appessry in frond of the creature and

slams ambe tf weikh @rval force

The attack bonus of this slriking fis)
equals your caster level + your key abil
iry modiher + 2 for the hand's Strength
score (14), The fist deals 1dé poinres of
nonlethal damage per two caster levels
maximum 5d

rush (PH 154

and attermpts a bull
The hst has 2 bonus of

+4 plus +1 per two caster levels on the

bull rush attempt. and if successtul it
"
Eknocks the

not provoke gitacks of opporunity. A

subject that succeeds on s He :'..I."_ Ve
takes hall damage and is not subject to
bull rush ATTETTRH

Components

e glasa

Bigby s Tripping Hand
Evix .iIl*.lI'.ll"l.IF-u."L‘:
Level: Duskblade 1, sorcerer/wizard 1
Components: V, 5, M
Casting Time: | standard acrion
Range: Medium (100 £+ 10 fr./level )
Target: Oine creature
Duration: Instantaneous
Saving Throw: Reflex negares
Spell Resistance: Yes

A Larg I Mand, T s ol fruman

m fromt of ri-; |

provoke attacks of opportuniry. Irs

atrack bonus equals your casrer level

hand’s Strength score (14}, The hand

has 3 bonus of +1 on the trip arrempe for

every three caster levels, toa maximum

of +5 at 15th level

it key ability modifier = 2 for the

Malerial Components: Three glass

beads

Biabu s W a Hand
Evisgton
Level: Sorcerer/wizard 2

Components: V, & |
Casting Time- | stand
Range: Medinm (1
Effect: One hand of force
Duration: 1 round/ level (D)
Saving Throw: None

Spell Resistance: Yes

A spectral human hand sprngs mto exes-
tenee. It pushes indo the target, fovcing him
back s he adtempts to move,

This spell creates a hand of pure lorce
that hinders the subject's ability 1o
move. You |.1r."-.!_'i'._'ll' a '.:I_._‘:'r '.klsl'h
cCasting this "-!;"1:]] You can @ !I.l]l_.,':l,' the
'-1"1'“ g I.u'.!:t'l IE b lJi..'T.!: B MOV aCTion o
n Hupe

do so. This spell has no effect

el must make a

I'he hand is abou i
hit points equal o half vour full normal
hit points, and its AC is 20 (+4 size
«6 natural), [t makes saving throws
using your total save bonuses and
takes damage from spells and anacks
a8 normal

Forus: A solt ElOVe

Black k

Enchantmens

irma Curse

ISLind

Compulsion

Alltectung

Level: C

Components: V. 5
Casting Time: 1 standard actior
L+5h

Range: Close s
Target: One cre
Duration: Ins
Saving Throw: Will negates

Spell Besistance: Yes

zeshure, you comeped Hhe

With a wond and .

bewnldered creature o allack sl

If the targer creature’s saving throw
fails, it tmmediately takes damage

uit 1eself with irs currently

as if it had

wiclded weapon (or natural weapon) If

has more than

i USES e Oonge

dade ol ¢ o
MNeCTnancy

1 A e 1, SOTCerer, wi

Components: V, 5

Casting Time: 1 swilt action

Range: Touch

Targer: Weapon touched

Duration: 1 round/level or until
discharped

Saving Throw: None

Spell Resistance: No

on's Dlade

Red blood erupts along the we

blisdgeom, or poind, The bl

~|MF.J!1L'-'

the groumad.

extra 1dé poing

of damage against the

target of che attack. You can voluntarils
ke = hit points of damage to eompower

the w cIpon | ydeal in extra Xdé points

-.E--_:;':':'.-Jl‘_-.- for a total of 3dé p
extra damage)

The weapon loses this property i
its wielder drops it or otherwise loses
coniact '\'r'”h 1L

Blade Brothers
Abjuration
Lewvel: Bard 2, cleric 2
Components: V, 5
Casting Time: 1 standard action
Range: Touch
Targers: Two willing cres

Duration: 1 mi

discharped
Saving Throw: Will negates | harmless
Spell Resistance: Yes (harmless

One time during the duration of this
-r-r“. 'L'p'}‘:rl'l one '\-I.:I‘\:l'u: ol r1i||* -:—r;‘.l.
amempis 3 saving throw, both recipients
can roll and apply the more favorable
result. When rolling, each subject uses




his own save bonus and save modifiers,
If both saving throws fail, both cres-
tures suffer the consequences of a failed
save, even if the effect that prompred
the saving throw only affected one of
the subjects, 1f the affected creatures
move mote than 120 feet away from
each other after the spell is cast, the
effect ends

Bleakness

Evocation [Darkness, Evil]

Level: Cleric 4, sorcerer/wizard 4

Components: V, 5, [

Casting Time; 1 standard action

Range: Close (25 {1+ 5 fr./2 levels)

Arﬂ.ﬂ'. :I'|.|__-| -I".Il\'.{iil‘\ I iom -;'E"I'I|!'|'I.'I.|
ona [1-c111‘.r iI'I '::|'|_||.'1'

Duration: 1 round/level ()

Saving Throw: None

Spell Resistance: No

AUPEELTE darRmess DECcis i Vi .l.l.
4 pulsing darkness bleeds from your bady

You conjure up a cloud of inky darkness
laced with life-sucking energy from
the Megarive Energy Plane. Living
creatures in r!l'lt' Ared |:|.|"L{‘ 1|:||' '|'|';'l]|'|[H
of damage each round, starting in the
round when they enter the area and
at the beginning of their turns each
r|:|l||'||| ||'|I."\\,' remain in ||:|ﬂ.' AITEH, ||'|I.'
iiiﬁm'ﬂg{" cian l?l' pﬂ_‘\.'rl'llq‘-.l |T‘| W l."'l-l.l.'l. I
t1lii! ]'ll'llrl.':'|.‘| .UH..I'i'I'i‘ﬂ |'|I'y|:|||'r'i' CNCTEY:
such as death ward.

In addirion, undead gain turn resis-
tance +4 and fast healing 3 for as long as
they remain in the area of the spell

Bleakness counters or dispels any
light spell of equal or lower level.

Blessing of the Righteous

Evocarion |Good |

Level: Cleric 4, paladin 4

Components: ¥, 8, [l

Casting Time: 1 standard action

Range: 40 ft.

Area: All allies in a 40-ft-radius burst
L'L‘:'||I."|I.'IJ on !.'("".]

Duration: 1 round/level

Saving Throw: Will negares (harmless)

Spell Resistance: Yes (harmless)

A sudden burst of warm, radiant ligh
engulfs yore and your allies, The light fadlis
geeickly bt lingers on Hhe indenipanits of Hiose
|I|r[I|'.'||:|.

)

You hless vourself and vour allies
You and vour allies' melee and ranged
i|r|:||‘|(."' LlL'.'ll an exira 1I|IE| FI_"'il'l':' ok
holy damage and are considered good-
aligned for the purpose of overcoming
damage reduction.

inding Color Surge

Hlusion (Glamer)

Level: Beguiler 2, sorcerer/wizard 2
Components: V, 5, F

Casting Time: 1 standard action
Range: Medium (100 fr. + 10 fr. /level]
Fargets: You and one creature
Duration: 1 round/level

Saving Throw: Will negates

ﬁpr” Resistance: Yes

Yo et af the farget .1,‘..'|l.'|-' \}';'”. T'he
coliovs of vourclothing, skein, and hair shine
for 0 brte) meament before they surge away

fromst you, forming a nolticolored vay that

strikes your larg Yo .|’|~;:|'['¢'.|| as The
colovs of youir body aoid 1tems feap frovm you
anlo the B, The target clitehes his eves

anl stpggers

You strip the color from your body and
gear, turn it into a lance of energy, and
hurl it at a target. When you cast this
spell, you rarget a creature with the
colors siripped from your form. The
FHFEET MLS] malie o Will save or be
blinded for 1 round.

You also gain the benefit of invsibil
ity for the duration of this spell, even if
the rarger crearure succeeds on iis save
or LE its spell resistance protects it

Focus: & small prism

Blood r..J"‘."'F‘i"l"'

Conjuration (Creation )
Level: Druid 5
Components: V. 5, DF
Casting Time:
Range: Medium (100 fr+ 10 fr./level)
Target: One creature

Druration: 1 round/level

Saving Throw: Fortitude negates
Spell Resistance: Yos

| .‘|r.lI1L|iJF-i derion

Phorny vines burst from the credbre's body,
pranchig through bane, flesh, and skin to
eriwerip s arms and legs and lether il to
thre gronind

The subject takes 1 point of piercing

damage per caster level (maximum

15} as the creepers rip apart its body.
In addition, the creepers entwine
securely around ir, trapping irs legs
and arms. The subject is immobilized
(unable ro move from its current loca-
tion) and entangled,

Each round, the 51||:|_1|:'<'1 takes an
extra 1 point of Percing L|.||'|1{I_L’t‘ pet
caster level (maximum 15) unless it is
able to escape. A trapped creature can
attempt to brealk free with o DC 20
Strength check or wriggle free with
a DC 25 Escape Artist check, either
of which ends rthe spell if successful
'i."Ihl.‘rE'r.‘;l[i,ll'l."-i‘.'ll'l llltl."tl'.lﬂ,‘.l'iti i|.|'||'|||'|L'r
acnion as :'||j|r|'|||.|| £ 1|"|L\E||' l_'l'l.f'l."kﬁ. ]’l'lt"'l.
can make attcks againse these vines
as il they were wooden ohjects with 2
thickness of 3 inches (see Smashing an
Object, PH 185),

Despite its name, blood creepers is
equally effective on living and non-
living creatures.

Bones of the Earth

Conjuration (Creation) [Earth)]

Level: Druid &

Components: V, S, OF

Casting Time: 1 standard action

Range: 60 tt.

Effect: One 5-ft-diameter pillar of
stone per round

Duration: 1 round/2 levels (D)

Saving Throw: Rellex negates

Spell Resistanee: No

;
A pillar of rock explodes wpweard [rom the

grplird,

al:'.li'll |'|"|_':".L'|. a5 0 ‘|[:'|'|".1:-I;.1.,"|.1 ACTION. '!.'I_lll
conjure @ pillar of rock that bursts from
a stone or earthen surface anywhere
within the spell's range, Each pillar
flls
height of 20 feet or until it hits o bar-

5-1o0f square and ETOWS D a

rier such as a ceiling or wall, A Large
LYC ST | ||.‘.|' crepture ina ‘_\"If.ll!il e '.".'l'H."rl" a
pillar erupts must succeed on o Reflex
save or be carried upward by the force
of the pillar. If a pillar is created in o
room with a ceiling height of 20 feet
or less, the rock slams into the ceiling,
dealing 4dé points of damage to any
|'['I'.'.||.|.|r'.':||.(:"§"' it

In a location with a ceiling height
of more than 20feet, a creature carried
up by a pillar must succeed on o DC 20
eck or fall from the top of

Balance



Saving Throw: Will negates
Spell Resistance: Yes

the pillar when it reaches its maximum

. ) ¥
heighs. On a failed check, the crearure

to the ground,

plummers

points of damage from the tall

You E."|I--i:l.‘ ¥ el Ty T
Irom a vertcal Surince g hum. H " el 1% 1N

-llL |Ih-= |.h1.-|||q‘|1'|

ExCepi that you s pull even more

o the present When you cast this

int
spell. you can immediately take a

1d readied

an acrion Ou Can EvVEnD .I'i'.lIf.E;"".

|

Bright Worms The subject of this spell gains 2 -1
Conjuration (Creation| [Fire bomis on attack rolls, 3 +2 bonus or
Level: Sorcerer/wirzard 4 damage rolls, and damage reducrion

Components: V. 5 Chis spell
Casting Time: 1 standard acrion deals 4 points ol
Range: Medium (100 ft. + 10t subject at the start of each of
Area: 20-ft-rodius spread until the spell's duration expires or you

Duration: 1 round /level (D dismiss the effect

2/magic

level {[s Turns

Eﬁ\'ing'l'llrpw. Reflex half
Spell Resistance: No

=

Call of Stone
Transmutation
Level: Druid 4, sorcerer/wizard 4
Component: V. 5
Casting Time: 1 standard action
Range: Medium (100 fr. + 10 [
Tﬂrgut: i .I'l'll_' CITaLETEe
Duration: | tound,/ 2 levels
‘;mrlnl__Thrn““ Fortitude ‘II-.IJ.
Spell Resistance: Yes

With a loud pop, a nest of weithing worms
of mualticoloved light appears in the ar.

You create o knot of living light with level)
wormlike rendrils extending out from
worms hang in the
suspenied. The worms drift

the mass. The

air as il
i

of your allies

away from the paths

yut they attack enemies that enrer

A\ beam of s

the ares, lashing our with lightning

cpecd and combusting crearures thar f this s 1 ashi
hes doach tome 1 ki " Wit
Whan yvou cast the fpell, and In iy £y h tone booom W ] s

each later round at the beginnin the taveet transfermes mio @ stone statue

FOMED Tl Lhe i r

~remiies in Lthe

DCTERSES &5 4

oer-a Cnr a1 52d ymils

itea spel EE-J[..-I..II and a

EX minatest reels
== -

E'.I!! n iI..: l\_!:ér' TIAa 1-'1'-|'I'. IEnsiorms inlo a4 stafue
[ansmutation as it atlected by Hesh (o slone. Any elbecs
Level: Sorcerer/wizard 1 or spell that veverses fledh 1o stome also

Components: V, 5 cures this condition
Casting Time: 1 standard action

Ranﬂl':.l Jose (25 1.+ 5 fr./2 levels Celerit

Target: One cr
Duration: 1 round level (1)

[ransmutation
Level: Bard 4, sorcever/wizard 4

eajure

Level: Sorcerer/wirard 8

This spell works like celerity, excepr

upon casting th
tzke a fullround action (or o

is spell vou can imme
diarely
':1._-J;:I_'I|.I acnon :‘E‘..‘- 4 mMoVeE achion, or
performing
thisaction, you are dazed until the end
of vour next rurn

wo move actions). Alver

Celerity, Lesser

[tansmuration

Level: Bard 2, sorcerer/wizard 2
Components: V

Casting Time: | immediate action
Range: Personal

Target: You

Duaration: Instantaneous

borrowe a slice of bime from the future

it nto the present w0 thal vou

g

Alrer

vou are dazed

Disoe
L k
DI

Components: V, 5. M/DF
Casting Time: 1 standard action
Range: Close (25 fr = 5 f1./2 levels
Targets: Onie or more crearus

of which are more 1

&, 10 TWY

Duration: Instantaneous
Saving Throw: None
ﬁp-:H Resistance: No

A cornscating bolt rips through the air,
lrmmieg with power as (f strikes cach

]:'I.-'Sl.'l'l.':i creature




Each

affected as il by 3 targered disp

creature struck by this spell ts

| map

of 25
Maleral & mpenf
b oo lase ¢

length
Conjuration (Healing

Level: Cleric 4
Components: V', 5
Casting Time: See text
Range: See text

Iarxt.l. . eitune
Duration: Instantaneous
Saving Throw: Will:
Spell Resistance: Yes

You bring forth a sphere of pure healing

energy. You pour divine power mto il
dowly butlding the emergy of holds, unial o

i ready Lo mend an ally’s wonnds.

T'his spell allows you to heal an ally, or
damage an undead creature, ata range
greater than touch, When you cast this
\'|lr||. you channel enecgy into it You
can choose bow long to spend casting
this spell

U you casi this spell as a senft action,
s range of touch, and you heal
wched creature of 1d

ir has

7]
]

SInE e 1

damage. An undead cresture

indead creature v

within range takes this smount of

damage instead of being healed
I vou spend 2 Fuall -|r'.1-_f-; casting
this spell, {r has a range of long, and
you heal a single creature within range
of damage equal o 4d8 points + your

caster level imaximum +20) An undead

takes this amount of d

i being healed

cd i
ot i M VOU W
1 T
3 e s il DEFIn CI<F
ng 1 I HOMIE TNal yoll 3re
frrishe ting after the appropriate
i 5 -

Abyurat

Lewel:

Components: V, 5
Casting [ime: See tex1
Range: Perion

Target: Yi

Duration: | round) level
As your complele thos spell, a shoeld crafted

ippeirs before yow. As

from divme ey )

il ke | o b byl 4 o ¥
Yirki Ehmamne energy onlo e sineta. if @rows

a.,'_..-.|||_:|'| _'|.,.I i EeT

This spell improves your defenses
Fhe magnitude of this Improvement
I!l'i"l'rlli'- on |||I' darment l.'ll CLImMe VoLl
spend costing the spell

I£ you cast this spell as o swift action
vou gain damage reduction 2/evil for
the duration of this spell

If vou cast this spell as 2 standard

aciion, you gair ||I111IEI' I!'Ijll-..'l.'l‘.

If you cas this spell as a fullsound
" lamage reduction
1 T p unias
1 il
The spell ration d nOT DegLn
T ting the spell. Y
| ol Thi 1 Teab 1 Of MLmE
l I WanE [0 5§
: . Ther h
hinished casting after the
P i "
f has |
i rFu I

Level: Duskblade

Components: V., 5

Casting Time: See text

Range: Medium (100 b + 10 . level
Aren: See text

Duration: Instantineous

Saving Throw Rellex half

H[‘H.‘I.I Resistance: Yes

A sphere af ery energy comes anto bem

¥ i. You charind energy o [ i
g if E0 i andl seciie sith poaver. When
0 i i ol | ng mi ir favs
Ihis sg ates o |

lepends on the

nme you spend channeling enerzy

I his spell 2s 2 swilt action
I deals 1d4 points of hre damage per
[ A5(E EVEIS (Mmaximum 10a4
against 3 single rarget of your choice

1 ast Ihis spell as 1 standard
sction, it deals 1dé points of fire damo

per casrer level (maximum 10dé) 1o a

crearures in a 10-fooe-radius spread

Lt you cast this spell as a fullround
action, it deals 1d8 points of fire damage
per caster level (maximum 10d8) o all
crearures in o 15-foor-radius spread

If you spend 2 rounds casting this
spell, it deals 1d10 points of fire damage
per caster level (maximum 10d10) toall
creatures in a 20-foot-radius l-']'-n':|11

You do nor need 1o declare ahead
of time how long you want to spend
casting the spell. When you begin case
ng this spell, you decide thar you are

L alnen the Appropriae

Iransm
Level: Cleric 6, druid 6. sorcerer
Wwil3a
Components: V, 5, M
Casting Time: | standard action
Range
Target: (
Duararion
Saving Throw
Spell Resistance: Yes (har

I i I KH
f rouv and b more dehnes
itart vrih sher alas ity anad
I [ Dearing i reas
'k

[he subject improves in all ways. I
gains a +4 enhancement bonus o each
of irs abiliry scores.

Malerinl Componeni: A statuerte of
eatinl or hend worth 50 gp




Level T
Components
Casting Time
Range: Pers
Target: Y
Duration

|
Yo T !
1 | of sharp )

the air avound your L b dy.

Each round as a free actlon ot the
beginning of your turn, you can

se one of these knives ar any

Il.l':'
tarpet within 30 feet that vou can see,

ranged artuck thar uses an

artack bonus equal to your caster level

¢ vour key ability modifier. Each suc

cesstul hit deals 1d6 points of damage

i Der t TEr levels [maximom
5 1 Thresfens 2 tich I a
- I 19210
Damage red Oon apples Knule
. ke frovem o ™ he Knives ane
. i T the | AL AET !
QT nge dam reuduct
L i 3
r ) It i
g Y P/ in the CasTing od
<K i 4 - e
PR . ' T th
— # I r KT %
l--.-j I f damiag

Level: Cleric €, sorcerer/wizard 4
Components

Casting Time: | standard acrion
Range: Close (25 [t. + 5 {1./2 levels
Target: One oursider

D[Ir:ll“‘“.' | ru:lll-l

Saving Throw: Will negates
Spell Resistance: Yes

You spel words of pouwser, farcing the entity

The outsider targeted by this spell mu

succeed on a Will

b end b P =
for 1 round and have its spell resistance
bl i 10
reduoced by 1

T

Level: Druid 3 r2 cres

wizard 3
Components -
Casting Time tandard
Range: [
Target Creature | h

Duration nt

Saving Throw: Will negmes { harmless
Spell Resistance

1l L al i ' y & NN

ur headd. | moment T Ji
liirs a i slight | hills your ears
Thiese distrachons poss, leaving your weibh

charn PTG
harpened sen

You create an arcane crown thar grants

the wenter a 4 nus an

! compelance &)

Listen and Spor checles,

Asan immediate action, the creature
wearing a crown of cliraly can discharge
irs magic to gain a +8 bonus on a single
Spot or Listen check. The

ifter the wearer uses the «

fe ol
Fag LY P " 07 bs i
f1amerer

TOImIncy

Level: Cleric 3, sorcerer/wizard 3
Components: V.5, M, |
Casring Time- 1 standard 3
Range: Touch

Target: Cre
Duration: 1 hour/level (D) or anril

discharped

Saving Throw: Will negates (hary
Spell Resistance: Yes

harmless
A ring of ghostly fog siorvounds the
target's head. With o swerl, the fog dis
sTpaies li avinmg behind a crown made of

huwman bones




This spell creates & magic crown that
grants {ts wearer the power to com-
mand undead. Once per minute, the
crown's wearet can issue o one-word
order to an undead creature, as per
the rcommand spell. The undead cres-
ture must make a Will save o resist
this effect. Even though commanid
is normally a mind-affecting spell,
the crown channels holy or unholy
energy (depending on your align-
menr; neurral casters choose one or
the other) o compel obedience. In
addition, a cleric who wears the crown
can expenda use of his tuen or rebuke
undead ability to increase this ability's
save DC by 4.

Asan immediate action, the creature
wearing a crown of the grawe can dis-
charge its magic 1o gaina +4 bonus on
asingle rurn or rebulie undead artempr.
The spell ends afver the wearer uses the
crown in this manner

The crown occupies space on che
body as ¢ headband, hat, or helm. If the
crown 15 removed, the spell immeds-
ately ends

Matertal Componeni: & pinch of

prave dirt.
tocus: A wooden hoop 6 inches in
diamerer,

Crown of Might

Transmutation

Level: Cleric 3, duskblade 3, sorcerer/
wizard 3

Components: V, 5, F

Casting Time: 1 standard action

Range: Touch

Target: Crearure touched

Duration: 1 hour/level (D) or until
discharged

Saving Throw: Will negates [ harmless)

Spell Resistance: Yes (harmless)

A crovn of plain copper appears wpon Hie
recipient’s head, The erown hasa front piece

fashioned to resemble a bull's head.

This F:]‘n'-“ creates a crown of magical
energy thar grans the spell's recipient
#2 enhancement bonus 1o Strength
Asan immediate action, the ereature
wearing a crow of mighl can discharge
its magic to gain
bonus to Strengeh for 1 round. The spell
ends afrer the wearer uses the cown in

+ 8 I.‘J'IIEZHlt'i:ml‘lﬂ

this manner.

The crown pccupies space on the
body as 1 hendband, hat, or helm. Ifthe
crown is removed, the spell immedi:
ately ends,

Focus: A copper hoop 6 inches in
diameter.

Crown of Protection

I'ransmutarion

Level: Cleric 3, duskblade 3, sorcerer
wizard 3

Components: V. 5, I

Casting Time: 1 standard action

Range: Touch

Target: Creature rouched

Duration: 1 hour/level (D} or until
discharged

Saving Throw: Will negates { harmless)

Spell Resistance: Yes (harmless)

Acshimmering evowm of force appears upon
the reciprents head. A bavely visible shield
of force projects forward from if, warding
off attacks amed af its wearer,

This spell creates a crown of magical
energy thar grants the spell’s recipient
a +1 deflection borus ro AC and a +1
reststance bonus on all saves,

Agonimmediate action, the creagure
wearing © crown of profechion can
discharge 1ts magic to gain a +4 deflec-
tion bonus 10 AC or a +4 resistance
bonus on saves for 1 round. The spell
erids afrer the wearer uses the crown
in this manner

[he crown occupies space on the
body as a headband, har, or helm. [f the
crown is removed, the spell immedi-

v ends:

Focus: An iron hoop & inches in

dizmerter

Crown of Smiting

Evacation

Level: Cleric 3, paladin 2

Components: V, 5, F

Casting Time: 1 standard action

Range: Touch

Target: Creature touched

Duration: 1 hour/level (D) or until
discharged

Saving Throw: Will negates (harmless

Spell Resistance: Yes (harmless)

A crown of diving energy APPEITS W i

tnrget’s brow, The holy symbal of the caster's

fiwath as seb al the front of the crown

You creaie 1 magic crown infused with
divine energy harmiul to enemies of
your faith, Choose 2 single alignment
{chaotic, evil, pood, or lawful) when
you cast this spell. Once per minure,
the crown's wearer gains a +2 divine
bonus on damage rolls on his next
melee or ranged artack if his wrger
has rhe designated alignment. The
crown's wearer must decide 1o use
this exrra damage before making his
artack. 1fhe misses: the extra damage
is losr,

Asanimmediate action, the ereature
wearing i crown of smiting can discharge
its magic to gain a +8 divine bonus on
damage on a single artack. The spell
ends after the wearer uses the crown
in this manner.

The crown occupies space on the
body asa headband, hat, or helm. T the
crown is removed, the spell immedi-
ately ends

Focus: A silver hoop & inches in
diameter costing 25 gp.

~rown of Veils

Musion {Figment)

Level: Bard 2, beguiler 3, sorcerer/
wizard 3

Components: V, 5. F

Casting Time: 1 standard action

Range: Touch

Target: Creature touched

Duration: 1 hour/level (D} or until
discharged

Saving Throw: Will negates {harmless)

Spell Resistance: Yes (harmless)

A shommermg halo of enerpy surrounds
the target's head like a crown. 1 flashes o

spectrum of colors befor hlul'.'r:_L' ey

This spell creates a magic crown
infused with illusion magic. The spell’s
recipient gains a +2 competence bonus
on Disguise and Hide checks

As an immediate action, the crea-
ture wearing the crown of veils can
discharge 1ts magic to gain 2 +8 com-
petence bonus on a single Disguise
or Hide check. The spell ends after
the wearer uses the crown in this
MHINTIET,

The crown occupies space on the
body asa headband, har, or helm. 1f the
crown is removed, the spell immedi-
ately ends



Focus: A brass hoop 6 inches in
diamers

Crushing Grip

Evocarion

Level: Sorcerer/wizard 4

Components: V, S

Casting Time: 1 round

Range: Close (25 fr. + 5 [t./2 levels)

Target: Une crearure

Duration: 3 rounds

Saving Throw: Fortitude nepates;
See TeXT

Spell Resistance: Yes

You conjure a band of energy [hat slowdy
squgezes yorr oppanent. As the band fightens,

it vestricls his movemen! and eventunlly

helds lim in place, rigid with paralyss,

This spell has one effect on an oppo
nent when you begin casting ic. Atthe
beginning of your next rurn, when
vou finish casting the spell, it has a
second effect. When you start casting
this spell, your targer takes g -2 penalry
on artacks, checks, saves, and AC, He
also rakes a 20-foot |"1'|1.||l',.I (&} l'-pwtl.
This effect does not allow a saving

throw, but spell resistance applies. IF

you fail to overcome the rarget's spell
resistance, you immediately stop case-
ing the spell, and the secondary effect
does not rake place,

When vou complere the casting of
this spell, your targer must make a
Fartitude saving throw or be parlyzed,
Even if the target makes this saving
throw, this spell’s initial effect continues
to alfect him for the spells duration,

This spell's duration beging after you
have completed casting it

Curse of Arrow Attraction

Iransmueation

Level: Cleric 3, ranger 2, sorcerer/
wizard 3

Components: V, 5, M

Casting Time: | standard sction

Range: Medium (100 fr + 10 ft./level)

Target: One creature

Duration: 1 round;/level

aning'l'hruw: Will nepgates

Spell Resistance: Yes

You '\-Ill!l'l'-.'III.FI i |'|':'||!"J|'I' i |||F|I|.|r“ il
etverald light that seems to deaw nassiles
touwsard it

[he subject is cursed so thar missile
wenpons veer toward him and strike
with extreme force. The subject rakes
1 —5 penalty o0 Armor Class against
any ranged atmck, inc luding projectile
'L'.'L'ﬁ'l_'ll:lrlf'. |!\[\\'r"-'i| "u'\.'i.‘..IF'll.l"l‘; ;J!'l.Ll l':]!lgl‘l'.l
touch attacks. In additon, any critical
threats on such arracks are automati-
cally confirmed,

ancing Blade

Iransmutarion

Level: Bard 5, sorcerer/wizard §
Components: V, 5, F

Casting Time: | standard action
Range: Touch

Target: Weapon ouched
Duration: 1 r||u1n|,.'||"r'|'|
Saving Throw: None

Spell Resistance: Mo

With o wond ad o gesture, the sosond @0 you
beend leaps o Tife weill o swooping salute,

[his spell animates a2 melee weapon
currently in your possession, causing
it to Fight your foes as you direct it
Once each round as a free action,
vou can direct the blade o artack an
adjacent foe (a weapon with reach can
attack a foe 10 feet away), The weapon's
bonus on attack rolls is equal to vour
caster level + your key ability modi-
fier, plus any enhancement bonus the
weapon might have, It deals damage
equal to the normal damage of the
'r"r'l:'iirﬂl'l".. |1|||"'\- yvour ;'\.l.'!r -\.|!'||.||.|\| h'l.\\\[:
r.i{'l- ||_n11 any I."|'||'|..||'|| ement |"\lr'|l|"| ar
I_'tl'll;"l' |_'||,|T:|1‘|- un L|..|r11.|_gl‘ jl'lJ]I.']'I:'h! |I|
the weapon The Weapon arls ks once
pertound. Despite the spell's name,
i 'L\'\\rl'ﬂ' an any :l'll."]l."'."' 'ﬂ‘l‘.”"'\.'rl INTAN
just blades),

While your weapon i= dancing, it
cannot make artacks of opportunity,
and you are not considered armed with
the weapon. Lt remains in your space
and accompanies you everywhere,
whether you move by physical or
magical means. The weapon cannot be
disarmed.

Fociis: The meles weapon thar serves
as the target of the spell.

Deflect

Abjuration |Force|
Level: Duskhlade 2, sorcerer/wizird 2

This spell functions like lesser defleet,
except that you gain a shield bonus
to AC equal 1o 1/2 vour caster level
(round down) against the next attack
made against you before the end of
VOUF NEXE turmn.

Deflect, Lesser

Abjuration [Force]

Level: Duskblade 1, sorcerer/wizard 1
Components: ¥

Casting Time: 1 immediate action
Range: Personal

Target: You

Duration: | round or unil discharged

With o wowd, you eoke a barrier of tnus-
ible foree,

You project a beld of invisible force,
ereating a short-lived protecrive barrier.
You gain a deflection bonus to your
AL apainst a single steack; this bonus
is equal 1o +1 per three caster levels
Lmaximum +5).

You can cast thisspell even when ir's
ot your e, however, you must cast it
before your opponent makes his artack
roll to giln the benehr

Detonate

Evocarion [Death, Fire]

Level: Sorcerer/wizard 9

Componenis: V.5 M

Casting Time: 1 standard action

Range: Medium (100 [, + 10 ft./level}

Target: One creature

Duration: Instantaneous

Saving Throw: Fortitude |'Ii!1'|i.'lt;
BEE lext

Spell Resistance: Yes

The crealire you Pporal al |'~.J“L-| g5 1 i

miassive sprary of fire

[f the earget fails its saving throw, this
spell slays the crearure, and the explo-
sion extends out o a 20-foot-radius
burst around it Creatures in this areq
take 1d6 points of fire damage per
caster level (maximum 20ds), though
they can attempt Reflex saves for
half damage. The exploded creature's
remains are scattered and vaporized,
leaving nothing bur drey ash

Lf the mrpet succeeds on its saving
throw, it is wracked by a series of small
explosions and takes 7d6 points of fire




damage. If this damage kills the crea

ture, it explodes as described above

EC1 On CTealures

mafe has no ebl

nre
J A nodertw

Conjuration (Teleportation
Level: Duskblade 2, somerer ard 2

Components:

Casting Time- { standard actior
Range: 1 h

Target: Cre

Duration: Instantanec
Saving Throw: Will negares
Spell Resistance: Yes

fanee and swrirl alwil

yorur frngertipe. When you fotch the crea

T ¥ oA et brtamay | T | ¥ ol s
U, B0 ey, Wtanets a Olotld Of mioles

im s ke, and reappears somenhere

meirhy

You instantly r|'||-p.1|'| the subject
creature a I|I-|I.'||'||'|' ol § eet per two
caster levels. The destination must
be an unoccupied space within Hne

of slght

Conjuration (Teleporiation)
Level: Sorcerer/wizard 3
Components: V

Casting Time: 1 standard acrion
Ranpge: Close (2511
Targets: On

which are
Durarion: |nstantaneous
Saving Throw: & ERAES, soF 1EX1
Spell Resistance: Yes

creature must be placed on s
i .|||.||'||' of supporting its welght. 1t you
attempl o place s creature within a solid
abject or into a space where it cannol

fit, the spell [ails

HIMEnsyan steq
Conjuration (Mel
]‘.“.l SOTTETeT W rd 3
Component 5

Casting lime tandard acthion
Range: Close (251t~ 5 h

Targets: One

M b T T s

Duration: [r
Saving Throw: Fortitude nezates
irml

Spell Resistance: Y harmless

¥ 1 i 1l L
i i
Ll i, | il pifi ST

o bhe idtleteld

This spell allows your allies to make a
L EIIII i r|'||'+-:' i '1..I CTEAITes :'.'I':l'_=.'[".'-.| b
this spell can teleporr a distance equal

to their base lond speed, A target can

teleport toany square within frs line of

b IJ.'.||| | |||'- maoviement ||||I.‘.‘1 ot |"|I|'\'l||'Ll.'
attacks of opportunity. A creature can
I|‘||'|l-l| I uptoa ||'||'__- |||l1.'-."'|'| o rlj-._' |_‘|J-;_

of a flght of stairs, and so forel

145 long

.n|r|-|~--|-|': OE TesiTICTONS and

Level: Duskblade 3. sorcerer/wizand 2
Components: V', 5

Casting Time: | standasrd acti
Range: |

Tarpet: Onet hed Crestune. obiect

Duration: Instantaneons
"

SIVINE ]I!r-'l'ﬁ' L

?‘pn‘i] Resista NCe: N

] (] i ()

X il x il ar
i I I 14t as D CAST Om 3
reattire or object, ora s that has a

You make
VOur casier

level, maximum +10 AEAINST [l'll.'
spell effect with the highest caster
level. Il that eheck fails, vou make
dispel check

1GIINSTE Progressiy ely

'-'H'-I:'-I-'I '\-}'l'”'- 'I:III| il \l]""-l‘l'l ane

il you fail all vour checks

s carried by a crearure are

not altected

Lewel: Cleric 3, paladin 4
Component: V. 5, DF
Casting Time: | swift action
Range: 0 It
Effect: Mag
Duration: 1 round
Saving Throw: N
Spell Resistance: No

wrapon of [orce

i il ITE e

¥ ] Nii !
i ¢ g WriKes Ts !
sprRgs into actwn, chopprmg milo your loe

LI !. :""-._‘.l_.:lln' TR T

[his spell creates a divine weapon that
mimics vour deftv’s favored weapon
Any time you are struck for damage
by a melee attack, this weapon strikes
at your foe. It has a base attack bonus
equal 1o your caster level + your St
modifier or Wis modifier (yvour choica),
It deals damage as per yvour deiry's
FAY ':|'|1 W I|Il im, .'Illl 15 of a si7e l.'l.|.].||
o your current size. The weapon gains
1o 1-1;2
rimes your Sir modifer or Wis modiber

s on damage rolls equal

[ mit to the 1
K% that 1his weapor
af

I nyd e 1 and his U 51X
LImes Lnis Liad B RIRT ni n 'I--.I!. =
ira nmes. The wesbon
! nge approg (o its
I | har ] space wilth i i
4 g I r2et, it ni= as
s re ol the space

njuration/ NecTomand

Level: Duskblade 3, sorcerer/wizard £
Components: V5

Casting Time: 1 standard action
Range: a0 [t
Area: Cone-shaped burse
Duration: [nstanianeous
Saving Throw: Will hali

Spell Resistance: See text

A swserm of scarabs ST froem vour

Lot i
avitstreliched hand, These insecls rit il



i creabures i the area, then

wienee sliden from

| inis
maximum 10dé6) to all Crealures in
tne ar Spell resistance does DOT
o this mage. However. spell
W i IRT ) il

secondary etfect. If you overcome a

| e s Tpell resistances, you gain
i permpor ot p 1 5
11 n ik callre AT

and Dieed 1T DaCKE LR

these lemporary hit points I

creature whose -;-|'![ resistand
OVErCome. You Dever gain (emporary
hit p
have

The te

oints from crestures thar do not

| resistance

smporary hit points gained

from this spell last for up 1o 1 hour

Iragonshape
Iransmutation ( Polymorph)
Level: Sorcerer/wizard 9
Components: V. 5
Casting Time: 1 swilt action
Range: Personal
Target: You
Duration: 1 round/level (D)

You fewl

Cromison wales |||.'..:'|Il ETOW 0T YOuT

! 1 ]
& [ive Durning devp wathin you

body, a pair d wimgs sprowds from your

shoulders, and your body expands i size

il s Ladl as a howise!

You rake on the lorm and
a mature adolr red -hJ;.x n (se2 below

o vOour néew sIalsics

You gain 150

[emporary Dl poanis

SHYIMOIPN Subschoos on

page 25 jor more de

Mature ApuLt Rep DracoN

Init +0; Senses blindsense &0 ft
garkyvisaon 1:':'". !'..ulﬂll.l[.‘ll!-
strength low-light vision; Listen
+12, Spat +32

Languages as normal form

AC 17, touch B, Mat-footed 32

hp as normal form (+150 temporary
hp): DR 10/magic

Resist SR 23

Immune fire

es apply 10 the spells

i

Fort <20, Ref +14, Will -
Weainess vulnerabality b _u'.:

fly 150 ft

Atk ':mt‘ﬂﬂi Cleave, Power Altach
Special Actions breath
Spell-Like Abilities Sth): 7/day

Combat Rellexes, Flyby
ved Cntical [bite
claw, tal slap, wing|

Concentrabon +34
«34 Intimidate +34, jJump +319
Knowledge (arcana) +34, Listen
+32, Search +32, Spot +32

Breath Weap-url [Su) 50-ft. cone ‘ald]lfl
fire, Reflex DC 30 half,

Crush (Ex) Area 15 ft. by 15 fi.; Small
ar smaller n;.i‘lunr'nl'. take 2cd8+16
points of bludgeoning damage. and
must succeed on a DC 28 Reflex
save or be pinned

hphomacy

rifts of the Shalm
Evocation

Level: Druid 2
Components: V, 5
Casting Time: 1 si
Range: Medium (100 [t + 10 f1. /level
Area: Une 5t square
Durarion: | round, level
Saving Throw: Non
Spell Resistance: No

You call upen the power of Ubad-Har amal
- farth g eveal dnft of & "

I STHOGASTIAE i

Druids of Obad-Ha
hear

the drifts ol 1

decorate their

grove
You create drifts of snow, leaves

It comts 2 squares

or ash 3 feer thick
of movement to enter a drifv-covered
square. Additional effects apply based

on the rype of drifi

A snow drift ripples with freezing

energy, Anyone moving through or

located in 4 snow drift akes 3 points
C :-:-:'i damage each round

part of a leaf drift comes |

Anvonce mion

ing throwugh or

OC3ed 1 an i‘l’- l.j”n': lakes 3 poinis

H‘lf— damape each round

Evocanion ]_=.rn.::L|r-.

Level: Sorcerer/wizand 2
{.'um;mncntt-“ V.§

Casting Time: | immediate a
Range
Target: C
Duration: |nstantaneous
Saving Throw: None
H]‘n:]] Resistance: Yo

Hon

e Creatire

As the crealure strdoes you, an are of light-
ring springs from you body and Wasts the
creature tn orelurn

You can cast this spell only when
anot hFT creature
damage to you with a melee attack

has just dealt hit point

When you cast electric venigeanice, a blast

||'|_!'I:TI"' afcs from your bo l.|.'n. INEo

[hl sublect’s: the anc deals 2d8 ponts of
qu::".-cnu' Jamage <1

vel imaximum +10

rnl!’!! perc AslET

ITIC Vengeance, Ureate
Evocanion | Electricity
Level: wizard §

Saving Throw: Fortitude parrial

Sarcerer

& DOt DT
is sped | Jr;!*. tds points of damage

and
the 1arpet of the spell must succeed on

Eve] fmaximiim <15

; - :
« xave or be dazed until the

Ll uIn

JUT NEX

-‘\I".Jj.n[h-n
Level: Cleric 3, duskblade 3
wizard 3

SOICerer

Components: V', [OF

Casting Time: | immediate acrion
Range: Close (25 fi. + 5 fi
Target: One creature

3 |evels)

LLr




Duration: | round

Saving Throw: Willt

I"‘-i'lul.':” Resistance:

i mn
.l.
T
L 1%l
|
l T 2

Savel: Dimkblade 3. corciiis

Thi |"|| luncHions liKe ess

SHTE, ©X -|l| |||.'I !|'||' itEad ;—. -||-_||- an

extra 2de points of energy damagy

i nerqy T qe Lreater

| FANSMUanon |See fext |..:II' I:' 17

SHTHE

-'i|'l_|:'|'

rl..\l.! il i

Level .

L] |'-"-'|T'1"|1""|1"'

Casting Time i 4

Bange

Target

Duration

Saving Throw g {harmless
"-F'll.”i"u*-:ulxj'lu harmiess

rily imbue o weapon with
nergy. When you cast this
N ENETRY TV e '.EI.'I-.E.I""ll':.

Lre, o s Il'ui"' "u'l'll

IS A |||| ol '||.|I Ve, .II|I.| [|I|.' i.II_I'_l.'I

Wit pon

heathed in fll.-l ENergy. 11

E_-."i n':

L ocmponents
Casting Iime
Range |

Targets

Duration
Saving Throw

'-]_"{” Fx-._ sistance

Y Ccar 111ect
MU i'l! of creatures with |-'!..I Hir

rwice yvour caster level

elect which creatures
ire akffectied

Al VOU Cast this spell, specily an
wl il [l f

energy type (ocid, cold, electriciry, Are,




eve N 3 $UCCcy [ 5
Arcil Ml ripinenls A LI
sowoden shield. which 151D Snans

T

Level: Beguiler 5, cleric 5, sorcerer
Components: V. 5
Casting Time
Range: Close (25 [ + 5 t./2 levels
Iirﬂ_l‘t e Willing O1 fune

i

Duration: 1 round

Saving Throw; Will negates

Spell Resistance: Yes
EL50 B

vour hand, the creature i

[he subject becomes « thereal until
the end of its next turn. 1, at the endd
of the spell's duration, the subject
CTERTLTE remater ||J|I|-'I."‘- LL |[|'IJI'. t] l;‘I.'lll.J
l.|':r'||'-_[ ar in an occupic \!. l||"'.|I"|". LT 15
-'a]il_;]‘_l:'-.i ||||.I:|| 1|||.' nearest open ‘;l.IJI.'I'
ana |.|L|'-. |;|-:1 I,'\."Ihl'. .I|.||.III1.:g:' per >
feet so traveled

T .'.':I.-|. ICIng Tentacles

Lran

mtaiion

Level: Druid 3, sorcerer/wizard 3
Components: V. 5 M

Casting Time: | standard action
Range: Persons

Target: You

Duration: t round level

i al | ™ I S| 1
anin I round iree actior
srarting the 1
he 5 I
E - .“'.‘. npth T nd #ach

deals bludgeoning damage equal 1o
1d& points + your Str modifier. The

tentacies threaten the area within '.|.'n'||

.".'-J'.::. Al i. Eal h Can ma ||. one _-1[:3'.'15 i ':.

opportunity per round

!il-l Fentac !n.'w .||'-" grant you a +=

|‘.IIH'.I‘- ont .I. .I'||" l'lll-'l |\'-

Material Componenl: A plece ol
octopus, squid, or carrion crowler
Ientad ||:‘
X DIOSIVE KLU Teda ]
Conjuration { Fin
Level: Sorcerer/wizard 4
Components: V, 5, M
Casting Time: 1 sta

A TA ACT 0T

Range: Medium (100 fr. + 1
Arex 201t -rad
Duration: 1 red  leve
Saving Throw: Reflex neg
Spell Resistance: N

Wil i bolt vy from
; i - )
it a gnl I

CATRONIY rim R Linlike tha Pl

Lhe runes created

Ij..--;ll.':. nate

when they come into contact with a
living creature other than the casrer
Any creature that begins s turn in the
:-'l"r.'_"” E area must attempt a Reflex save
On a failed save, the creature takes 4d6

points of fre damage

Moving through the spell's area is
hazardous ar best, Creatures thar move
it their normal speed must succeed
on Reflex saves o avold the spell's
explosive eflects. Crearures thar move
at half speed through the spell’s areq
can avoid the damage just as if they had

succeeded on their

SAVS

il Componient: A piece of pd'.,_lf':-

102 Tunecs

msst be dravwn with silve ked ink
o f Eesistancs

Lf\'l:‘t SOICETED W :"

'l_' -

Component
Casting Time- | standard acrion
Range: Medium (100 fr. « 10 [t
Area: -1 -ra

sl on cenlered
63 point in 5p

Duration: 1 round /leve

Saving Throw: None

Spell Resistance: ™

i

Thie aor i this spell’s effect shimmers weith

g sonmd echoes in

ATCANE CAETEY A BuEE

'] 1] i
vour mind as the flow of magic inlo o

affected area

l|||'I._| & off aond ennd
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granling them a snieid .i'!:i!l.-f -'.':'|:'.'1

A creatures in the spells are yapel|
reststance of 11 + caster level for as long
1% th
this am
I3
pell resi
P
3 e | il ety 5
1

W lusion (Phantssm) [Mind-Affecting

I_l."'\'l'l Hard 5, beguiler 5, sorcener,
WIEATO >

Components: V, 5, M

Casting Time: 1 standard action

leved)

Range: Medium (100 1. + 10 [t

Targets: One living creature/level,
none of which dre more than 30 b
.-|'.||I

Duration: | round Tevel (D}; see text

Saving Throw: Will negates

H]wl] Resistance: Yes

Your enenties transform mio what they

dach hate the most, suddenly lurning

h ather

IR nsl rla

werlay phantasm

ir enemies, making

£ i nd soon
All subject sy
throweh il 1l
failing it sest al

i atta e if deals
for thar artacke

Madiria! Componenl: A 1 i
Iransmn r
Level: Bard 3, beguiler 3, duskblade 3

sarcerer/wizard 3
Components:
Casting Time: | immediare action
Range: Close (25 fr. - 5 {r./2 levels)
Target: Dne creanire

Duration: | round

Saving Throw: Will negat

&5
Spell Resistance: Ye
¥ o he word " Hall! angd 1
n il i _"
; T P

tanila nie availat
n | T means
lEepin N Mmag

¥ i t I SVen Wihen I s
] | n; | i MUST C35
t bei pponent finishes it
mivement on i rrent turn to gair

Conjuration

Level: Bard druid 4
paladin 3

Components: V. 5

Casting Time: 1 standard acron

“I1II|.H' Clowe (25 fr.+ 5 1.2 levels

Effect: One conjured he Hing spirt

Duration: | round /2 levels

Saving Throw: YWill half (harmless
e 1

Spell Resistance: Ye:

\ . wbiact
(eet with perfect maneu bilirv. In

the round vwou (@
the starr of your turn once per rownd
therealter. vou can dire
el Lo maow

entering us space e SpITil

carries positive energy, healing a living

creatire of 148 poims of damage.

t the healing

TIVE ENETE
th nst
such a9 a1
r I r 4 A8 :"'I -
i i Hlect and is al i
th wll's range, irwink 1
|
f ;. [} CTee i
Enchantment (Compulsi Sl id-
Allecting
Level: B beguiler 1, cleric
-

Components: V, 5

immediate sction

Casting Time
Range: Close (2501, + 5 f1./2 levels
Target: One living creature
Duration: | round level (D) see rext
Saving Throw: Will negates; see rex

‘_";ru'H Resistance: Yoes

Irs the eves of pour dremy, you e 'I.!l:_'i'
ponerful, amed indomitable

Yerid f1ll @ sublect with doubes and mis

VIRES. MAEIngE i Deleye LIS inierior

I THg 1t n
IAEEF no ACT
" ¥ T :'l' [ ™ T 5

i i
eature. pell Lane

i found. 3% 2 9wl acin M N

Ol s 1 e SUDECT Can 2Temp

hrona i+ i .

‘ b b - = rhar

T spell even when irs

r I WEVET, W must cast

Level: Ranger 2
Components: V, 5

L asting Time: | swilt action
Range: Persona

Target:; You

Duration: 1 rownd



Your viston Wirs for a moment. When ol
clears, you can see Hirotigh your enemes

ki b

sl |!|: i arieries, OFTar, and sther

poines of damage per three caster levels

Enchantment

Level: Bard 5 eTeT

Components: \

Casting Time: 1 standard acrion

Range: Close (25 fi_ + 5 (.72 levels

Targers: One creature, level, no rwo of
which are maore than 30 fr. apart

Duration: 1 round

Saving Throw:; Will negates

Spell Resistance: Yos

Yoo soud discord amang your FlEmies, spur

ring Hiern o physical vralepee,

Each creature that fails its saving
throw atracks the nearest creature
on irs next turn, whether friend or
foe. An affected creature artacks with
whatever weapon is in hand, or with
An unarmed
ned wll'lL-.' An

CTEIIUTE

to another creature will move or (il

possibie ) Charge 10e nearest creature
t the nearest creature 15 not within
range of a charge, the subject moves
toward the nearest creature along the
i o mr I

L mnsTOtanon

Assassin 2, bard 2
= SDTCeErer '-'-'.'.:Ini |

Components: V, 5, M

Casring Time: 1 minure

Range: Touch

Target: Vial of poison or crearure
rouched

Dl]]’;l':"l{'l‘l'l 1 minune J'|"-'l"|

Saving Throw: NMone

Spell Resistance: No

Rabsbany of greven and black energy enpulf

vouir had amd pass info the vial or crnature

You make che 1 n ir 3
rearure more lethal The DCs for
all saving throws sgainst the poison

Level :‘:'...'.'lli'.' 3. % erer/wizard 3
Components: V, 5

Casting Time: | standard actior
Range: Touch

Target
Duration: 1 round/ level
f'!ﬂ'lp'il'lg'[hm' sone and Will negaes

& CTesturs

e ITX1

Spell Resistance: Yes

You donch Hre cvvature seith youy hand, wnl

il leeters on the wlpe of uneonsciomsness

You draw a cloud over the subject's
mind, dealing 3dé points of nonlerhal
damage. No saving throw 5 allowed
agninst this effect. Each round on fts
turn, the -|.]|.1|L".| sk SUCK .-|-;| “n 4
Will save or take another hlili"l'llll" ol

nonlethal da miage. 1 the suy ing throw

is successiul, the damage for that round
i% :L:*:.;.ll:r.--.L ani the spell ends
Insiaht of Good Fortune
Mivination
Level: Bard 2. cleric 2. sorcerer

Iaftu =

Components: V., 5, M
Casting Time: | standard act
R;lnge Close 25t +5h |
Tarpet: One creature

Duration: 1 minute/leve until

discharged

Saving Throw: W
Spi.‘“ Resistance: Yes (harmless

"
| negates  harmless

You fous rolls lowsard

S, | e - | kb
1 STPUAELN Deasd as i

i

the creature you chome, ther disspipear

a tiny golden flash of hght

The subject of the spell becomes
unusually lucky. Once during the
spell's duration, when he makes an

attack roll, skil] check, saving throw,

or ability check, he rolls rwice and

takes the better result. He must choose
to use this ability before the check is
attemipted, and the spell expires once

Level: Cleric 1

Components: V. 5

Casting Time: | standard acrion

Bange: Touch

Ia rpet: Creature touched

Duration: [nstantaneous; see text

Saving Throw: Will hall (harmless);
SPE TENT

Spell Resistance: Yes (harmless);

see ext

You invest the targel with an infusion of

divine enerey, Hes wvonends kel thinl, i byl

vl - " | Ll §
the powyT you gretel [0 o et s s off
FHETT Tl 5

k! weinds, this e

lamage 0 Uundedd CTeatures instex
curing them. In additios fanled

point of dsmage from any weapon o1
physical arrack capable of overcoming

ction lor 1 minure

imvest :r"'lll_'-l‘.-'l ate | rotecuon
Conjuration (Healing)
Level: Cleric 3

This spell functions like maest Light pro-
lectian, except that it cures 3d4 paints

o LJ.||11:1£_L' +1 per two castes levels

Ll
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maximum +6) and grants damage
reduction 3/evil. Undesd crearures mke

T any

Level: Duskblade 1. sorcerer ' wizard 1
Components: V. 5, M

Casting Time: | standard action
Range: Medium (100 f1. + 10 {1 /e
Targetr: One creature

Duration: Instanraneouns

Saving Throw: Refl=x hali
";pr“ Resistance: Sce lext

This spell conjures 2 small orb of rock
and sheathes |t in arcane energy. This
'1'|'h'|| deals 1ds poinis af fre -.l.llll.lgfl:'
per caster level (maximum sda). 1fvou
fuil to overcome the targer's spell resis-
tance, the spell still deals tde points
of [ire damage from the heat
and lorce of the conjured

orb's impact

Malerial Component: A handful ol

Conjuration Nectomancy [Ca
Level: Sorcerer/s 12
Components: ¥, 5
Casting Time: | standand aCtion

Range: Med fr+ 101t lew
Area it 3

Duration: | round

Saving Throw: &

Spe Il Resistance: 5 -]

any ellect on vision, |-||I ||||' NECTOIMmaAan

c energy I:'|.|---.-| withn 1 |1.|11'I|"|'F‘-

the living All living cregtures within

the mist become larigued and take 1ds

lamage but ores the fatizur
Ll Commporend A handt of dirt
ken from a gravevard or romb

q . I L

T syom - Shados

Level: Beguiler 3, sorcerer/wizard 3

Components: V, 5, M

Casting Time: | =12 CTIOL
Range: Close (25 1t * levels

Area: 1041 radius emananion cente

Duration: | round
Saving Throw: Nom
Spell Resistance: N

A ghostly, incorporeal swordfighter
ppeats in each square covered by this
spell's aren A swordfighter can share a

space with another creature or object,

'
Each l-'-ml'||llgr-u-'.'




"
threatens the squares adjacent 1o irand

can make one attack of opportunity per

round. The sword fighters do not hindes

n Armor Class of 25 It makes sovin
throws or checks with s egual o
T Clter bow

Matenial Component: A pewter sword-

Level: Druid 2. ranger 1

Components: V', [

Casting Time: 1 standard scrion

Range: 20 It

Area: 20-ft-radius emanation centered
on you

Duration: 1| minute/level (D

Saving Throw: Will negates (harmless)

Spell Resistance: Yes (harmless)

Your senses are rmddied for a moment, but
when they clear, your sight and hearing
are improved

This spell imparts o all allies in its aren
a shared awareness of their surroumd
ings. Each ally in the srea lincluding
yourself} gains a +2 bonus on Spot

ynid Listen checks per each ally in

the

5, ranger 4

Components: %

Casting Time: 1 sw

Range: &0 |1

Area: s0-f1.-radms emanation centered
on you

Duration: 1 5

Saving Throw: Fortitud
Spell Resistance: Yes | harmless

Reality bemuds @t your belted, speading up

vouir allies

All allies in the area galn a +10-foo
enhancement bonus to thelir speed

SCOTeS

LuminOous ASSASSIN

Luminous ASSASSIN

Umunons Assassi
Conjoration (Summoning

Level: Sorcerer/wizand §

assrssin, except that

SRR LT

e

N Medum hurr
exirapianar)

Init +&; Senses Listen +6, Spot +6

Languages Com

AC 16, touch 12, flat-footed 14; Do
Mobility

{+2 Dex, +3 armaor, «)

hp 16 (3 HD)

Rasist evasion

Fort -3, Ref <6, Will <2

Speed 30 f1. (6 3g

Melee mwk rapier +4 (1d6+1/18-20)

Ranged mwk shortbow +5 (1d6+1/x3)

Base Atk -2; Grp -1

Atk Options sneak attack 4 2d6

Combat Gear potion of cure moderale
wounds, potion of darkwision

Abilities Str 12, Dex 15, Con 13, Int 14,
Wis 10, Cha 8

Feats [}odge, Improved |nitlative
Mobility

Skills Appraise +8&, Balance +8, Disable
Device +8, Escape Artist +8, Hide
+8, Listen +6, Move Siently +8
Open Lock +8, Search <8, Spot +6
Tumble +8

Possessions comba

masterwork iy

JAreS |

t gear plus

This spell tun ¢ like R0
sssassin, except that the setassin has the
statistics orovided by "

tatisTiCS [T t

Male human rogue 5

N Medium humanoid (humar
extraplanar)

Init +7; Senses Listen +8, Spot +8

Languages Common

AC 17, touch 13, flat-footed 14; Dodpe
Mobility, uncanny dodge

+] shield)

Disara i xrper
Lwarve

|_-'_"| Dex, + 3 armor
hp 25 (5 HD)
Resist evasior
Fort +3, Ref +&, Will +2

Speed 30 ft. (6 squares)

Melee mwk rapier +5 (1d6+1/18-20)
Ranged +1 shortbow +7 (1d6+1/=3)
Base Atk <3: Grp +4

Atk Options sneak attack +3d46
Combat Gear potion aof cuire serous

wOunds, poho

darkvruon

Feats Dodge, improved indiatve
"

&
I=
ke
1
[
@
£
[}
=
(4 »]
%
S
i

Disable Device <10, Escape Artist
+11, Hide <11, Listen <8, Move

Possessions combat gear plus

MESIETWD '-:‘..iﬂ--:!_‘d IEFTNer Ao

mEsierworn rapser

buckler, cloak of resistance +1, +

masierwork

shortbow, 200 gp

8 1
UMiNnous ASSassin Lessel

Conjuration [ Summoning

Level: Sorcerer/wizard 3
Components: V. 5, F

Casting Time: 1 standard action
Range: Medium (100 {t, + 101/ level)
Effect: One summoned nssassin
Duration: | round/level

Saving Throw: None

Spell Resistance: No

You conjure o vaguely humanoid being
compased of vellaw Bighl, 18 waelds o radian)

Made and moves with umearthly grace

A lewmeT iili"f'!-'.-.- ISR 8TI PP rs JF‘\ ¥

one creatore within ange and drog

AlieT OS niinad

Higent]
irectad by you
to the best of irs ability. 1f the crearure
dies or escapes, the assassin waits for
Yiou o d]ILL] it o _|1-|\..|1.]1g'| reature la
!:'-.'1'- actionl I‘lI'IH CANDIOL « 1|['|I]|.'|.J:'|.l.j‘
the assassin to do anvthing excep
.|[|..'JI.'|I'L cTeEalureys o wiilt !l..lll t'l'."h' "I!.'

but defend irself), nor can vou direct




1l Ted Crestut rill
I &I L
il 5

LumiNnOus ASSASSIN CR1

TR

Init <&. Senses Listen =4, Spot «4
Languages T n, Dwarven, E

AC 15, touch 12, flat-footed 13; Dodge

hp 7

Fort Ref « 4 Will -

Speed 10 ft. (6 squares

Melee mwk rapier +2 [Td6+1/18-20)

Ranged mwk shortbow +4 [1d6/x<3

Base Atk +0. Grp «

Atk Options sneak attack +1d6

Combat Gear potion of cure light
L ing

Abilities Str 12, Dex 15, Con 13, Int 14
Wis 10, Cha B

Feats Dodpe |'I|||I||-.-'|'|| Initiative

Skills Appraise + 6, Balance +6, Disable
Device +6, Escape Artist +6, Hide
«b Listen 44, r'u".ll'\ur"‘:||!|'I.II3|I +6.
Open Lock +6, Search +6, Spot +4

L i 4]
Possessions combat gear plus
nmasterwork studded leather armoar

ik rapie asterwork

Level ] 5 e 3, OF
Components i

Casting Time: | star ra

Duration
Saving Throw

"\],'Il:'“ Resistance

t is resolved prior to vour receiving
the healing
Malerial Component: A specially




e
Mana Flux

Abjuration

Level: Cleric 5, sorcerer/wizard 5

Components: V, 5

Casting Time: 1 standard action

Range: Medium (100 [t + 10 ft./level}

Area: 20-fr-radius emanstion centered
on @ point in space

Duration: 1 round/level

Saving Throw: Mone

Spell Resistance: No

The oy evackles and warps as you flood the
aren weth unstable, disrupting magical
energy, The light shed by a condinual flame
tovch flutters wldly, wehile your magae items
e and wibrate,

[his spell creates a field of unstable
magical energy. Any creature frrying
to casta spell, use a spell-like abiliry,
activate a supernatural abiliry, or
manifest a psionic power in the spell's
areq has a 20% chance of failure. Spell
completion items, such as scrolls, also
have this failure chance. If a creature
within the spell's area has a spell failure
chance due to some other source, such
as wearing armor, check each source of
spell failure chance separately. Feats
and abiliries thar reduce the chanee of
spell failure due to armor have no effect
on this feld

A tailed spell uses up a spell slot or
other resources as appropriate. Magic
items do not have a chance of failure,
since the power invested in them
is too ingrained to be disrupted by
this spell.

Mark of Doom

Mecroma |'|'i"1\.

Level: Cleric 3, paladin 2
Component: V, 5, DE

Casting Time: 1 standard acrion
Range: Medium {100 fe. + 10 fr./level)
Tarpget: One creature

Duration: 1 tound/level

Saving Throw: None

Spell Resistance: No

With i mighty tmvacalion o your deity,
you vk a ereature as a targel of your holy
pdgment. The ground shakes, e ar grows
still, and all wnld anemeals m lhe o become
studdenly quiet and fearful as your deity
prisses jli.Igrm'll: g fhe largit

This spell marks an opponent as an
enemy of your faith, one who must pay
for his transgressions. As long as the
subject insisis on fighting, 1t sutfers
divine punishment from your deity.
Che subject of this spell akes 1dé
points of damage each time it ca
spell that cavses damage or disables
a creature, makes o melee or ranged
attack, or uses spelblike orsupernanal
abilities to harm other crearures.

Che subject of this spell must have
an alignment that opposes yours
on at least one axis—evil if you are
good; lawful if you are chaoric, and
50 on., For I:x:iln]'llr‘. il |1h.'ll.'|]|. _L||':'lli'|lj

JE

cleric can place a mark of doow upon o
lawful good, lewEul evil, or neurral evil
opponent. A neutral coster can use this
spell against any pood, evil, lawful, o
chaoric foe,

Mark of Judgment

Necromancy

Level: Cleric 2

Component: V. 5, DF

Casting Time: 1 standard action

Range: Medium (100 f.+ 10 b level)

Targets: One crearure/3 levels, no rwo
of which are more than 30 ft. apart

Duration: 1 round,/level

Saving Throw: Will negates

Spell Resistance: Yes

You call upon your deity bo mark your foes
asenemiesof the faith, Divine energy strges
throvgh the area, and Jor a brigl moment
a holy symbol of your detly shines from the
forehead of each targeted creature

You and your allies see the mark of judg-
ment on a crearure and kenow to strile
it in preference over other unmarked
rargers. Whenever a creature succeeds
on o melee or ranged attack againstany
subject of a mark of judgment spell, that
atracker heals 2 points of damage,
The rargers of this -']1:"“ must have
an alignment that opposes yours on
evil if you are good,
lawful if you are chaotic, and so0 on. For
Xl rn]'ilt‘. il |;J"|\'IL|J !\Il.?l.ll.i L'|.I:'f!L' Can |1|..||.'|.'
a el of pudgment upon a chaotic good,
chaotic neurml, lawful evil, neueral
evil, or chaotic evil opponent. A neutral
caster can use this spell

good, evil, lawlul, or chaotie foe

at least one axis

inst any

Master's Touch

Divination

Level: Bard 2, cleric 2, sorcerer/
wizard 2

Components: V

Casting Time: 1 immediate action

Range; Close {25 ft. + 5 [1./2 levels)

Target: One creature

Duration: Instantancous

Saving Throw: Will negates { harmless)

Spell Resistance: Yes (harmless)

Wrth a mere ulterance, you grant the
eventure spectal imsight into how best to
complele a lask at hond,

You cast this spell immedintely before
the targer mukes o skill check. The
subject envisions how a master might
accomplish the same task, gaminga +4
insight bonus on ies skill check. Master's
toch has no eftect on skill checks that
represent etfort over more than 1 round
of time (Craft checks, tor example:.

Melf's Unicorn Arrow

Conjuration

Level: Sorcerer/wizard 3

Components: V, 5, I

Casting Time: 1 standard action

Range: Medium (100 [t. + 10 fr. /level)

Target or Targets: One creature orup
o [-l"r'l." Cresures, no rwio ol '\'-'l'l'il.'l'l a1
maore than 15 frapart

Duration: Instantaneous

Saving Throw: None

Spell Resistance: Mo

The shimmermg, transparent form of a
wiacorn flies forward, its corporeal horn

lowseresd o chaerge af s eneniy,

A translucent unicorn shape appears in
midair and speeds toward the target of
this spell. 1f vou succeed on a ranged
touch artacl:, the horn slams into the
rargetand denls 1d8+8 }'-l.'lim5‘111-L|::|n:|gt'
L addinion, the targer is subject toa bull
rush, and must make a Strength check
{with appropriare modifers for a bull
rush) apainsta DC of 21. If the check is
failed, the subject is pushed back 5 feet,
plus 5 feet for every § points by which
it failed the check:

You can conjure an additional wm-
corn arrow for every three caster levels
beyvond sth, up to five ar 17th level. You
can hive them strike o single creature




or several creatures, but each horn can
strilke only one creature. You must
designate targets before you muke your
attack rolls. A crearure struck by more
than one hornis only required to make
one Strength check to avoid the bull
rush, but the DC of the check increases
by 2 for each horn bevond the firse that
striles ir.

Focus: An wory replica of & unicorn

ra '
(25 gp).

Chl

Metearic Strike

Transmutzation [Fire|

Level: Cleric 5, druid 4, paladin 4

Components: V, 5

Casting Time: [ swifraction

Range: 0 It

Targer: Your melee weapon

Duration: 1 round or until discharged

Saving Throw: None or Reflex hall;
sEe [eX]

Spell Resistance: See text

Your melee weapon bursts into ovange, red,
and gold flames, and shonng sparls trnl
e Als wake,

Your next successtul melee atrack deals
extra fire damage equal 1o 1ds poings +
1dé poins per four caster levels. In
addition, the flames splash into all
squares adjacent to rhe rarger. Any
crearures standing in these squares
take half damage from the explosion
with a Reflex save allowed to halve this
again, 1fa creature has spell resistance,
it applies to thissplash effect.

You are not harmed by vour own
meteoric strika

You can cast meteorie strike before
you make an unarmed artack: [f you
do, your unarmed attack is consid-
ered armed

Mirror Image, Greater

lusion (Figment)

Level: Bard 4, beguiler 4, sorcerer/
wizard 4

Components: V., 5

Casting Time: 1 immediate action

Range: Personal; see rext for nurres
image {FH 254)

Target: You

Duration: | minure/level (I

Several tlusory duplicates of vou pop inle

being

This spell funcrions like mirvor unage,
except thar an sdditional image is
created in each round afrer the firse,

Uup I3 maximum of ht concurrent

rmages, [fallimages are destroyed, the
spell ends.

This spell also ditfers from mirror
tmage 10 that you can cast this spell
even when it's not vour turn.

Muystic Aegis

Abjurarion

Level: Cleric 4

Components: V, DF

Casting Time: 1 immediate action
Range: Personal

Target: You

Duration: Insmnmaneous

A mmanfle of sentillading, multicoloved light
appears around vou to Mock the spell, Hien

frdes anny

You cast mystie negrs immediately when
you are tatgeted by g hostile spell, You
gain spell resistance equal to 12+ vour
caster level sgainst that spell.

Mystic Surge

Liniversal

Level: Sorcerer/wizard 4
Components: Y

Casting Time: 1 standard action
ose {25 [+ 5 1t./2 levels)
Target: One creature

Duration: 1 round

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

You utter a phrase, and magweal pows

- - .
i) :._Irl'i o seeit 1|'|r||.'|. Vol

The subject of myshe surge is able o
channel a greater amount of magical
energy i the nest spell it casts before
this spell's duration expires. That spells
save DC increases by 2, und its elfective
caster level increases by L

Chverwhelm

Enclipntment {Compulsion) [Mind-
Affecting]

Level: Beguiler &, sorcerer/wizard &

Components: V, 5

Casting Time: | stondard acrion

Range: Touch

Tarpet: One creature

Duration: Instantaneous

Saving Throw: Will negates
Spell Resistance: Yes

You grip the creatuve's head, and a singe of

magical energy overelelms ils senses.

With a touch, you deal nonlechal
damage to the subjecr equal o the
creature's current hit point toral.

Phantom Battle

Hlusion (Figment)

Level: Bard 3, beguiler 4, sorcerer/
"u'r'i'.".'rl'l.i -

Components: V., 5

Casting Time: 1 standard action

Range: Medinm {100 fr. + 10 fr. /lavel

Area: 20-ft-radius spread

Duration: 1 round/level

Saving Throw: Will negates

Spell Resistance: Yes

You cveate an dllusory howvde of snarlmg
ogres, flevee ores, and proud lemights m
armor, all locked w battle, Creatires o1 the
aren nioie caubiously as ||!I|'}'-Jr|.'(:'lli_;_j.lll' up

i the phanttom melee

This spell creates the illusion ol a herce
battle. Your enemies move cauriously
and pass up the opportunity 1o strike
'||-||"'|T1I_||_"'_'\-."_'\.i|'|ll'li,' [J'“‘ rf'l'.ir;ll'lll |.'|||'|1.||"|.I.'|'|'|
of the battle distracts them.

\I.ll creatures 'n'-'![]l.[]'l rl'.lL' area I-.|.r-
the spell that fail their saving throws
cannot make witacks of epportunity
[n addition, all creatures within the
area are considered flanked. A creature
ignores these effects when it leaves the
spell's area If 4 crearure reenters the
spells areaafter leaving it, the cresture
can attempt another save to resist the
spell ifits ininal save failed. A creature
thar enters the area for the first rime
after the spell is cast musrt also make 2
saving throw to resist the effecr,

A phantom batlle spell |1r||L|1|f|:.$
noise appropriate o a mob of creatures
locked in bartle. Anyone in the bartle
can plainly see thar the conjured
fighters are no threat, since they strile
solely at other phantom warriors, but
the din. tumult, and confusion make
it difficule to focus on the true foes at
|t:'.r|-.| ACreature ll]d[ sSuc I'."'_'l.'Ll."‘ an 118
save cian still see the specrral ourline of
the illusion, but is able to hlock our the
distraction and fight as normal



When vou cast this spell, you can choose tor it not to attect
1 number of allies vou designate less than or equal o your

caster level

tagLre

Mecromancy 'r~.|

Level: Cleric 7, druid 7, sorcerer/wizard 8

Components: ¥, 5

Casting Time: 1 standard action

Range: Close (25 fr. + S f1./2]

Targets: One Living creature/leve two of which are mu
fi

Duration

Saving Throw

Spell Resistance: Yes

L " i
SAVES 5t | | 1
s MIE | i
Damage
j4 Sir
sl J_
di Dex 3 Con
Lt r ™
Red ache 36 S
SI ¥ GO0 _-:'W
2 ne 3 skes 7
da n b i
a 4e : e
orb ane ded

L'L'"-'l'] Sorcerer/wizard 3
Components: V

Casting Time: 1 standard actior
Range: Medium (1 L+ 104
Area: 30-{r-radius spread
Daration: 1 minute/level
Saving Throw: See texi
Spell Resistance: }

You call forth a thin, multihued moist that flls the area, Small

il i i 'l 1
incandeseerd lights, no brighter than candles, drift Lazily throwghout

The mist 15 toc -1|1||- I -|||'H-| e vision of |'-|||'.'I|||' LU |'.|||'|||'.':
bt wallkking through it is hazardous, Esch round, o erearure thm
begins irs turn in the area of the spell, or that enters the mist

AUTinE 1S Turn. 8 sulnect o one or mone al The bl Do ing eflecrs



Iliui By E Widermann

ased on the (1 ml
Ci L Nnist 10 Dnt
¥ _ || | T i
hi i tha 1 and its ot
di Color Effect
I Red 184 poants fire damage
i inge o p =T

Components: V, 85, M/DE

Casting Time: | standard sction
Range: 201t
Aren: 20011 sred

IS ema o el

O Yol
Duration: | round/ level
Saving Throw: Wil

Spell Resistance: Yes

SLATTLY (el ITHR TS U CEsT it “.. i “m-u..m.lnn.un n{ TeAt e

Duration: 1| mini

e furn, o all enemies Saving Throw: Reflex negates; =
Arcang Matenia 1 i- A hearr- rm.;.-_ Resistance:
Lit it
-n.__._.._ i 1 5, SOICETET
1

.H:_:.u:_.:.:r l Il r redt - T L i
Casting lime ; lard acTiDT rv that restricts et iies
Range: &0 fi THM e A creature struck by th

3 ake attacks of opporio
Duration: | round 1D see

Saving Throw: N

_r-..:_..__. Resistance

SUCCeads, the creql

elbeces foe that round. [r musi

» gach round, regandless ¢

uncomlortable, The illumination within ol o previous save

valent of a

the urea Is bei i, 1l

Al A

pell. Undead {n the ar qroup

as they remain in the LAor

At _._.__._.__...__.__._.._.___
Level: Duskhl

T Is there 1, 8 ..

Components: V. 5

dark ness Casting Time: | stand
Range: Close (25 1t + 5 1. /2 levels

Ay I the Pt _._.-__."_...._“._ One willi reature/ leve

Evocatior Duration: |nstantansous

Level: Bard 2.5 er/ rd 3 Saving Throw: Non

Componcnts Spe Il Resistance: N

Casting Time: | standard actior

Range: i S & S 12 leve




Eai i -E:i i3
TLEIIE .l'i:l el E

Level
Componcnts
Casting Time
Range
Effect: 3001

Duration: |nstant

Saving Throw

Spell Resistance: Yes (harmless

i serond |-||.'.J lia

When vou cast

t of this spell teleports to a

farpued. In addirion, altected .
n 3 +2 bonus ro Constitut

Tedfires

mund per Caster

e 15 close ¢
ed s Evocation | Good

Level: Cle
Components: ¥, 5. M, Li
Casting Time: | standand

-'- - Range
_11“1-_.1'_2 i -malries Pt e el

mdard acton Duration: In=
Saving Throw

d S
{‘Pt'” Resistance
1 5L

Fortitude negates

his spell he | irea
{ 1d8 ol ( I et
psliane, you aiffuse an anva level imaximum 4351 Every enemy in
the area takes 1d8 poir | damage
— +1 p 2 l | {maximun 15

this

spell, you remove the

fatigued conditon

lroim

1INV CrEariire 1o pne ared

and cause
creatures o bed

exhausted

Leve

Components: V. 5

Casting Time: 1 standard action
Range: Close (25 {1 = 5112 lew
Arex 10-fr-radius b

Duration: Insiant:

Saving Throw: Nons

Spell Resistance: N

Thisspell has no eflect on crearures that
are unconscious due to being reduced 1o
negarive hit points, or that have mken

nonlethal damage [ excess of theis

current hit poInis

_H'|.1i||'r;|||1i [|.|||
Conjuration ( Telepormrion
Level: Sorcerer/wizard 3

Components: V, 5, M

=
B

3
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i
=
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Casting Time: | standard acrion
Range: Close (25 ft. 4 5 [L/2 levels
Area: One 5t square,/2 levels
Duration: 1 round Tevel

Saving Throw: Reflex ne

Spell Resistance: Ye
A i Fhow
1 designate 5 a teleport

t 3 I dl
A W O QI3 FTaIm 5 |
EIC] L} | & |

such s w

thiy shunted into the nearest oper
ind rakes 1dé points of damage
When you cast this spell, the 5-foot

iquares vou designare do not have to be

addjueent but must all be within 30 feet
ol one II|-.II|||,'I

Malervial Component: A
pinch of dande

g Kay In addition o the damag

Level: Duskblade reerer/wizard 2 cu and the subject. I
Lomponents - the tareet and dealt dama
L J"IJI'J_:_J.!!-: far aCihiomn i s i tach makewihr

Range: Med fr.+ 101 /leve including another casting of thic
Eltect: | v d it il

NMuration 1 [ g g . romanl 1 1ot len [ - ¢
Saving Throw TH : L ouee . " R
‘"!"4.'” Resistance: | . P 4 T s castiTE
L1k ¥ s rlaps
b hioth ol

$dé poims Level: Band 1, clet
rarpet. W Juires nped Components: ¥V, 5, M

touch armack o strike an opponent, it Casting Time: 1 round
Range: Touch

Lota ncedlment or total Targets: Twx weill ng crearures ouched

does not take the standa Duration: 10 minutes/ level

hring inro melee Saving Throw: Will negures ( harmless)

H]’M'”. Resistance: Yes (harmless



a5l _; | L

Abjuration/Evocation

Level: Duskblade 5, sorcerer/wizard 4

Components: V, 5

Casting Time: 1 standard action

Range: Medium (100 fr. + 10 ft./level)

Target or Area: One creature or 20-0
radius burst

Duration: [nstantansous

Saving Throw: Mone

Spell Resistance: Mo

Level: Bard 3, dusl SOICETEL
wizard §

Components: v, >

Casting Time: | standard acrior

Range: Personal

Targert: You

Duration: 1 round /level

The air around you shifts and shinrmers
as i freld af [rure $0TIC CNEVTY forms tefare
youl. This shield vepels all atincks with a
[last of energy that sends the attocker

stumbling backard

'.'\...I.J |

Components: V, 5
Casting Time: 1 immediate action
Rﬂilge:';...:l.""l.' 25 {1+ 5 [1./2 levels
Target: One willing prone creature
Duration: Instantaneous

Saving Throw: Will ne

ates {harmless

Spell Resistance: Yes { harmless

With a swrft upward gesture of your arms
and a single dlarion command (“Stand!’
you erable the prone creature bo safely ris

o ris feel,



The subject creature immediately
stands, without provoking attacks of
opportunity.

Stay the Hand
Enchantment
Affecting]
Level: Bard 1, beguiler 2, cleric 2,

sorcerer/wizard 2
Components: V
Casting Time: 1 immediate action
Range: Medium (100 ft. + 10 fr. level)
Target: One humanaoid
Duration: Instanraneous
Saving Throw: Will negates
Spell Resistance: Yes

(Charm) [Mind-

Your words muoke compassion and merey
irt the merciless,

Il the rarget creature fails its save against
stay the hand, it refrains rom attacking
vou or targeting you with spells for the
remainder of the current round

You can cast this spell during an
opponent’s turn after the opponent
annhounces its intention o attack vou or
earger you with a spell, [f the opponent
becomes subject to this spell, it can
choose a new target to attack, but it
takes a —4 circumstance penalty on its
attack roll due to the sudden change of
intentions at the last second. Likewise,
the subject of this spell can redirecca
spell that had been targeted on you,
but it must succeed ona Concentration
check (DC 15 + the spell’s level) or the
spell is wasted,

Stifle Spell

Abjuration

Level: Cleric 4, sorcerer/wizard 4
Components: V

Casting Time: | immediate action
Range: Close (25 ft. + 5 [1./2 levels)
Target: One creature casting a spell
Duration: Instantaneous

Saving Throw: See text

Spell Resistance: Yes

As the creature casts a spell, you utter a
simple magical phrase thal momentarily
confonmds it

You cast this spell to distract another
creature as it attemprs to cast a spell,
The target must succeed on & Concen-
tration check (DC equal to 14 + vour key

abiliry modifier + the level of the spell
being cast) to ignore the distraction. or
else it loses the spell.

Stretch Weapon

Transmutation

Level: Bard 2, cleric 2, duskblade 2,
sorcerer/wizard 2

Components: V

Casting Time: | swift action

Range: 0 1t

Target: Melee weapon wielded

Duration: One arrack

Saving Throw: Will negates (harm-
less, object)

Spell Resistance: Yes (harmless,
object)

With a single utterance, the weapon in your
hand elongates without becoming muwkeaard

or weighty,

The affected weapon stretches, extend-
ing toward its target, though it can be
wielded normally. The spell adds an
additional 5 feet of reach to a melee
weipon for a single attack.

Summon Golem

Conjuration (Summoning)

Level: Cleric 9, sorcerer/wizard 2
Components: V, 5, F

Casting Time: | round

Range: Close (25 fr. + §{1./2 levels)
Effect: One summoned golem
Duration: | minute/level

Saving Throw: None

Spell Resistance: Mo

You wawte vour fiand over a lump of flesh,
clay, stone, o1 iron while chantimg a lenglhy
incanlalion, Moments later, a golem of
similar substance appears m a flash of light
to serve yoie.

You summon a flesh, clay, stone, or iron
golem, The golem begins acting at the
start of your next turn and follows your
simple comimands.

The golem disappears when it is
destroyed or when the spell’s dura-
tion expires

Forus: A small lump of preserved flesh,
dried clay, unworled stone, or iron ore,

Sure Strike

Divination
Level: Duskblade 2, sorcerer/wizard 2

Components: V

Casting Time: 1 swift action
Range: Personal

Target: You

Duration: 1 round or until discharged

You gnin a flecting glimpse mto the future,
enough to guide your impending attack.

You cast this spell immediately before
you make an artack roll. You can see
into the future for that artack, granting
you i +1 insight bonus per three caster
levels on your next atrack roll.

Thunder Field

Evocarion

Level: Bard 4, druid 6, sorcerer/
wizard 6

Components: V, S

Casting Time: 1 standard action

Range: Medium {100 fr. + 10 ft./level)

Area: 20-ft-radius spread

Duration: 1 round/leve

Saving Throw: See text

Spell Resistance: Yes

The air around you erackles with the distant
boom of thunder. A dome of transhucent
golden energy surrounds the spell’s aren,
The dome shakes and rattles, while the
muffled sounds of explosive blasts echogs
from if. Any creature within the dome
is lenocked into the nir by the powerful,
cav-splitting blasts,

This spell creates an area of turbulent,
sonic energy. For the duration of the
spell, any creature that starts its turn
in the spell's area must make a Fordi-
tude save or take 1d8 points of sonic
damage. In addition, atfected crearures
must make a Reflex save or be knocked
prone. If a crearure is already prone,
failing this save has no effect on it

Toxic Weapaon

Conjuration (Creation)

Level: Duskblade 4, sorcerer/wizard 3

Components: ¥, 5

Casting Time: 1 standard action

Range: Touch

Target: Piercing or slashing weapon
touched

Duration: 1 hour or until discharged

Saving Throw: Fortitude negates;
see ext

Spell Resistance: No




You touch the weapon, and an oily liguid

Components: ¥V, 5
Casting Time: |
Range: P

Tan

Duration

Components: V, 5
Casting Time: 1 standard acrion
Range: Close (25 f1. 4+ §1

Target: On

Duration: 1 rou
Saving Throw: W
Spell Resistance: No

You cripple a target w ith sevsations of falling

The subject of this spell becomes dizzy
e pround seems to drop
sath its feer. The subject must sue i iie 4
EALE [ PS
on a DC 10 Balance checl ar the i e i

of ench turn to take a move action




[f it fails, it cannor move. 11 it fails the
check by 5 or more, it falls prone. While
affected, the subject also ralies a —2 pen-
alty on artack rolls and saving throws.
Aitborne creatures receive 1 +4 bonus
on saves against this spell and do not
need to make the Balance checks

Vertigo Field
Ulusion (Partern)
Level: Beguiler 3, sorcerer/wizard 3
Components: V, 5
Casting Time: 1 standard action
Range: Medium (100 £t + 10 ft. /level)
Area: 20-ft-radins spread
Duration: 1 round/level
Saving Throw: Fortitude partial;

eE 1851

Spell Resistance: Yes

You ereate a field of swirling patterns of
color, light, and motion. Creatures i the
areq stagger as the barvage of sensations
overloads therr senses and leaves them
ouertontie with vertigo.

This spell creates a field of illusory
magic that hampers the movement
and senses of any creature that enters
it. The area within the Reld counts as
difficult terrin, Attacks made through
ot [rom inside the field have a 20% miss
chance. A creature that begins its turn
inside the field must make a Fortitude
save or become nauseated for 1 round.
Omnee a creature fails this save, it does
not need to make another save agains
this effect.

When vou cast this spell, you can
choose for this nauseating effect not
to apply to & number of allies vou des-
ignare less than or equal to your caster
level. Those allies still treat thie vertigo
field as diffcult terrain and have the
20% miss chance on attacls.

Visions of the Future

DHvination

Level: Clernic &

Components: V, 5

Casting Time: 10 minutes

Range: Personal

Target: You

Duration: 1 hour/leve
discharged

or until

You wew events shightly before they happen,
gatmng e to react to them,

You pain & +2 sacred bonus on all saving
throws and +2 dodge bonus to Armor
Class. Once during the spell's dura-
tion, a8 #n immediate action, you can
choose to discharge the spell o gaina
greater bonus. When vou discharge the
spell in this manner, you gain a sacred
bonus on all saving throws and a dodge
bonus to your Armor Class equal o 1/2
vour caster level (maximum +25), This
bonus lasts uneil the beginning of your
next turmn,

Whelm

Enchantment (Compulsion) [Mind-
Alfecting]

Level: Beguiler 1, sorcerer/wizard 1

Components: V, 5

Casting Time: 1 sta ndard action

Range:! Close (25 [t + 5 {1./2 levels)

Target: One living creature

Druration: Instantaneous

Saving Throw: Will negates

Spell Resistance: Yes

o thrust one arm forward toward your
foe, palm open and fingers splayed. The
creature veels as an invisible surge of power

f {ag ~ d
invndes fs mna

You launch amagical assaule that wears
at the target's mind, dealing 1de points
of nonlethal damage if ir fails its
saving throw

For every two caster |L"-'1.'|‘.'h |.'|L"|n'<'."|'|{i
1st, you deal an extra 1ds points of
nonlethal damuge to the subject, to a
maximum of 5dé ar 9ch level.

Whelm, Mass

Enchantment |Compulston) [Mind-
Affecting

Level: Beguiler 4, sorcerer/wizard 4

Components: V. 5

Casting Time: 1 standard action

Range: Close (25 fr. + 5 ft./2 levels)

Targets: One living creature/level

Duration: Instantaneous

Saving Throw: Will negares

Spell Resistance: Yes

Wilh o sweep of your arm, crenhires reel as
ant invisthie surge of magieal power invades

theet mimids,

Lhisspell funcrions like whelny, except
that it affects multiple targers and it
deals 1dé points of nonlechal damage

per caster level to each subject, to a
maximum of 10de ar 10th level

Whelming Blast

Enchantment {Compulsion) [Mind-
Affecting]

Level: Beguiler 2, sorcerer/wizard 2

Components: V| §

Casting Time: | standard action

Range: 30 ft,

Area: Cone-shaped burst

Duration: Instantaneous

Saving Throw: Will negates

Spell Resistance: Yes

You stretch your avms before vou, spread
your hands wide, arul wnleash an tnisible
conte of magical power Hiat assails the minds

of e creatures within it

You assail the mental faculties of crea-
tures in the ares, dealing 1dé points of
nonlethal damage per two caster levels
[maximum 5dé at 10th level] to each
crearure that fails its save.

Wrack Earth
Evocation [Earth]
Level: Druid 7
Components: V, 5, DF
Casting Time: | standard acrion
Range: 30 fr.
Area: 30-ft. line
Duration: [nstantaneous
Saving Throw: Reflex half; see text
Spell Resistance: No

You stomtp your fool, causing a shockuwave

ta shoot out from youi

When you cast this spell, earth and
stone blast upward along a 30-foot line,
smashing creatures and knocking
them out of the way. This spell deals
1da poines of bludgeoning damage
per caster level (maximum 15d6) to
every cregture it contacts and createsa
s-foorwide mound of stone and rubble
along the path of the line, Crearures
within the avea thar fail their Reflex
saves are moved to @ random side of
the rubble. The rubble created is dif
Heulr terrain that requires 2 squares
of movement 1o enter. Crearutres tha
succeed on their saving throws ke
half damage and are not moved by the
mound aof rubble.




our charicter is more than fust a cace, cliss,
and level stupled togecher. At their best, D&D®
charscrers nre on par with charscters in the best
movies and novels, almostas complex as real people

You have many options at yourdisposal when crafi
s personality. You could invent
and allow his or her

ldate

:ns VOuT ..n..'l!‘JLIL_
in LOIHgULng history for your chamcrer a
personal lity to follow naqumally from thar You could im
characters {or aspects of characters’ from books you have read,
movies you have seen, orrez! people vou knowe. With some
hiz or her background, personal
your character
realistic depth and metivarion. This chaptes of
create wellrounded characters with memorable personalities.
26 well ac advice on being a good player ar the tahle

CHARACTER
BACKGROUND
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ity type, and -Lgn-.:-‘.c::‘.'. raus,
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Your character has a place in the fictional world of the D&D
game. Whether you grew up on a farm, struggled for scraps
af bread in an alleyway, or were raised by 2 pack of magical
wolves, vou had a life belore you started walking the road 10
sdvenmire. The following backgrounds can serve as inspiration
for what your character's childhood gnd youth were like.
Each background includes several headers that deseribe how
wou gan apply ivo different pares of your character's life

ARTISAN

QIR

(

Yaurh Thissection drr-crlbn he rypu:l experiences of
i charicrer who grew up in this backgtound. 1t describes
hiow that background shaped your early Tife.

Transition: Your background represents your past. This
section offers two or three ideas on how vou lefryour old
life behind and became in adventurer

At the Table: Your background shapes your outlook and
vour actions. This section discusses how your background
vou Toleplay v

‘Ti',;"l. manifest when our character

Apprenticed 1o 2 promising worked hard
throughout vour childhood 1o develop the skills neces
sary o master your craft snd make 2 g._k.\ﬂn ng in the
world Hours spent working in the shop alongside vour
mastar U SSISURE PTG and dowly gain-
ing expertise inall aspects of your chosen craft allow
"'"-\. JW‘!’!" .TJ_I‘."'E_'L' arm=nrv lh‘l "1.."1."\' 1O Ty

SIS, WOu

watch

VORI B !
facer of the job. From concepruzlization o gathering
supplics to working the materials into the desined form
aind finally o the cleanup atche end of each project,
you are proud to have the skills of 2 troe grrisan
Youth: Waorking in your master's shop was no day
at the carnival. Early on, you spent most of your time
sweepingand serubbing Qoors, cleanitg tools, carrying
supplies, and preparing simple meals 5o your master
could spend histime working on his current project.

* AA14 ¥ILdVHD 'J.’«i.{[][__i_\jj




Each time he gave you a task thar seemed meaningless to the
actoal job ar hand, more often than not it proved necessary
to achievi ng his 1_'4:;51 As vou wmph:[t:d these tasks, vou
would quietly warch your master, learning all you could from
observation before he gave vour next sk

Transition: Whar drove you from the comforting grip of
the workshop to the world of adventure? Your motivation
could come from within, or events beyond your control might
have cast you into the role of an adventurer.

Perhaps the toil of the workshop grew tiresome. You always
preferred tales of heroes, monsters, and ancient treasures 1o
your mastet'’s long lectures on responsibility, technique, and
craftsmanship. As soon as vou had enough money saved, you
left your master and took up training in your currenr class,
Your master might still hold a grudge for your desertion; if
he is powerful in his community or guild, vou can expect
trouble from him in the furure.

If vour master was cruel, life on the road could have been
| 1'.‘{"! ler l\l_'t lont |'!|.| m ot |1L‘r Yoar F"'t.'ﬁl..l"-'j ng away m |-|E‘; HE"II..,:IP.
Underfed, beateri for the smallest infraction, and worked
to the poinr of exhaustion, you didn't so much leave your
craft as escape from it. Alone in the world and penniless,
you learned enough to survive and eventually became an
adverturer. Pechaps o kindly new master took vou in, orvou
were drafred into militavy or religious service.

Artisans need peace and stability to male a lving. A war,
plague, or other calamiry could have forced you onto the
adventurer's path. 1f ores saclked your home city and burned
it to the ground, vou could have become an adventurer out of
necessity rather than any desire for glory, Perhaps vou thirst
for vengeance against the cruel ryrant who slew vour master
and smashed vour dreams of becoming o respected artisan
with a shop of your own.

At the Table: Comment on the craltsmanship of weapons
and armor vou find. A dwirt craftsman mighe take the time
to wonder at the beautiful carvings on an ancient, abandoned
stronghold's walls. An elf artisan might be arrogant toward
human goods, While other members of the parry are excied
at the magical properties of a sword, you find the excellen:
quiality of its blade and the fine detailed work in its pommel
worthy of comment. Toyou, o dungeon cin also be 2 museum
of an ancient civilization's artwork and craltsmanship

ASCETIC

Sequestered [n a convent, monastery, library, or school, you spent

vour youth in study, « |1nlq.'n'|.p|;||:1'nn. and rellection. Th L'-:J|.|gl'|
meditation, scademic study, or praver, vou honed vour passion
for knowledge in the fire of your will. Through discipline and
perseverance, vou still constantly drive yourself o unlock
lore, whether ivis hidden in ancient texts or religious scrip-
ture or revealed through constant meditarive practice.
Youth: Asa child you spent hours retrieving and cataloging
tomes and scrolls for older scholars who left vou to your own
devices once they had the materials they sought. Spending
these hours with little supervision, you learned the locarion of
nearly every work stored in the library of the mountain abbey
vou called home. While at thar age vou couldn't fathom the
mysteries stored within, you kepra menral rally of those thar

s
|

interested you most. From time to time you would be sent to
the kitchen for food, or to wash dishes, or o run any nuniber
of errands. Each such excursion away from the library that
vou had come 1o call home felt like o test—of your resolve
to learn, of your desite to spend time only in the library, or
simply of vour youthful patience.

Transition: A scholar can only learn so much in a library
surrounded by bools. Your masters ordered you out into the
wotld 1o experience its wonders fusthand, Having learned
everything your masters can tesch, you can never return
home unril your magic or ki is strong enough, or until you
have surpassed vour masters, or vou have achieved enliglien
ment or ultimate arcane or divine power.

Aliernatively, a rivalry or power struggle amonp your masiers
might have forced vou our into the world. Your turor or sponsor
fell into disgrace or disappeared under mysrerious circum
stances. Without your mester around, there was no longer a
|1|:|\'4:. foor vou. You seill seek him, or at least to avenge him

Fll'rl'li!|1.'\| rither than f-i111|'||'5 leaving your order, you were
X |'JL'|]rd. Scholarship demands innovation and forwsard tl‘luught.
but your thouglits were too radical for your elders Your ideas
were deemed dangerous or subversive or heretical, forcing
yourexile. Maybe you delved into lore too dangerous for mere
apprentices, such asspells to summon forgotten gods or bind
demons. Pechaps a rival student fromed vou.

At the Table: You know a lot, and you aren't afraid to show
it oft. While others might refer to creatures by common
names such as "kobold." "trogloadyte,” and "bugbear,” you
lenow the proper classification of each in Old Draconic. 1fyou
Aind an ancient library, a collection of scrolls, or even ancien:
murals and frescoes thar depict myths and prehistorical
events, you happily lose yoursell in srudving them even in
1h|.‘ I'I'!“.[""l :!'l. a L|.‘.J.I'I§[r.‘|.!'ll.

1f vou rrained as a monk or cleric, the habits, beliefs, and
ethos instilled in vou by vour upbringing play a major role in
vour life. For example, you might be a vegetarian if vour sect
forbids the eating of meat, and vou aren’t afraid to tell others
of the superiority of your diet. Yot have an old saying or
bit of wisdom for every occasion. When faced with a tough
decision, you turn to a religious book or similar manual for
E I.:I,!I!T!ll,_'{' l"l.l_Hl |.|1[~ e 5 |'|.'|_'|t|.III.‘ or 'f.'-.*ur masters 5.,|‘|']|'|H." {1

";i1l'F|'F|IL'Ii1 Your i!l'g1!l'|‘:l_‘l'|[r- H |1li ti';'i_ 151l s,

DRIFTER

Home? What's that? You spent your entire life on the road,
moving from town to town, You get by taking odd jobs, some
less savory than others, or performing for 2 night's bed and
food. People are your stock in trade; vour keen understanding
of theiractitudes, behaviors, and desives keeps vou employed
and alive. When things go bad, it's time for you and yours 1o
mowve on to the next town. Survival has always been your first
priority, and you have become quite good at it.

Youth: Asachild, you spent the majority of your days either
o the road or performing odd jobs and running errands foryour
elders. You pur any talents vou had ro worls for vou just o ger by
and perhaps earn a little food ora few spare coins, You might have
rurted o crime when things becime desperate, or you migh
have resisted all tempration no marrer how bad things por.




You could have ended up on the road due to a2 number of
reasons, You might have been separated from your bmily ata
young age due to war or some other disaster. A plague could have
left vou a sole survivor and driven vou from vour hometown.
Perhaps you grew up in an orphanage and ran awsy 25 soon as you
were able. Your parents could have been wanderers themselves,
g0 thar vou never knew any other Life, ar first being carried on
vour mother's back and then later walking beside her,

Transition: Moving from the life of a scrounging drifter
tor thar of an adventurer was easy for you, The skills you
learned on the roads or in the alleys and taprooms of the
world prove useful to any adventurer. Perhaps you managed
g heist thar scored you enough money o buy you thieves
tools. 4 weapon, and some armor. Thar single windfall was
enough to rransform vou from just another wanderer to a
ckilled, armed adventurer,

You might have stumbled into the adventurer's life by
accident. Seeking shelter from a storm, you entered o cave
that rurned out to be a monster's lair. You managed to slay
the beast and afterward helped vourself 1o its treasure. Your
first taste of edventure was frightening and exhilarating {and
profitable), and vou developed a liking for the activity

Advenrure iinds you as often as you find it. Perhaps mon-
sters threaten the ares vou ate traveling through, leaving you
with a simple choice: fight, flee, or die. Maybe you've always
tried to help others as vou were passing through an area. Now
that voure older, stronger, and more skilled, you can rake 4
more active role inprotecting the common folk and helping
put where you can.

At the Table: You've done it all before, and your experience
makes you calm in a erisis, When o sudden thunderstorm
rolls in, you know how o find shelter, When it comes to
surviving in the wilds or making vourway through a ciry, you
gre a treasure rove of folkiales, rraveler's lore, and common
sense. Worldly for vour age, vou aren't afraid o show off thar
lnowledge in front of others. Sheltered people, those who
grew up in far easfer circumstances than you, earn your
disdain if they can't keep up with vou. You didn't grow up
with much, but you learned to take care of yourself.

FARM HAND

Born and raised on the farm, you developed a keen understand
ing of agrarian life, as well as 2 strong work erhic. Accustomed
to being up at dawn and asleep by dusk, you can track the
seasons by touch and smell. You know the satisfaction of
cultivating the earth on which you live, and you relish the
responsibility of talding care of the animals thar vou depend cn
[ot food, clothing, and companionship, Some might consider
this a simple life, bur those who lave that artitude know very
letle about how to work with the land or understand the
respect necessary to coax ir to bear fruit.

Youth: Asa child, you hung upon the apron strings of those
working in the home and hearth, You learned o clean the
diwelling in which vou lived, as well 45 cook for those whoo lived
there with vou. As vou grew older, vour daily chores became
more complicated and laborious. From splitting and hauling
firewood, feeding and clesning up after the animals. and working
the carth to produce the crops vou need to live on, vou learned

eviery aspect of farm life and grew o appreciate the hard work
that was rI::.!LIErn] jLast po put L'mmg‘h foesd on the wble. In Vour
free time you learned 1o fish and hune, supplementing vour daily
diet with game from the nearby wood or stream.

Transition: Shifting from the humdrum life of ¢ farmer o
the exciting, deadly path of an adventurer was no easv change
for you to make. You left behind generations of tradition to
seck the advenruring life. Whether you were pushed ineo this
decision or happily lefr vour family's helds behind you, you
know that you can never go back to that life again.

Life on the farm is never easy, and a cruel, demanding ruler
only malkes things worse, A distant war, 2 monarch obséssed
with building monuments or enjoving the pleasures of the
court, or 2 few years ofinsufficient rain and harsh winters: All
these factors con drive o farmer to seek a better life. Perhaps
the peasants and yeomen rose up in rebellion. You were one
of the lucky ones who managed to escape when the king's
men razed your village. You learned to handle a weapon in
the uprising, and a slain mercenary raider’s weapons and
armor became your first set of adventuring gear, Mavbe one
day vou'll return to avenge your family and friends, but unril
then you hone your skills,

Alternatively, vou might have left the farm of yvour own free
will Mayvbe you weren'tin line to inherit any of vour father's
land, leaving you with lirtle choice but to seek another option.
Too ambitious to stay on the farm, at the first opportunity
vou headed [or a lile of adventure, Your family still lives in
your old hometown, and maybe you visit from time to time
o send them o few coins now and then to help out when the
harvest is bad and rimes are right.

At the Table: You are accustomed o hard work and have
lietle patience (or those who are lazy, negligent, or irrespon-
sible. You have toiled for hours under a hot sun o feed vour
Family, and you have no time for those who aren't willing 1o
putout a similar effort.

When you and vour companions entera rural community,
youre the hest choice to serve as your proup’s spokesperson.
You might not be the most elegant figure in the party, but you
know how to talk with ordinary people. Despite the armor
youwear, the weapons you carry, or the magic you command,
at heart voure still one of them. Any threat to the common
folk is likely to draw a sharp reaction from you.

GLADIATOR

Born a slave, you trained from an early age to fight with
weapons or magic. Bxperts were broughe in from all over
the world to train you and your fellows in various forms of
artack and defense, LMIPAEEing 1o you a respect for cultures
ourside your own, as well as their methods of combat, Even
as ayoung child, you were forced to ightin the arena against
other children as well as animals not considered a threar to
older, more experienced pladiators, Given vour innate sense
of dramatic flair, vou have come to enjoy the adulation of the
crowd, as well as the respect of your peers.

Youth: Your daily routine began with a strict regimen of
calisthenics followed by training in the pits. Every hour you
trained with o different master, sach focusing on different
methods of fighting and teaching you ways to present yourself
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from those you learned in the l
of the pit masters. Mercenary work didn't appeal 1 you
since vou've already had vour hll of demanding masters. As
an adventurer, you can risk your life as vou choose and fod
yvour own profit, Life is much better this way

At the Table: You are an expert on weapons, atmor and hght
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toughs who only seemed interested in making vou steal on
their behalf You made up your mind that if you were going
to be the one stealing, then you would be the one o pick the
time and place, derermine what was and wasn't an acceprable
level of risk, and reap the benefic if vou pulled it off.

Transition: You couldn’t dodge the gang and the con-
stables forever, Perhaps vou bit off more than vou could chew
ina daring robbery, After thatvour choice was simple: leave
town until the heat died down or die at the hands of the
gang's brutal enforcers. You took to the toad and found thar
vour skills worked just as well in other cities as in yourown,
Adventuring offered vou the chance to make a fortune and
set something aside for the long term.

Perhaps vour burgeoning talents came to the attention of a
small band of adventurers who needed anitem liberated from
a certain wizard's bedchamber. While they distracted the old
mage, you climbed the wall of his tower and plucked anamuler
from his armoire. You made a lot of money on that job, and you
decided this was the life forvou. The victimized wizard might
seele you out (whether vou are aware of that or not) to avenge
his loss. [fvour past carches up to vou, you had best hope that
your sdventuring companions can help bail vou out

At the Table: Old habirs die hard. You're accustomed 1o
scrounging for basic necessities, so vou tend to keep extra sup-
plies on hand—you never want to go to sleep hungry again.
When you have spending money, you have trouble holding
on to it A few njghrs i a SUMPIUous inn, Seven-courseg meals,
and other lusuries leave you ready to strap on your equipment
and head back into the world for another adventure. You live
for the day and cast aside worries, long-term plans, and the
like. That doesn't mean that vou are foolish or reckless, just
that you appreciate the Aner things in life. To you, it's obvious
that you should put off hard work 1] tomorrow when there's
strong drink and good food 1o enjoy today.

MARINER

With g salty breeze in vour hairand 2 hardwood declk under
[, vou spent your life ina constant search for wharever lay
over the endless horizon of the sea, You loved the seaand all
the dangers that life aboard a sailing vessel offered. Above
afl, vou enjoyed the freedom that you had on such a ship:
freedom o rravel the world, and freedom from the laws tha
povern the people living on land.

Youth: As a young sailor aboard a ship. vour life was flled
wirth worle Cleaning and repairing the ship took up the majoriry
of your time. You also spent a fair amount of time on warch,
leeeping a lookout for other ships thar could have hostile is

Ent.
In rare moments when vou were notworking, you were [ree to
enjoy the passing seq, to sing songs and learn an instrument
from another crew member, or to tuke lessons in navigation
Irom the caprain or first mate whenever they had time o give
them. You spent rime fishing, working in the galley with the
ship's cook o prepare meals, or even pracricing swordplay with
the master of arms in case another ship stracked yours:

Transition: Life 952 mariner ts almost the sume as life as
an adventurer, You must face tevrible monsters, venrure ino
unlnown rerritories, and stand ready to fight for your life ar
A moment's notice,

Perhaps a terrible storm capsized your ship. You were
lucky enough to make it to shore in a strange land, but you
have noidea what happened to the rest of the crew. To make
ends meet, you put vour skill with weapons or spells to good
use, For now, you adventure to earn enough coin o survive
tand, if you strike it rich, someday buy vour own shipl. You
want to discover what happened to vour shipmates. Perhaps
the storm had a sinister origin. and even now an unknown
enemy plots against you,

A run-in with pirates might have sent you on the path 1o
adventure. You were captured and separated from your crew-
mates. You managed to escape, and now you have sworn to
find and free your comrades. Perhaps vour family owned the
ship you served upon, and now you must rescue your brothers
and sisters, parents and cousing. You have no idea where ta
beginyour search, buryvou hope that over the course of your
adventures vou ean find some clue to their location.

At the Table: You use nautical terms in everyday conversa-
tion, Your weapon is a cutlass rather than a scimitar. You drink
rum tather than ale. You know a lot about ships and boats,
refer to others as landtubbers or scalawags, and never turn
down the chance to take a sea vovage. You've been to dozens
of ports around the world, and vou love to talk about your
exploits in each one. You have amassed a wealth of knowledge,
tall tales, and stories. 1f your group fights a medusa, you might
recall legends abour a similar creature that haunts the waves
When vou enter a port city, you prefer 1o stay near the docks
and visit raverns where you can ind other sailors and ask
them for news [rom across the seas

NOBLE SCION

Born with asilver spoon in your mouth, you knewvery lirtle
gbout living a commaon life. No matter what yourinterests,
you had the best instructors. You had servanes and soldiers
who jumped to do your bidding end ensure vour safery.
The only higher authority von had to answer to was your
famnily—particularly vour parents, who were so busy with the
administration of vour birthright that they left vour educadon
and upbringing to trusted servants

Youth: You toured the countrvside from the back of a
pillow-laden carriage. sipping freshly squeezed Fruit juice
from an ice-chilled carafe. You spent entire days taking les-
sonsin the warmrth and comfort of your personal chambers.
When vou were not pursuing your own education, you
diverted yourself with games, music, theater, and lirtations
Youartended elepant parties dressed all in silk, with properly
coifed hairand manicured nails. Above all, vou spent count-
less hours at the court, observing your parents preside over
those who served them, settle disputes, pass edicts, and hand
down judgments. Some would say that vou were blessed from
birth. but you believed thar the simple fact of your presence
|.'|I‘.F|I.}'|"r'l2"d i ] |'|JL'FE'I]'|.Jl on {1[51!3'[5

Transition: Leaving behind an easy life of costume balls,
servants, and rolling estares, you tool up life s an adventurer,
Afterall, the luxuriant life of a noble depends on one thing:
money, [ your family managed 1o lose its fortune (perhaps
through a rival's machinations, perhaps through simple mis-
management ), you must now fend for yourself in the world,




If vou ook up the study of magic, or spent long hours work
ing under the turelage of o sword master, vou already have the
skills needed to become an advenrurer, What once served as

arrogance that has been ingrained in you since childhood
sometimes bubbles 1o the surface

#n amusing diversion became the primary skill vou need 1o SOLDIER

return your family o prominence,

Your family's fall from grace could be more sinister in na
ture. Your father might have betrayed his lege or sold out to
a foreign power. When his scheme was uncovered, your fam-
ily was stripped of its title, wealth, and land. You muse travel in
secrer or venture far from home, because the mere mention of
your name is enough o
incites hostile response in
vourcountrymen. Perhaps
vour farher was innocent
and an enemy engineered
his full. The real villains
managed to disgrace and
destroy o force [or justice;
you adventure 1o restore
yout family's good name
.'|T'|{|: .J'\.'cn',__n; your |I1?‘1ﬁ5.

Alrernarively, perhaps
youwere the youngesst in
vour family, and cherefore
vou were not in line
inherit your family's for
tune. You wete expeacted
tojoin the clergy or follow
some other respectable
vocation, Horrified at the
prospedt ol a life of bore-
dom, vou rebelled and sat
out on yvour own, Your
family might have agents
searching for you, so you
must trave] incoghito. You
care nothing for your fam-
ilv's money and now see
vour old life as a suffocat-
ing burden. You only want
to wander the road, defy-
ing the politics and the
social responsibilities of
the station thar demands
VOUr return.

At the Table: You are
used o fine food and com-
fortable sccommodations. While
yvou fancy yourself cough enough to
live anadventurer's life, vou miss the comforts of home. When
on the road, you would rather spend a nighr inan inn with g
hot bath and 8 warm meal than rough it under the stars. You
cant iw]]'l b L:nrnpluin abour the [roor food, the sour wine,
and other minor indignites thar vou must endure. Ie's beneath
vour digniry o whine, bur sometimes you ler others lknow
thar their best falls short of vour expectations, You admire
those whose sccomplishments earn them the cight tor you 1o
consider them your peers, but the sense of enritlement and

riva v piraed 4 Fife g
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From the earfiest age you can remember, you were a servant in
thi army of vour lord. You drilled to march, you drilled o iight,
arid you even drilled to bathe and eat. Every waking momentwas
atilized to 1ts maximum petentizl, and you kept moving with
one purpose or another as long as daylight lasted. Learning 1o
fight, cleaning weppons and srmor, and taking care of the cav-
alry'ssteedswers only o fow
of the tasks thar greeted vou
each day, Mo rask assigned
was mepningless or rivial,
and all of them could be ac-
complished with a sense of
honarand pride in knowing
that vou served an organi

zation whose purpose was
much larger than yoursel{

Youth: Az a child you
spent your davs cleaning.
Everything needed to be
cleaned twice a day, from
pots and pans to the horses'
bridles to vour quarters and
sleeping mat. Everything
was checked and rechecked
1o make sure it was tend-
ed properly. As vou grew
older. your responsibilities
also grew, You were set 1o
repairing pracrice dum-
mies, parching uniforms
and (when lorrune fvored
you) exercising the horses
Additionally, 25 vou contin-
ued to grow older and taller,
vou began 1w train with var
lous weapons, becoming
skilled in their use through
i | mOosl Constant |'|.'F'H.\t!| ion
and precrice.

Transition: A soldier's
life is an ideal training
pround for adventuring
Your knowledpe in weap-
Ons; armar, ..'|F|I.| LRCTICS SeTYVes WO
well. Perhaps the prospectofanother
vear of tnking orders, cleaning stables, marching in formarion,
and obeying your officers grew tiresome; as an adventurer,

miars faanr Toal

you can do whar you want, when you want, Perhaps you de-
fred an unjust order and deserted rather than commit o war
crime. Now you must dodge press gangs, bounty hunters, and
old comrades if you want to keep your freedom,

Your old military unit might have been destroyed in barele
leaving vou aimless and alone Common labor or some other
peaceful trade proved too boring and mundane for you




Since vou only know how to fight, an adventurer's lite was
the best fir for vou, Although vou enjoy your new life, your
past still haunts vou, Your unit's old enemies still seel you
Your surviving comrades might (wrongfully) blame you for
their defear, Perhaps vour unir's destruction was no accident
of war, Instead, someone wanrs vou and vour old comrades
dead, and thar individual has the ways end means to hunt
you down one by one.

At the Table: You have o story aboue a battle you rook part
in for almost every occasion. You can't help bur argue from
an experts point of view, and ar times vou are 1oo dismis-
sive of those who lack experience in your eyes. You cry out
orders in bartle, shouting advice and encouragement to your
comrades. Part of you thinks thar you simply know berrer
than everyvone else when it comes to combar, but vou also feel
t strong attachment and a sense of camaraderie with those
who fighr alongside vou. Yoo wanrt to do everything in your
power 1o keep your fellow adventurers safe,

RIBAL ORIGIN

Born among the people, you were raised by the members
of vour extended family, all of whom participared in vour
upbringing to one extent or another. Your mother tanght vou
to gather food and cook, your father taught vou o hunt and
fish, Your grandfather mught you w

Ireal |'I||.-]1.‘ .]rlLl I'l'lH.J{L" 'n'r'l!‘i.‘ll.": mns; :!]'HJ

your grandmother taught you the hisory of your people,
Everyone had his or her place ar home, and vou experienced
tmes of borh joy and sorrow with all your kin,

Youth: Asachild, vour acrivities changed each day based on
the needs of your people. Some days vou gathered food with
your mother, and others you stalked through the underbrush
in pursuit of prey with your father. Your tasks depended on
what was needed at the time, and you were productive for ar
least a few hours each day. You also spenta good deal of time
in play—swimming with and running races against your
siblings and cousing, practicing the use of weapons for hunt-
ing and defense from your enemies, and plaving elaborate
games meant o sharpen vour senses and strengthen your
body. From time 1o time youwere even asked 1o stand warch
and keep an eye our for the goblins thar liked o artack vour
encampment withour warning

Transition: The road from your rribe's home rerritory
to the heart of civilization was a long and srduous one,
Perhaps you took to it freely, when the lure of cities and
towns proved wo strong, Perhaps the reansition was violent
and sudden, when a slave rrader, raiding party, or other
force from the ourside world swooped in and plucked you
from your home

If you willingly left home, vou could have felr a strong
sense of wanderlust from an early age. You always wanred w
kenow what lay over the mountains, The outside world seemed
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so much more interesting than vour humdrum existence,
especially when the tribal elders told you stories of the grear
cities that stoad bevond the horizon, Perhaps an ofd advenmrer
of the tribe, a warrior who had ventured into the world and
rerurned vears larer with grear reeasure and renown, stoked
your imagination with the rales of her adventures. As soon
as you were old enough, you hired on with a passing carsvan
and ventured into the world,

Events could have forced you from home. While you were
out hunting one day, a gang of slavers captured you and seld
you into the service of a rich merchane. After vears of wil,
vou escaped and now run free. While pare of vou wans wo
return home, civilization has proven too intriguing to leave
behind. You remain one step ahead of the slave lord's boun-
tv hunters, and by improving vour skills in weapons and
magic vou hope one day to foil their pursuit once and for
all. Perhaps the slove lords destroved your village and you have
no home to return to. You remain in civilization to grow in
power until vou can avenge your people one day. Once you
have slain the slave lords and burned their fortress ro the
ground, you can found a new village peopled by those you
free from their chains.

At the Table: You alwavs compare the character of civiliza:
tion 1o that of your people and find it wanring. Youare fond of
guoting your prandmother's sayings to drive home this point,
Civilized folk lie, chear, and steal from each orher, actions thar
would doom a rribe in the wild. You see civilized folk assaft
and complacent. Few of them have stalleed o bease in the wild,
and fewer still have fought offa dire woll or displacer beast
attack. Your origin sets you apart, but it makes vou stronger,
rougher, and more cunning than the soft-bellied foll of the
cities. While vou mighr be ignorant of civilization and its
cuscoms, vou are by no means a fool.

PERSONALITY
ARCHETYPES

Each of the following personality archetypes includes a quore
(something a character corresponding to thar archerype
mighr say), a description, and a list of classes and of traits
thatare especially appropriate 1o that archerype. You are not
limited to these classes and rraits; they simply represent good
combinations for D& D characters.

AGENT

"1t shall be as you comamand,”

An agent adventures not for hersell but for an orga-
nizarion or sociely, 'n'.'l'Lr.‘lJ.!l:l‘ | l]'!'lL"u'I.'!‘\' uil[lll .‘il.:'l'lLlﬁ hr.'.r o
gather informartion, she explores new territory for gn em-
perar, or she carries the name of her deity into new lands.
An agent might be loval to her organization, or she might
resent her role and look for a way to escape. An agent can
create interesting dynamics in an adventuring party, espe
cially when she must choose berween her fellow PCs and
her organizarion

Classes: Bard, beguiler, cleric, druid, knight, monk,
puludin. FANger; rl"lgl.:L". SCOLL, WiIrmage, Wisi rl.]

Traits: Ambitious, serious,

CHALLENGER

U et fight hem Only by steiving agninst these superior to nysell
cion | achiewy greatness.”

A challenger adventures for personal growth. He cares
about treasure and magic only if they can further this goal,
and he cares abour Fame not at all. A challenger tries to reach
the pinnacle of achtevement in his chosen path, whether tha
path is defined by combar, magic, stealth, or some other abil-
iry. He does this by throwing himsell against progressively
greater L'J:I.IH:H'JJ_-D:E. rt"'.'::|i|11_: in those just on the edpe of his
ability o overcome. A challenger is 2 good character to have
in gn adventuring party, since he does not guail under duress
and often allows other party members 1o take the best trea-
sure. Indeed, some challengers see magic irems as crurches,
and they seek to artain perfection without them.

Classes: Barbarian, dragon shaman, duskblade, fghter,
lenight, marshal, monk, rogue, swashbuckler, warlock, war
mage, wizard.

Traits: Bold, disciplined.

COMPANION

“Stand frrm, Regdar: Lam al your sde”

A companion is the best ally anyvone could ever hope for
He is loval and dedicated, and he often shares a special kin-
ship with a particular individual. A companion suppores his
allies in all they do and never abandons or betravs them. He
doesn't lead, but he does offer cogent advice and support

Classes: Cleric, duskblade, favored soul, iighter, knigh,
monk, paladin, sorcerer,

Traits: Connected, funny, loval.

CRUSADER

"‘Crush the minotawrs and spread the word of Obad-Hu!"

A crusader serves a cause. The cause might be noble or
heinous, universal or personal She could belong to an organt-
zation that shaves her cause, or she could acras her individus|
beliefs demand. Either way, 2 crusader adventures o further
hercavse, The normal motivations for adventuring—wealth,
power, fame, personal betterment, excitemert—hold seant
appeal for a crusader; she is happiest when she is directly
serving her cause. She keeps her party adventuring, since
whenever her fellow PCs don't lknow whar to do next, che is
quick ro suggest a course of acrion

Classes: Cleric, druid, favored soul, knight, marshal, monk,
palading wizard,

Traits: Bold, patriotic, religious.

DAREDEVIL

“You gurys stay here. I'm gong to scale the wall, sieak past the guards,
swnn the moal, have a look aromd, and come back.”

A daredevil gers a rush from dangerous stunts. He isa risk
tleer and a gambler, willing ro put his money, his reputation,
and his life at stake purely for exhilaration. He's the one who
opens the door even though it's probably trapped, who enters
the cave even though there's probably a dragon inside, and
who puts on the necldace even though ir's probably cursed
He's a valuahle addition to a party, since he's always willing
tor tuke on the tasks no one else wants 1o do {(and he often




has the skills 1o succeed and even excel ar them), bue his
rechlessness can be his downfall—and char of his paroy.
Classes: Bard, beguiler, duskblade, hexblade, rogue, scour,
sorcerer, swashbuckler, warlock
Traits: Bold, energeric, lamboyant

EXPLORER
"If e contimue along this road, we'll come to the fallen comntry
of Abu'nix”

An explorer is driven o find new places, interesting cultures,
and fascinating objects, When she reads a map, she looks to
the edges and wonders what's bevond. Her eves fall firston the
unknown areas: Whar's in the middle of that for-
est? Om top of those mountains? Beneath that
ocean? She is happiest when she discovers
something new. She is driven to be the
first person to look at a new land,
battle & new creature, or discovera
new item. An explorer keeps her
party moving, and she guaran-
tees congtant adventure as
she points her companions
roward uncharred territory.

Classes: Barbarian, bard,
druid, dusiblade, ranger,
rog U, SCoul

Traits: Driven, exotic.

INNOCENT
"I've never done anvihing like
that.”

An innocent might have
seen violence and brurality,
but she did not participate
An LRnnocent |.\,"‘\ hi:ln"lt‘ll".‘:ﬁ

so [ar. Other charac
ters, particularly elderones,
find an innocent endearing
because of this quality. An in-
nocent might adventure to
dispel her innocence, because
she craves excitement, because
she has noother choice, or lorany
ol the other reasons characiers ad-
ventre. An innocent is a blank slate,
and seeing how she maintains or

loses her innocence creates dy- Fronn s

namic tension in the adventuring ot dl
patty. Seeing her triumph despite,
or perhaps because of, her innocence is exhilarating
Classes: Bard. cleric, druid. favored soul. monk, sorcerer
wizard
Traits: Carefree, kind, nave,

“Cvnward, men! We have those ores on te runt”
A leader leads. Others look ro him for guidence, and he
provides it. He might provide assurance and protection, or he

might instill fear in his allies as well as his enemies. He speaks
on his party’s behalt and organizes his fellow PCs in combar,
shouting strategies { preferably in languages his opponents can't
understand | He drives the party forward outside of combat
as well, keeping it moving toward a common poal, searching
for adventure, and deciding which adventures to sccept and
which to decline. He might share leadership gracefully, or he
might demand that power and position for himself. Leaders
often, but not always; have |11'gh Charisma scores
Classes: Cleric. dragon shaman, fighter, knight, marshal,
paladin, warmage.
Traits: Ambitious, charming.

MARTYR
My life for vou”
A& martyr willingly and even es-
gerly puts her life on the line
for a greater purpose. This
putpose might be a cause,
in organization; a specific
person, a group of people,
or just about anything else. A
martyr is willing o die to fur-
ther this purpose, and in fact
expects to do so. However, she
refuses 1o die in vain—her death
must have a greater meaning, and
it must inspire others to greatness.
A miartyr's selHessness makes her a
viluable addition to an adventur-
ing party, since she is often willing
to sacrifice herself for her compan-
ions. Her grearer purpose provides
maotivation tor adventures, but she
con become sel Frighteotss and teckless
it her risk-taking
Classes: Cleric, druid, Ervored
soul, fighter, knight, monlk, paladin,
Traits: Kind. merciful, reformed.

MERCENARY
“If there's gold muolved, U'm in. Other-
whse, courl mie gl
A mercenary cares about ma-
terial things—chielly gold, but also
the poods and services that gold
buys, such a5 equipment, magic

itemns, good foad, and g:m:l rimes
Concepts such s morality and
lovaley macter little o @ mercenary, or so che says. Cir-
cumsiznces and good friends might make her change her
beliefs, but money still holds a special place in her sonl
A mercenary 1s a good addition to an adventuring party
because she is easy o motivare

Classes: Barbarian, bard, beguiler, fighrer, hexblade,
|'|'|..'||"‘;|'||t|. T u-'_'l.ll‘. ROTCEIET, ".'l."lzﬂnl

Traits: Boaseful, greedy.




ORPHAN

“Twe been on my own my whole life, Always alone”

An orphan has oo parents, ar least not that he can remember,
orparental figures in his life. He might have grown up inan
otphanage ar on the street, but in any ease he spent his forma-
tive yeirs fending for himself This upbringing taught him
selfreliance and confidence bur also distrust of others. An
orphan could be curious abour his parentage and his lost pasr
and seeking answers 1o such questions can spark adventure.
After he learns 1o trust his adventuring partners, he cleaves
to them like the amilv he never had.

Classes: Barbavian, bard, beguiler, cleric,
druid, fighter, hexblade, monk. ranger,
rogue, scout, sorcerer, warlock,

Trairs: Calm.

PROPHET

"1 speak the word of Pelor”

A prophet sees hersellas the voice
of a deity in the world—which
might or might not be rrue. She
doesn't necessarily crusade or
convert, but she does uphold her
deity's values and believes that she
embodies a plece of that deity in
physical form. Other faithful wor-
shipers gather abour her, and priests
of the foith welcome her, She prompts
advenrures thar further her deity's ends
and leads her party into adventures thar she
claims her deity instructed her to undertake.

Classes: Cleric, dragon shaman, druid,
favored soul, monk. paladin

Traits: Enerpetic, fatalistic, religious.

REBEL

“What has the kingdom done for us?
Thaev've rabbed our faces in the mud
witd expeeted us to be grateful!”

A rebel has a grudge against
established authority. He mipht dis-
like all aurhority, or his feelings might be
more focused on a single government (such as
a kingdom, a small group (such as his family), or Mialee
an individual (such as & baron, merchant prince,
former employer, or parent). Highly individualistic,
arebel engages inactivitiesin defance of authority, and he might
sctively fAight ngainst that authority and all its manifestations
Whetherbirter or idealiseic, all rebels value their freedom highly.
Arebel belps an adventuring party find adventure when he flees
fram his latest escapade or purs his next plan inro motion

Classes: Bard, fighrer, hexblade, ranger, rogue, scour,
swashbuckler.

Traits: Driven

RENEGADE

“I eant mever veturn toomry place of bicth, My conmpanions are m
home now"

rsé

For some reason, @ renegade cannot go home. He might
be a wanted criminal on the run. He mighr have disgraced
himselt or be a member of a dishonored family. He might be s
political exile or might hold beliefs counter to those currently
in power. Perhaps his banishment will be lifted and he can
return home after he accomplishes a specific task (atoning for
1 siny; recovering @ lost artifact, capruring the real criminal)
olfering a motivation for him and his companions to advenmre
Alrernatively, he could be making his way in the world as best
he can, now thar his roors 1o home are severed,

Classes: Barbarian, bavd, druid, duskblade
[plirer, hexblade, ranger, rogue, scout, sorcerer

warlock, wizard.
Traits: Exoric, skilled, vengeful.

ROYALTY

“Na, I'm not the princess. T just ool [ike her"

This character might be a princess, a ruler's spouse,
ora cousin of the roval family. For some reason, she is
roughing it 35 an adventurer. Perhaps tales of adven-

ture excite her, and she ran away from home
experience such events for herself. Perhaps
her parents (or the court)were cruel or de-
manded unreasonable things of her, and
- she escaped. Perhaps she simply wished
to experience life as anadventurer for per-
sonal or spiritual reasons (seeing firsthand
what her people’s lives are like, emmuilating her
adventuring grest-grandfacher, or escaping
o persistent suitor}, Whatever the case,
despite her exalted starusshe is large-
by unable to draw upon her wealth,
fame, und power in the course of
her adventures, and she and her
companions could be forced to dodge agents from
home seeling to bring her back. Sdll, her courtly
experience provides valuable kmowledge and
insight, especially when her parry deals with
high-ranking governmenrt officials.
Classes: Bard, cleric, fighter, marshal,
paladin, sorcerer, warmage, wizard
Traits: Calm, charming, connected.

ad  SAGE

*That is the vare and valyable Numhatch mushroam.
You e grindd i with other additives to make a deadly
poisan, smear i juice on your skin o reduee wiinkles, or stew i
for it fasty wrenl.”

A sage kknows a lot aboura lot, and be enjoys spreading his
lenowledge around. He might be self-righreous and conde-
seending, or he could be humble and kind. Some sages possess
spiritual knowledge and excel ar explaining linships, natural
connecrions, one's purpose in life, and otherwise serving as
spiritual guides. Ochers maintain a vast store of concrete,
useful informarion. Many specialize; and some advenrure o
improve their knowledge in a given field through personal
observarion. When rhe PCs come across something unusual,
they turn to a sage for advice.
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with her companions. A simple soul doesn't drive the party

toward adventure, but she is ¢ reliable and stead fast ally
Classes: Barbarian, cleric, fighter, rogue, sorcerer
Traits: Funny, skilled.

STRATEGIST

“1f you want heve, and vou wait theee, and vou distsact the harpiesover
here awhile Feast iy spells, we should bl them with few difficuliies”

Astrategist likes to think things out. He is at his bestwhen
he's ara desk with a quill, planning. He plans for combat
siruations—even those he probably won't encounter—as well
as other circumstances, such as the proper way to address
the court ata victory feast, the right path to take ro get to the
dungeon, and the right spells to prepare before an encounter,
He concerns himsel fwith his parey's well-being: if he knows
what he's doing, he is o valuable asser,

Classes: Beguiler, duskblade, fighter, marshal, paladin,
rogue, warlock, warmage, wizard,

Traits: Conservative, erudite, serious

THEORIST

“Fasconating. And I wonder what happens if Teast stone shape i
these cirmmstances®”

A theorist is equivalent toa scientist in the D& D world. She
adventures to test her ideas and hypotheses and o see whar
happens under certain circumstances. Her interests could
lie in magic, either in specific schools or in general ("What
happens if | create illusions of demons in front of angels?”),
strategy | Try using vour hammer against the vampire, and
rell me whar happens"), medicine ("Well, I guess this kerb
might help"), or anyehing else imaginable. A theorist adds
energy and motivation to the adventuring parey as she con-
stantly seeks new ideas o understand and new circumsiances
under which ro perform experiments, Her experiences often
produce useful knowledge, which she and her party can apply

to other adventures in the future
Classes: Cleric, fighter, marshal, warlock, wizard.
Trait: Disciplined

TRICKSTER

“You go i firel, and cover vour eyes. §howe o surprise for you!

A trickster has a mind for pranks, bluffs, lies, and surprises.
He likes to cause trouble and excels at misleading and fooling
others. Sometimes he tricks others purely for enjoyment; other
times his skills serve a useful purpose. He prefers subtlery
and persuasion over combat. With his quick wits, a trickster
often speaks for his party, especially when the conversation
is difficult or dangerous.

Classes: Bard, beguiler, rogue, swashbuckler, warlocl,
wizard [illusionist)

Traits: Flamboyant, funny.

WANDERER

“T have 1o home. T have mo fonly, 1 have no name

A wanderer isa mysterious soul. She |-'.|'t']'|:~ her past to herselt
and doesn'tralk much. Perhaps something horrible happened
ta herwhen she was younger, Perhaps she commitred an unfor
givable crime. or was accused of a crime she didn't commir,
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Perhaps she simply got bored. Whartever the case, o wanderer
left her home and has been drifting from place to place ever
since. Her vague and intriguing past can be the imperus for
interesting adventures and roleplaving experiences

Classes: Barbarian, bard, beguiler, druid, duskblade
favored soul, hexblade, monk, ranper, rogue, scout, sorcerer,
swashbuckler, warlocle

Traits: Peaceful.

PERSONALITY TRAITS

Described below are thiriy prrﬁnnu] ity traits, ad_]efrivr_-_k: that
others might use to describe vour character. Select two to four
of these and combine them o eredate a deep and believable
character. Each trait descriprion begins with a quote that

epitomizes that trait

Some traits lend themselves to certain archetypes, classes,
or alignments. 1f you are locking for a challenge to stretch
your roleplaving skills, try selecting traits that do not seem
obvious matches for your charvacter’s alignment or archerype
Dioing so makes for more interesting characiers. An angry,
fatalistic neurral good bard is more unusuel, and thus more
memaorable, than a friendly, lambovant neurral good bard.

AMBITIOUS

Tl be the greatest wizand wlhio ever lived."

You have big plans. You want to attain the highes:
heights and outde all the rest. One day vou'll take your
place in the history books, become a legend, and perhaps
even artain godhood.

At thie Table: You speak of vour plans and dreams. You
make triends with powerful NPCs who might help you,
even if you personally dislike them. The monetary reward
for a suceessful adventure is nice, but the political favors and
popularity the deed wins vou are more important. You care
little for monev and gems. Instead, you always want the pick
of magic items and artifacts the group finds. The Leadership
feat is a grear way to start yvour quest for empire or undying
glovy. You consider your eager followers to be among vour
most valued assers.

ANGRY
"You wort like me. Ever”

You're ticked off all the rime. You enjoy taking our yout
.‘lj'JP'i‘F on 1JL?L||. |.]'|".‘||.|"'F5'I.‘I til!_l_' monsrers.

At the Table: You speak in curt sentences when angered.
When it comes time (o bartle 3 monster, you use offensive
spells or attacks that dedl niassive domage. Maximize your
Power Artack feat, or prepare evocation spells chat deal large
amounts of damage. When you are angry, vou seek to dish
out tremendous punishment as quickly as possible 1o vent
YOUT [Emper,

BOASTFUL

Haow o voie Bikee thirl, hah? Weand somme more?”

You're u showolf You gloat about vour accomplishments
:||'||.| \,[I'il'l:l FRge your l:‘l'll.'l'l'lil."'"—l':lllJr._L" ||'1L,'T|'| DEATTES, '|'|'|_.||\|_1'|L'
rude gestures, and otherwise rmunting them,




At the Table: You tzke mementos from defeared foes and
show them offin public. When a foe or rival challenges your
skill, you never back down. Each strike you deliver comes
with a personal insult to march. When a foe pulls off an
impressive maneuver, you make o big show of your disdain,
You might make Intimidate checks to show off your skill
while demoralizing others.

BOLD
“Conn, [et us crush the enenty where he slands!”
You are brave, eagerly risking your skin to come 1o grips
with the enemy. Others might call this trait foolhardiness.
At the Table: You lead from the front, Unless a rogue or
ranger scouts ahead, you want to be at the forelront of any
artack. You charge the foe in battle 1o bring the hghr o him. In
yourmind, the key o victory lies in seizing momentmm. Fears
sich as Tmprwed Iniriative reflect vour aggressive atritude,

BRUTAL
“He surrendered? Sorvy, T didnt lear ity 1 was too busy chopping
off leis fhaad"

You show lirtle mercy to vour enemies, preferring o hir
them until they stop moving,

At the Table: Power Attack is your calling card if you are a
Aghier, A fear such as Spell Focus (evocation) caprures the feel
of this rrait for spellcasters, Too much damage is never enough.
The more destruction you can reap. the better. Unlike anangry
character, vou fight with a cold, calculating demeanor. An
angry character with Power Attack might leap into the fray
and convert her full base artack bonus into damage, while vou
play the odds and slowly but steadily increase your damage
to deliver the maximum amount of punishment.

CALM
“Yes, I see the dragon. What's the big deal?"

You remain unfazed even in dire circumstances, You could
be supremely confident, you could be otherworldly, or vou
could just be hard to impress.

At the Table: You are the eye at the center of the storm.
You rely on reason and rationality despite the chaos thar rages
around you, While others shout and argue, you always speak
in calm, measured tones. When you do lose your remper, your
frends remember the event for vears 1o come. The Lron Will
feat reflects your indomitable spirit. Even an evil wizard's
spells can't hreak your will.

CAREFREE
“Ah, it doesn't matter if we wake the wizord. Whal's the worst he
can do, kil ws?"

You have rrouble taking things seriously, To you, advenour-
ing is 2 big game.

At the Table: Nothing gets you down, regardless of how
daunting o situation might be. You let the ftes ake you
where they may. Your artitude can prove annoving to stuffy,
lawiul types, but in the face of grave danger your carefree
ways lighten the mood and bring hope to the party. The bard
class is'a great match for this trair, since its musical abilities
reflact vour ability to bring hope to your allies.

CHARMING

"Let me hold thal for youw, my lndy”

¥ou go out of vour way to observe social niceties. You might
or might not have ulterior motives.

At the Table: Evervword vou speak is a ool calculated o
help get you whar you want. You are calm when the group
needs a rational voice and smoothly effecrive when it's time
to take down a monster. Like a master politician, vou always
work a room, seeking to win people over and make them like
you, Pur as many ranks as possible into Diplomacy o reflect
your winning personality.

CONNECTED

“You'd better not be (nsulling my sister”

You have a historical connection with one of the ather
party members. You might be siblings, childhood friends,
or fellow students of the same master. You might like each
other, or you might not: it's also possibile that one or both
of vou is unaware of vour connection, Pt:rh:lpE one of you
was sent to protect the other or otherwise keep an eye
on her

At the Table: When the group faces a problem, vou invari-
ably find someone who can help vou, When you enter a tavern,
you strike up o conversation with the bartender, gossip with
the locals, and otherwise fir tight in. You swap stories, share
news, and make friends even in a foreign land. The Gather
Information skill is an excellent wol to showease this traic
When the group needs to learn the latest news, you draw on
vour social network o hear what's out there,

CONSERVATIVE

“The old ways are the best ways.”

You like order and stability, You believe that if the current
svstemn supports these qualities, you should work to ensure
its longeviey.

At the Table: You prefer tried and true methods over new
ideas. Ifan old trick or tactic worked before, you'd rather try
it again than work on a new plan that might or might not be
as effective. You are slow and deliberare, believing that rash
thought and quick actions are a good way to get yourself in
trouble. During a bartle, you hang back and wair for your foes
to tip their hands, Rather than charge, you prefer to move
forward slowly and ready an arrack.

DISCIPLINED

"at hour of weditation and prayer before sleen”

You are rigorous and structured in vour personal endeavors.
This trait can manifest as constant combat training, time
spend in meditation or prayer, monitoring the food you eat
and the liquids vou drink, and similar activicies.

At the Table: You po through an exercise or meditation
regimen each morning If you miss i, you feel uneasy about
the lapse in rourine for the rest of the day. In your mind, your
baody is as much a tool as vour sword, armor, or spellbook. Tt
needs rest and proper care: You insist on getting a full night's
sleep whenever possible, and you expect others to meet your
standards. The Iron Will fear does a good job of reflecring
vour dedication,




DRIVEN

“Tdon't care liowe many vamypires e inseription says are beyond
this door, T'm going fo gel il open.”

You are relentless in your pursuit of tasks. You might be
driven only when you are invelved in specific tasks (slaying
demons, saving a {riend), or you might be driven in every-
thing you do.

At the Table: You never give up. Even in a hopeless sttua-
tion, your impulse is to keep hghting, During the game, take
20 as often as possible—you're determined o keep orying
until you succeed, You steadily overwhelm obstacles with
your rireless devotion. The force of your will barters down
your foes. The Great Foartitude fear allows you to display your
indomitable narure,

ENERGETIC

“Oleay, we've killed the brolls and prabbed the beasire and bypassed
the fraps—uvhal’s next?™

You brim with energy. Mavbe you eat too much SUgir of
i|1gr."5-'1 too much cafieine, or mavhe it's just in your nature,
|"|.|.|.| I-l'll' ';'.']';JI!L"-'L'I.' reason, 'r'l.'ll.l.:!' :l.l'.'n':l'r"' |'I.'||\i'|' 1c ||':|'H' on [l'q‘.'
next task, challenpe, or mission,

Ar the Table: You never take 20, Thar activity requires
patience and focus that vou simply lack. In battle, you are
always in motion. The Ilmproved Lnitiative fear does a great
job of reflecting your nacure, as does the Tumble skill.

ERUDITE
“Oray current plight derives diveelly Jrom our deavth of aureate
remmineration.”

You gre well schooled, snd vou like to show it off, You use
big words just because you can.

At the Table: Purchase ranks in s many Knowledge skills as
possible. Spread them around iTyour primary skills are maxed
out. A broad range of knowledge allows vou o answer almest
ahy questic, Make references o the ca mpaign sertings pase
An ore invasion might temind vou of o previous hutmanoid
inctrsion, and vou speak of thatactack at lengrh o advise your
allies. Worlowith the DM o gain access to more background and
history of the campaign world that vou can work inwo play

EXOTIC

“Where I come from, this is norimal,”

You're different from most people of the tegion. You migh
be from an atypical cubure or of a different race; you could
belong 1o an unusuel religion or arganization. Others see
you as strange end interesting, and they might be prejudiced
“gﬂin"—\-l you or dArtl rill.'*l."l.l LN} '!r'l.1|.|.

At the Table; You find the locul practices and traditions
tascinating. You use a distincrive greeting, and you dress in
vour native land's parb. The Exotic Weapon Proficiency fear
isa good choice to demonstrate your culnure's unigue aspects,
Alternatively, you can fight with a trident or seythe or other
weapon that PCs ravely use. 1f vou are an arcane spelleaster,
choose spells that a typical member of your class rarely
employs (new spells our of this book would be 2 good start).
If you are a divine spellcaster, work with your DM o find a
suitable lirtle-known deiry,

FATALISTIC

Mang of ns is long for this world”
The end is coming. Mavbe you'll help it ger here [faster,
At the Table: You fight with a fanatic’s energy and convie-
tion. You are a relentless foe and o grear ally. Since the world is
abourto end, you do what you can m help your allies and smite
vour foes. Place ranke in Knowledge {religion) to reflect your
mastery of dogma and prophecy. You study both vour chosen
faith and the religions of heretics, the berter ro fght them,

LAMBOYANT

With a twest of my sword, o couple of steps fo the right, and . .. ha!
The npole ds sived neatly i fwo!”

You do everything with flash and panache. You're never ar
1 lass for words, and vou don't mind standing outina crowd
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Your dress and fiphting style are Piir!iL'Lll.'.l‘.'l‘_.' distinctive,

At the Table: Weapon Finesse and Combar Expertise are
a great combination for a Aghrer who prefers speed, agility,
and grace over brute force, A Hambovane caster uses spells
with deamatic visual elffeces, such as lightning boll

FUNNY
“What did the frghter say when asied if he liled mutton? ‘Sword
of. Ha!"

You have 4 sense of humor. Ochers might or might noy
appreciate it. Many kinds of humor exist; yours might be
quick-wirted, slapstick, pur-heavy, anachronistic, vulgar, inap
proprinte, clever, dry, sarcastic, or some combination of these

At the Table: The Perform (comedy) skill is perfect for
you, When your group goes o o tavern, you make jokes and
do vou best ro entertain evervone, Even i you have amassed
a great fovtune, you still love putting on o performance ar the

local watering hole for a few coins.

GREEDY
Let's lop! 'em!

Your love to amass money and other forms of materialistic
ards, Recognition means little 1o you in comparison to
the thrill you teel when you stand over a defeated monster's
treasure hoard

At the Table: The Appraise skill is your favorite tool. When
exploring a ruin, you ke the rime 1o check over anything
that looks valuable. While everyone else gathers an ogre lord's
coins and geme, vou pull off his boots and armor 1o sell back

mn town.

KIND
There, does thal feel betler?®

You goout of vour way to help people, with no desire for
a rewward [n return. Cvhers see vou as a nice PErs0ON,

At the Table; You carry extra potions to heal vour allies,
ilong with ammunition, food, water, and other goods 1o keep
the group poing, When you hove to choose berween anacking
1 foe and using aid another to help an ally, vou nsually opt

for the second choice

LOYAL

“You can count o e




You never let vour allies down, abandon them, or betray
them, and vou stay by their sides even when it irritates them

At the Table: lron Will and other feats that improve your
saving throws are right up your alley. Even a foe's spells
cannot necessarily prevent you from helping your allies

MERCIFUL

“He surrendered. Let's let him En

You show leniency to defested enemies. You might have
ulrerior motives for your penerosiry

At the Table: When facing 2 badly injured foe, use a free
action to offer it the option 1o surrender Ready an atrack o
strike if it keeps ghting you

NAIVE
“Why o that person angry at me?”

You are inexperienced and perhaps led a sheliered exis-
tence before becoming an advenrurer. You sometimes make
mistakes because vou don't know any better, but you mean
well, and your naiveté lends you a certain charm

At the Table: You make soctal gaffes due to your insular
outlook, While others navigare sitnations with ract and aplomb,
you stumble ahead like o bull in a ching shop. Avoid placing
ranks in Charisma-based skills, particular Gather Informa-
rion and Intimidate. A poor Wisdom score, and the attendant
low Will gave, lustrates your naive narure.

PATRIOTIC
“Eurr the glovy of the queen!”

You are devoted to your country, right or wrong,

At the Table: You prefer to fight in your homeland'’s
rradirional style. Your weapons, armor, and spells are more
than simple tools—they are symbaols of your homeland. Feats
such 18 Weapon Focus and Spell Focus illusteate your tight
bond with such symbols

PEACEFUL

“Wart IF|11 1|'1-1-1 not hawy to .:n.l m i.'Ln.'u.‘-fii’Hu'.r'

You dislike combar and killing, preferring 1o use diplomacy
subtlery, rickery, and other nonviolent means to solve your
problems. However, when there is no other choice. you draw
steel alongside your allies

At the Table: The Diplomacy dkill is your best asset, since you
can use i o smooth our confrontations that mighs ocherwise
turn viclent, Wheneveryou have 2 chance, st2p inip 2 sinurion
and use a few carefully considered words to defuse rensions

REFORMED

*1 used 1o kill people for money, but that was m another part of
my life

You have gone through a significant life change. Perhaps
you're an ex-criminal rurning over a new leaf or a new devotee
of a religion. Perhaps you're a former nice guy who has decided
that kindness doesn't pay

At the Table: A few ranks in Hide and Move Silently betray
your past. You might also invest skill points in Open Lock
and Search, depending on the sorts of crimes you once ok

part in

RELIGIOUS

“Koril grant me strength”

You revere a higher power. You might worship a single
deity, or you might include all the gods in vour prayers

At the Table: Knowledze (religion) is more than a source
of trivia and informarion for you. It provides you counsel and
advice in almost any sitnarion, When vou argue with others,
you cite scriprure and religious teschings as important points
ot debate

SERIOUS

“How can you think of dancmg at a fime like Hris®™

You rake everything serioucly and have little or no sense
of humor

At the Table: You grumble when others make jokes orvenrure
off topic. During 3 planning session, you are the one who calls
for order and keeps things organized. Invest 3 few ranks in
Knowdedge ckills 1 give you the experience and insight needed
to back up your demand for focus and careful planning

SKILLED
“Spiced cvab legs lonight!”

Before you were an adventurer, vou were a skilled at some
other trade. You might have been a blacksmith, a chef, a shep-
herd, a dancer, a sneak thief, or just about anything else

At the Table:; Invest ranks in Profession and Crafi skills,
Whenever you huve the chance o use them, leap at the oppor
runity. Depending on the nature of your skills, you might carry
a full set of tools even into a dangerous dungeon. For example,
i skilled cook insises on carrying the group's food and prepar-
ing it nice mea | each evening, while a skilled dancer looks for
likely partners at the local tvern and accepts invitations o
the local lord's ball as & matter of course

VENGEFUL

‘Cianls? Wipe Hhem out. All of them™

You have a prudge ageinst a particular crearure type
organization, country, or individual Perhaps the offenders
killed your family, burned your village, or kicked you when
vou were Lintle

At the Table: Take a level of ranger to gain the tavored
enemy class feature against your chosen foe. Make notes
on each opponent you face and track the reasons you have
to seck vengeance sgainst them. The Power Artack feat, or
spells that deal lots of explosive damage, are good choices o
mete out punishment against your chosen foes

BEING A GOOD PLAYER
AT THE TABLE

This section offers some specific ideas on how 1o make each
game session @ more enjovable experience for you and for
everyone else at the rable

MANAGING THE PAPERWORK

Every D&D player uses a lot of paper. You have a character
sheets that might be many pages inlength. You might also have
sheets that st the spells available to you, your equipment,
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piges of notes from adventures present and past, and your
plans for the furure. In addition, you probably have books
like this one lying around the playing space,

The following bits of advice can help you manage this
paperwork.

Write Everything in Pencil: This cavear s most impor-
tant when it comes to your characrer sheer. Since the numbers
and names that summarize vour character's abilities will
change over the course of your character's caveer, and even
during specific adventures or rounds, you want to be able o
mark the changes on vour chavacter sheet. Eventually, your
character sheet will be smudged and torn from sweriting, eras-
ing, and rewriring: feel feee to treat voursell to a new sheet
at this point.

Do Things the Same Way Your Friends Do: I vou and
the other players keep track of your characters' staristics in
the samne way, you save time and effort when one player cant
sheva up and another has to rake conrrol of his characrer. How
do vou record hit points? Attack bonuses? Used spells? Tr
helps to talk about these details and settle on o standard way
of doing things. This way, you can spend less time trving to
decipher a friend's code ind more time plaving the game

Keep Track of Your Character Sheet: Losing vour char
acter sheer is bad. You then have 1o vecreate the characier as
best you can or, in extreme circumstances, scrap it and stare
a new character. If vou discover your sheet is missing at the
beginning of a session, you delay the game and waste vour
fellow players' time, Muke sure you store vour charcter
sheet properly and. if vou cannot make it 1o & game session,
send it along with one of your friends. Better vet, vour DM
could keep backup copies of all vour proup’s character sheets,
updated on a regular basis, so he can assign someone to plava
characrer as an MPC in the event of that player’s unexpected
thsence. Some DMs play custedian for all cheir players
character sheets, collecting them at the end of & session and
passing them outagain at the beginning of the next—thereby
absolving you of all responsibility in the matter.

Use Page Notations: Inevitably, vou'll have to flip through
a rulebook at some point, perhaps to look up exactly how a
fear, spell, or special ability functions. You can save time in
this process by writing down page and book references on
vour character sheet for any complex or unusual feature. For
example, if you selecr a spell from this book, next to i you
mightwrite "PH2 105," indicaring the book and page number
where the description is printed

Know What Your Stuff Does: Even herter than page
notations, it's best i you simply know hew vour spells, feats,
items, and special abilities funcrion. When in doubr, quickly
review them before a session.

Plan Your Combat Actions: When it's not vour turn in
combar, you should be thinking about what you're going ro do
when it is your turn. Flip through a rulebook and make sure
vou know the pertinent details abour the spell vou are going
to cast. Then, when your turn comes up, the other plivers
don't have 1o wait for you to Agure our what you wanr to do. 1f
possible, also have a backup plan in case things change sud-
denly before your turn { new foes enter the bartle, the characier
vou had planned to ateeck poes down, or the like),

Keep Track of Timed Effects: Many spells and other
effects have duritions meassured in rounds. [f vou employ such
a spell ar ability, it's your responsibility to keep track of the
duration (the DM has plenty of orher things to worry about).
Ome good wav of keeping track of time is to male tally marks
on a piece of scrap paper. Another rechnique is to use a die to
keep mrack of the rime—either count up for the total durarion
orcount down for time remaining, at the start of your turn each
round, turn the die o the next number. Be careful, though,
that you don't accidentally roll this “durarion die”

Rely on DM Arbitration: Playing the game is more impor.
tant than looking up rules, Good Dungeon Masters don't like
taking time away from the game to page through rulebooks,
and so they often provide instant rulings on debared topics
instead of 5u,:i_:.~g'm|in§; ga :11.1:F|l."|.ﬁ' for a rime-intensive rule
search. Go along with the DM's arbirvation, and then afrer
the game or during & break vou can look up the official ruls
and let your DM know; this information will be useful the
next time that rule comes up.

Have All Pertinent Statistics on Hand: 1fyour character
has a tamiliar, animal companion, mount, cohort, or similar
ally, make sure vou have the proper staristics handy.

Use Electronic Adds: While they are by no means necessary,
laptop computers and PDAs are valuable assets. They cutdown
onsearch time and on table clurrer. You can keep an electronic
character sheerand update it when you attain a new level or rake
poison demage. (Electronic characrer sheets also reduce the risk
of losing & character sheet—and if you lose your laprop, you
have bigger problems to worry abour,) Numeérous software pro-
grams that help you credte D&D characters and use electronic
character sheers are svailable. The System Reference Document
is available for free on the Wizards of the Coast website, and it
includes most of the spells and feats in the Player’s Handbook,
Typing "Crrl-F, fireball” {s much faster than paging through
a book searching for the appropriate reference.

ROLLING CONVENTIONS

You roll a lor of dice in a typical D&D game, The following
are common rolling conventions that you can use if you like;
they accelerate gameplay and reduce ambiguiry

Decide What to Do if the Dice Land Cocked: You, your
tellow plavers, and the DM should agree on what to do ifa die
lands on the floor or ends up cocked against a book (or a DM
screen, or a can of soda, or a pizza box). Do you rerol] the die?
Take the result from the floor? Mave the book and let the die
tall narurally? Any of these options is fine, but you should decide
before the start of 2 new campaign and be specific. The same
rules should apply to all the players as well as the DM,

Supply Your Own Dice: Though evervone can share the
same set of dice, play procesds faster and smoother if every
playver has his or her own dice. You should have all the dice
vou think you need to play your character, so that you don't
have ro borrow dice from the other players, (D&D players are
also infamous for having superstitions about other people
touching their dice, and you don't want 1o come between &
Dé&D player and her superstitions. )

Roll Artack and Damage Dice at One Time: If vou're
in a large group and combat is taking an inordinare amount



of time at the table, consider streamlining your dice rolling
When making an attack, roll the 420 for your atrack roll and
the die or dice for your damage roll ar the same time. (For ex-
amiple, if you are attacking with a +2 flaming longswend, roll o
d20, 2 d8, and 2 ds all ar che same time ) I vour artack moll is
successiul, you know how much damage you deal and thus
S=IVE ‘.‘l.'-f.l.l—-q.‘“ 4 M‘Lﬂnﬂ.{ Ti!]i RL"']IH le:'i".I l.i;‘lf' - | I\..’nE iime, i"'.ll
you make so many of them that

anything vou can do o 2o

celerate them is good for

the game ) If your sttack

is unsuccessful, ignore
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This technigue encoun-
ters protlems when it meets
with abilities that allow you 10
alter your chance to hit after you
make your arack roll. For
example, action poinrs (de
scribed in Unearthed Arcana
and the Eberron Campaign
Seltmng) allow you to add 1dé to your artack
roll's result after you roll the die, {fyou so choose. 1f
youmake your artack rolls and damage rolls simul-
taneously, you are more likely 1o spend that action
point if your damage roll is high, To avoid these circumstances,
roll the arteck and damage dice separately if you have action
points or a similar abiliey that can turn o miss into a hit,

Roll Multiple Artacks at One Time: TEyou have more than
one attack, and you know you are poing o use them all against
the same target, regardless of how the first one turns out, roll all
vourattack dice at the same time. I you also roll damage simul
uneously, as suggested above, you need some way to determine
which damage dice belong to which artack. You might use
._'._'.i,_'.;—._'.._\dﬂl 1j|_r_'g e iﬁ_'|uw. or h"[l Ii‘lt'rl'i with scparale hJ..".'uf“-
on opposite sides of a barrier (such as a book

Use Color-Coded Dice: You can use dice of certain colors
1o designate specific artacks and damage rypes. For example
if vou make two antacks and roll the strack and damage dice
at the same time, using d20s of different colors and damage
dice that match those colors svoids confusion. For example
when vou are making two attacks in the same round tha
each deal 1ds points of damage if successful, roll 2 yellow
d20, 2 yellow d8, 2 red d20, and 3 red d8 all a1 the same time
You can also use color-coded dice o specify different damage
types. When you shoot the demon with your <2 haly flaming
shock longbow, roll two white dés for the holy damage, a red
dé for the firc damage, and a yellow dé for the electricity
damage. This technigue is helpful becsuse some monsters
ate resistant or vulnersble 10 specific damage 1ypes

RESPECT THE SPOTLIGHT

Players take turns in a D&D game, and not just in combat
Charscters always want to perform various activities, and the
DM can focus on only one at 8 time. The spotlight consists
of the DM's artention, and the game's current focus. Which
character is active? Which player is telling the DM what he
wants his character 1o do? That player has the spotlight

The spotlight is 3 fun place to be. That's when you are
active, when you are playing the game to its utmost potential
Because it's 2 good time, sometimes plavers are rempted to
claim more than their fir share and remain in the spotlight
for a disproportionate amount of rime

Players who hog the spotlight are bad for the game, because
they decrease everyone else’s iwolvement and therefore their
fun. 1 you find yourelf often demanding the DM's attention—
if your characrer likes to do things such as head into rown

to pick pockets, rob howses, char with the priestesses
at the local temple, play music in inns 1o
make 2 few pald pieces, and the like—
be conscious of it. Some activities of
this nature are fine, and they add
depth and realism 1o your char
acter and to the game world,

bt you don't want o rake a

great deal of time sway from

your fellow players. When
another player pets her time in
the spotlight, let ber have it—as
long as she doesn't abuse it
(ice ke A u‘uu]‘\jr of spotlights deserve
special mention.

The NPC-Interaction Spotlight: Roleplaying
interactions with NPCs is one of the most enjoyable activities
in 1 D&D pame, and every player who wants to participare
should have o chance o do so, Bven (f the party has o member
who serves as its spokesperson—acharisimatic bard or paladin,
for example—a good DM supplies opportunities for other
players to interact with NPCs. Perhaps the paladin is otherwise
pecupled, or maybe the party runs into o nefarious individual

pid Palicr

for whom the rogue would be o better choice to carry on discus-
sions. Maybe an old scquaintance or relative of one of the other
characters shows up. Whatever the case, be respectiul of the
NPC-interaction spotlight and of your fellow players. 1f they
look bored, relinguish the spotlight in good grace

The Dungeon Spotlight: Dungeons are big places with
lots of doors and hallways. Iris easy for 2 character. especially a
aealthy one, to head out on his own and do 2 bit of exploring
and perhaps some combst and treasure-looting—away from
the rest of the party This strategy strains the game, because
the DM must then split her sttention and time berween the
solo character and the rest of the party. If you find yourself
tempted 1o break sway from the party, you might wanr o ask
the other players firsr (*Whar do you think abour me scouting
dowwen this passageway?”™) H your character simply wanders off,
forcing the DM to take fime away from the other players, 1 hey
might {rightly) resent you for it—so don't do it. You might
muake the claim, “But this is what my character would do!™ If
that's the case, rethink your character concept. The game is
at its most enjovable for everyone when the characters help
each other and every player has a satisfying amount of rime
in the spodlight

OTHER CONCERNS

The following pieces of advice are also helpful bur do nor
invalve rolling dice or managing paperwork.
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by F. Fobravinkel

~risimilitude forall involved. Bven if vour
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3 Avoid Distractions: D&D games often take place in area add
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very game bt moments when particular characters
shine. Playecs might tell and retell the story of the
fighter taking o the ogre, or the rogue disabling rhe

trap: or the wizard dispelling an enemy's magical
defenses, or the cleric destroving the vampire. But
such momenis of glory are only pan of what makes the D&D
experience so exciting. The deéds of
might be the stuff of game-table legends, but it’s their reamwork
that gets the job done in one adventure after another

Teamn play is perhaps the most important aspect of the D&D

individual characters

game. Certainly solo play can be rewarding, but answering the
call to adveniume as a group is lar more entertaining. Ina group
the interplay between differing points of wiew brings both
players and characters into conflict from time to rime. When
they learn to resolve their differences and pull together (oward
acommon goal, they canachieve [ar grester vesules than any
of them—no matter how powerful—could achieve alone
This chaprer examines what it means (o be an adventuring
party and how parties fittogether within a campaign serring
It alep offers advice for becoming o better team player and fo
muking the most of your group, whatever ity composition

. PARTY BACKGROUNDS

In many campaigns, the reasons why d particular group of
idventurers came together in the first place arve either glossed
‘oyer or passed off a8 mere clrcumstance, At most, o couple
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of imtrepid roleplagees might establish 2 relationship by
making their characers siblings, childhood friends, or
past lovers—or they could even concoct a shared evenrin
their past, such zs sdebt thar bound them rogether. Bin
few groups extend this concept to the entire party

Establishing a party's reason for existence can enhance
the roleplaving expenience, promote teamwork, and play
2 key role in keeping the proup together in the face of
theinevitable conflicrs and disagreements. 1fthe players
knowwhy the characrers began working together in the
fira place, the ries between them immediately become
stronger, and individual players are encouraged 1o work
togerheras a team.

Ome way 1o build 2 strong group is 1o select a party
background. Each of the backgrounds detailed below
destribes 4 shared event, commitment, or stare of being
thatcan help s holda party together, These backgrounds
can be used as written, or they can serve as guidelifies
for creating athers.

CHARTER
The conceptof o charter wasfirst introduced in the
Foncorris Reatus campaign setting. Essentially,
your characters form their own orpanizarion by becom-
ing a group of adventurers for hire,
Establishing o charter takes a bit of work up front.
To avaid conflices later, everyone at the table should be  § ‘ 4 7
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Hins, by F. Fobiwinksl

involved in working out the ground rules for the group The
DM needs to be involved in the process as well, since the tone
and narure of the charter will probably affect the overall flow
of the campaign

The first order of business is to define the purpose of your
group and decide on its short-term and long-term poals. Next,
determine what kinds of characters yvour group will accep
as members. Choose an alignment and exclude characters
who have alignments more than a step or two avway [rom thar

a unit within the campaign world, which can make it easier
to access services and even gain credit with merchants. Larer
in the campaighn, when characrers fall in combar or retire,
it's easy to explain where replacements come from, since
word of your group's heroics will have spread throughour
the lands. Eventually, vour parey could even gain the same
kind of prominence and notoriery that the Harpersenjoy in
the Foroorren BEaiss serting.
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committed to order and poodness, vou probably wouldn's
want to accept a chaotic evil charaeter. You can also extend
the restrictions to cover certain classes, races, and even house
rules if desired, as long as those limitations can be framed
in the context of the game world. You should also consider
what funcrions are needed—does the group have a divine
spellcaster, a person who can disable traps, 1 melee combar
ant and a ranged fighter, and so forth? Finally, consider the
types of employers vour characters are willing to work for
and whar kind of missions they will accept

Omnce your charter is cnn'.|_m[|-.!:-, write it oul on paper.
Dioing so adds a measure of depth to the words, and having
it prominently :ii.-.'[_1|:|'g.?£1d during game 5essions serves to
remind everyone that the characters have bound themselves
together for a purpose.

Mot only does having & charter enhance roleplaying and
deepen players' and characters' commitment to the party, bur
it also carries other benefits, Your group gains a reputation as

e

Your group has been togerher since childhood. F‘crhups
the characters' parents, once adventurers themselves, were
in the habit of entertaining their offspring with rales of
fierce dragons, terrible sorcery, and vicious monsrers. In
such a situation, it would be only natural for the youngsters
to follow in their parents' footsteps upon coming of age,
and perhaps even try to surpass the achievements of their
heroic forebears.

This background waorks especially well for a party whose
membersall belong to the same race, such as a group consist-
ing solely of dwarves, elves, or halflings. Such a shared racial
herirage can add yer another interesting dimension to your
games. Forinstance, suppose you and the other players jointly
decide thar your dwarf characters all came from the same
stromghold. Life changed for all of you when a horde of mind
flayers and their minions boiled up out of the underground
and overwhelmed vour settlement. The dwarves who were not
slain ourright were enslaved and raken back to the cyclopean
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depths of the mind flayer ciry, never to be seen again. Now
wour group, which was away on 2nother mission at the time
of the illithid artack, is all that's left of the clan. All the
characters have taken a joint vow of vengeance agsinst the
denizens of the subterranean realm, and their goal is to free
their enslaved people and restore the clan

A group need not be racially homogeneous to have a shared
childhood. Half-orcs, half-elves, humans, and halflings all
reach maturity at around the same time, and dwarves and
gnomes do so about 20 years later. Thus, the characiers could
easily have met 28 slolescents—perhaps when they all ssrended
the same academy or neighboring institutions. Once all the
characters graduated, they decided 1o stick topether and strike
out for a life of adventure. Characters in this model might be

siblings, old lames, rivals, or just close friends

CHOSEN
A popular motif for long-running campaigns is the concept of
a chared destiny. Fate has decreed thar one or more characters
shall be ina certain place at a certain time, either to perform
some great deed or (o overcome a particularly nasty opponent
Perhaps the group's paladin has been chosen to wrest the rod
of Oreus from the demon prince's grasp, or 1o save the Bastion
al Souls, Or maybe the group as a whole will one day save the
country, continent, or world from some tertible nemesis.

While the characiers who are scrually saddled with such
a destiny are undoubredly the center of the group, the other
PCs play an equally important role—namely, ensuring that
the prophesied event happens as it should. Without their
assistance, the fated charcters cannot hope to accomplish
the task set bafore them. Alternatively, the characters might
know that one of their number has been chosen to perform a
given task, but not who it is. This arrangement ensures that
the characters are motivated to work together while each one
dreams that he will be the linchpin of some great Future event
And even if the DM has already decided who should be the
Chosen One, he can still change his mind if that character
dies, or the player leaves the group

Perhaps the ideal situation, though, &s for fate 1o choose the
entire party for the task. In this model, the avatar of a deity (or
s powerful mage, noble, or prophet) hand-picks the characrers
snd set< them on the path to greamess The great and noble
champion lor the unbearable burden they bear
unites the party members and encourages them o believe tha
all e survive o fulfill the prophecy. This commitment 1o one
another’s survival in turn promotes party uniry and teamwork
since each character must place a higher valive on the lives and
acrions of his fellows than he otherwise would.

CIRCUMSTANCE

In some D& D campaigns, the adventuring party is formed
when four heroes who have just met in 2 bar are hired for s
dangerous mission by a shadowy individual in the corner
While this background is certninly the easiest to concoct, i
does linle w encourage reamwork and party unity. In fact,
such o model relies an the relationships beeween players 1o
keep the group together rather than those tharevolve naturally
among the characters,

cause they

Nevertheless, you can still use circumstance 1o advantage
when building an advenruring party. The characrers might
be escaped slaves or fugitives who find a common purpose
in escaping a shared enemy. Or a terrible calamiry could
befall the environment, and the characters could emerpe
23 champions of the affecred people. Or perhaps a band of
reavers is plundering and destroying every settlement they
come across, and the charscters must band together 1o combar
the common encmy

Adircumstance backpround relies beavily on the DM's inter-
vention, since he must provide the catalvst that brings the group
together. For example, the DM might open the campaignona
grossome battlefield and reveal that the PCs are all survivors
trom the same squad They knew litthe shout one another before
the battle; they were simply thrown into the same unit because
of the way the orders fell. Alternatively, the DM might rule thar
the characters are all from the same region, but they hail from
widely separated villages. After a plague swept through the
land and empried several communities, the survivors grouped
together to seek a way 1o rebuild

ORGANIZATION

One of the simplest methods for building an adventuring
party is 1o base it on membership in the same organizarion.
Characters who are loval toa guild, order, or some other group
should extend that loyalty to other members us o matter of
course. For example, the Order of Hlumination (see Complete
Adventurer, page 179 exists to oot out evil wherever it lurks
and confront it divectly, Since membership is open only to
those who are pure of heart, the players are automatically
encouraged to create characters of similar alignments

While working on behalf of such an organization, the
party is unlikely o run out of missions to perform. The
characters receive their orders from the organization's
leaders, and they gain experience points and treasure with
every job they perform. In time, the characters can move
up through the ranks of the organizarion. and perhaps one
day even lead it

The primary dawback to this model is the potential
difhculty of getting everyone to agres on the organization
Some organizations are claes-baced or have strict membership
requirements thar might prevent certsin characters from
joining But if everyone in your group likes this approach
have each player state hic character interests first, then select
sn organiration together. with the DM s assistance

BUILDING THE PARTY

Choosing a background is just the first step in building 2
party. 1deally, an adventuring party should include a good
mixture of classes and races, since each brings a particular ser
of useful abiliries 1o the mble. Abilities that no one else has not
only make a character unigue, but they also allow her achance
in the spotlight on a regular basis. When characters’ abiliries
overlap, the chance for individuals o shine diminishes, and
the party's ability to handle new threars lessens

This section presents advice forwocking with yvour fellow
players 1o build an elfective adventuring party




ADVENTURING PARTY BASICS

A typical adventuring party consists of four characters, each
representing one of the iconic elements of fantasy roleplay-
ing. The fighter, the wizard, the cleric, and the rogue form
the classic group. The fighter relies on weapons to mete out
damage and wears armor to avoid injury. The wizard uses
spells to destroy enemies and to cireumvent hazards. The
cleric supports the other characters through healing spells
and “bulf" spells that enhance abilities, though he canalso
aid the fighter in combar. The rogue bypasses traps, assists
the fighter and cleric on the battlefield, and brings to bearan
impressive skill ser that makes her the party's "go-to" person
in just about any situation

The D&D game offers many other classes, but the rest are
variations on these core themes. The druid shares many of
the cleric's spells but alsa has specialized abilities that allow
her to thrive in wilderness environments. The rnger, an
amalgam of both the druid and the highter classes, has some
of the druid's abilities plus bonus feats based on a chosen
combuat style, In like manner, the paladin blends the abilities
of the eleric with those of the bghter. The monk isa ighting
character who eschews armor to gain more mobility on the
battlefield, and the bard blends the skills of the rogue with
a smattering of magic from multiple classes. In short, almost
every other class bevond the basic four is & combination,
variation, or extension of the four basic themes

Consider carefully how your character choice will interact
with those of your fellow playvers in an adventuring party, If
two pecple want to play rogues, and your group has only four
plavers, the party might have to do without one of the four
ley elements unless someane else chooses a character whose
abilities cover the missing theme. Even choosing characters
similar to those in the ideal party can create problems. For
example, choosing a druid or a paladin in place of a cleric, or
a bard instead of a rogue can produce severe consequences
for a party that cannor fill the gaps in expertise. The same
problem exists with the new standard classes presented in
recent publications. Whatr must the other characters do to
compensate when a parry includes a warlock instead of a
wizard, for instance?

Proper character class selectiion is vital w the longterm
success of an advenruring party, The choices you make when
building your team determine the group's abilicy o face off
against the denizens of the dungeon as well as the horrors
of the wilds. The following sections examine the four basic
character roles—warrior, expert, arcane spellcaster, and
divine spellcaster—as well as the implications of alternative
class choices. Each section also provides some advice on how
to compensate for deviations from the four iconic classes,

Warriors

The popularity of hghting characters is largely attributable to
ease of play and overall satisfaction, The Rghrer's broad selec

tion of feats, the ranger's areay of ahilities, the barbarian's raw
destructive power, and the leadership potential of the paladin
all offer exciting options for adventuring, Perhaps the biggest
appeal of these classes, however, is that their primary abilities
are never tapped out—they can always kill monsters

Az a warrior, vour job is to stall the opponents with melee
or ranged attacks long enough for the other parry members
to bring their special abilities 1o bear, You buy rime for the
arcane spellcaster ro destroy the monsier with a spell, or the
cleric to turn the undead, or the rogue to eliminate rough
opponents with sneak artacks. And if you happen o kill
bunch of goblins along the way, so much the better. When
playing a warrior, it pays ro think both offensively and defen-
sively, You are consistently the heaviest hirter in the group,
and you never run out of swings. However, you should also
try to preserve yourself, since vou are the last line of defense
betore the monsters reach the wizard and the cleric.

Fighter: The backbone of any adventuring group, the
fighter is versarile, potent, and highly customizable because
he can branch out into several fear trees thar hone his skills
in both melee and ranged combat. However, the best fighters
are those whose abilities are broad enough to give them an
edge over any kind of foe. Thus, when playing a fighter, you
should resist the tempration to specialize in one feat pach oo
exclusively. 1f possible, keep your ranged combat prowess as
strong as your melee ability so that you can take on fliers and
ground forces with equal proficiency.

Barbarian; A barbarian is primarily a melee combatant
His rage ability augments his Strength and Constitution—
the two characteristies that are most valuable in face-to-face
hghring. Bur the fact that Survival and Listen are among his
class skills also makes him a grear (albeir reckless) scou

Unlike the fighter, the barbarian bas only enough feat choices
to develop one or maybe two feat paths. So if vour barbarian is
the party’s primary melee warrior, the burden of ranged arack
support falls on the party's spellcasters and experts. Thus, the
arcane spellcasters should emphasize ranged spells that deal
hit point damage. The party's experts also need to focus on
developing their ranged artack prowess—particularly the
rogue's ability to launch sneak artacks against targets up to
30 feet away,

Monle: Another great warrior choice, the monls 15 excellent
at slipping past the ranks of lesser foes to focus herattacks on
the leaders. Her great saving throws, evasion, and resistance
to mind-affecting spells and abilities make her far and away
the best warrior to throw at enemy spellcasters. But although
she is never unarmed, the monk lacks the damage potential
of fighters and barbarians, who can bring heavy weapons to
bear against a foe. Furthermore, the monk must focus her
feat selections on improving her Armor Class beeause she
loses her best abilities if she wears armor.

If you're playing a monk as vour party's lead warrior, the
cleric must assume the role of heavy hitter in melee, Develop-
ing the Power Artack feat path can help a cleric in such a party
dish cut more damage than he otherwise could. The party's
arcane spelleasters tend to fall back into a supporting role,
using their spells 1o augment the team members' individual
abilities, though they can fire off their deadly area spells
without much worry of damaging you. Experts, who are olten
fust as mobile as you are, can work with you ro flank enemies
and eliminate them guickly and effciently.

Ranger: The ranger is a great character choice for nearly
any adventuring party. Armed with spells, a few bonus feats,
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and preat class features, the ranger can also work to improve
his combar prowess against specific types of [oes. However,
he lacks the versatility of the standard fighter because he
must focus on a single combat style. 1 you follow the archery
cambar path, the party's expert should support the cleric's

necessarily broader role asa melee combarant. Conversely, if

yvou {ollow the twosweapon path, both the arcane spellcaster
and the expert need to build up their ranged arsenals.

It either case, the divine spellcaster must also support
the ranger with buff spells (such as caf’s grace and magic vest-
ment) and keep plr|1l'..'11|'::|:|{'“ slots available for cure spells
to keep him on his feet. I possible, the arcane spellcaster in
your party should summon additional monsters to distrace
enemies and spread damage around

Don't neglect your ranger's Armor Class in your feat selec
tion. When it's time 1o choose favored enemies, select the
foes that your party is most likely to encounter and avoid the
esoteric and unusual monsters that other team members can
handle more efficiently.

Paladin: This virtuous knight not only makes a great
spokesperson for the party, bur she also serves as a support
system for the cleric. The healing that the paladin can provide
through her lay on hands ability leaves the cleric with more
prepared spells thar need nor be converted to cure spells
[hough a paladin isn't quite the equivalent of a fighter in terms
of combat prowess, she more than makes up for this lack with
turning abilities, a special mount, and the ability ro smite evil.
Like the barbarian, though, the paladin is starved for feats,
so she can focus on only one or two feat paths. Most paladins

alfi bhane oul in comsbait

choose o develop the Mounted Combar path, which tends o
reduce their effectiveness in certain common environments
such as dungeons.

When you introduce a paladin into an adventuring party,
the rest of the characters have ro respect her code of conduct
and alignment restrictions. The cleric and the rogue must
play larger roles in combat—the former supplementing the
paladin in melee and the latter offering ranped support. Also,
the wizard should emphasize combar spells to make up for
the lack of a reliable ranged attacker.

Other Classes: Complete Wrrior offers three new warrior
standard classes: the hexblade, the samurai, and the swash
buckler. All three of these are pood choices, but each brings

its own advantapes and disadvantages to the group,

The hexblade gains a spell progres

ion starting at 4th level,
and he has a number of interesting abiliries with which he
can distupt his opponents. However, he lacks the fighter's
bonus feats, so he pretty much has to specialize in one
combat rechnique.

The samurai is similar to the ranger in that his class features
emphasize a particular style of hghting—a rwo-weapon style,
in this case. But the samurai makes a poor ranged atracker,
and his class fearures focus on fear effects, which are useful
only against susceptible opponents.

The swashbuckler makes a great iighting companion for
the rogue, but her Armor Class is low compared to mosi
Fighting characters, so she must use feats or other assers
to compensate for it, Thus, she's unlikely to be rthe party's
principal damage-dealer.
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Experts

An expert is a character who brings a broad skill selection
and useful combar abilities to the table. The rogue is pechaps
the best example of this category. Experts are invaluable
members of any group because they can All avariety of roles
from backup spellcaster 1o extra warmior

When playing an expert, you depend heavily on your skills
and class festures. You have maore skill poines than any other
character in the group, and you can genenally get into and
out of scrapes with a good skill check result.

Rogue: The rogue class offers three key advantages sneak
Bt |»..I. 3 XK rl.l.r!ﬂ \r.'.l,'l."l.l;rn ..'{.1.].1'-5 Ski.l]E..iu'hj Ilipﬁnd:f‘-!:
The sneak attack ability allows the rogue 1o support the
party’s key warrior by taking advantage of flanking oppor
tunities and surprise attacks. The rogue’s skill in breaking
and entering allow the parry o overcome obstacles such as
locked doors and deadly traps. In addition, the rogue often
scouts ahead to gain informarion about enemies. While the
Tanger, whu sometimes Servies as a rogue r%uh*.-l]li.lll.' i'l-.i.h i
h‘:‘ﬂ:nl selection of skills and |'l|l.'l'|.!.'l.'1.i|- skill poants o back
them up. his talents make him more useful in wilderness
environments than in dungeons, and he can't help his party
bvpass traps. On the other hand, he is more of 3 warrior than
the rogue is, 50 he can hold his own next to Aghters, paladins,
and barbarians

As 4 rogue, you are expected to fill inwhere needed. Don't
igrore the Use Magie Device skill; ivallows you to wse a winl
of cure light wounds 1o ger the cleric back on his feet should
he beeome disabled. Likewise, vour ahility to use 2 wand of
"I|I:|:|| |"|'|li|ﬂ|‘| or even [1".,|I.! i gL'l'l.:lII. can mﬂkf .:11]. lht' L{j{l’l”ﬁ."!iL i
in combat. And perhaps mose important, your sneak attack
ability can help the party's main warrior bring down the
tough opponents

Bard: Heralded as the best hfth chamcrerin any adventur
ing party, the bard is the most often overlooked expert. The
bard's best feature is his adaprability—he i a2 warrior, an
expert, an arcane spellcaster, and 3 divine spellcaster rolled
into one. Like the rogue, he has plenty of skill points and
a wide selection of class skills. Bur while the rogue’s class
ckills focus on scouting, sneaking, and subterfuge, the bard's
allow him o play a strong role in supporting the other
party members

When you play a bard. you don't have the rogue’s traphind
ing abiliry, o the cleric must cover this aspect of the expen
with his fimd traps spell
the inspire competence shiliry. Likewise, you can use inspire
greatness and inspire heroics 1o improve = warrior's combat
abilities at higher levels. Furthermore, sinoe vou have access
to spells, you can supplement both arcane and divine spell-
casters, expanding the party’s abiliry 1o circumvent minor
threats and letting the more potent spellcasters reserve their
spell slots for handling the really deadly enemies,

Other Classes: Complete Adventurer presents three new
expert standard classes: the ninja, the scout, and the spell
thief. All three have the rraplinding ability, plus special
abilities such as sudden strike (which is similar to sneak
attack) and great skill selections, Thus, playing one of these
classes is just as good as having a rogue in the party.

though you can help if you have

Arcane Spellcasters

Wizards, sorcerers, and their ilk develop powerful spells in
lieu of combat abilities. In fact. since they have the smallest
Hit Die type of all the classes (d4 in most cases), they are more
of 2 liability in melee than an asser. However, they make up
for their poor combar skills with access to some of the most
potent spells in the pame

As an arcane spellcaster, you must circumvent the graves:
threats 1o the party. You can lob firchalls and hightnimg bolts 3
the party's opponents, conjure up terrible servants, and even
transport your allies past obsrrucrions and obstacles. Playing
the party's arcane spellcaster ica big responsibiliry, but itcan
be both memarable and highly rewarding a< well

Wizard: The wizard's strength lies in the depth of her
knowledge and her ahility to cast a variety of different spells.
In addition, she can modify those spells with metamagic
feats and use them to creste magic items that benefit not only
herself but also the rest of the panty

Deciding which spells 1o prepare on a given day, however,
requires a bit of strategy. A poorly prepared wizard all 1oo
often becomes meat for monsters. For instance, a Sth-level
wizard who prepares lighining ball before facing a creature
that is immune to electricity now might lack access to aspell
that could have overcome the opponent

When you play an arcane spelleaster, resist the urge 1o pre
pare oll offensive spells. A charm pevson spell can secomplish
i lat more than a nragic missile at times, and you shouldn'y
underestimate its value, By preparing a good mix of spells,
youl can be useful in situations ranging from diplomacy w©
divination to war

Sorcerer: The sorcerer makes an excellent substiture for
the wizard in an advenruring parry, Although the number of
different spells he can sccess is relatively small, he outstrips
a wizard of equivalent level in the number of spells he can
cast per day. 1T he chooses to specialize in offensive spells, he
can be a formidable combar caster. However, most sorcerers
can do little to supply their companions with magic items,
and they typically don't have the came range of skills as their
more learned counterparts. Woree still. using metamagic fears
slows the sorcerer’'s casting time, turning this key spellcasting
toal into a potential liabiliry.

I your sorcerer is the party's key arcane spellcaster, itfs best o
focus on total offense | et the cleric erect the magical defenses
and the warrior block the hirs. Your task is 1o bomband