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CHAPTER 3:
PRESTIGE

CLASSES
Introduced in the DUNGEON MASTER'S Guide, prestige
classes are character classes that PCs must qualify for
before taking. Requirements for entry are listed in
each prestige class's section. Unless noted otherwise,
follow all normal multiclass rules when adding pres-
tige classes to your PCs.

As a rule, the prestige classes in this chapter are
similar to the cleric and paladin classes, in that a
character's advancement in the class is dependent
upon remaining in the patron deity's good graces. A
member of any prestige class described here who
grossly violates the code of conduct expected by the
divine patron (generally, by acting in ways opposed to
the deity's alignment or purposes or the ideals of the
prestige class) loses all spells and class features and
cannot gain additional levels in the prestige class or as
a cleric or paladin of that deity until she atones. (See
the atonement spell description, page 176 of the
Player's Handbook.)

CHURCH INQUISITOR
While many champions of good are dedicated to fight-
ing forces of evil that are external to them and their
church—as clerics and paladins of Heironeous are
devoted to destroying followers of Hextor—the
church inquisitor is at least as concerned about evil
and corruption within. When greed eats away at a
church hierarchy, when devils infiltrate a knightly
order and seduce its leaders to evil, when high clerics
succumb to evil enchantments and fall from the path
of their deities, it is usually a church inquisitor who
uncovers the evil and cuts it away.

Church inquisitors specialize in divination, to
detect evil and corruption, and abjuration, to protect
themselves and others from evil magic. They are most
often drawn from the clerics or paladins of a lawful
church or order. Members of other classes usually find

it difficult to meet the requirements of the prestige
class, and rarely have the incentive to do so.

Player characters might encounter NPC church
inquisitors if they are involved in a lawful church or
order—perhaps even as subjects of the inquisitor's
investigations. Church inquisitors are particularly
likely to appear after incidents involving demons or
devils, since they combat the widespread corruption
these creatures tend to leave in their wake.

Hit Die: d8.

Requirements
To qualify to become a church inquisitor, a character
must fulfill all the following criteria.

Alignment: Lawful good or lawful neutral.
Base Will Save: +3.
Knowledge (arcana): 8 ranks.
Spellcraft: 8 ranks.
Spells: Ability to cast dispel magic as a divine spell.
Special: Must be a member of a lawful good church

or religious order, and must have already uncovered
some corruption within that organization.

Class Skills
The church inquisitor's class skills (and the key ability
for each skill) are Concentration (Con), Diplomacy
(Cha), Gather Information (Cha), Intimidate (Cha),
Knowledge (arcana) (Int), Knowledge (religion)
(Int), Knowledge (the planes) (Int), Scry (Int),
Search (Int), Sense Motive (Wis), and Spellcraft
(Int). See Chapter 4: Skills in the Player's Handbook
for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Features
All of the following are class features of the church
inquisitor prestige class.

Weapon and Armor Proficiency: Church inquisi-
tors are proficient with all simple weapons, with all
types of armor, and with shields.

Detect Evil (Sp): A church inquisitor can detect evil at
will as a spell-like ability. This ability duplicates the
effect of the spell detect evil.

TABLE 3-1: THE CHURCH INQUISITOR
Class
Level

1st

2nd
3rd
4th
5th
6th
7th
8th
9th

10th

Base
Attack Bonus

+0

+1
+2
+3
+3
+4
+5
+6
+6
+7

Fort
Save
+2

+3
+3
+4
+4
+5
+5
+6
+6
+7

Ref
Save

0

0
+1
+1
+1
+2
+2
+2
+3
+3

Will
Save
+2

+3
+3
+4
+4
+5
+5
+6
+6
+7

Special
Detect evil,
prestige domain: Inquisition
Immune to charms
Pierce illusion

Immune to compulsions
Force shapechange

Immune to possession
Discern lies, learn the truth

Spells per Day
+1 level of existing class

+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
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Prestige Domain: Upon adopting the church
inquisitor class, a character gains access to the Inqui-
sition domain, described in Chapter 4: Divine Magic.
The character gains the granted power associated
with the domain (a +4 bonus on dispel checks) and
can choose the spells in that domain as his daily
domain spells.

Spells per Day: A church inquisitor continues
advancing in divine spellcasting ability as well as learn-
ing the skills of inquisition. Thus, when a new church
inquisitor level is gained, the character gains new
divine spells per day as if he had also gained a level in
whatever divine spellcasting class he belonged to
before he added the prestige class. He does not,
however, gain any other benefit a character of that
class would have gained (improved chance of control-
ling or rebuking undead, more frequent remove disease,
and so on). This means that he adds the level of church
inquisitor to the level of another divine spellcasting
class the character has, then determines spells per day
accordingly.

For example, if Garjin, an 8th-level cleric, gains a
level as a church inquisitor, he gains new divine spells
as if he had risen to 9th level as a cleric, but uses the
other church inquisitor aspects of level progression
such as base attack bonus and save bonuses. If he next
gains a level as a cleric, making him a 9th-level
cleric/1st-level church inquisitor, he gains divine
spells as if he had risen to 10th level as a cleric.

If a character had more than one divine spellcasting
class before he became a church inquisitor, the player
must decide which class to assign each level of church
inquisitor for the purpose of determining divine spells
per day.

Immune to Charms (Ex): A church inquisitor
of 2nd level or higher is immune to all charm spells
and effects.

Pierce Illusion (Su): At 3rd level, the church
inquisitor gains the supernatural ability to penetrate
illusions and disguises at will. The inquisitor must
touch an illusion or a creature shrouded in illusion
(such as a change self spell). The inquisitor then makes a
caster level check as if casting dispel magic against the
illusion effect. If he succeeds at this check, the illusion
is immediately dispelled. The church inquisitor's +4
bonus on dispel checks (the Inquisition domain
granted power) applies to this check as well. In addi-
tion, the inquisitor has a +4 competence bonus on
Spot checks against the Disguise skill.

Immune to Compulsions (Ex): A church inquisi-
tor of 5th level or higher is immune to all compulsion
spells and effects.

Force Shapechange (Su): A church inquisitor of
6th level or higher can force a creature into its natural
form. The church inquisitor must make a successful
melee touch attack against the creature. If the attack is
successful, the church inquisitor makes a caster level

check as if casting dispel magic against the shape-
changing effect. The church inquisitor's +4 bonus on
dispel checks (the Inquisition domain granted power)
applies to this check. This ability undoes the effect of
alter self, polymorph self, shapechange, and alternate form
abilities, whether exceptional, spell-like, or super-
natural in nature. The affected creature cannot change
its shape again for ld6 rounds. The church inquisitor
can use this ability at will.

Immune to Possession (Ex): A church inquisitor
of 8th level or higher is immune to magic jar, soul bind,
trap the soul, a ghost's Malevolence ability, and all other
spells or effects that displace or replace a character's
life force. The character can still travel to the planes via
astral projection, if so desired.

Discern Lies (Sp): A church inquisitor of 9th level or
higher can use discern lies as a spell-like ability three
times per day.

Learn the Truth (Su): By touching a creature that
has lied to him, a church inquisitor of 9th level or
higher can force the creature to tell the truth. The
creature can make a Will save (DC 10 + the church
inquisitor's level + the church inquisitor's Charisma
modifier) to resist this mind-affecting compulsion
effect. If the saving throw fails, the creature must
speak the true version of the lie it uttered. The church
inquisitor can use this ability at will, but only imme-
diately after using his discern lies spell-like ability on
the creature in question.

CONSACRATED HARRIER
The consecrated harrier acts as a bounty hunter for her
religion or organization. Where church inquisitors
hunt evil and corruption within a church and other
champions of good fight external forces of evil in
general, a consecrated harrier hunts blasphemers,
heretics, and those who betray or attack the church
directly. For instance, a consecrated harrier might
accept a mission to track down and kill an ogre that
defiled a shrine, or to bring a heretic before the heads
of her church. The mission is always related to either a
single, specific offense of blasphemy or defilement, or
to the source of a heresy. The church assigns missions
or targets as needed.

Hunting specific enemies of a church requires
many of the skills possessed by bounty hunters.
While the consecrated harrier deals with her targets
capably once she finds them, she must find them
first. The consecrated harrier must be subtle and
clever, as well as strong in her faith. Because her foes
may have spells and magical abilities of their own,
she must be strong-willed and prepared to properly
deal with such. Paladins and clerics often make good
consecrated harriers because of their high Charisma
scores. Rangers are equally desirable because of
their superior tracking abilities. Rogues often
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TABLE 3-2: THE CONSECRATED HARRIER
Class
Level

1st

2nd
3rd

4th
5th
6th
7th
8th
9th

10th

Base
Attack Bonus

+1

+2
+3

+4
+5
+6
+7
+8
+9
+10

Fort
Save
+0

+0
+1

+1
+1
+2
+2
+2
+3
+3

Ref
Save
+0

+0
+1

+1
+1
+2
+2
+2
+3
+3

Will
Save
+2

+3
+3

+4
+4
+5
+5
+6
+6
+7

Spells per Day
Special
Blessing of scripture +2,
detect chaos
Sanctified sight
Blessing of scripture +4,
dispel magic
Emotion
Blessing of scripture +6
False vision
Blessing of scripture +8
Implacable hunt
Blessing of scripture +10
Faultless hunt

1st
0

1
1

1
1
1
2
2
2
2

2nd
—

—
0

1
1
1
1
1
2
2

3rd
—

—
—

—
0
1
1
1
1
2

4th
—

—
—

—
—
—
0
1
1
1

5th
—

—
—

—
—
—
—
0
1
1

possess the subtlety and conversational skills to
locate their targets.

A consecrated harrier can be difficult for others to
spot. She uses her skills, spells, and abilities to mask
her nature until she can confront her target. Most
consecrated harriers appear to be genial, pleasant
people who always have a joke or a story to tell. This
facade masks their true, implacable nature, allowing
them to gather clues without arousing interest or
suspicion. Particularly powerful or well-protected foes
attract small groups of consecrated harriers who work
with other classes to reach and confront their targets.

Hit Die: d10.

Requirements
To qualify to become a consecrated harrier, a character
must fulfill all the following criteria.

Alignment: Any lawful.
Base Attack Bonus: +5.
Disguise: 5 ranks.
Gather Information: 5 ranks.
Profession (lawyer): 5 ranks.
Feats: Track.
Special: The candidate must accept an assignment

from her church to locate and destroy some specific,
individual enemy of the church. A character who fails
must wait a year and a day before applying again. If she
succeeds, the church accepts her as a consecrated
harrier and she may gain levels in the class.

Class Skills
The consecrated harrier's class skills (and the key abil-
ity for each skill) are Bluff (Cha), Diplomacy (Cha),
Disguise (Cha), Gather Information (Cha), Intimidate
(Cha), Profession (Wis), and Search (Int). See Chapter
4: Skills in the Player's Handbook for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

Class Features
All of the following are class features of the conse-
crated harrier prestige class.

Weapon and Armor Proficiency: Consecrated
harriers are proficient with all simple and martial
weapons, with all types of armor, and with shields.

Spells per Day: Beginning at 1st level, a consecrated
harrier gains the ability to cast a small number of divine
spells. To cast a spell, the consecrated harrier must have a
Wisdom score of at least 10 + the spell's level, so a conse-
crated harrier with a Wisdom of 10 or lower cannot
cast spells. Consecrated harrier bonus spells are based
on Wisdom, and saving throws against these spells
have a DC of 10 + spell level + Wisdom modifier.
When the consecrated harrier gets "—" spells of a given
level, the character cannot cast any spells of that level.
When the consecrated harrier gets 0 spells of a given
level, such as 0 1st-level spells at 1st level, the harrier gets
only bonus spells. A consecrated harrier without a bonus
spell for that level cannot yet cast a spell of that level. The
consecrated harrier's spell list appears below; she has
access to any spell on the list and can freely choose
which to prepare. A consecrated harrier prepares and
casts spells just as a cleric does (though the consecrated
harrier cannot lose a spell to cast a cure spell in its place).

Blessing of Scripture (Su): All consecrated harri-
ers receive a +2 sacred bonus on Bluff, Listen, Sense
Motive, Spot, and Wilderness Lore checks when track-
ing their church-assigned target. If the assigned target
is a group, this bonus applies to the group's leader. They
receive the same bonus on melee attack rolls and
melee weapon damage rolls against their targets. A
consecrated harrier does not receive this bonus with
ranged weapons. This bonus increases to +4 at 3rd
level, +6 at 5th level, +8 at 7th level and +10 at 9th level.

Detect Chaos (Sp): The consecrated harrier can detect
chaos at will as a cleric of equal level.

Sanctified Sight (Su): Beginning at 2nd level, a
consecrated harrier receives a +4 bonus on all saves
against illusions.

Dispel Magic (Sp): A consecrated harrier can use
dispel magic as a cleric of the same level. Starting at 3rd
level, the consecrated harrier can use this spell-like
ability once per day, plus one additional time per point
of Wisdom bonus.
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Emotion (Sp): Starting at 4th level, a consecrated
harrier can arouse an emotion in all living creatures in
a 15-foot radius, as the spell emotion. She uses this
spell-like ability as a wizard of one level lower, so a 4th-
level consecrated harrier uses it like a 3rd-level wizard.
She can do this a number of times each day equal to
her Wisdom bonus, minimum one.

False Vision (Su): Starting at 6th level, a conse-
crated harrier can hide herself from the scrying
attempts of her target, her target's allies, or anyone
in the target's employ, as the spell false vision. She
uses this supernatural ability as a wizard of one level
lower, so a 6th-level consecrated harrier uses it like
a 5th-level wizard. She can do this a number of
times each day equal to her Wisdom bonus, mini-
mum one.

Implacable Hunt (Su): Beginning at 8th level, if
the consecrated harrier wounds a target and the
target escapes, the consecrated harrier always knows
the direction in which her target lies and the approx-
imate distance between her and her target. This abil-
ity only works if the consecrated harrier and her
target are on the same plane of existence. Implacable
hunt can be used simultaneously against different
targets, as long as each of those individual targets is
part of a group that is, in total, the harrier's target for
her current mission.

Faultless Hunt (Su): At 10th level, a consecrated
harrier who establishes an implacable hunt can
intensify this to a faultless hunt, enabling her to
locate her quarry even across planar boundaries.
Unlike an implacable hunt, which can affect several
individuals at the same time, only one faultless hunt
against a single individual can be pursued at one
time. For the consecrated harrier to begin a faultless
hunt, she must abandon any faultless hunt that she is
already conducting.

Code of Conduct: A consecrated harrier must
make it known to her target who she is and why she is
there at the time of the confrontation. She cannot
sneak attack her target. She cannot slay her target on a
battlefield without the target knowing who she is and
why she is there. Consecrated harriers purposely word
the requirements for conducting themselves vaguely,
so that an individual consecrated harrier in the field
has some flexibility. Harriers who fail to act according
to their code of conduct must undertake an act of
atonement before they can add any further levels of
this class (see the atonement spell description, page 176
of the Player's Handbook).

Multiclass Note: A paladin who becomes a conse-
crated harrier may continue advancing as a paladin.

Consecrated Harrier Spell List
Consecrated harriers choose their spells from the
following list:

1st—alter self, animate rope, calm emotions,
command, doom.

2nd—charm person, daylight, detect thoughts, hold
person.

3rd—death ward, discern lies, dismissal, legend lore.
4th—dominate person, mark of justice.
5th—antimagic field, banishment.

CONTEMPLATIVE
For any servant of a deity, no joy is greater than at
those rare moments when the presence of her patron
deity is a real, tangible force, sending shivers of
power through her body and sending her soul soar-
ing. For some, the taste for this experience is such a
powerful attraction that they begin devoting their
lives to cultivating it, hoping to attain greater close-
ness to their deity through a life of contemplation.
Spending hours in prayer and meditation, these
devoted followers purify their souls, fitting them for
closer contact with the divine. While some contem-
platives withdraw from the world into private
retreats, others remain active, even adventuring,
finding that true nearness to their deity comes from
living out the deity's will in the world. In return,
they find their minds, bodies, and souls purified,
perfected, and finally brought close to union with
their deity.

Some contemplatives, rather than devoting their
lives to a deity, strive to conform themselves to an
some other abstract principle such as an alignment.
Their mission is no less divine than that of contempla-
tives devoted to a deity, and their methods substan-
tially the same. Many such contemplatives live as itin-
erant philosophers, teaching their doctrines in schools
or in the marketplace as they travel from city to city,
hoping to enlighten the masses.

Most contemplatives are clerics, though paladins are
also often drawn to the mystic's journey Members of
other classes rarely have sufficient devotion to a deity
or philosophy to choose this course.

An NPC contemplative might be a reclusive hermit,
a church leader, or a passionate champion of her deity.
Such a character might have something a group of
player characters needs—a holy relic, a bit of sacred
lore, or simply a higher-level spell than the clerics in
town can cast.

Hit Die: d6.

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

Knowledge (religion): 13 ranks.
Special: Must have had direct contact with one's

patron deity or a direct servant of that deity, or with an
enlightened being embodying the highest principles
of an alignment (a solar, for example).
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Class Skills
The contemplative's class skills (and the key ability
for each skill) are Concentration (Con), Craft (Int),
Diplomacy (Cha), Heal (Wis), Intimidate (Cha),
Intuit Direction (Wis), Knowledge (religion) (Int),
Profession (Wis), Scry (Int, exclusive skill), Sense
Motive (Wis), and Spellcraft (Int). See Chapter 4:
Skills in the Player's Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Features
All of the following are class features of the contem-
plative prestige class.

Weapon and Armor Proficiency: Contemplatives
are proficient with all simple weapons. They are not

proficient with any armor or with shields, but some-
times carry these proficiencies from their previous class.

Prestige Domain (Ex): Upon adopting the contem-
plative class, and again at 6th level, a character gains
access to a prestige domain of her choice, as described in
Chapter 4: Divine Magic. The character can choose any
domain made available by her deity or alignment—
either a new prestige domain or a standard domain
listed in the Player's Handbook. The character gains the
granted power associated with the domain she chooses,
and can select the spells in that domain as her daily
domain spells.

Divine Health (Ex): A contemplative is immune to
all diseases, including magical diseases such as
mummy rot and lycanthropy

Spells per Day: A contemplative who was previously
a divine spellcaster continues to gain access to more
powerful divine magic while following the contempla-
tive path. Thus, when a new contemplative level is
gained, the character gains new spells per day as if she
had also gained a level in the divine spellcasting class
she belonged to before she added the prestige class.
She does not, however, gain any other benefit a char-
acter of that class would have gained (improved chance
of controlling or rebuking undead, more frequent
remove disease, and so on). This essentially means that
she adds the level of contemplative to the level of what-
ever other spellcasting class the character has, then
determines spells per day accordingly For example, if
Theresa, an 11th-level cleric, gains a level as a contem-
plative, she gains new spells as if she had risen to 12th
level as a cleric, but uses the other contemplative
aspects of level progression such as base attack bonus
and save bonus. If she next gains a level as a cleric,
making her a 12th-level cleric/1st-level contemplative,
she gains spells as if she had risen to 13th level as a
cleric.

If a character had more than one divine spellcasting
class before she became a contemplative, the player
must decide which class to assign each level of
contemplative for the purpose of determining divine
spells per day.

If the contemplative did not previously belong to
a divine spellcasting class, she gains the ability to cast
divine spells exactly as a cleric of her patron deity. Her

TABLE 3-3: THE CONTEMPLATIVE
Class
Level

1st
2nd
3rd
4th
5th
6th
7th
8th
9th

10th

Base
Attack Bonus

+0
+1
+1
+2
+2
+3
+3
+4
+4
+5

Fort
Save
+0
+0
+1
+1
+1
+2
+2
+2
+3
+3

Ref
Save

0
0

+1
+1
+1
+2
+2
+2
+3
+3

Will
Save
+2
+3
+3
+4
+4
+5
+5
+6
+6
+7

Special
First prestige domain, divine health
Slippery mind
Divine wholeness

Divine body
Second prestige domain
Divine soul

Eternal body
Mystic union

Spells per Day
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
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spell progression is the same as that of a cleric.
Slippery Mind (Ex): At 2nd level, a contemplative

gains the ability to shrug off magical effects that would
otherwise control or compel her. If a contemplative
with resistant mind is affected by an enchantment and
fails her saving throw, one round later she can attempt
her saving throw again. She only gets this one extra
chance to succeed at her saving throw.

Divine Wholeness (Su): At 3rd level, a contempla-
tive can cure her own wounds, in addition to any other
healing ability she may have. She can cure up to twice
her current level in hit points each day, and she can
spread this healing out among several uses.

Divine Body (Su): At 5th level, a contemplative
becomes immune to poisons of all kinds.

Divine Soul (Su): At 7th level, a contemplative gains
spell resistance. Her spell resistance equals her class
level + 10. In order to affect the contemplative with a
spell, a spellcaster must roll the contemplative's spell
resistance or higher on ld20 + the spellcaster's level.

Eternal Body (Ex): After achieving 9th level, a
contemplative no longer suffers ability penalties for
aging and cannot be magically aged. (Penalties she has
already suffered remain in place.) Bonuses still accrue,
and the contemplative still dies of old age when her
time is up.

Mystic Union (Su): At 10th level, a contemplative
becomes a magical creature. She is forevermore
treated as an outsider rather than as a humanoid. For
instance, charm person does not affect her. Addition-
ally, the contemplative gains damage resistance 20/+1.
This means that the contemplative ignores (instantly
regenerates) the first 20 points of damage from any
attack unless the damage is dealt by a weapon with
a +1 or higher enhancement bonus, by a spell, or by a
form of energy (fire, cold, electricity, and so forth). As
an outsider, a 10th-level contemplative is subject to
spells that repel enchanted creatures, such as protection
from good.

DIVINE ORACLE
Some people call them mad, and certainly some divine
oracles are driven mad by the visions they see. Some
people doubt their words; indeed, some divine oracles
are cursed never to be believed. Wherever the deities
are known to speak to mortals, some mortals hear their
voices with a unique clarity and gain insight into the
past, the present, and the future by virtue of their
unusual status. Divine oracles are such mortals,
blessed—or cursed—by visions from their deities.

All divine oracles are spellcasters, and most were
clerics or druids before adopting the divine oracle
prestige class. Whatever their other classes, all divine
oracles share a particular devotion to the Divination
school of magic, having mastered all available means to
catch glimpses of the future.

NPC divine oracles often live in out-of-the-way
places, though usually close enough to civilization that
people with pressing questions about the future can
seek them out to have their questions answered. They
frequently inhabit sacred shrines or ancient temples
and rarely take an active part in world affairs.

Hit Die: d6.

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

Scry: 10 ranks.
Feat: Skill Focus (Scry).

Class Skills
The divine oracle's class skills (and the key ability for
each skill) are Concentration (Con), Craft (Int), Heal
(Wis), Intimidate (Cha), Knowledge (religion) (Int),
Profession (Wis), Scry (Int, exclusive skill), and Spell-
craft (Int). See Chapter 4: Skills in the Players Handbook
for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Features
All of the following are class features of the divine
oracle prestige class.

Weapon and Armor Proficiency: Divine oracles are
proficient with all simple weapons. They are not profi-
cient with any type of armor or with shields, but usually
carry these proficiencies from their previous class.
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TABLE 3-4: THE DIVINE ORACLE
Class
Level

1st

2nd
3rd
4th
5th
6th
7th
8th
9th

10th

Base
Attack Bonus

+0

+1
+1
+2
+2
+3
+3
+4
+4
+5

Fort
Save
+0

+0
+1
+1
+1
+2
+2
+2
+3
+3

Ref
Save
+0

+0
+1
+1
+1
+2
+2
+2
+3
+3

Will
Save
+2

+3
+3
+4
+4
+5
+5
+6
+6
+7

Special
Prestige domain: Divination,
scry bonus
Prescient sense
Divination enhancement
Uncanny dodge (Dex bonus to AC)

Uncanny dodge (can't be flanked)

Uncanny dodge (+1 against traps)

Immune to surprise

Spells per Day
+1 level of existing class

+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class

Spells per Day: A divine oracle continues advanc-
ing in spellcasting ability as well as gaining the abili-
ties of her new class. Thus, when a new divine oracle
level is gained, the character gains new spells per day
as if she had also gained a level in whatever spellcast-
ing class she belonged to before she added the prestige
class. She does not, however, gain any other benefit a
character of that class would have gained (improved
chance of controlling or rebuking undead, wild shape
ability, and so on). This essentially means that she adds
the level of divine oracle to the level of whatever other
spellcasting class the character has, then determines
spells per day accordingly. For example, if Cassandra, a
10th-level cleric, gains a level as a divine oracle, she
gains new spells as if she had risen to 11th level as a
cleric, but uses the other divine oracle aspects of level
progression such as base attack bonus and save
bonuses. If she next gains a level as a cleric, making her
an 11th-level cleric/1st-level divine oracle, she gains
spells as if she had risen to 12th level as a cleric.

If a character had more than one spellcasting class
before she became a divine oracle, the player must
decide which class to assign each level of divine oracle
for the purpose of determining spells per day.

Prestige Domain: Upon adopting the divine
oracle class, the character gains access to the Divina-
tion domain, described in Chapter 4: Divine Magic.
The character gains the granted power associated
with the domain (+2 caster level for divination spells),
and can choose the spells in that domain as her daily
domain spells.

Scry Bonus (Su): A divine oracle has a +2 sacred
bonus on all Scry checks.

Prescient Sense (Ex): Beginning at 2nd level, if a
divine oracle makes a successful Reflex saving throw
against an attack that normally inflicts half damage on
a successful save (such as a red dragon's fiery breath or
a fireball spell), she instead suffers no damage, since her
prescience allowed her to get out of the way faster. This
form of evasion works no matter what armor the
divine oracle wears, unlike the monk's and rogue's
evasion ability.

Divination Enhancement (Ex): Beginning at 3rd

level, a divine oracle adds her divine oracle level to her
percentage chance of success when using divination
spells such as augury or divination. If an 11th-level
cleric/4th-level divine oracle casts divination, her
chance of success would be 70% (base) + 15% (1% per
caster level) + 4% (her divine oracle level), or 89%.

Uncanny Dodge (Ex): Starting at 4th level, a divine
oracle gains the ability to react to danger before her
senses would normally allow her to do so. The divine
oracle retains her Dexterity bonus to AC (if any)
regardless of being caught flat-footed or struck by an
invisible attacker. (She still loses her Dexterity bonus
to AC if immobilized.)

At 6th level, the divine oracle can no longer be
flanked, since she can react to opponents on opposite
sides of her as easily as she can react to a single attacker.
This defense denies rogues the ability to use flank attacks
to sneak attack the divine oracle. The exception to this
defense is that a rogue at least four levels higher than the
divine oracle can flank her (and thus sneak attack her).

At 8th level, the divine oracle gains an intuitive
sense that alerts her to danger from traps, giving her a
+1 bonus on Reflex saves made to avoid traps and a +1
dodge bonus to AC against attacks by traps.

Immune to Surprise (Ex): At 10th level, the divine
oracle's sensitivity to danger is so great that she is
never surprised. She can always take a partial action
during a surprise round, unless she is physically
restrained from doing so.

HOLY LIBERATOR
The holy liberator is a holy warrior, a distant cousin of
the paladin, who is dedicated to overthrowing tyranny
wherever it may be found. These champions of free-
dom and equality are strong-willed, independent-
minded, and virtuous. They particularly direct their
efforts against lawful evil societies (dictatorships or
plutocracies), slaveholders and slave traders, and
powerful, corrupt governments, but they also recognize
the possibility for tyranny even in a state of anarchy
(where strong individuals may impose their will on
people weaker than they).
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Members of
all classes—

with the promi-
nent exception of

monks—are often
drawn to the holy
liberator prestige
class. Chaotic good

fighters and rangers are natural holy liberators, aug-
menting their already significant combat abilities with
the holy powers of the prestige class. Many clerics are
also drawn to become holy liberators—particularly
chaotic clerics of Pelor and certain clerics of Kord. Many
rogues also adopt the holy liberator class, working with
stealth and steel for the cause of freedom.

NPC holy liberators are usually loners, though they
may organize rebellious forces in a tyrannical nation.
They often have powerful celestial allies, from celestial
animals to ghaele eladrins, assisting their cause, but
tend to work in a loose network rather than a struc-
tured or close association. Just as holy liberators rarely
accept orders from anyone, they are loath to give them,
choosing to form alliances and friendships rather than
manipulate minions or servants.

Hit Die: d10.

Requirements
To qualify to become a holy liberator, a character
must fulfill all the following criteria.

Alignment: Chaotic good.
Base Attack Bonus: +5.

Diplomacy: 5 ranks.
Feat: Iron Will.

Class Skills
The holy liberator's class skills (and the key ability for
each skill) are Concentration (Con), Craft (Int), Diplo-
macy (Cha), Handle Animal (Cha), Heal (Wis), Intimi-
date (Cha), Knowledge (religion) (Int), Profession
(Wis), Ride (Dex), and Sense Motive (Wis). See Chapter

4: Skills in the Player's Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Features
All of the following are class features of the holy liber-
ator prestige class.

Weapon and Armor Proficiency: Holy liberators
are proficient with all simple and martial weapons,
with all types of armor, and with shields.

Spells per Day: A holy liberator has the ability to
cast a small number of divine spells. To cast a spell, the
holy liberator must have a Wisdom score of at least 10
+ the spell's level, so a holy liberator with a Wisdom of
10 or lower cannot cast these spells. Holy liberator
bonus spells are based on Wisdom, and saving throws
against these spells have a DC of 10 + spell level + the
holy liberator's Wisdom modifier. When the holy
liberator gets 0 spells of a given level, such as 0 1st-level
spells at 1st level, he gets only bonus spells. (A holy
liberator without a bonus spell for that level cannot yet
cast a spell of that level.) The holy liberator's spell list
appears below. A holy liberator has access to any spell
on the list and can freely choose which to prepare, just
like a cleric. A holy liberator prepares and casts spells
just as a cleric does (though the liberator cannot spon-
taneously cast cure or inflict spells).

Detect Evil (Sp): The holy liberator can detect evil as
a spell-like ability at will. This ability duplicates the
effects of the spell detect evil.

TABLE 3-5: THE HOLY LIBERATOR
Class
Level

1st
2nd
3rd

4th
5th
6th
7th
8th
9th

10th

Base
Attack Bonus

+1
+2
+3

+4
+5
+6
+7
+8
+9
+10

Fort
Save
+2
+3
+3

+4
+4
+5
+5
+6
+6
+7

Ref
Save

0
0

+1

+1
+1
+2
+2
+2
+3
+3

Will
Save
+2
+3
+3

+4
+4
+5
+5
+6
+6
+7

Spells per Day
Special
Detect evil, resist enchantment
Divine grace, smite evil
Turn undead, immune to charm
and compulsion

Celestial companion

Subversion

1st
0
1
1

1
1
1
2
2
2
2

2nd
—
—
0

1
1
1
1
1
2
2

3rd
—
—
—

—
0
1
1
1
1
2

4th
—
—
—

—
—
—
0
1
1
1
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Resist Enchantment (Su): Holy liberators gain a
+2 morale bonus on all saving throws against enchant-
ment spells or effects.

Divine Grace (Su): A holy liberator of 2nd level or
higher applies his Charisma modifier (if positive) as a
bonus on all saving throws.

Smite Evil (Su): Once per day, a holy liberator of
2nd level or higher may attempt to smite evil with
one normal melee attack. He adds his Charisma
modifier (if positive) to his attack roll and deals 1
extra point of damage per class level. For example, a
9th-level holy liberator armed with a longsword
would deal 1d8+9 points of damage, plus any addi-
tional bonuses for high Strength or magical effects
that normally apply. If the holy liberator accidentally
smites a creature that is not evil, the smite has no
effect but it is still used up for that day. Smite evil is
a supernatural ability.

Turn Undead (Su): When a holy liberator reaches
3rd level, he gains the ability to turn undead. He turns
undead as would a cleric of two levels lower.

Immune to Charm and Compulsion (Ex):
Beginning at 3rd level, the holy liberator gains
immunity to all charm and compulsion effects. His
mind is his own, and no other creature can control
his thoughts or actions.

Subversion (Su): By spending 5 minutes in conver-
sation with a character who is under the influence of a
charm or compulsion effect, a holy liberator of at least
7th level can help that character break free of the
enchantment. As a full-round action, the holy liberator
touches the enchanted character (making a melee touch
attack roll, if necessary) and invokes the divine power
within himself. The enchanted character immediately
makes a new saving throw, using his own saving throw
bonus plus the holy liberator's Charisma bonus. If the
result equals or exceeds the DC of the original saving
throw, the character is freed from the charm or
compulsion effect.

Code of Conduct: Holy liberators must be of
chaotic good alignment and lose all special class abili-
ties if they ever willingly commit an act of evil. True to
their alignment, holy liberators have no more formal-
ized code of conduct than that.

Holy Liberator Spell List
Holy liberators choose their spells from the follow-
ing list:

1st—bless, bless weapon, cure light wounds, detect poison,
detect undead, divine favor, endure elements, magic weapon,
remove fear, resistance, virtue.

2nd—aid, bull's strength, calm emotions, cure moderate
wounds, delay poison, remove paralysis, resist elements,
shield other.

3rd—cure serious wounds, discern lies, dispel magic,
greater magic weapon, magic circle against evil, prayer,
remove curse.

4th—cure critical wounds, death ward, dispel evil, free-
dom of movement, holy sword, neutralize poison.

Ex-Paladin Liberators
It is not altogether uncommon for paladins to slip
away from the unswerving path of law in their over-
riding quest for good and become holy liberators. For
the most part, the ex-paladin who adopts the holy
liberator class does not regain any of his lost paladin
abilities. However, in the case of smiting evil and
turning undead, the former paladin's levels contribute
to his ability in his new class. Both of these abilities
function at a level equal to the character's paladin
levels plus his holy liberator levels. Thus, the ex-
paladin's smite evil ability deals extra damage equal to
his combined levels, and he turns undead using this
combined level as a base.

Celestial Companion
Upon or after reaching 5th level, a holy liberator can
call a celestial cat, dog, eagle, hawk, horse, owl, pony, or
wolf as a companion. (See Appendix 1 of the Monster
Manual for these creatures' basic statistics and Appen-
dix 3 for the celestial template.) This creature may
willingly act as a guardian (such as a hawk), a helper
(such as a cat), or a mount (such as a horse). The holy
liberator's companion further gains HD and special
abilities based on the holy liberator's character level.

The holy liberator may have only one celestial
companion at a time. Should the holy liberator's
companion die, he may call for another one after one
day. The new celestial companion has all the accumu-
lated abilities due a companion of the holy liberator's
current level.

TABLE 3-6: CELESTIAL COMPANION
Character
Level
12 or less

13-15
16-18
19-20

Bonus
HD
+2

+4
+6
+8

Natural
Armor

+1

+3
+5
+7

Str
Adj.
+1

+2
+3
+4

Int
6

7
8
9

Special
Improved evasion,
share spells, empathic
link, share saving throws
Speak with holy liberator
Blood bond
Spell resistance

Character Level: The character level of the holy liber-
ator (the total levels achieved in all his classes).

Bonus HD: These are extra d8 Hit Dice, each of which
gains a Constitution modifier, as normal. Extra Hit
Dice improve the companion's base attack bonus and
base save bonuses, as normal.

Natural Armor: This is a bonus to the companion's
natural armor rating.

Str Adj.: Add this figure to the companion's
Strength score.

Int: The companion's Intelligence score (the celestial
companion is smarter than normal animals of its kind).

Improved Evasion (Ex): If the companion is
subjected to an attack that normally allows a Reflex
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saving throw for half damage, it takes no damage on
a successful saving throw and only half damage on a
failed saving throw.

Share Spells: At the holy liberator's option, he may
have any spell he casts on himself also affect his
companion. The companion must be within 5 feet. If
the spell has a duration other than instantaneous, the
spell stops affecting the companion if it moves farther
than 5 feet away and will not affect the companion
again even if the companion returns to the holy liber-
ator before the duration expires. Additionally, the holy
liberator may cast a spell with a target of "You" on his
companion (as a touch range spell) instead of on
himself. The holy liberator and the companion can
share spells even if the spells normally do not affect
creatures of the companion's type (magical beast).

Empathic Link (Su): The holy liberator has an
empathic link with the companion out to a distance of
up to one mile. The holy liberator cannot see through
the companion's eyes, but they can communicate tele-
pathically. Even intelligent companions see the world
differently from humans, so misunderstandings are
always possible.

Because of the empathic link between the compan-
ion and the holy liberator, the holy liberator has the
same connection to a place or an item that the
companion does.

Share Saving Throws: The companion uses its own
base save or the holy liberator's, whichever is higher.

Speak with Holy Liberator: The holy liberator and
companion can communicate verbally as if they were
using a common language. Other creatures do not
understand the communication without magical help.

Blood Bond: The companion gains a +2 bonus on all
attacks, checks, and saves if it witnesses the holy liber-
ator being threatened or harmed. This bonus lasts as
long as the threat is immediate and apparent.

Spell Resistance: The companion's spell resistance
equals the holy liberator's level + 5. To affect the
companion with a spell, a spellcaster must make a
caster level check (1d20 + caster level) at least equal to
the companion's spell resistance.

HOSPITALER
It is the duty of knights hospitaler to protect people
traveling on religious pilgrimages. Over the years, this
single duty has expanded to include the construction
and administration of hospitals and refugee facilities.

Hospitalers are a fighting force of necessity, sworn
to poverty, obedience, and the defense of those in their
care. NPC hospitalers often travel in groups, usually
with pilgrims on their way to or from a site of particu-
lar importance to their faith. Hospitalers may be found
running pilgrim hostels, defending temple hospitals,
or standing vigil over religious relics and sites. They
seldom go on quests or adventures except to rescue

endangered pilgrims or to recover relics or sites from
heretics and unbelievers.

Hit Die: d8.

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

Alignment: Any nonchaotic.
Base Attack Bonus: +4.
Handle Animal: 5 ranks.
Ride: 5 ranks.
Feats: Mounted Combat, Ride-By Attack.

Class Skills
The hospitaler's class skills (and the key ability for
each skill) are Concentration (Con), Craft (Int),
Diplomacy (Cha), Handle Animal (Cha), Heal (Wis),
Knowledge (religion) (Int), Profession (Wis), and Ride
(Dex). See Chapter 4: Skills in the Player's Handbook
for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Features
All of the following are class features of the hospitaler
prestige class.

Weapon and Armor Proficiency: Hospitalers are
proficient with all simple and martial weapons, with
all types of armor, and with shields.

Turn Undead: A hospitaler gains the ability to turn
undead at 3rd level. She turns undead as a cleric
two levels lower. This stacks with undead turning
from other classes. Add the hospitaler level -2 to the
class level for any other classes that have the
turning ability. For example, a 6th-level cleric/
4th-level hosiptaler turns undead as an 8th-level
cleric. Note that paladins also use their class level -2
to determine their effective turning level, so a
6th-level paladin/4th-level hospitaler turns undead
as a 6th-level cleric.

Spells per Day: A hospitaler continues advancing in
divine spellcasting ability as well as learning the skills
of the hospitalers. Thus, when a new hospitaler level is
gained, the character gains new divine spells per day as
if she had gained a level in the cleric class. She does
not, however, gain any other benefit a character of that
class would have gained (improved chance of control-
ling or rebuking undead, greater damage with the
smite evil ability, and so on). This essentially means
that she adds the level of hospitaler to the level of
whatever other divine spellcasting class the character
has, then determines spells per day accordingly. For
example, if Alhandra, an 8th-level paladin, gains a level
as a hospitaler, she gains new spells as if she had risen
to 9th level as a paladin, but uses the other hospitaler
aspects of level progression such as attack bonus and
save bonuses. If she next gains a level of paladin,
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making her a 9th-level paladin/1st-level hospitaler, she
gains spells as if she had risen to 10th level as a paladin.

Lay on Hands (Sp): A hospitaler can heal wounds by
touch, as the paladin ability. Any paladin levels add to
the hospitaler's level for this purpose.

Remove Disease (Sp): A hospitaler can use remove
disease as the paladin ability. Any paladin levels add to
the hospitaler's level for this purpose.

Bonus Feats: At the indicated levels, a hospitaler
may take a bonus feat. These feats are drawn from the
following list: Ambidexterity, Blind-Fight, Combat
Reflexes, Dodge (Mobility, Spring Attack), Exotic
Weapon Proficiency, Expertise (Improved Disarm,
Improved Trip, Whirlwind Attack), Improved Critical*,
Improved Initiative, Improved Unarmed Strike
(Deflect Arrows, Stunning Fist), Mounted Combat
(Mounted Archery, Trample, Ride-By Attack, Spirited
Charge), Point Blank Shot (Far Shot, Precise Shot,
Rapid Shot, Shot on the Run), Power Attack (Cleave,

Improved Bull Rush, Sunder, Great Cleave), Quick
Draw, Two-Weapon Fighting (Improved Two-Weapon
Fighting), Weapon Finesse*, Weapon Focus*.

Feats dependent on other feats are listed parentheti-
cally after the prerequisite feat. The hospitaler can
select feats marked with an asterisk (*) more than
once, but for a different weapon each time. The hospi-
taler must still meet all prerequisites for a feat, includ-
ing ability score and base attack bonus minimums.

Important: These feats are in addition to the feat that
a character of any class gets every three levels. The
hospitaler is not limited to the list given here when
choosing those feats.

Code of Conduct: Hospitalers take an oath of
poverty, obedience, and defense of those in their
care. This does not mean that hospitalers live mean,
penny-pinching lives. They share their wealth
among themselves and give any excess to their order.
Obedience is not related to character or social rank,

TABLE 3-7: THE HOSPITALER
Class
Level

1st
2nd
3rd
4th
5th
6th
7th
8th
9th

10th

Base Attack
Bonus

+1
+2
+3
+4
+5
+6
+7
+8
+9
+10

Fort.
Save
+2
+3
+3
+4
+4
+5
+5
+6
+6
+7

Ref.
Save
+0
+0
+1
+1
+1
+2
+2
+2
+3
+3

Will
Save
+0
+0
+1
+1
+1
+2
+2
+2
+3
+3

Special
Lay on hands

Turn undead, remove disease, bonus feat

Bonus feat

Bonus feat

Bonus feat

Spells per Day
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
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but rather to position assigned within the order, and
often changes with the situation. Regardless of their
relative ranks, all hospitalers defer to the head of a
facility while on the grounds. Hospitalers must be
willing to lay down their lives to protect the pilgrims
or hospitaler facilities under their care, but should
not do so recklessly.

Multiclass Note: A paladin who becomes a hospi-
taler may continue advancing as a paladin.

Ex-Hospitalers
A hospitaler who becomes chaotic, who willfully
commits an evil act, or who grossly violates the hospi-
taler code of conduct loses all class features and spells
and may not progress in levels as a hospitaler. She
regains her abilities if she atones for her violations
(see the atonement spell description, page 176 of the
Player's Handbook).

A hospitaler may be a multiclass character, but faces
a special restriction. A hospitaler who gains a new
class or, if already a multiclass character, gains a level in
a class other than paladin may never again raise her
hospitaler level, though she retains all her hospitaler
abilities. The path of the hospitaler, like that of the
paladin, requires a constant heart. Once you have
turned off the path, you may never return.

HUNTER OF THE DEAD
The hunter of the dead is the hated enemy of all
undead. She spends each restless night tracking undead
to their lairs and cleansing the land of their foul
presence forever.

The hunter of the dead possesses many tools with
which to fight against such creatures. Her skills
with arms are the match of any fighter, but, to aid
her in the hunt, she also possesses spells and special
abilities that draw upon her connection with posi-
tive energy. Most hunters of the dead are clerics or
paladins. Fighters, rangers, monks, druids, and
barbarians also make excellent hunters of the dead,
while rogues and bards add their subterfuge skills to
create a foe that the undead never see coming.
Sorcerers and wizards—especially those with a few

levels as a cleric or a paladin—have many advantages
when fighting undead, so they should never be
discounted as potential hunters of the dead.

As NPCs, hunters of the dead are quiet loners,
driven to think of little but their cause. They usually
have some traumatic tale of what brought them to hate
the undead, but few are willing to share it with those
they meet as they wander from town to town. In places
where spirits are particularly restless and the dead
walk in numbers, hunters of the dead gather in secre-
tive orders such as the House of Death to pool their
strength and attack their foes together.

Hit Die: d8.

Requirements
To qualify to become a hunter of the dead, a character
must fulfill all the following criteria.

Alignment: Any nonevil.
Base Attack Bonus: +5.
Knowledge (undead): 5 ranks.
Special: Ability to turn undead.
Scar of Unlife: The character must have lost one level

or had an ability score point permanently drained by
an undead creature. This is the scar of unlife that all
hunters of the dead carry.

Class Skills
The hunter of the dead's class skills (and the key ability
for each skill) are Concentration (Con), Heal (Wis),
Knowledge (religion) (Int), Knowledge (undead) (Int),
Profession (Wis), Ride (Dex), and Search (Int). See Chap-
ter 4: Skills in the Player's Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Features
All of the following are class features of the hunter of
the dead prestige class.

Weapon and Armor Proficiency: Hunters of the
dead are proficient with all simple and martial weap-
ons, with all types of armor, and with shields.

Spells per Day: A hunter of the dead has the abil-
ity to cast a small number of divine spells. To cast a
spell, the hunter of the dead must have a Wisdom
score of at least 10 + the spell's level, so a hunter of the

TABLE 3-8: THE HUNTER OF THE DEAD
Class
Level

1st
2nd
3rd
4th
5th
6th
7th
8th
9th

10th

Base
Attack Bonus

+1
+2
+3
+4
+5
+6
+7
+8
+9
+10

Fort
Save
+2
+3
+3
+4
+4
+5
+5
+6
+6
+7

Ref
Save
+0
+0
+1
+1
+1
+2
+2
+2
+3
+3

Will
Save
+0
+0
+1
+1
+1
+2
+2
+2
+3
+3

Spells per Day
Special
Detect undead
Smite undead
Spurn death's touch

True death
Extra turning

Positive energy burst

Sealed life

1st
0
1
1
1
1
1
2
2
2
2

2nd
—
—
0
1
1
1
1
1
2
2

3rd
—
—
—
—
0
1
1
1
1
2

4th
—
—
—
—
—
—
0
1
1
1
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dead with a Wisdom of 10 or lower cannot cast spells.
Hunter of the dead bonus spells are based on
Wisdom, and saving throws against these spells have
a DC of 10 + spell level + Wisdom modifier. When the
hunter of the dead gets "—" spells of a given level,
the character cannot cast any spells of that level.
When the hunter of the dead gets 0 spells of a given
level, such as 0 1st-level spells at 1st level, the hunter
of the dead gets only bonus spells. A hunter of the
dead without a bonus spell for that level cannot yet
cast a spell of that level. The hunter of the dead's
spell list appears below; she has access to any spell
on the list and can freely choose which to prepare. A
hunter of the dead prepares and casts spells just as a
cleric does (though the hunter of the dead cannot
lose a spell to cast a cure spell in its place).

Detect Undead (Sp): At will, the hunter of the dead
can detect undead as a spell-like ability. This ability
duplicates the effect of the spell detect undead.

Smite Undead (Su): Once per day, a hunter of the
dead of 2nd level or higher can attempt to smite
undead with one normal melee attack. She adds her
Wisdom modifier (if positive) to her attack roll and
inflicts 1 extra point of damage per level; for example,
an 8th-level hunter of the dead armed with a long-
sword would inflict 1d8+8 points of damage, plus any
additional bonuses for high Strength and magical
effects that normally apply If the hunter of the dead
accidentally smites a creature that is not undead, the
smite has no effect but it is still used up for that day.
Note: A paladin/hunter of the dead can both smite evil
and smite undead in the same day, potentially against
the same target (if it's an evil undead).

Spurn Death's Touch (Ex): A 3rd-level hunter of
the dead applies her Wisdom modifier (if positive) as
an additional bonus on all saving throws against effects
and spells used by undead. Will saves thus add double
the normal Wisdom modifier.

True Death (Su): Undead slain by a hunter of the
dead, either by melee attacks or spells, can never rise
again as undead. They are forever destroyed.

Extra Turning: At 6th level, a hunter of the dead
receives Extra Turning as a bonus feat. This feat allows
the hunter to turn undead four more times per day
than normal.

Positive Energy Burst (Su): In lieu of two normal
turning attempts, a hunter of the dead of at least 8th
level can create a positive energy burst that deals 1d6
points of damage to all undead creatures within 100
feet of the character for every class level of hunter of
the dead the character has attained. Undead are
allowed a Reflex save (DC 10 + the class level of the
hunter) for half damage.

Sealed Life (Su): Upon reaching 10th level, a hunter
of the dead cannot lose levels due to energy draining
effects (although death still results in level loss, as do
other level- or experience-draining penalties).

Hunter of the Dead Spell List
Hunters of the dead choose their spells from the
following list:

1st—magic weapon, cure light wounds, invisibility to
undead, remove fear.

2nd—cure moderate wounds, continual flame, dark-
vision, bull's strength.

3rd—cure serious wounds, protection from elements, sear-
ing light, halt undead.

4th—cure critical wounds, death ward, freedom of
movement.

KNIGHT OF THE CHALICE
A knight of the Chalice is a member of an elite
knightly organization devoted to fighting demons.
Motivated by a pious hatred of these creatures that
embody the principles of chaos and evil, knights of the
Chalice learn tactics and gain special abilities to help
them in their crusade.

A character who qualifies for entrance into the
order of the Chalice is typically a paladin/ranger or a
cleric/ranger. Characters with minimal levels as a
ranger/cleric or ranger/paladin can qualify even if
they have more levels in other classes—rogue, fighter,
and even wizard or sorcerer. Wizards and sorcerers are
rarely drawn to the order's crusade, and cannot qualify
as knights until very high levels. Few monks or bards
have enough dedication to exterminating demons to
take up this class.

Knights of the Chalice are often lone crusaders,
maintaining only loose connections to their order.
NPC knights sometimes gather adventuring bands
around themselves for combat support. A knight of the
Chalice could become a temporary ally of a player
character party while the party is engaged in a
campaign against a demon.

Hit Die: d12.

Requirements
To qualify to become a knight of the Chalice, a charac-
ter must fulfill all the following criteria.

Alignment: Lawful good.
Base Attack Bonus: +8.
Knowledge (religion): 10 ranks.
Knowledge (the planes): 5 ranks.
Spells: Ability to cast divine spells, including protec-

tion from evil.
Equipment: Magic (+1 or better) full plate armor.
Special: Has demons as a favored enemy, and has

defeated a demon or driven it back to its home plane.

Class Skills
The knight of the Chalice's class skills (and the key
ability for each skill) are Concentration (Con), Craft
(Int), Diplomacy (Cha), Intimidate (Cha), Knowl-
edge (religion) (Int), Knowledge (the planes) (Int),
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Profession (Wis), and Sense Motive (Wis). See Chapter
4: Skills in the Player's Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Features
All of the following are class features of the knight of
the Chalice prestige class.

Weapon and Armor Proficiency: Knights of the
Chalice are proficient with all simple and martial
weapons, with all types of armor, and with shields.

Demonslaying: Knights of the Chalice gain a
number of special benefits in combat with demons.
A 1st-level knight of the Chalice gets a +1 compe-
tence bonus on attack rolls against demons. On a
successful attack, he deals an additional ld6 points of
damage due to his expertise in combating these crea-
tures. These bonuses increase as the knight advances
in level, as shown on Table 3-9.

A 1st-level knight of the Chalice's +1 competence
bonus also applies to Intimidate, Listen, Sense Motive,
and Spot checks when he uses these skills against
demons. He gets the same bonus on Will saving
throws against attacks from demons, and to opposed
ability checks he makes against demons.

These bonuses all stack with the knight's favored
enemy bonus.

Censure Demons (Su): Knights of the Chalice can
censure demons, much as clerics turn undead. Rather
than channeling positive energy, the knight of the
Chalice channels energy from the celestial planes of
lawful good.

Like a cleric, the knight makes a Charisma check
and consults Table 8-16, page 140 of the Player's
Handbook. Instead of using his class level, however,
he uses his character level to determine the most
powerful demon he can censure. He then rolls 2d6 +
his knight of the Chalice level + his Charisma modi-
fier for censuring damage. Using both his character
level and his knight of the Chalice class level in this
manner means that he is more likely to affect a
single powerful demon, but unlikely to turn more
than one of them.

A censured demon is stunned by the knight's holy

power. Stunned creatures lose their Dexterity bonus to
AC (if any) and can take no actions. Foes gain a +2
circumstance bonus to hit stunned creatures. If a
knight of the Chalice attacks a censured demon, the
demon can act normally on its next turn.

If the knight of the Chalice's character level is at least
twice the demons' Hit Dice, he banishes the demons
back to their home plane. Like a cleric, a knight of the
Chalice can make a number of censuring attempts per
day equal to 3 + his Charisma modifier. These attempts
are separate from any attempts to turn undead.

Spells per Day: A knight of the Chalice has the abil-
ity to cast a small number of divine spells. To cast a
spell, the knight must have a Wisdom score of at least
10 + the spell's level, so a knight with a Wisdom of 10
or lower cannot cast these spells. Knight of the Chalice
bonus spells are based on Wisdom, and saving throws
against these spells have a DC of 10 + spell level + the
knight's Wisdom modifier. When the knight gets 0
spells of a given level, such as 0 1st-level spells at 1st
level, he gets only bonus spells. (A knight without a
bonus spell for that level cannot yet cast a spell of that
level.) The knight of the Chalice's spell list appears
below. A knight has access to any spell on the list and
can freely choose which to prepare, just like a cleric. A
knight of the Chalice prepares and casts spells just as
a cleric does (though the cannot spontaneously cast
cure or inflict spells).

Spell Focus and Spell Penetration Feats: Knights
of the Chalice automatically gain the benefits of the
Spell Focus and Spell Penetration feats when casting a
targeted spell against a demon. The saving throw DC
for such spells is increased by +2, and the knight gets a
+2 bonus on caster level checks to beat the demon's
spell resistance.

Courage of Heaven (Su): A knight of the Chalice of
2nd level or higher is immune to fear effects cast or
created by demons. Allies within 10 feet of the knight
of the Chalice gain a +4 morale bonus on saving throws
against these effects as well.

Heavenly Devotion (Su): At 5th level and above, a
knight of the Chalice is immune to enchantment
spells and effects cast or created by demons, including
charms and suggestions. Allies within 10 feet of the

TABLE 3-9: THE KNIGHT OF THE CHALICE
Class
Level

1st

2nd
3rd
4th
5th
6th
7th
8th
9th

10th

Base
Attack Bonus

+1

+2
+3
+4
+5
+6
+7
+8
+9
+10

Fort
Save
+2

+3
+3
+4
+4
+5
+5
+6
+6
+7

Ref
Save
+0

+0
+1
+1
+1
+2
+2
+2
+3
+3

Will
Save
+2

+3
+3
+4
+4
+5
+5
+6
+6
+7

Spells per Day
Special
Demonslaying +1/1d6,
censure demons
Courage of heaven
Demonslaying +2/+2d6

Heavenly devotion
Demonslaying +3/+3d6

Consecrated aura
Demonslaying +4/+4d6
Holy aura

1st
0

1
1
1
1
1
2
2
2
2

2nd
—

—
0
1
1
1
1
1
2
2

3rd
—

—
—
—
0
1
1
1
1
2

4th
—

—
—
—
—
—
0
1
1
1
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knight of the Chalice gain a +4 morale bonus on saving
throws against these effects as well.

Consecrated Aura (Su): At 8th level and above, a
knight of the Chalice exudes a permanent consecrate
effect to a radius of 20 feet. If the knight is within the
area of a desecrate spell, both effects are negated until
the knight leaves the area or the desecrate spell expires.
If the desecrate spell is enhanced by an altar or other
permanent fixture dedicated to an evil deity, the
knight's consecrate effect negates the enhancement
while the knight remains in the area: Turning penalties
are reduced to -3 and undead gain only a +1 profane
bonus on their rolls.

Holy Aura (Su): At 10th level, a knight of the
Chalice gains the ability to create a holy aura around
himself (only) when he is engaged in combat with
one or more demons. The aura's effect is as the spell
cast by a 10th-level cleric, but it wards the knight
against the attacks, spells, and mental influence of
demons only, and only demons can be blinded if
they strike the knight.

Knight of the Chalice Spell List
Knights of the Chalice choose their spells from the
following list:

1st—bless water, bless weapon, detect chaos, detect evil,
divine favor, doom, endure elements, magic weapon, protec-
tion from evil, remove fear, summon monster I.

2nd—aid, bull's strength, consecrate, endurance, resist
elements, sound burst, spiritual weapon, summon monster II,
undetectable alignment, zeal†.

3rd—dispel magic, invisibility purge, magic circle against
evil, magic vestment, prayer, protection from elements, sear-
ing light, shout, summon monster III.

4th—dimensional anchor, discern lies, dismissal, dispel
evil, holy smite, greater magic weapon, lesser aspect of the
deity†, lesser planar ally, weapon of the deity†.
†New spell described in Chapter 4 of this book.

KNIGHT OF THE
MIDDLE CIRCLE

These knights are members of the Stargazers organi-
zation (see Chapter 2 of this book). Once ordained,
knights of the Middle Circle accept strict demands
for their allegiance and obedience and undertake
many important duties. They provide security for
Stargazer chapterhouses and may be called upon for
similar service for allies of the Stargazers. Since the
Stargazers welcome members of any class to their
ranks, the knights of the Middle Circle often deliver
membership invitations to honorable, good adven-
turers or expert astronomers who have served the
Outer Circle for several years. The knights often offer
missions and quests to Outer Circle adventurers, and
occasionally lead such adventures. If a mission is too
important for those not sworn to the Stargazers to

know of, knights of the Middle Circle may be
assigned to work on it secretly under the cover of
some more obvious activity.

Knights of the Middle Circle receive messages and
instructions from the Inner Circle via secret communi-
cations and carrier pigeons. Thus, they're comfortable
working either with animals or with messages that
carry hidden meaning. Because of their exposure to
prophecy and various ways of divining the future,
knights of the Middle Circle develop extraordinary
powers of intuition and prediction.

NPC knights of the Middle Circle may deliver invita-
tions to undertake quests. They're generally friendly and
warm, but evasive when questioned closely about their
order. When asked how the Stargazers decided to under-
take a quest, they say that they observe the movements of
the stars in the night sky and interpret those move-
ments. When knights undertake a quest without
members of the Outer Circle, they never discuss it
openly.

Hit Die: d10.

Requirements
To qualify to become a knight of the
Middle Circle, a character must fulfill all
the following criteria.

Alignment: Good, nonchaotic.
Base Attack Bonus: +6.
Handle Animal: 7 ranks.
Gather Information: 4 ranks.
Innuendo: 4 ranks.

Class Skills
The knight of the Middle Circle class skills
(and the key ability for each skill) are
Concentration (Con), Diplomacy (Cha), Handle Animal
(Cha), Heal (Wis), Innuendo (Wis), Knowledge (arcana)
(Int), Profession (Wis), Ride (Dex) and Sense Motive
(Wis). See Chapter 4: Skills in the Player's Handbook for
skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

Class Features
All of the following are class features of the knight of
the Middle Circle prestige class.

Weapon and Armor Proficiency: Knights of the
Middle Circle are proficient with simple and martial
weapons, with all types of armor, and with shields.

Spells per Day: To cast a spell, a knight of the
Middle Circle must have a Wisdom score of at least
10 + the spell's level, so a knight with a Wisdom score
of 10 or lower cannot cast spells. Knight bonus spells
are based on Wisdom, and saving throws against
these spells have a Difficulty Class of 10 + spell level
+ Wisdom modifier. When the knight gets 0 spells of a
given level, such as 0 1st-level spells at 1st level, the

The Inner Circle
Those who wish to advance to
the Inner Circle must have at
least one level as a paladin and
must be able to gain more
(they must be lawful good,
have atoned for any violations,
and must not have added levels
of a class that forbids further
advancement as a paladin).
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TABLE 3-10: KNIGHT OF THE MIDDLE CIRCLE
Class
Level

1st
2nd
3rd
4th
5th
6th
7th
8th
9th

10th

Base
Attack Bonus

+1
+2
+3
+4
+5
+6
+7
+8
+9
+10

Fort
Save
+0
+0
+1
+1
+1
+2
+2
+2
+3

+3

Ref
Save
+0
+0
+1
+1
+1
+2
+2
+2
+3
+3

Will
Save
+2
+3
+3
+4
+4
+5
+5
+6
+6
+7

Special
Combat sense +2, Blind-fight
Tongues
True strike 1/day

Combat sense +4
True strike 2/day

True strike 3 /day
Combat sense +6

Spells per
1st 2nd
0
0
1
1
1
1
1
1
1
1

—
—
—
—
0
0
1
1
1
1

Day
3rd
—
—
—
—
—
—
—
0
1
1

The Stargazers
The Stargazers charge minimal
dues of all Middle and Inner
Circle members, but primarily
funds itself through private
donations made by wealthy
knights in addition to their
dues. In return, the Stargazers
provide housing, food, training,
and assistance (for instance,
they might help a paladin dis-
cover where to find a special
mounts). The Stargazers some-
times provide special equip-
ment of magic items for truly
important quests.

knight gets only bonus spells. A paladin without a
bonus spell for that level cannot yet cast a spell of the
level. A knight has access to any spell on the list below
and can freely choose which to prepare, just as a cleric
can. A knight of the Middle Circle prepares and casts
spells just as a cleric does (though the knight cannot
use spontaneous casting to substitute a cure spell in
place of a prepared spell).

A knight of the Middle Circle's caster level is one-
half his knight class level.

Blind-Fight: A knight of the Middle Circle gains
this bonus feat at 1st level.

Combat Sense (Ex): A knight of the
Middle Circle may designate a single oppo-
nent in combat. Against that opponent, the
knight gains a +2 insight bonus to AC and
a +2 insight bonus on attacks. At 5th level,
these bonuses increase to +4. At 10th level,
the bonuses increase to +6.

Tongues (Sp): A knight of the Middle
Circle must be able to communicate with
those he meets, acting as the eyes and ears
of the Stargazers. Beginning at 2nd level,
he can invoke tongues (as the spell) a
number of times per day equal to his
knight class level plus his Charisma bonus.

True Strike (Sp): At 3rd level, a knight of
the Middle Circle can use true strike (as
the spell) once per day. He can use this
ability once more per three levels
advanced (twice per day at 6th level, and
three times per day at 9th level).

Multiclass Note: A paladin who becomes a
knight of the Middle Circle may continue advancing
as a paladin.

Knight of the Middle Circle Spell List
Knights of the Middle Circle choose their spells from
the following list:

1st—bless, bless weapon, cure light wounds, detect poison,
detect undead, divine favor, magic weapon, protection from
evil, read magic.

2nd—augury, shield other, undetectable alignment.

3rd—cure moderate wounds, discern lies, dispel magic,
greater magic weapon, prayer.

MASTER OF SHROUDS
The master of shrouds is an evil spellcaster who magi-
cally seizes incorporeal undead and sets them to do her
bidding. The wrathful undead spread fear and death as
they vent their anger at being disturbed.

While a master of shrouds has some divine spells,
her primary tool is the ability to summon incorporeal
undead creatures to serve her. Paladins never become
masters of shrouds, though ex-paladins may do so if
they turn far enough from their lawful good roots. Evil
clerics most often become masters of shrouds. Druids
and rangers may also join the ranks of this prestige
class provided they acquire enough levels and have the
proper attitude.

NPC masters of shrouds generally operate in secret,
pursuing their evil plans most often under cover of dark-
ness. They may work individually or in groups, depend-
ing on their alignment. They rarely stay in one place for
long, and rarely work in groups larger than four, to avoid
attracting too much attention from paladins and good
clerics, not to mention hunters of the dead.

Hit Die: d8.

Requirements
To qualify to become a master of shrouds, a character
must fulfill all the following criteria.

Alignment: Any nongood.
Base Save Bonus: Will +5.
Concentration: 10 ranks.
Spellcraft: 10 ranks.
Spells: Ability to cast divine spells, and access to at

least one of these domains: Death, Evil, Protection. A
character who can cast at least one spell from a domain
counts as having access for this purpose.

Special: Ability to channel negative energy.

Class Skills
The master of shrouds class skills (and the key ability
for each skill) are Concentration (Con), Craft (Int),
Diplomacy (Cha), Knowledge (arcana) (Int), Knowledge
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TABLE 3-11: THE MASTER OF SHROUDS
Class
Level

1st
2nd
3rd
4th
5th
6th
7th
8th
9th

10th

Base Attack
Bonus

+1
+2
+3
+4
+5
+6
+7
+8
+9
+10

Fort.
Save
+0
+0
+1
+1
+1
+2
+2
+2
+3
+3

Ref.
Save
+0
+0
+1
+1
+1
+2
+2
+2
+3
+3

Will
Save
+2
+3
+3
+4
+4
+5
+5
+6
+6
+7

Special

Summon undead I

Summon undead II

Summon undead III

Summon undead IV

(religion) (Int), Profession (Wis), Scry (Int, exclusive
skill), and Spellcraft (Int). See Chapter 4: Skills in the
Player's Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Features
All of the following are class features of the master of
shrouds prestige class.

Weapon and Armor Proficiency: Masters of
shrouds are proficient with all simple weapons, with
all types of armor, and with shields.

Spells: A master of shrouds casts spells as a cleric
(see Table 3-6: The Cleric, page 30 of the Player's Hand-
book) and has full access to the general cleric spell list.
Master of shrouds levels are added to cleric levels to
determine spells per day and spell effects. In addition,
a master of shrouds gains access to the domains of
Death, Evil, and Protection.

Spells per Day: A master of shrouds continues
advancing in divine spellcasting ability as well as learn-
ing the skills of the masters of shrouds. Thus, when a
new master of shrouds level is gained, the character
gains new divine spells per day as if she had gained
a level in the cleric class. She does not, however,
gain any other benefit a character of that class
would have gained (improved chance of controlling
or rebuking undead, wild shape ability, and so on).
This means that she adds the level of master
of shrouds to the level of another divine
spellcasting class the character has, then determines
spells per day accordingly.

Extra Turning Feat: A master of shrouds gains
Extra Turning as a bonus feat. This adds four to
the number of turning attempts she can make in
a day.
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Summoning Undead
Once a master of shrouds sum-
mons undead creatures, only
three outcomes are possible.
The undead may be slain or
driven off in combat. The
undead may depart when the
spell duration ends. The
undead attack the master of
shrouds when their no other
enemies remain to be dealt
with. In the last case, the mas-
ter of shrouds must rely on
other powers or allies to save
her from the wrath of the sum-
moned undead.

Summon Undead I (Sp): This spell-like
ability works like the summon monster I
spell, with the following exceptions: A
master of shrouds may summon any combi-
nation of shadows and allips totaling no
more than two creatures. At the instant the
ability is used, the master of shrouds may
set a shorter duration than the usual 1
round per master level. A master who can
communicate with the summoned undead
can direct them as per the summon monster
spell. If the summoned creatures remain
after the last enemy is gone, they will attack
the master of shrouds unless she succeeds
at a turning check for each creature every
round until they disappear. The summon
undead I ability can be used a number of
times each day equal to three plus the
master of shrouds' Charisma bonus (mini-
mum once).

Summon Undead II (Sp): As summon undead I, but
the master of shrouds may summon two wraiths, or any
combination of shadows and allips totaling no more
than four creatures.

Summon Undead III (Sp): As summon undead I, but
the master of shrouds may summon two spectres, or
any combination of wraiths, shadows, and allips total-
ing no more than four creatures.

Summon Undead IV (Sp): As summon undead I, but
the master of shrouds may summon any combination
of spectres, wraiths, shadows, and allips totaling no
more than eight creatures.

Master of Shrouds Spell List
Masters of shrouds choose their divine spells from the
following list:

1st—disrupt undead, chill touch, ray of enfeeblement.
2nd—ghoul touch, scare, spectral hand.
3rd—contagion, gentle repose, halt undead, vampiric touch.
4th—enervation, fear.
5th—magic jar.
Access to these spells does not increase the number

of spells a master of shrouds can cast each day.

SACRED EXORCIST
Through elaborate rites that may include dancing,
drumming, beating a possessed person on the soles of
the feet, liberal use of holy water, or many other
means, sacred exorcists hope to drive away the spiri-
tual forces of evil, preventing them from causing
harm to the bodies and souls of humanity. Sacred
exorcists are serious about their work and very
devoted to their religion. Not all of them are dour and
grim, but most are. Their determination to combat
the forces of evil in the world—along with their
special ability to do so—more than makes up for
their lack of humor.

Most sacred exorcists are clerics or paladins who are
specifically trained by their church for the work they
are called to do. Most churches select only those who
have shown a clear dedication to the work of opposing
evil outsiders, as well as exemplary faith and devotion.
Occasionally, a wizard qualifies to fill this role in a
church that is tolerant toward arcane magic, but
members of other classes rarely become sacred exorcists.

NPC sacred exorcists are usually loners who travel
from city to city in the service of their church. As
highly specialized professionals, their services are
frequently in demand, though few cities would have
need for a full-time sacred exorcist.

Hit Die: d8.

Requirements
To qualify to become a sacred exorcist, a character
must fulfill all the following criteria.

Alignment: Any good.
Knowledge (the planes): 7 ranks.
Knowledge (religion): 10 ranks.
Spells: Ability to cast dismissal or dispel evil
Special: Adopting this prestige class requires the

sanction of a church or order that ordains sacred exor-
cists. Only characters judged by their church to be
exemplary in faith and devotion, strong of will and
upright in morality, are made sacred exorcists.

Class Skills
The sacred exorcist's class skills (and the key ability for
each skill) are Concentration (Con), Craft (Int), Heal

TABLE 3-12: THE SACRED EXORCIST
Class
Level

1st

2nd
3rd
4th
5th
6th
7th
8th
9th

10th

Base
Attack Bonus

+0

+1
+2
+3
+3
+4
+5
+6
+6
+7

Fort
Save
+0

+0
+1
+1
+1
+2
+2
+2
+3
+3

Ref
Save

0

0
+1
+1
+1
+2
+2
+2
+3
+3

Will
Save
+2

+3
+3
+4
+4
+5
+5
+6
+6
+7

Special
Prestige domain: Exorcism,
chosen foe +1, turn undead
Resist possession, detect evil
Extra Turning
Dispel evil 1/week, chosen foe +2
Consecrated presence
Extra Turning
Dispel evil 2/week
Chosen foe +3
Extra Turning
Dispel evil 3/week

Spells per Day
+1 level of existing class

+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
+1 level of existing class
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(Wis), Intimidate (Cha), Knowledge (arcana) (Int),
Knowledge (the planes) (Int), Knowledge (religion)
(Int), Profession (Wis), Scry (Int, exclusive skill), and
Spellcraft (Int). See Chapter 4: Skills in the Player's
Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Features
All of the following are class features of the sacred
exorcist prestige class.

Weapon and Armor Proficiency:
Sacred exorcists are proficient with all
simple weapons. They are not proficient
with any type of armor or with shields,
but usually carry these proficiencies
from their previous class.

Spells per Day: A sacred exorcist
advances in spellcasting ability as
well as learning the skills of exor-
cism. Thus, when a new sacred exor-
cist level is gained, the character
gains new spells per day as if she
had also gained a level in what-
ever spellcasting class she
belonged to before she added the
prestige class. She does not,
however, gain any other benefit
a character of that class would
have gained (improved
chance of controlling or
rebuking undead, more
frequent remove disease,
and so on). This means
that she adds the level
of sacred exorcist to
the level of another
spellcasting class the
character has, then deter-
mines spells per day accordingly.

For example, if Delliva, an 8th-
level cleric, gains a level as a
sacred exorcist, she gains new
spells as if she had risen to 9th
level as a cleric, but uses the
other sacred exorcist aspects
of level progression such as base attack bonus and save
bonuses. If she next gains a level as a cleric, making her
a 9th-level cleric/1st-level sacred exorcist, she gains
spells as if she had risen to 10th level as a cleric.

If a character had more than one divine spellcasting
class before she became a sacred exorcist, the player
must decide which class to assign each level of sacred
exorcist for the purpose of determining spells per day.

Prestige Domain: Upon adopting the sacred
exorcist class, the character gains access to the Exor-
cism domain (see Chapter 4: Divine Magic), includ-

ing its granted power (the ability to force possessing
spirits out of the bodies they inhabit). The Exorcism
domain spells can be chosen as daily domain spells.

Chosen Foe (Ex): A sacred exorcist designates either
undead or outsiders as her chosen foe. Extensive study
and special training in the proper techniques for combat-
ing this foe gives the sacred exorcist a +1 competence
bonus on Bluff, Intimidate, Listen, Sense Motive, and
Spot skill checks and caster level checks to overcome any
spell resistance of the chosen foe. At 4th level the bonus
increases to +2, and at 8th level it increases to +3.

Turn Undead (Su): Sacred exorcists can turn un-
dead as clerics do. A sacred

exorcist who also has le-
vels as a cleric or paladin

adds her sacred exorcist
level to her cleric level (or

her paladin level -2) to
determine her effective
level with respect to

turning attempts.
Resist Possession (Ex):

Sacred exorcists of at least 2nd level
receive a +4 sacred bonus on
their saving throws against
magic jar spells or similar
abilities (including a ghost's
malevolence ability), and

a +2 sacred bonus on
dispel checks made to
dispel such effects.

They also get a +2
sacred bonus on their
saving throws against
all charm and compul-
sion spells and effects
cast by evil outsiders

or undead.
Detect Evil (Sp): At

will, a sacred exorcist of
at least 2nd level can
detect evil as a spell-
like ability. This abil-
ity duplicates the
effects of the spell
detect evil.

Extra Turning: At 3rd, 6th, and 9th level, a sacred
exorcist gains Extra Turning as a bonus feat. Each time
a sacred exorcist gains this feat, she adds four to the
number of turning attempts she can make in a day.

Dispel Evil (Sp): At 4th level, the sacred exorcist gains
the ability to use dispel evil as a spell-like ability once per
week. At 7th level, she can use this ability twice per
week. At 10th level, she can use it three times per week.

Consecrated Presence (Su): At 5th level and higher,
a sacred exorcist is surrounded by an aura of positive
energy that extends 20 feet from her presence. This aura
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duplicates the effects of a consecrate spell, but it moves
with the sacred exorcist. If the sacred exorcist enters an
area affected by a desecrate spell, both effects are negated
while the sacred exorcist remains in the area. If the
sacred exorcist is the target of a desecrate spell, her aura is
suppressed for the duration of the desecrate spell.

SACRED FIST
Sacred fists are independent organizations found
within many temples. Their ascetic members have
turned their divine magic inward, bringing their
bodies and wills into harmony.

Sacred fists have forsworn the use of weapons and
heavy armor. They consider their bodies and minds gifts
from their deity, and they believe that not developing
those gifts to their fullest potential is a sin. Spellcasting
does not dishonor them nor their deity. Sacred fists
are strong in faith, will, and body. Clerics are excellent
candidates for sacred fists orders. Paladins may also
choose to join them, but are seldom comfortable surren-
dering the trappings of their calling. Fighters, rogues,
bards, and even ex-monks may make good candidates,
provided they have enough levels in a class that grants
divine spells. Druids often find the class's combat skills
useful, as do sorcerers and wizards who have some levels
as a cleric or other source of divine spells.

NPC sacred fists are as varied as their faiths. In
general, they travel the land individually, lending their
skills to those who need protection or assistance.
While a sacred fist from a temple of Pelor might
humbly assist almost anyone who asked, one from
Erythnul's faith might help only when it gains him
something. Sacred fists from the temple of Kord tend
to be genial brawlers, humble in victory and gracious
in defeat. All sacred fists seek challenges that allow
them to further develop their fighting skills.

Hit Die: d8.

Requirements
To qualify to become a sacred fist, a character must
fulfill all the following criteria.

Base Attack Bonus: +4.
Feats: Alertness, Combat Reflexes, Improved

Unarmed Strike.
Spells: Ability to cast divine spells.

Class Skills
The sacred fist class skills (and the key ability for each
skill) are Balance (Dex), Concentration (Con), Escape
Artist (Dex), Heal (Wis), Jump (Str), Profession (Wis),
and Tumble (Dex). See Chapter 4: Skills in the Player's
Handbook for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

Class Features
All of the following are class features of the sacred fist
prestige class.

Weapon and Armor Proficiency: Sacred fists
surrender the use of weapons and shields. They may
use only light armor without breaking their reli-
gious discipline.

Code of Conduct: A member of a sacred fist
order refuses to use any weapon. A sacred fist who
knowingly carries or uses a weapon loses all class
spells and features and advances no farther as a
sacred fist until he atones for his action (see the
atonement spell description, page 176 of the Players
Handbook).

Spells per Day: A sacred fist has the ability to
cast a small number of divine spells. To cast a spell,
the sacred fist must have a Wisdom score of at least
10 + the spell's level, so a sacred fist with a Wisdom
of 10 or lower cannot cast spells. Sacred fist bonus
spells are based on Wisdom, and saving throws
against these spells have a DC of 10 + spell level +
Wisdom modifier. When the sacred fist gets "—"
spells for a given level, the character cannot cast
any spells of that level. When the sacred fist gets 0
spells of a given level, such as 0 1st-level spells at 1st
level, the sacred fist gets only bonus spells. A sacred
fist without a bonus spell for that level cannot yet
cast a spell of that level. The sacred fist's spell list
appears below; he has access to any spell on the list
and can freely choose which to prepare. A sacred
fist prepares and casts spells just as a cleric does
(though he cannot lose a spell to cast a cure spell in
its place).

Free Domain: Upon adopting the sacred fist class,
the character chooses one domain from his deity's list.

Unarmed Fighting (Ex): A sacred fist is highly
trained in fighting unarmed, giving him considerable
advantages when doing so. A sacred fist's attacks may
be with either fist interchangeably or even with
elbows, knees, and feet. There is no such thing as an
off-hand attack for a sacred fist striking unarmed. He
may choose to deal either subdual or normal damage
with his attack. He deals more damage than normal, as
summarized on the table below.

Size of Sacred Fist
Level

1st
5th
8th

10th

Small
1d4
1d6
1d8

1d10

Medium-size or larger
1d6
1d8

1d10
1d12

Flurry Attack (Ex): The sacred fist may strike with
a flurry of blows at the expense of accuracy. When
doing so, he may make one extra attack in a round at
his highest base attack, but this attack and each other
attack made that round suffer a -2 penalty apiece. This
penalty applies for 1 round, so it affects attacks of
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opportunity the sacred fist might make before his next
action. The sacred fist must use the full attack action
(see page 124 of the Player's Handbook) to strike with a
flurry of blows.

Puissant Fists (Su): A sacred fist ignores some
damage resistance. At 1st level, treat his strikes as +1
weapons for the purposes of damage resistance.
Starting at 3rd level, treat his strikes as +2 weapons
for that purpose. Starting at 6th level, treat them as
+3 weapons, and at 9th level, treat them as +4 weap-
ons. This ability does not change the sacred fist's
chance to hit or the damage dealt.

Evasion (Ex): A sacred fist can dodge and avoid
even magical and unusual attacks with great agility. If
a sacred fist makes a successful Reflex saving throw
against an attack that normally inflicts half damage on
a successful save (such as a red dragon's fiery breath or
a fireball spell), the sacred fist instead suffers no
damage. Evasion can only be used if the sacred fist is
wearing light armor or no armor.

Combat Casting (Ex): At 2nd level, a sacred fist
gains this feat as a bonus feat.

Uncanny Dodge (Ex): Starting at 3rd level, a sacred
fist gains the ability to react to danger before his senses
would normally allow him to do so. He retains his
Dexterity bonus to AC (if any) regardless of being
caught flat-footed or struck by an invisible attacker. (He
still loses his Dexterity bonus to AC if immobilized.)

At 5th level, the sacred fist can no longer be
flanked, since he can react to opponents on opposite
sides of his as easily as he can react to a single
attacker. This defense denies other characters the
ability to use flank attacks to sneak attack him. The
exception to this defense is that another character at
least four levels higher than the character can flank
him (and thus sneak attack him, if a rogue). Uncanny
dodge can only be used if the sacred fist is wearing
light armor or no armor.

Blindsight (Ex): This ability, gained at 6th level,
grants sensitivity to vibrations, scent, and acute hear-
ing so that the sacred fist maneuvers and fights as well
as a sighted creature. His senses extend in a 30-foot

radius. Invisibility and darkness are irrelevant, though
he still can't discern ethereal beings. Sacred fists do not
need to make Spot or Listen checks to notice creatures
within range.

Sacred Flame (Sp): At 7th level, a sacred fist may use a
standard action to invoke sacred flames around his
hands and feet. Instead of normal damage, a successful
attack with these sacred flames deals damage as
follows: 1d6 + Wisdom modifier if positive + sacred fist
class level. The attack has a maximum possible damage
of 1d6+15 points. At least half the damage is fire
damage, and the rest is sacred energy (and thus not
subject to effects that reduce fire damage).

A sacred flame attack may be combined with a
flurry attack.

No Shadow Blows (Ex): Starting at 8th level, a
sacred fist may add a positive Wisdom modifier to
both attack and damage rolls. Also, for purposes of
countering damage reduction, his unarmed blows
are considered magic weapons with an enhance-
ment bonus equal to his Wisdom bonus, and this
bonus is cumulative with that of puissant fists. The
sacred fist's mind, body, and will are forged into
one instrument.

Inner Armor (Ex): At 10th level, a sacred fist's
inner tranquility protects him from external threats.
He may invoke a +4 concentration bonus to AC, a +4
resistance bonus on all saves, and spell resistance
equal to his class level for a number of rounds equal
to his Wisdom modifier. If his Wisdom modifier is
+0 or negative, he cannot use this ability. He may use
inner armor a number of times per day equal to his
class level.

Sacred Fist Spell List
Sacred fists have access to spells appropriate for their
alignment, provided those spells have a range of touch
or personal. This list excludes spells available only as
domain spells. Such spells would be available to a
sacred fist with access to the domain.

TABLE 3-13: THE SACRED FIST
Class
Level

1st

2nd
3rd

4th
5th

6th
7th
8th
9th

10th

Base
Attack Bonus

+1

+2
+3

+4
+5

+6
+7
+8
+9
+10

Fort
Save
+2

+3
+3

+4
+4

+5
+5
+6
+6
+7

Ref
Save
+2

+3
+3

+4
+4

+5
+5
+6
+6
+7

Will
Save
+0

+0
+1

+1
+1

+2
+2
+2
+3
+3

Spells per Day
Special
Flurry attack, free domain,
puissant fists
Evasion, Combat Casting
Uncanny dodge
(Dex bonus to AC)

Uncanny dodge
(can't be flanked)
Blindsight
Sacred flame
No shadow blows

Inner armor

1st
0

1

1

1
2
2
2
2

2nd
—

—
0

1
1

1
1
1
2
2

3rd
—

—
—

—
0

1
1
1
1
2

4th
—

—
—

—
—

—
0
1
1
1

0

1
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1st—bless water*, burial blessing†, comprehend
language, cure light wounds*, curse water*, divine favor,
endure elements, entropic shield, inflict light wounds*, invis-
ibility to undead, magic stone**, magic weapon**, protection
from chaos/evil/good/law*, sanctuary, shield of faith.

2nd—aid, augury, brambles**†, bull's strength, cure
moderate wounds*, death knell, delay poison, endurance,
gentle repose, inflict moderate wounds*, lesser restoration,
resist elements, speak with animals, undetectable alignment.

3rd—bestow curse*, chain of eyes†, contagion*, contin-
ual flame, cure serious wounds*, curse of the brute†,
daylight, deeper darkness, flame of faith†, glyph of ward-
ing, inflict serious wounds*, invisibility purge, magic
circle against chaos/evil/good/law*, magic vestment,
meld into stone, negative energy protection, obscure object,
protection from elements, remove curse*, remove disease*,
speak with plants, spikes**†, stone shape, water breathing,
water walk.

4th—air walk, beast claws†, cure critical wounds*, death
ward, divination, divine power, freedom of movement, imbue
with spell ability, inflict critical wounds*, neutralize poison*,
poison*, restoration, status, tongues, unfailing endurance†.

*DM decides which of these spells are appropriate for
PC's organization.

**While these spells technically can be cast, a careless
sacred fist might break his discipline, depending on
his subsequent actions.

†New spell described in Chapter 4 of this book.

TEMPLAR
Sworn to the defense of a temple site, the templar is a
holy warrior blessed by her deity with combat prowess
and great endurance. She bears her deity's favored
weapon into battle and fights her deity's enemies with-
out question or hesitation. In addition to defending
the temple itself, a templar may be charged with addi-
tional duties, including a campaign to attack foes on
their own home ground.

Faithful people of all professions can enter the
ranks of the templars; clerics and paladins are espe-
cially likely to do so. Some temples (such as those of
Boccob or Wee Jas) welcome wizards and sorcerers to
become templars, valuing those characters' ability to
use arcane magic combined with the martial training
of the templar. Likewise, Olidammara's temples are
often guarded by rogue/templars, who combine
combat training with sneak attack tactics.
Ranger/templars serve in temples of Ehlonna and
Obad-Hai, while barbarian/templars are not
unknown in temples of Kord or Erythnul. Only
monks, with their own specialized combat training,
are unlikely to adopt the templar class.

NPC templars usually live cloistered in temple
buildings or attached quarters.

Hit Die: d10.

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

Base Attack Bonus: +5.
Knowledge (religion): 8 ranks.
Feats: Endurance, Weapon Focus (with her deity's

favored weapon).

Class Skills
The templar's class skills (and the key ability for each
skill) are Climb (Str), Concentration (Con), Craft (Int),
Heal (Wis), Jump (Str), Knowledge (religion) (Int),
Profession (Wis), and Swim (Str). See Chapter 4: Skills
in the Player's Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Features
All of the following are class features of the templar
prestige class.

Weapon and Armor Proficiency: Templars are
proficient with all simple and martial weapons, with
all types of armor, and with shields.

Mettle (Su): A templar's special blessing allows her
to shrug off magical effects that would otherwise harm
her. If a templar makes a successful Will or Fortitude
saving throw that would normally reduce the spell's
effect, she suffers no effect from the spell at all. Only
those spells with a Saving Throw entry of "Will partial,"
"Fortitude half," or similar entries can be negated
through this ability.

Weapon Specialization: A templar gains the
Weapon Specialization feat with her deity's favored
weapon.

Spells per Day: A templar has the ability to cast a
small number of divine spells. To cast a spell, the
templar must have a Wisdom score of at least 10 +
the spell's level, so a templar with a Wisdom of 10 or
lower cannot cast these spells. Templar bonus spells
are based on Wisdom, and saving throws against
these spells have a DC of 10 + spell level + the
templar's Wisdom modifier. When the templar gets 0
spells of a given level, such as 0 1st-level spells at 1st
level, she gets only bonus spells. (A templar without
a bonus spell for that level cannot yet cast a spell of
that level.) The templar's spell list appears below. A
templar has access to any spell on the list and can
freely choose which to prepare, just like a cleric. A
templar prepares and casts spells just as a cleric does
(though the templar cannot spontaneously cast cure
or inflict spells).

Smite (Su): Once per day, a templar of 2nd level
or higher may make a single melee attack with a +4
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attack bonus and a damage bonus equal to her
templar level (if she hits). The templar must declare
the smite before making the attack. At 7th level, the
templar can smite twice per day.

If the templar has a smite evil or smite ability
(for being a paladin or a cleric with the
Destruction domain) already, she can use
the ability one extra time per day (two
extra times at 7th level). The attack
bonus does not increase, but the
damage bonus is based on the
character's combined level
(templar level plus cleric or
paladin level).

Damage Reduction (Ex):
Starting at 3rd level, tem-
plars have the ability
to shrug off some
amount of injury
from each blow
or attack. Sub-
tract 1 from the
damage the tem-
plar takes each time
she is dealt damage. At 6th
level, this damage reduc-
tion rises to 2, and at 9th
level, it rises to 3.

Bonus Feat: At
4th level and again at
8th level, the tem-
plar gets a bonus
feat. These bonus
feats must be drawn
from the following
list: Ambidexterity,
Blind-Fight, Com-
bat Reflexes, Dod-
ge (Mobility, Spring
Attack), Exotic Wea-
pon Proficiency*, Ex-
pertise (Improved
Disarm, Improved
Trip, Whirlwind
Attack), Improved

Critcal*, Improved Initiative, Improved Unarmed Strike
(Deflect Arrows, Stunning Fist), Mounted Combat

(Mounted Archery, Trample, Ride-By
Attack, Spirited Charge), Point Blank

Shot (Far Shot, Precise Shot, Rapid
Shot, Shot on the Run), Power
Attack (Cleave, Improved Bull

Rush, Sunder, Great Cleave),
Quick Draw, Two-Weapon Fight-
ing (Improved Two-Weapon
Fighting), Weapon Finesse*,
Weapon Focus*.

Feats dependent on other
feats are listed parentheti-

cally after the prerequisite
feat. A character can se-

lect feats marked with
an asterisk (*) more

than once, but it
must be for a dif-
ferent weapon
each time. Cha-

racters must still
meet all prerequi-

sites for a feat, inclu-
ding ability score and
base attack bonus mi-

nimums.

Templar
Spell List

Templars choose
their spells
from the fo-
llowing list:

1st—bless, cause fear, com-
mand, divine favor, entropic

shield, magic weapon, mount,
shield of faith.

2nd—aid, bulls strength,
calm emotions, endurance,
enthrall, hold person, shield
other, spiritual weapon.

3rd—blind-
ness/deafness,

TABLE 3-14: THE TEMPLAR
Class
Level

1st
2nd
3rd
4th
5th
6th
7th
8th
9th

10th

Base
Attack Bonus

+1
+2
+3
+4
+5
+6
+7
+8
+9
+10

Fort
Save
+2
+3
+3
+4
+4
+5
+5
+6
+6
+7

Ref
Save

0
0
+1
+1
+1
+2
+2
+2
+3
+3

Will
Save
+2
+3
+3
+4
+4
+5
+5
+6
+6
+7

Spells per Day
Special
Mettle, Weapon Specialization
Smite 1/day
Damage reduction 1/—
Bonus feat

Damage reduction 2/—
Smite 2/day
Bonus feat
Damage reduction 3/—

1st
0
1
1
1
1
1
2
2
2
2

2nd
—
—
0
1
1
1
1
1
2
2

3rd
—
—
—
—
0
1
1
1
1
2

4th
—
—
—
—
—
—
0
1
1
1
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daylight, dispel magic, invisibility purge, magic vestment,
negative energy protection, prayer, searing light.

4th—divine power, freedom of movement, greater magic
weapon, status.

WARPRIEST
Warpriests are fierce, earthy clerics who pray for
peace but prepare for war. Their strong wills, power-
ful personalities, and devotion to their deities make
them fearsome combatants. Clerics make good
warpriests; members of other classes need levels as a
cleric before they can qualify as warpriests because of
the domain requirements.

Most NPC warpriests spend their time preparing for
war. This effort includes personal training for combat,
prayer, training with the local ruler's army, and study-
ing history. Warpriests tend to have the more extro-
verted characteristics associated with their deities.
Occasionally they can be found scouting terrain in
peacetime, and some have been known to hide their
identities to spy on enemy nations. They rarely go on
adventures, and when they do it's to obtain some arti-
fact or wondrous weapon to increase their prowess.

Hit Die: d8.

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

Base Attack Bonus: +5.
Diplomacy: 5 ranks.
Sense Motive: 5 ranks.
Feats: Combat Casting, Leadership.
Spells: Access to at least one of these domains:

Destruction, Protection, Strength, War. A character
who can cast at least one spell from a domain counts as
having access for this purpose.

Special: Ability to channel positive or negative
energy.

Class Skills
The warpriest class skills (and the key ability for each
skill) are Concentration (Con), Craft (Int), Diplo-
macy (Cha), Handle Animal (Cha), Knowledge (War)
(Int), Ride (Dex), Sense Motive (Wis), Spellcraft
(Int), and Swim (Str). See Chapter 4: Skills in the
Player's Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Features
All of the following are class features of the warpriest
prestige class.

Weapon and Armor Proficiency: Warpriests have
proficiency with all simple and martial weapons, with
all types of armor, and all shields.

Spells per Day: A warpriest continues advancing in
divine spellcasting ability. When a warpriest gains a
new even-numbered level, the character gains new
divine spells per day as if he had also gained a level in
whatever divine spellcasting class he belonged to before
he added the prestige class. He does not, however, gain
any other benefit a character of that class would have
gained (improved chance of controlling or rebuking
undead, more frequent remove disease, and so on).

For example, an 8th-level cleric/2nd-level warpriest
gains divine spells per day as if he had risen to 9th
level as a cleric. When he next gains a level as a
warpriest, making him an 8th-level cleric/3rd-level
warpriest, his number of divine spells per day does
not change; but when he improves his warpriest level
to 4th, he gains divine spells per day as if he had risen
to 10th level as a cleric.

If a character had more than one divine spellcasting
class before he became a warpriest, the player must
decide which class to assign each even-numbered
level of warpriest for the purpose of determining
divine spells per day.

Turn or Rebuke Undead (Su): Levels of warpriest
count toward cleric or paladin levels when turning or
rebuking undead.

Rally (Ex): A warpriest who currently is not
suffering from a fear effect can use this ability as a
standard action. Allies within 60 feet who are suffer-
ing from any fear effect and who can hear the
warpriest are allowed an immediate Will saving
throw at the DC of the fear effect, with a +1 morale
bonus per warpriest level.

Inflame (Ex): By giving a stirring speech for at
least 5 minutes prior to battle, the warpriest provides
those who listen a morale bonus on saving throws
against any charm or fear effect. The bonus begins at
+2 for a 2nd-level warpriest and increases by +2 at each
even-numbered level thereafter (+4 at 4th level, +6 at
6th level, and so on). This effect lasts for 5 minutes
after the speech ends, plus 1 minute per level of the
warpriest. The warpriest also gains the bonus.

Healing Circle (Sp): Once per day, the warpriest may
use healing circle (as the spell).

Heroes' Feast (Sp): Once per day, the warpriest may
use heroes' feast (as the spell).

Fear Aura (Su): Once per day the warpriest can pro-
ject a fear aura to a radius of 20 feet for 1 round per
warpriest level. Foes must make a Will save (DC 10 +
warpriest level + Cha bonus) or be affected as if by a fear
spell.

Prestige Domain: Upon adopting the warpriest
class, the character gains access to the prestige domain
of Glory (if he channels positive energy) or Domination
(if he channels negative energy).

At fourth level, the warpriest gains access to the
prestige domain of Divination.
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Mass Haste (Sp): Once per day, the warpriest can use
mass haste (as the spell).

Mass Healing (Sp): Once per day, the warpriest can
use mass healing (as the spell).

Implacable Foe (Sp): At 10th level, the warpriest can
channel enough positive energy to allies within a 100-
foot radius that they will continue to fight even after
suffering mortal wounds. Using this ability is a move-
equivalent action and requires concentration. While
in use, allies within the radius who take enough
damage to become disabled or dying ignore the

effects of that damage and continue fighting. Death
occurs instantly at -20 hit points. When the ability
ends, either because the warpriest stops concentrat-
ing, fails a Concentration check, or becomes disabled
or worse, then the full effects of all damage take effect
immediately.

Multiclass Note: Warpriest characters who gain
levels outside the warpriest class must make an act of
atonement (see the atonement spell description, page
176 of the Player's Handbook) before they can gain
further levels as a warpriest.

TABLE 3-15: THE WARPRIEST
Class
Level

1st
2nd
3rd
4th
5th
6th
7th
8th
9th

10th

Base
Attack Bonus

+1
+2
+3
+4
+5
+6
+7
+8
+9
+10

Fort
Save
+2
+3
+3
+4
+4
+5
+5
+6
+6
+7

Ref
Save
+0
+0
+1
+1
+ 1
+2
+2
+2
+3
+3

Will
Save
+0
+0
+1
+1
+1
+2
+2
+2
+3
+3

Special
Prestige domain: Glory/Domination, rally
Inflame
Healing circle
Prestige domain: Divination
Heroes' feast
Fear aura
Mass haste
Mass healing
Fear aura (x2)
Implacable foe

Spells per Day
—

+1 level of existing class
—

+1 level of existing class
—

+1 level of existing class
—

+1 level of existing class
—

+1 level of existing class
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CHAPTER 3:PRESTIGECLASSES
The DUNGEON MASTER’S Guide contains several prestige
classes. Those presented here are specifically tailored to
arcane spellcasters (although they are open to anyone
who qualifies). Characters must qualify for a prestige class
before they can take any levels in such a class. These
classes are special, optional roles that offer abilities and
powers otherwise inaccessible to PCs, and focus them in
specific, interesting directions.ACQUIRING APRESTIGE CLASS
A character who meets the requirements of a particular
prestige class can multiclass into it. However, the DM has
final say as to whether a particular prestige class is allowed
in the campaign for PCs, for NPCs only, or not at all.PRESTIGE CLASSDESCRIPTIONS
Here follows several new prestige classes. Unless noted
otherwise, follow the normal multiclassing rules when
taking levels using the prestige class format of DUNGEON

MASTER’S Guide.

TTTTTABLEABLEABLEABLEABLE 3-1: P 3-1: P 3-1: P 3-1: P 3-1: PRESTIGERESTIGERESTIGERESTIGERESTIGE C C C C CLASSESLASSESLASSESLASSESLASSES

Prestige ClassPrestige ClassPrestige ClassPrestige ClassPrestige Class At a GlanceAt a GlanceAt a GlanceAt a GlanceAt a Glance
Acolyte of the Skin More than one way to skin a demon
Alienist Deals with pseudonatural creatures
Arcane trickster Rogue/mage
Bladesinger Elf fighter/mage
Blood magus Blood energizes special abilities
Candle caster Enchants candles
Dragon disciple Latent dragon blood
Elemental savant Master of one element
Fatespinner Takes reins of fate
Mage of the Arcane Guildmage
   Order
Mindbender Mind-control specialist
Pale master Unique necromantic spellcaster
Spell Sword Fighter/mage
True necromancer Arcane and clerical control of death
Wayfarer guide Teleportation expert

Acolyte of the Skin
"No pain, no gain".

The temptation of power drives some people to extreme
lengths, regardless of the consequences. Replacing your
own skin with that of a living demon is a goal that most
couldn’t even conceive of, let alone consider. But this
ghastly fate is exactly what some spellcasters seek in their
desperate quest.

The Ritual of Bonding is a blasphemy that was long
ago eradicated from most arcane libraries, but a few
barely legible copies survive—or at least references
thereto—along with promises of great power. Spell-
casters who happen upon such documents can choose
to destroy or ignore the find, but the temptation has
already occurred. Those who give in can eventually
stumble upon the complete ritual, usually through
extended contact with one or more summoned fiends
who are all too eager to share their terrible knowledge.

Acolytes of the skin are ill-suited to any position other
than one that wields temporal power. Although NPC
acolytes may sometimes serve more powerful evil char-
acters as sinister captains, they would rather be calling
the shots. They prefer to remain safely ensconced in well-
defended fortresses of evil, though sometimes an acolyte
may lead an expedition to retrieve a rumored tome of
evil arcane magic or other artifact of malign power.

Hit Die: d4.Requirements
To qualify to become an acolyte of the skin, a character
must fulfill all the following criteria.

Alignment: Any nongood.
Knowledge (The Planes [Outer Planes]): 8 ranks.
Spells: Ability to cast 3rd-level arcane spells.
Special: The acolyte of the skin must have made peace-

ful contact with a summoned evil outsider.Class Skills
The acolyte of the skin’s class skills (and the key ability
for each skill) are Concentration (Con), Craft (Int), Intimi-
date (Cha), Knowledge (Int), Profession (Wis), Scry (Int,
exclusive skill), and Spellcraft (Int). See Chapter 4: Skills
in the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 2+Int modifier.Class Features
All the following are class features of the acolyte of the
skin prestige class.

Weapon and Armor Proficiency: Acolytes of the skin
gain no additional proficiency in any weapon or armor.

Spells per Day: At every second level gained in the
acolyte of the skin class, the character gains new spells
per day as if he had also gained a level in a spellcasting
class he belonged to before adding the prestige class. He
does not, however, gain any other benefit a character of
that class would have gained (improved chance of
controlling or rebuking undead, metamagic or item
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creation feats, hit points beyond those he receives from the prestige class, and
so on), except for an increased effective level of spellcasting. If a character had
more than one spellcasting class before becoming an acolyte of the skin, he
must decide to which class he adds the new level for purposes of determining
spells per day.

Wear Fiend (Su): An acolyte of the skin summons the essence of a fiend
to himself and wears it like a second skin. The Ritual of Bonding is painful
and not be undertaken lightly. The ritual requires 10 rounds from initi-
ation to completion, and once begun, nothing can halt its progress.
The fiendish essence subsumes the caster’s own skin, an agoniz-
ing process that deals 1d4 points of damage each round of the
ritual—wise candidates keep some cure potions on hand.

At the end of the rite, the acolyte’s skin sports an oily,
almost unnoticeable sheen. However, as he gains addi-
tional levels of the prestige class,
his skin darkens, sprouts
spikes, and gradually
gives the wearer a fiend-
ish visage. The fiendish
essence also begins to whisper
foul secrets to its wearer, urging
him to evil. (The wearer may accept
or ignore this advice according to
his temperament.)

The bonded fiendish skin
is for all intents and purposes
the character’s own. It grants
the acolyte of the skin a
+1 natural armor bo-
nus, a +2 inherent
modifier to Dexter-
ity, 60-foot dark-
vision, and the
spell-like ability poi-
son once per day as
cast by a 16th-level caster.

The DM determines the
actual nature of the skin,
be it demonic, devilish,
or some other fiendish
creature.

Flame Resistant (Ex):
At 2nd level, the fiendish
skin binds tighter,
granting the acolyte
fire resistance 20.

Fiendish Glare
(Su): At 3rd level, the
acolyte of the skin
gains the supernatural
ability to unnerve op-
ponents with a ferocious
glare once per day. This is
not a gaze attack, and the
target need not meet the
acolyte’s eye. Glaring is a
standard action that affects
any creature he can see
within 100 feet. Opponents
must succeed at a Will save (DC

CHAPTER 3: PRESTIGE CLASSES



45

20) or be appalled by the terrible promise of retribution
in the acolyte’s eyes, suffering a –2 morale penalty to
attack rolls, damage rolls, and saving throws for 10
minutes. A creature with 50 or fewer hit points is also
stunned for 3d4 rounds, one with 51 to 100 hit points is
stunned for 2d4 rounds, and one with 101 to 150 hit
points is stunned for 1d4 rounds. A creature with 151
hit points or more is not stunned but still suffers the –2
morale penalty if it fails its saving throw.

Fiendish Knowledge: The fiendish skin whispers
promises of great power, and to prove it, reveals a hitherto
unknown ability. At 4th and 8th level, the acolyte chooses
a bonus feat for which he already meets the prerequisites.

Skin Adaptation (Su): By 5th level, skin and wearer
have grown more comfortable together, as if they had
never been separate. The natural armor bonus granted by
the fiendish skin increases to +2, the acolyte’s darkvision
improves to a 120-foot range, and he can now use poison
twice per day as cast by a 16th-level caster. In addition,
the acolyte gains an inherent +2 modifier to Constitution.

Cold Resistant (Ex): At 6th level, the fiendish skin
confers cold resistance 20.

Glare of the Pit (Su): At 7th level, the acolyte gains the
supernatural ability to produce fiery rays from his eyes.
Once per day as a standard action, he can project two rays
(one from each eye) with a range of 100 feet. He may aim
both at one target, or one each at two different targets, by
making a ranged touch attack. A ray that hits the target
deals 8d6 points of fire damage. If both rays hit the same
target, the damage is 16d6.

Summon fiendSummon fiendSummon fiendSummon fiendSummon fiend (Sp): At 9th level, the acolyte learns to
draw on another power of his fiendish skin. If the skin is

demonic, once per day he can attempt to summon a
vrock with a 35% chance of success; if devilish, once per
day he can attempt to summon a gelugon with a 35%
chance of success. The summoned creatures do the
acolyte’s bidding but automatically return whence they
came after 1 hour. A fiend that has just been summoned
cannot use its own summon ability for 1 hour. At the
DM’s discretion, using this power leaves the acolyte
beholden to the summoned fiend.

Symbiosis: At 10th level, the fiendish skin and the
acolyte are one, and only final death can separate them.
His type changes to «outsider», which means (among
other things) that he is no longer affected by spells that
specifically target humanoids, such as charm person, but
he can be hedged out by a magic circle spell against his
alignment. Additionally, the acolyte gains damage reduc-
tion 20/+1.Alienist
"Ah—it all becomes clearer now. I can see... I can see!"

Alienists deal with powers and entities from terrifyingly
remote reaches of space and time. For them, magical
power is the triumph of the mind over the rude bound-
aries of dimension, distance, and often, sanity. With
knowledge and determination, they pierce the barrier at
the edge of time itself. In the Far Realm, outside of time,
Herculean minds drift, absorbed in contemplations of
madness. Unspeakable beings whisper terrifying secrets
to those who dare communication. These secrets were
not meant for mortals, but the alienist plunges into
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BaseBaseBaseBaseBase FortFortFortFortFort RefRefRefRefRef WillWillWillWillWill
Class LevelClass LevelClass LevelClass LevelClass Level Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial Spells per DaySpells per DaySpells per DaySpells per DaySpells per Day

1st +0 +2 +0 +2 Wear fiend
2nd +1 +3 +0 +3 Flame resistant  +1 level of existing class
3rd +1 +3 +1 +3 Fiendish glare
4th +2 +4 +1 +4 Fiendish knowledge  +1 level of existing class
5th +2 +4 +1 +4 Skin adaptation
6th +3 +5 +2 +5 Cold resistant  +1 level of existing class
7th +3 +5 +2 +5 Glare of the Pit
8th +4 +6 +2 +6 Fiendish knowledge  +1 level of existing class
9th +4 +6 +3 +6 Summon fiend

10th +5 +7 +3 +7 Symbiosis  +1 level of existing class

TABLE 3-3: THE ALIENIST

BaseBaseBaseBaseBase FortFortFortFortFort RefRefRefRefRef WillWillWillWillWill
Class LevelClass LevelClass LevelClass LevelClass Level Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial Spells per DaySpells per DaySpells per DaySpells per DaySpells per Day

1st +0 +0 +0 +2 Summon alien  +1 level of existing class
2nd +1 +0 +0 +3 Alien blessing  +1 level of existing class
3rd +1 +1 +1 +3 Metamagic secret  +1 level of existing class
4th +2 +1 +1 +4 Mad certainty  +1 level of existing class
5th +2 +1 +1 +4 Pseudonatural familiar  +1 level of existing class
6th +3 +2 +2 +5 Extra summoning  +1 level of existing class
7th +3 +2 +2 +5 Metamagic secret  +1 level of existing class
8th +4 +2 +2 +6 Insane certainty  +1 level of existing class
9th +4 +3 +3 +6 Timeless secret  +1 level of existing class

10th +5 +3 +3 +7 Transcendence  +1 level of existing class
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abysses of chaos and entropy that would blast a weaker
mind. An alienist’s mad certainty is sometimes strong
enough to sway others to believe in her own future
transcendence.

Alienists may, on rare occasions, gather in secluded
groups to enact some obscure ritual, but more often they
are encountered singly. NPC alienists sometimes haunt
libraries or specialty bookshops in large cities, skulking
and mumbling among stacks of rare (and dangerous)
volumes.

Hit Die: d4.Requirements
To qualify to become an alienist, a character must fulfill
all the following criteria.

Knowledge (Arcana): 8 ranks.
Knowledge (The Planes): 8 ranks.
Feat: Alertness.
Spells: Ability to cast at least one Divination spell and

at least one summoning spell of 3rd level or higher.
Special: Prior contact with an alienist or a pseudonat-

ural creature.Class Skills
The alienist’s class skills (and the key ability for each skill)
are Alchemy (Int), Concentration (Con), Gather
Information (Cha), Handle Animal (Cha), Knowledge
(Int), Listen (Wis), Profession (Wis), Scry (Int, exclusive
skill), Speak Language, Spellcraft (Int), and Spot (Wis).
See Chapter 4: Skills in the Player’s Handbook for skill
descriptions.

Skill Points at Each Level: 2+Int modifier.Class Features
All the following are class features of the alienist prestige
class.

Weapon and Armor Proficiency: Alienists gain no
additional proficiency in any weapon or armor.

Spells per Day: When a new alienist level is gained,
the character gains new spells per day as if he had also
gained a level in a spellcasting class he belonged to before
adding the prestige class. She does not, however, gain
any other benefit a character of that class would have
gained (improved chance of controlling or rebuking
undead, metamagic or item creation feats, hit points
beyond those he receives from the prestige class, and so
on), except for an increased effective level of spellcast-
ing. If a character had more than one spellcasting class
before becoming a alienist, she must decide to which
class she adds each level of alienist for purposes of
determining spells per day.

Summon AlienSummon AlienSummon AlienSummon AlienSummon Alien (Sp): When an alienist casts any summon
monster spell, she summons a "pseudonatural" version of a
creature chosen from the appropriate list on page 258 of
the Player’s Handbook. For example, by casting summon
monster VI, she could summon a pseudonatural rast. This
adds the pseudonatural template to the summoned crea-
ture (see Pseudonatural Creatures below). If the selected
creature would normally be celestial or fiendish, the

pseudonatural template replaces that template.
Alien Blessing: An alienist applies a +1 insight bonus

on all saving throws, but she permanently loses 2 points
of Wisdom.

Metamagic Secret: The alienist listens to the secret
voices whispering from beyond time’s end, and profit
thereby. At 3rd and 7th level, she may choose any
metamagic feat as a bonus feat.

Mad Certainty: At 4th level, the alienist’s mad
certainty in the power of entities beyond the reach of
normal space and time lend her an unnatural fortitude.
She gains an additional 3 hit points as though from the
Toughness feat. However, constantly dwelling on such
beings is mentally corrosive, and the alienist’s mind
begins to fracture. She develops a phobia against a spec-
ified kind of creature, suffering a –2 penalty to saving
throws, attack rolls, and Charisma-based skill and abil-
ity checks in regard to these creatures. The selected
creature gains a +2 morale modifier to AC and saving
throws against the phobic alienist. The DM determine
the creature feared. Good choices include spiders,
snakes, birds, or insects. Beings that share attribute
with or those that resemble the selected creature also
trigger the phobia.

Pseudonatural Familiar: On reaching 5th level the
alienist’s familiar, if any, gains the pseudonatural
template (see Pseudonatural Creatures below) in addi-
tion to the powers and abilities normal for a familiar of
the appropriate level. This does not replace the famil-
iar—the original slowly takes on pseudonatural aspects,
which become fully active at this point. From this point
on, newly summoned familiars already possess the
pseudonatural template.

Extra Summoning: From 6th level on, the alienist
gains one extra spell slot at her highest spell level. This
slot can be used only for a summon monster spell. As the
alienist becomes able to learn higher-level spells, the
extra slot migrates up to the new highest level.

Insane Certainty: At 8th level, the alienist’s mad
certainty crystallizes into a truly chilling mania. She gain
an additional 3 hit points as though from the Toughness
feat, but her phobia likewise intensifies. All penalties
and bonuses listed under Mad Certainty for the selected
creature increase to –6/+6.

Timeless Body: At 9th level, the alienist learns the
secret of perpetual youth. She no longer suffers ability
penalties for aging and cannot be magically aged (see
Table 6-5: Aging Effects on page 93 of the Player ’s Hand-
book). Any penalties she may have already suffered,
however, remain in place. Bonuses still accrue, but the
alienist is stolen away by horrible entities when her time
is up, and she is never seen again.

Transcendence (Su): At 10th level, the alienist,
through long association with alien entities and intensive
study of insane secrets, transcends her mortal form and
becomes an alien creature. Her type changes to
"outsider”, which means (among other things) that she is
no longer affected by spells that specifically target
humanoids, such as charm person, but she can be hedged
out by a magic circle spell against her alignment. Addi-
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tionally, the alienist gains damage reduction 20/+1 and
electricity resistance 20.

Upon achieving transcendence, the alienist’s appear-
ance undergoes a minor physical change, usually growing
a small tentacle or other strange addition or substitution,
such as an extra appendage, organ, eye, or enigmatic
lump. The alienist can hide this abnormality in a robe or
hood, but the alien growth is not under the alienist’s
control and sometimes moves, twitches, opens, or other-
wise animates of its own accord.

Anyone who shares the alienist’s predilection for study
of the Far Realms immediately recognizes her transcen-
dent nature, and she gains a +2 circumstance modifier
on all Charisma-based skill and ability checks when inter-
acting with such beings. She gains a +2 circumstance
modifier on Intimidation checks against all other crea-
tures to whom she reveals her abnormal nature.Pseudonatural Creatures
Pseudonatural creatures dwell
past the eons that lie between the
stars, beyond the planes as we
know them, nestled in far realms
of insanity. When summoned to the
Material Plane they often
take the form of, and emu-
late the abilities of famil-
iar creatures, though
they are more grue -
some in appearance
than their earthly coun-
terparts. Alternatively,
they may appear in a manner
more consistent with their
origins: A mass of writhing
tentacles is a favorite, although
other terrible forms are always
possible.Creating a Pseudo-natural Creature:
"Pseudonatural" is a tem-
plate that can be added to
any corporeal creature (re-
ferred to hereafter as the «base
creature»). The creature’s type
changes to «outsider”. It uses all the
base creature’s statistics and special abilities except as
noted here.

Special Attacks: A pseudonatural creature retains all
the special attacks of the base creature and also gains the
following.

True Strike (Su): Once per day, the creature can
make a normal attack with a +20 insight modifier on a
single attack roll. The creature is not affected by the
miss chance that applies to attacks against a concealed
target.

Special Qualities: A pseudonatural creature retains
all the special qualities of the base creature and also gains
the following.

• Electricity and acid resistance (see the table below).
• Damage reduction (see the table below).
• SR equal to double the creature’s HD (maximum 25).

ElectricityElectricityElectricityElectricityElectricity, Acid, Acid, Acid, Acid, Acid
Hit DiceHit DiceHit DiceHit DiceHit Dice ResistanceResistanceResistanceResistanceResistance Damage ReductionDamage ReductionDamage ReductionDamage ReductionDamage Reduction
1-3 5 —
4-7 10 5/+1
8-11 15 5/+2
12+ 20 10/+3

If the base creature already has one or more of these
special qualities, use the better value.

Alternate Form (Su): At
will, a pseudonatural crea-

ture can take the form of a
grotesque, tentacled mass (or
another appropriately grue-

some form determined by
the DM), but all its abili-
ties remain unchanged
despite the alien appear-
ance. Changing shape is

standard action. Other
creatures receive a –1 morale

penalty to their attack rolls
against pseudonatural creatures

in this alternate form.
Saves: Same as the base creature.

Abilities: Same as the base crea-
ture, but Intelligence is at least 3.

Skills: Same as the base creature.
Feats: Same as the base creature.

Climate/Terrain: Any land and
underground.

Organization: Same as
the base creature.

Challenge Rating:
Up to 3 HD, as base
creature;
4 HD to 7 HD, as base
creature +1;
8+HD, as base creature
+2.

Treasure: Same as the
base creature.

Alignment: Same as base creature.
Advancement: Same as the base creature.Arcane Trickster

"Got it!"

Arcane tricksters combine their knowledge of spells with
a taste for intrigue, larceny, or just plain mischief. They
are among the most adaptable of adventurers.

Arcane spellcasting and the sneak attack ability are
needed to qualify for this class, making it a natural choice
for multiclassed wizard/rogues or sorcerer/rogues. Assas-
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sins occasionally opt for this class, but usually only if they
already have wizard or sorcerer levels.

Arcane tricksters tend to use a seat-of-the-pants
approach to adventuring, loading up on spells that
improve their stealth and mobility. NPC arcane tricksters
are the sort of people who might bump into you in a
crowded tavern. (Check your pockets.)

Hit Dice: d4Requirements
To qualify to become an arcane trickster a character must
fulfill all the following criteria.

Alignment: Any nonlawful.
Decipher Script: 7 ranks.
Disable Device: 7 ranks.
Escape Artist: 7 ranks.
Knowledge (Arcana): 4 ranks.
Spells: Ability to cast mage hand and at least one arcane

spell of 3rd level or higher.
Special: Sneak attack +2d6.Class Skills

The arcane trickster’s class skills (and the key ability for
each skill) are Alchemy (Int), Appraise (Int), Balance
(Dex), Bluff (Cha), Climb (Str), Concentration (Con), Craft
(Int), Decipher Script (Int, exclusive skill), Diplomacy
(Cha), Disable Device (Int), Disguise (Cha), Escape Artist
(Dex), Gather Information (Cha), Hide (Dex), Intuit

Direction (Wis), Jump (Str), Knowledge (Int), Listen
(Wis), Move Silently (Dex), Open Lock (Dex), Pick Pocket
(Dex), Profession (Wis), Scry (Int, exclusive skill), Sense
Motive (Wis), Search (Int), Speak Language (Int), Spell
craft (Int), Spot (Wis), Swim (Str), Tumble (Dex), and
Use Rope (Dex). See Chapter 4: Skills in the Player ’s
Handbook for skill descriptions.

Skill Points at Each Level: 4+Int modifier.Class Features
All the following are class features of the arcane trickster
prestige class.

Weapon and Armor Proficiency: Arcane trickster
gain no additional proficiency in any weapon or armor.

Spells per Day: When a new arcane trickster level is
gained, the character gains new spells per day as if he had
also gained a level in a spellcasting class he belonged to
before adding the prestige class. He does not, however,
gain any other benefit a character of that class would
have gained (improved chance of controlling or rebuk-
ing undead, metamagic or item creation feats, hit points
beyond those he receives from the prestige class, and so
on), except for an increased effective level of spellcast-
ing. If a character had more than one spellcasting class
before becoming an arcane trickster, he must decide to
which class he adds the new level for purposes of deter-
mining spells per day.
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Ranged Legerdemain (Su): Using his unique talents,
an arcane trickster can perform one of the following class
skills at a range of 30 feet: Disable Device, Open Lock, or
Pick Pocket. Working at a distance increases the normal
skill check DC by 5, and the arcane trickster cannot take
10 on the check. Any object so manipulated must weigh
5 pounds or less.

The arcane trickster can use ranged legerdemain only
a certain number of times per day as determined by his
level (see Table 3-4: The Arcane Trickster). He can make
only one ranged skill check each day, and only if he has at
least one rank in the skill being used.

Sneak Attack: This is exactly like the rogue ability of
the same name. The extra damage dealt increases by +1d6
every other level (2nd, 4th, 6th, 8th, and 10th). If the
arcane trickster gets a sneak attack modifier from another
source (such as rogue levels), the bonuses to damage
stack.

Impromptu Sneak Attack (Su): Once a day, the
arcane trickster’s unique combination of magical and rogue
skills allows the arcane trickster to declare one melee or
ranged attack the character makes to be a sneak attack
(the target can be no more than 30 feet distant if the
impromptu sneak attack is a ranged attack). The target of
impromptu sneak attack loses any Dexterity bonus to
Armor Class, but only against that attack. The power can
be used against any target, but creatures that are not
subject to critical hits suffer no extra damage (though
they still lose any Dexterity bonus against the attack).

At 7th level, the arcane trickster can use this ability
twice a day.

Bladesinger
’Warfare, like music, is exquisite!’

Bladesingers are elves who have blended art, swordplay,
and arcane magic into a harmonious whole. In battle, a
bladesinger’s lithe movements and subtle tactics are beau-
tiful, belying their deadly martial efficiency.

Multiclassed fighter/wizards are the most obvious
candidates for the prestige class, although any elf who
can wield a martial weapon and cast arcane spells can
become a bladesinger. Bladesinger ranger/wizards,
rogue/wizards, and even bards are not unknown.

Bladesingers command great respect in most elf
communities, and NPC bladesingers usually serve as
itinerant guardians and champions of the elf commu-
nity at large.

Hit Die: d8.Requirements
To qualify to become a bladesinger, a character must
fulfill all the following criteria.

Race: Elf or half-elf
Base Attack: +5.
Concentration: 4 ranks.
Perform (Dance): 3 ranks.
Perform (Sing): 3 ranks.
Tumble: 3 ranks.
Feats: Combat Casting, Dodge, Expertise, Still Spell,

Weapon Focus (longsword).
Spells: Ability to cast arcane spells of 1st level or higher.
Special: Proficiency with longsword.

TABLE 3-4: THE ARCANE TRICKSTER

BaseBaseBaseBaseBase FortFortFortFortFort RefRefRefRefRef WillWillWillWillWill
Class LevelClass LevelClass LevelClass LevelClass Level Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial Spells per DaySpells per DaySpells per DaySpells per DaySpells per Day

1st +0 +0 +2 +2 Ranged legerdemain 1/day  +1 level of existing class
2nd +1 +0 +3 +3 Sneak attack +3d6  +1 level of existing class
3rd +1 +1 +3 +3 Impromptu sneak attack 1/day  +1 level of existing class
4th +2 +1 +4 +4 Sneak attack +4d6  +1 level of existing class
5th +2 +1 +4 +4 Ranged legerdemain 2/day  +1 level of existing class
6th +3 +2 +5 +5 Sneak attack +5d6  +1 level of existing class
7th +3 +2 +5 +5 Impromptu sneak attack 2/day  +1 level of existing class
8th +4 +2 +6 +6 Sneak attack +6d6  +1 level of existing class
9th +4 +3 +6 +6 Ranged legerdemain 3/day  +1 level of existing class

10th +5 +3 +7 +7 Sneak attack +7d6  +1 level of existing class

TABLE 3-5: THE BLADESINGER

BaseBaseBaseBaseBase FortFortFortFortFort RefRefRefRefRef WillWillWillWillWill Spells per DaySpells per DaySpells per DaySpells per DaySpells per Day
Class LevelClass LevelClass LevelClass LevelClass Level Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial 1st1st1st1st1st 2nd2nd2nd2nd2nd 3rd3rd3rd3rd3rd 4th4th4th4th4th

1st +1 +0 +2 +2 Bladesong style 1 - - -
2nd +2 +0 +3 +3 Bonus feat 2 0 - -
3rd +3 +1 +3 +3 2 1 - -
4th +4 +1 +4 +4 3 2 0 -
5th +5 +1 +4 +4 3 2 1 -
6th +6 +2 +5 +5 Bonus feat 3 3 2 0
7th +7 +2 +5 +5 4 3 2 1
8th +8 +2 +6 +6 4 3 3 2
9th +9 +3 +6 +6 4 4 3 2

10th +10 +3 +7 +7 Bonus feat 4 4 3 3
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Class Skills
The bladesinger’s class skills (and the key ability for each
skill) are Balance (Dex), Concentration (Con), Jump (Str),
Knowledge (arcana) (Int), Perform (Cha), Spellcraft (Int),
and Tumble (Dex). See Chapter 4: Skills in the Player’s
Handbook for skill descriptions.

Skill Points at Each Level: 2+Int modifier.Class Features
All the following are class features of the bladesinger
prestige class.

Weapon and Armor Proficiency: Bladesingers gain
no proficiency in any additional weapons. They are profi-
cient with light armor but not with shields.

Bladesong Style: When wielding a longsword in one
hand (and nothing in the other), the bladesinger gains a
dodge bonus to AC equal to his Intelligence modifier.

If the bladesinger wears medium or heavy armor, he
loses all benefits of the bladesong style.

Bonus Feats: At 2nd, 6th, and 10th level, the blade-
singer gains a bonus feat. This must be a metamagic feat
or a feat chosen from the following list: Combat Reflexes,
Improved Critical (longsword), Improved Disarm, Mobil-
ity, Quick Draw, Spring Attack, and Whirlwind Attack.Bladesinger Spell List

1st level—expeditious retreat, mage armor, magic weapon,
shield, true strike.

2nd level—blur, bull’s strength, cat ’s grace, mirror image,
protection from arrows.

3rd level—displacement, greater magic weapon, haste, keen
edge.

4th level—dimension door, fire shield, improved invisibility,
stoneskin.Blood Magus
”One slow red river flows through us all”.

Fade to red, then nothing. What happened? Where are
you? No sound, no light, nothing. You can’t see or hear,
or even feel your own body. The awful truth of your
plight steals over you... you’re dead!

An eternity passes, then you feel a call from
beyond this nothingness. Something beckons, and
you are drawn up out of the endless gray, happy
to leave your final fate undecided. A swirl of color
streaks toward you, enveloping, bathing you. You
have come back! A sound breaks into your ears, the
sweetest sound you will ever hear. It is the renewed
pulse of blood through your veins—blood music: the
sound of your life. You can feel it reenergizing every
particle of your form, flushing death from you and
leaving life in its place. It is thick and warm, and you
greedily embrace it.

Blood magi are formerly deceased spellcasters who,
when returned to life, gain an understanding of their
blood’s importance, bequeathed by their close call. They
learn to evoke magic from this vital fluid that sustains

their lives. A blood magus cannot be trained, owing to
the unusual nature of his enlightenment, and is most
likely to be a sorcerer. NPC blood magi are thus rarely if
ever found in groups but are thinly scattered through-
out the population of spellcasters.

Hit Die: d4.Requirements
To qualify to become a blood magus, a character must
fulfill all the following criteria.

Alignment: Any nonlawful.
Heal: 4 ranks.
Feat: Toughness.
Spells: Ability to cast arcane spells of 3rd level or

higher.
Special: The blood magus must have been revived

after death through another’s use of raise dead, resurrection,
or other methods of returning life to a dead body.Class Skills
The blood magus’s class skills (and the key ability for each
skill) are Alchemy (Int), Bluff (Cha), Concentration (Con),
Craft (Int), Heal (Wis), Scry (Int, exclusive skill), and
Spellcraft (Int). See Chapter 4: Skills in the Player ’s
Handbook for skill descriptions.

Skill Points at Each Level: 2+Int modifier.Class Features
All the following are class features of the blood magus
prestige class.

Weapon and Armor Proficiency: A blood magus
gains no additional proficiencies in any weapon or
armor.

Spells per Day: At every second level gained in the
blood magus class, the character gains new spells per
day as if he had also gained a level in a spellcasting class
he belonged to before adding the prestige class. He
does not, however, gain any other benefit a character of
that class would have gained (improved chance of
controlling or rebuking undead, metamagic or item
creation feats, hit points beyond those he receives from
the prestige class, and so on), except for an increased
effective level of spellcasting. If a character had more
than one spellcasting class before becoming a blood
magus, he must decide to which class he adds the new
level for purposes of determining spells per day.

Blood Component (Su): A blood magus may substi-
tute a drop of his own blood for a spell’s material compo-
nents, if any. The pinprick or minor knife cut to draw
the requisite blood is a free action that becomes a
normal part of casting the spell. The magus does not
need to make a Concentration check to complete the
spell, despite the wound. Using this ability deals the
blood magus 1 point of damage but raises the spell’s save
DC by 1.

Substituting blood for a costly material component
requires drawing a greater amount. The blood magus
deals more damage to himself when doing so, according
to the table below.
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Component Cost (gp)Component Cost (gp)Component Cost (gp)Component Cost (gp)Component Cost (gp) Damage DealtDamage DealtDamage DealtDamage DealtDamage Dealt
1–50 5

51–300 11
301–750 17

750+ 23

Stanch (Ex): The blood magus automatically stabilizes
his wounds when his hit points drop below 0. He still
passes on if he reaches –10 hit points or below.

Scarification (Ex): At 2nd level, the blood magus
learns to inscribe spells on his own skin for later use.
This involves deeply scratching the skin (which deals no
damage but often leaves scars). The scratches remain
fresh until the inscribed spell is cast, at which time the
minor wound heals normally. Effectively, the blood magus
gains the Scribe Scroll feat using an alternative
medium (see page 84 of the Player ’s
Handbook). All rules,
XP costs, and
expenses that apply
to Scribe Scroll also
apply to this ability.
Likewise, «reading» a scar
follows the same rules as
reading a scroll, but only the
blood magus can decipher his own
scars.

One’s own skin leaves a limited
amount of room to easily inscribe and

later «read», magical scars. Thus, a blood magus can have
only six active scars at any one time.

Death KnellDeath KnellDeath KnellDeath KnellDeath Knell (Sp): At 3rd level, the blood magus gains
the spell-like ability to use death knell as the spell once
per day.

Blood Draught (Ex): At 4th level, the blood magus
learns how to store spells of up to 3rd level in his own
blood. Effectively, he gains the Brew Potion feat using an
alternative medium (see page 80 of the Player’s Handbook).
All rules, XP costs, and expenses that apply to Brew Potion
also apply to this ability, with the following exceptions.
Once ”brewed”, a blood draught remains in circulation
within the magus’s body. The maximum number of
draughts stored at one time is equal to his levels of blood
magus plus his Constitution score, but if he is ever slain,

TABLE 3-6: THE BLOOD MAGUS

BaseBaseBaseBaseBase FortFortFortFortFort RefRefRefRefRef WillWillWillWillWill
Class LevelClass LevelClass LevelClass LevelClass Level Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial Spells per DaySpells per DaySpells per DaySpells per DaySpells per Day

1st +0 +2 +1 +0 Blood component, stanch
2nd +1 +3 +0 +0 Scarification  +1 level of existing class
3rd +1 +3 +1 +0 Death knell
4th +2 +4 +1 +1 Blood draught  +1 level of existing class
5th +2 +4 +1 +1 Infusion
6th +3 +5 +2 +2 Gore  +1 level of existing class
7th +3 +5 +2 +2 Thicker then water
8th +4 +5 +2 +2 Awaken blood  +1 level of existing class
9th +4 +6 +3 +3 Homunculus

10th +5 +7 +3 +3 Bloodwalk  +1 level of existing class
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they are all immediately ruined—even if the blood magus
is subsequently returned to life. Blood draughts are never
accidentally lost through major blood loss or by a blood-
draining attack.

To consume the draught, the blood magus pricks his
skin, automatically bringing forth the desired effect.
This is a standard action that draws an attack of opportu-
nity, like drinking a potion. Others can also partake of a
given blood draught (if they have a strong stomach)—
the blood magus concentrates to draw the desired
draught to the surface.

Infusion (Ex): At 5th level, the blood magus prepares
a special one-time distillation of his own blood. Partak-
ing of the infusion, he permanently gains 2 points of
Constitution.

Gore (Su): At 6th level, a blood magus can draw more
blood with any spell that successfully damages a living
target. This is a supernatural ability. The blood magus
inflicts a minor wound on himself; the pinprick or knife
cut is a free action that becomes a normal part of casting
the spell. Using this ability deals the blood magus 1 point
of damage. The spell becomes «blood seeking» and deals
1d6 points of damage in addition to the damage the spell
normally deals, as extra blood is drawn from the wound.
The magus does not need to make a Concentration check
to complete the spell, despite the wound. The blood
magus can use the gore and blood component abilities to
enhance the same spell, suffering cumulative damage.
This causes a spell that normally takes 1 action to cast to
become a full-round action.

Thicker Than Water (Su): At 7th level, the blood
magus’s vital fluids are partially under his conscious
control. When the blood magus is injured, his blood
withdraws from the wound, preventing some damage.
Thus, he always takes 1 less point of damage than
normally indicated. Effectively, the blood magus gains a
"hardness" of 1.

Awaken Blood (Su): At 8th level, the blood magus
gains the supernatural ability to bestow momentary
consciousness on an opponent’s blood. Once per day, he
can make a melee touch attack against a living foe. If he
hits, the opponent’s blood attempts to get free—all at
once. The hydrostatic pressure disrupts the victim’s
tissues, dealing 10d10 points of damage. If he misses, the
blood magus can try again until he is successful against
an opponent. "Conscious" blood returns to its natural
state after 1 round.

HomunculusHomunculusHomunculusHomunculusHomunculus (Sp): At 9th level, the blood magus uses
his own blood to give life to a new companion crea-
ture—a homunculus. The homunculus created by a
blood magus has the same abilities as those on page 120
of the Monster Manual but is more robust. It has 6 Hit
Dice, its bite attack bonus improves to +5, and its Forti-
tude save increases to +2, its Reflex save to +4, and its
Will save to +3.

To build his homunculus, the blood magus does not
use the normal construction rules listed in the Monster
Manual. The only requirements are 1 hour spent in the
ritual and the permanent loss of 1 hit point, as the caster
instills more personal blood in his creation than is usual.

This stronger link provides a special advantage: The
blood magus can transfer his own wounds to the
homunculus via touch as a supernatural ability. This is a
standard action that allows the blood magus to transfer
1d4 points of damage. No limit exists on the number of
times he can take this action, but the blood magus
should observe caution: If he transfers enough of his
own wounds to his homunculus to kill the creature, its
destruction deals him 2dl0 points of damage (as noted is
the Monster Manual).  Damage transferred to the
homunculus can be cured or healed normally. A blood
magus may only have one homunculus created in this
fashion at a time.

Bloodwalk (Su): At 10th level, the blood magus is
perfectly attuned to the song of blood. He gains the
supernatural ability to transport himself great distances
via the blood of living creatures. Once per day as a stan-
dard action, he can seamlessly enter any living creature
whose size equals or exceeds his own and pass any
distance to another living creature in a single round,
regardless of the distance separating the two. The blood
magus merely designates a direction and distance ("a
living creature 20 miles due west of here"), and the
bloodwalk ability transports him to a destination crea-
ture as close as possible to the desired location. He can’t
specify a named individual as the end point unless he
has previously obtained a sample of that creature’s blood,
preserved in a small vial that must be carried on the
blood magus’s person.

The entry and destination creatures need not be famil-
iar to the blood magus, but they must be alive and possess
blood in their veins. (Thus, plants and the more bizarre
outsiders are not eligible targets.) The blood magus may
not use himself as an entry creature. If the intended entry
creature is unwilling, he must hit with a melee touch
attack to enter. When exiting a creature, the blood magus
chooses an adjacent square in which to appear. Entering
and leaving a creature is painless, unless the blood magus
wishes otherwise (see below). In most cases, though,
the destination creature finds being the end point of a
magical portal surprising and quite unsettling.

If he desires, the blood magus can attempt to make a
«bloody exit» from the destination creature. If the crea-
ture fails a Fortitude save (DC 18), the exiting blood
magus takes on solidity a little too soon. He bursts forth
explosively from the creature’s body, dealing 16d6 points
of damage. The blood magus must succeed at a Fortitude
save (DC 13) or take 2d4 points of damage from the
shock of his exit.

Except where noted above, this class feature resembles
the dryad’s ability to move from tree to tree (see Monster
Manual, page 79).Candle Caster
"Let your mind attain the perfection of a single, perfect flame".

Flame holds a special attraction to some people. Simply
burning, a candle is a work of art—a teardrop of fire
clinging to the dark wick, itself shrouded in a column of
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wax that is both the flame’s base and fuel: a wonder
indeed. Secrets could be stored in that wax: secrets... or
spells.

Also called «spell chandlers», these specialists fill their
time fashioning candles, both for esthetics and for power.
The spells stored therein are revealed as the flame ignites
and disperses the wax medium. Moreover, the wax itself
shapes and molds stored spells so that they are enhanced
by the burning flame.

Candle casters have quicker access to featlike abilities
that enhance the effects of their candle-stored spells, and
so they are often wooed by adventuring
companies who have realized the
importance of consumable magic
items in the dungeon depths.

NPC candle casters sometimes
appear in places where magic is
sold, attempting to sell their
unfettered candles (which can be
used by anyone) on an equal foot-
ing with potions. However, lighting
a candle is more difficult than
drinking a potion and takes longer
to produce an effect, so unfettered
candles are unlikely to ever reach
the popularity that potions enjoy.

Hit Die: d4.Requirements
To qualify to become a candle caster,
a character must fulfill all the
following criteria.

Craft (Candlemaking): 6 ranks.
Feat: Great Fortitude.
Spells: Ability to cast spells of 3rd

level or higher.
Special: The candle caster must

initially possess a supply of at least
100 tindertwigs.Class Skills
The candle caster’s class skills (and the key ability for each
skill) are Alchemy (Int), Concentration (Con), Craft (Int),
Knowledge (Int), Profession (Wis), Scry (Int, exclusive
skill), Search (Int), and Spellcraft (Int). See Chapter 4:
Skills in the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 2+Int modifier.Class Features
All the following are class features of the candle caster
prestige class.

Weapon and Armor Proficiency: A candle caster
gains no additional proficiency in any weapon or armor.

Spells per Day: When a new candle caster level is
gained, the character gains new spells per day as if she
had also gained a level in a spellcasting class she
belonged to before adding the prestige class. She does

not, however, gain any other benefit a
character of that class would

have gained (improved
chance of controlling
or rebuking undead,
metamagic or item
creation feats, hit
points beyond those
he receives from
the prestige class,

and so on), except for
an increased effective

level of spellcasting. If a
character had more than

one spellcasting class
before becoming a

candle caster, she
must decide to
which class she adds

the new level for
purposes of deter-

mining spells per day.
Scribe Candle: The

candle caster can store
spells in candles. Each

candle holds one spell.
Effectively, the candle caster

gains the Scribe Scroll feat
using an alternative medium
(see page 84 of the Player ’s
Handbook). All rules, XP costs,

and expenses that apply to Scribe
Scroll also apply to this ability. A candle normally illu-
minates a 5-foot-radius and burns for 1 hour, but a scribed
candle burns as noted below. A burning candle cannot be

TABLE 3-7: THE CANDLE CASTER

BaseBaseBaseBaseBase FortFortFortFortFort RefRefRefRefRef WillWillWillWillWill
Class LevelClass LevelClass LevelClass LevelClass Level Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial Spells per DaySpells per DaySpells per DaySpells per DaySpells per Day

1st +0 +0 +0 +2 Scribe candle  +1 level of existing class
2nd +1 +0 +0 +3 Extend candle  +1 level of existing class
3rd +1 +1 +1 +3 Unfettered candle  +1 level of existing class
4th +2 +1 +1 +4 Enlarge candle  +1 level of existing class
5th +2 +1 +1 +4 Dipped candle  +1 level of existing class
6th +3 +2 +2 +5 Empower candle  +1 level of existing class
7th +3 +2 +2 +5 Quick light  +1 level of existing class
8th +4 +2 +2 +6 Heighten candle  +1 level of existing class
9th +4 +3 +3 +6 Striped candle  +1 level of existing class

10th +5 +3 +3 +7 Maximize candle  +1 level of existing class
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extinguished unless the candle caster wills it (although
dispel magic still suppresses the effect as it would for any
other magic item).

To have any chance of activating a stored spell, the
candle caster must meet the usual requirements for
successfully reading a scroll. The stored spell must be of a
type she can cast and on her class list, and she must have
the requisite ability score to cast the spell (for example,
Intelligence 15 for a wizard casting a 5th-level spell).
Even then, she must make a caster level check (DC =
scribed candle’s caster level +1) to cast the spell correctly.
If she fails, the spell is lost, and she must make a Wisdom
check (DC 5) to avoid a mishap (see page 203 of DUNGEON

MASTER’S Guide ).
IIIIIdentify the Cdentify the Cdentify the Cdentify the Cdentify the Candle:andle:andle:andle:andle: To activate a prepared candle, the

candle caster must first identify it. This requires a Spell-
craft check against a DC of 15+ spell level. (If it is a candle
she scribed, this step is unnecessary).

Light the Candle: Lighting the candle is best done using
a tindertwig. Doing so is a standard action, which is
subject to disruption just as casting a spell would be.
Lighting the candle by a slower method, such as flint and
tinder or even a magnifying glass, is a full-round action
under the best of circumstances, and definitely draws an
attack of opportunity.

A candle caster can "light defensively" by making a
successful Concentration check (DC 15). This preempts
an attack of opportunity, but if she fails the check she
does not light the candle. Alternatively, the candle caster
can suffer the attack of opportunity, and if hit, attempt a
Concentration check (DC 10+points of damage taken) to
light the candle anyway.

Candle Effect: A successfully lit candle automatically acti-
vates the stored spell at the beginning of the candle caster’s
action in the next round (which does not draw an attack of
opportunity). It works exactly like a spell prepared and cast
the normal way. However, since she lit the candle during
the previous round, the candle caster can take normal
actions on the same round the candle’s spell takes effect.

The flame of the burning candle mimics the triggered
spell’s duration. Thus, an instantaneous spell causes the
candle to flare and burn out immediately, while a candle
scribed with a spell having a longer duration burns for
that length of time. However, if the flame is extin-
guished before the spell expires, the spell’s duration is
cut short.

A scribed candle may incorporate any number of the
special enhancements noted below, as long as their
combined requirements do not make the spell take up a
spell slot higher than the caster’s normal maximum.

Extend Candle: At 2nd level, the candle caster can
extend the duration of spells stored in a candle. Effec-
tively, she gains the Extend Spell metamagic feat (see
page 82 of the Player’s Handbook), but only when scribing
candles. All the rules that apply to using Extend Spell
also apply to extended candles, and the scribed spell
takes up a spell slot one level higher than the spell’s
actual level.

Unfettered Candle: At 3rd level, the candle caster
learns how to store spells in candles that can be triggered

by people other than herself. Effectively, she gains the
Brew Potion feat using an alternative medium (see page
80 of the Player ’s Handbook). All rules, XP costs, and
expenses that apply to Brew Potion also apply to this
abil-ity. Like a potion, only spells of 3rd level and lower
can be scribed in an unfettered candle. Any creature
who successfully lights the unfettered candle, following
the procedure described above, is targeted by the candle’s
stored spell at the beginning of the creature’s next turn
in the round. An unfettered candle otherwise works
exactly like a normally scribed candle.

Enlarge Candle: At 4th level, the candle caster can
double the range of spells she stores in a candle. Effec-
tively, she gains the Enlarge Spell metamagic feat (see
page 82 of the Player’s Handbook), but only when scribing
candles. All the rules that apply to using Enlarge Spell
also apply to enlarged candles, and the scribed spell takes
up a spell slot one level higher than the spell’s actual level.

Dipped Candle: At 5th level, the candle caster refines
her chandler’s craft to the point where she can store two
spells in the same candle. She must scribe each spell sepa-
rately, paying full XP and gp costs for both, and must
specify the order in which the spells take effect. The first
spell is triggered normally by successfully lighting the
scribed candle; when the duration of the first spell ends,
the second power stored in the candle automatically trig-
gers. If the first spell is suppressed by dispel magic, or
the candle caster ends the effect voluntarily, the second
effect does not trigger but is not lost. The candle caster
can trigger the second effect by relighting the candle. If
the second spell requires a target, the candle caster can
target the effect when it activated as if casting the spell
normally, as long as she is within 30 feet of the lit candle.
Otherwise, the candle is the default center of effect. The
two spells maybe differentiated by color; for example, the
top half of the candle is yellow while the bottom is blue.

Empower Candle: At 6th level, the candle caster can
increase all variable, numeric effects of a spell she stores
in a candle. Effectively, she gains the Empower Spell
metamagic feat (see page 82 of the Player’s Handbook), but
only when scribing candles. All the rules that apply to
using Empower Spell also apply to empowered candles,
and the scribed spell takes up a spell slot two levels
higher than the spell’s actual level.

Quick Light: At 7th level, the candle caster learns to
activate her candles more quickly. The act of lighting
the candle takes no less time, but the stored spell takes
effect as soon as the candle is lit (not on the candle
caster’s next turn).

Heighten Candle: Upon reaching 8th level, the
candle caster can increase the effective level of a spell
stored in a candle. Effectively, she gains the Heighten
Spell metamagic feat (see page 82 of the Player’s Hand-
book), but only when scribing candles. All the rules that
apply to using Heighten Spell also apply to heightened
candles, and the scribed spell takes up a spell slot at the
new level.

Striped Candle: At 9th level, the candle caster
further refines her ability to store two spells in the
same candle. She must still scribe each spell separately,
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paying full XP and gp costs for both. Successfully light-
ing the scribed candle triggers both stored spells
simultaneously, and the candle caster chooses any
targets for both effects. The two spells may be differ-
entiated by color; for example, the left half of the candle
is green while the right is red.

Maximize Candle: At 10th level, the candle caster
reaches the pinnacle of her craft, gaining the ability to
maximize all variable, numeric effects of spells she stores
in a candle. Effectively, she gains the Maximize Spell
metamagic feat (see page 83 of the Player’s Handbook), but
only when scribing candles. All the rules that apply to
using Maximize Spell also apply to maximized candles,
and the scribed spell takes up a spell slot three levels
higher than the spell’s actual level.Dragon Disciple
”My heart is ancient”.

A dragon disciple is different. He always suspected, but
the flying dreams confirm it. The experience is so vivid
and real that other dreams are as dusty cinders in
comparison. Hurtling through the sky, unfettered by
the earth, the dreamer exults in his beautifully scaled
wings pulling him through the clouds. His senses are
alive as never before, allowing him to smell, hear, and see
with a terrible clarity no mere human can ever really
comprehend. A volatile power burns in his lungs, a
potency he knows he could unleash with a mere breath.
It’s almost . . .  draconic.

It is known that certain powerful dragons can take
humanoid form and even have humanoid lovers. Some-
times a child is born of this union, and every child of that
child unto the thousandth generation claims a bit of
dragon blood, be it ever so small. Usually, little comes of
it, though mighty sorcerers occasionally credit their
powers to draconic heritage. For some, however, dragon
blood beckons irresistibly. First come the dreams. Many
dismiss them as nothing more than wish fulfillment (or
even nightmares), and that’s the end of it. But a few
embrace the dreams, recognizing their allure as a prom-
ise. These become dragon disciples, who use their magi-
cal power as a catalyst to ignite their dragon blood, realiz-
ing its fullest potential.

Dragon disciples prefer a life of exploration to a clois-
tered existence. Most are sorcerers, but bards sometimes
follow the path. Already adept at magic, many pursue
adventure, especially if it furthers their goal of finding
out more about their draconic heritage. All dragon disci-
ples are drawn to areas known to harbor dragons.

Hit Die: Special (see below).Requirements
To qualify to become a dragon disciple, a character must
fulfill all the following criteria.

Race: Any nondragon (cannot already be a half-dragon).
Knowledge (Arcana): 8 ranks.
Languages: Draconic.
Spells: Ability to cast arcane spells without prepara-

tion.
Special: The player chooses a dragon type when taking

the first level of this prestige class, subject to the DM’s
approval.Class Skills
The dragon disciple’s class skills (and the key ability for
each skill) are Concentration (Con), Craft (Int), Diplo-
macy (Cha), Escape Artist (Dex), Gather Information
(Cha), Knowledge (Int), Listen (Wis), Profession (Wis),
Scry (Int, exclusive skill), Search (Int), Speak Language
(Int), Spellcraft (Int), and Spot (Wis). See Chapter 4:
Skills in the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 2+Int modifier.

DragonDragonDragonDragonDragon BreathBreathBreathBreathBreath 3rd3rd3rd3rd3rd 7th7th7th7th7th 10th10th10th10th10th SaveSaveSaveSaveSave
VarietyVarietyVarietyVarietyVariety WeaponWeaponWeaponWeaponWeapon LevelLevelLevelLevelLevel LevelLevelLevelLevelLevel LevelLevelLevelLevelLevel DCDCDCDCDC
Black Line* of acid 2d4 4d4 6d4 17
Blue Line of lightning 2d8 4d8 6d8 18
Greed Cone** of gas 2d6 4d6 6d6 17
Red Cone of fire 2d10 4d10 6d10 19
White Cone of cold 1d6 2d6 3d6 16

Brass Line of fire 1d6 2d6 3d6 17
Bronze Line of lightning 2d6 4d6 6d6 18
Copper Line of acid 2d4 4d4 6d4 17
Gold Cone of fire 2d10 4d10 6d10 20
Silver Cone of cold 2d8 4d8 6d8 18
* A line is always 5 ft. high, 5 ft. wide, and 60 ft. long
** A cone is always 30 ft. long.

TABLE 3-8: THE DRAGON DISCIPLE

BaseBaseBaseBaseBase FortFortFortFortFort RefRefRefRefRef WillWillWillWillWill BonusBonusBonusBonusBonus
Class LevelClass LevelClass LevelClass LevelClass Level Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial SpellsSpellsSpellsSpellsSpells

1st +0 +2 +0 +2 Hit Die increase (d6), +1 natural armor 1
2nd +1 +3 +0 +3 Claws and bite, ability boost (Str +2) 1
3rd +2 +3 +1 +3 Breath weapon (1/3) None
4th +3 +4 +1 +4 Hit Die increase (d8), ability boost (Str +2) 1
5th +3 +4 +1 +4 Enlargement, +2 natural armor 1
6th +4 +5 +2 +5 Hit Die increase (d10) 1
7th +5 +5 +2 +5 Breath weapon (2/3), ability boost (Con +2) None
8th +6 +6 +2 +6 +3 natural armor 1
9th +6 +6 +3 +6 Wings, ability boost (Int +2) 1

10th +7 +7 +3 +7 Dragon apotheosis None
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Class Features
All the following are class features of the dragon disciple
prestige class.

Weapon and Armor Proficiency: Dragon disciples
gain no additional proficiency in any weapon or armor.

Bonus Spells (Sp): Dragon disciples gain bonus spells
as they gain levels in this prestige class, as if through
having a high ability score, listed in the above table. A
bonus spell can be added to any level of spells the disciple
already has the ability to cast.

If a character had more than one
spellcasting class before becoming a dragon
disciple, he must decide to which class he
adds the bonus spell(s). Once a bonus spell
has been applied, it cannot be shifted.

Hit Die Increase: As a dragon disciple
gains levels in this prestige class, his dragon
nature expresses itself more. His base Hit
Die type increases at 1st, 4th, and 6th level.
This is not a retroactive benefit: Beginning at
the appropriate level, the dragon disciple rolls
for hit points with the increased Hit Die type.

Natural Armor: At 1st, 5th, and 8th level,
a dragon disciple becomes more draconic in
appearance. His skin develops tiny iridescent
scales, nearly invisible at first but becoming more
noticeable at higher levels. This provides increasing
natural armor bonuses to his base Armor Class, as indi-
cated in Table 3-8 (these bonuses do not stack). As his
skin thickens, the dragon disciple takes on more and
more of his progenitor’s physical aspect.

Claws and Bite: At 2nd level, the dragon disciple gains
claw and bite attacks if he does not already have them.
Use the values below or the disciple’s base claw and bite
attacks, whichever are greater.

BiteBiteBiteBiteBite ClawClawClawClawClaw
SizeSizeSizeSizeSize DamageDamageDamageDamageDamage DamageDamageDamageDamageDamage
Small 1d4 1d3
Medium-size 1d6 1d4
Large 1d8 1d6

Ability Boost: As the dragon disciple gains levels in
this prestige class, his ability scores increase as noted in
Table 3-8. These increases stack and are gained as if
through level advancement.

Breath Weapon (Su): At 3rd and 7th level, the dragon
disciple begins to develop his ancestor’s signature ability:
a breath weapon. The type depends on the dragon variety
whose heritage he enjoys. The amount of damage dealt
is one-third of full strength at 3rd level, increases to two-
thirds at 7th level, and reaches full potency at 10th level
(dragon apotheosis). Only the potential damage changes;
the area and the save DC are as the full-strength weapon
(see below). Regardless of its strength, the breath weapon
can be used only once per day. Use all rules for dragon
breath (see the Dragon entry in the Monster Manual)
except as specified here.

Enlargement: At 5th level, the dragon disci-
ple’s size increases one step, from Small to Medium-
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size or from Medium-size to Large. (A character already
of size Large or larger does not get any bigger.) The
change in size affects the dragon disciple’s base claw and
bite damage (see above). In addition, he gains a –1 size
modifier to his base attack bonus and Armor Class.

Wings: At 9th level, dragon disciples of size Large and
above grow wings. They can now fly at their normal speed
(average maneuverability). Smaller creatures have wings
only if they already possessed them.

Dragon Apotheosis: At 10th level, the dragon disciple
fully realizes his draconic heritage and takes on the half-
dragon template. His breath weapon reaches full strength,
and he gains an additional 4 points of Strength and 2
points of Charisma. His natural armor bonus increases to
+4, and he acquires low-light vision, darkvision (60-ft.-
range), immunity to sleep and paralysis effects, and an
additional immunity based on the dragon variety (see
page 214 of the Monster Manual for complete details).Elemental Savant
"O to be the snowflake, the cleansing flame, the ancient stone,
the endless wind!"

Elemental savants study the basic building blocks of exis-
tence—air, earth, fire, and water—learning to harness
their powers. Eventually they transcend their mortal
forms and become elemental beings.

Most elemental savants start out as wizards, although
clerics and druids are not unknown. Sorcerers occasion-
ally take this prestige class, but since metamagic feats are
of less utility to them, they have difficulty using the
class’s strengths to their fullest.

NPC elemental savants usually prefer to pursue their
studies in solitude or in the company of other elemental
savants. Sometimes groups of them gather in places where
an element’s majesty and power is on display, such as the
flanks of a volcano, an island, or a high, windy mountain.

Hit Die: d4.Requirements
To qualify to become an elemental savant, a character
must fulfill all the following criteria.

Knowledge (Arcana): 8 ranks.
Knowledge (The Planes): 8 ranks.
Feat: Energy Substitution (acid, cold, electricity, or fire).

Spells: Ability to cast at least three spells with one of the
acid, cold, electricity, or fire descriptors and at least one
summon spell. At least one of these spells must be 3rd level
or higher. Alternatively, the character must be able to cast at
least one spell of 3rd level or higher and have access to one
of the following clerical domains: Air, Earth, Fire, or Water.

Special: The elemental savant must have made prior
peaceful contact with an elemental or with an outsider
having an elemental subtype (Air, Earth, Fire, or Water).Class Skills
The elemental savant’s class skills (and the key ability for
each skill) are Alchemy (Int), Concentration (Con), Craft
(Int), Handle Animal (Cha), Knowledge (Int), Profession
(Wis), Scry (Int, exclusive skill), Speak Language, and
Spellcraft (Int). See Chapter 4: Skills in the Player’s Hand-
book for skill descriptions.

Skill Points at Each Level: 2+Int modifier.Class Features
All the following are class features of the elemental savant
class.

Weapon and Armor Proficiency: Elemental savants
gain no additional proficiency in any weapon or armor.

Spells per Day: When a new elemental savant level is
gained (except at 10th level), the character gains new
spells per day as if she had also gained a level in a spell-
casting class she belonged to before adding the prestige
class. She does not, however, gain any other benefit a
character of that class would have gained (improved
chance of controlling or rebuking undead, metamagic or
item creation feats, hit points beyond those he receives
from the prestige class, and so on), except for an increased
effective level of spellcasting. If a character had more
than one spellcasting class before becoming an elemental
savant, she must decide to which class she adds the new
level for purposes of determining spells per day.

Elemental Transition: Beginning at 1st level, the
elemental savant begins to transcend her mortal form, on
the path toward becoming an elemental creature. On
first taking this prestige class, she chooses an element,
which must be allied with a type of energy she can substi-
tute using Energy Substitution. Each element also has
an opposing element and energy form, as shown below.
The elemental savant cannot use Energy Substitution to

TABLE 3-9: THE ELEMENTAL SAVANT

BaseBaseBaseBaseBase FortFortFortFortFort RefRefRefRefRef WillWillWillWillWill
Class LevelClass LevelClass LevelClass LevelClass Level Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial Spells per DaySpells per DaySpells per DaySpells per DaySpells per Day

1st +0 +0 +0 +2 Elemental transition, resistance +5  +1 level of existing class
2nd +1 +0 +0 +3 Elemental focus +1  +1 level of existing class
3rd +1 +1 +1 +3 Elemental penetration +1  +1 level of existing class
4th +2 +1 +1 +4 Elemental transition, resistance 10  +1 level of existing class
5th +2 +1 +1 +4 Elemental focus +2  +1 level of existing class
6th +3 +2 +2 +5 Elemental penetration +2  +1 level of existing class
7th +3 +2 +2 +5 Elemental transition, resistance 15  +1 level of existing class
8th +4 +2 +2 +6 Elemental focus +3  +1 level of existing class
9th +4 +3 +3 +6 Elemental penetration +3  +1 level of existing class

10th +5 +3 +3 +7 Elemental perfection, immunity —
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insert a type of energy opposed to her chosen element.
For example, an air elemental savant can substitute light-
ning for another form of energy in a spell, but she is
prohibited from substituting acid.

Opposing Element
Element Allied Energy and Energy
Air Electricity Acid, Earth
Earth Acid Air, Electricity
Fire Fire Cold, Water
Water Cold Fire

At 1st level, the elemental savant becomes immune to
magical sleep effects.

At 4th level, she gains darkvision with a range of 60
feet and immunity to paralysis.

At 7th level, she gains immunity to stunning.
Resistance (Ex): As the

elemental savant gains levels in
this prestige class, she becomes
more resistant to the type of
energy allied with her chosen
element. At 1st level, she gains
resistance 5 against this energy
form. This rises to resistance 10
at 4th level, resistance 15 at 7th
level, and complete immunity
when she becomes an elemental
being (at 10th level).

Elemental Focus(Ex): Begin-
ning at 2nd level, the elemental
savant learns to better manipu-
late energy allied with her
chosen element. The save DC
for any spell using that type
of energy increases +1. This
rises to +2 at 5th level and +3
at 8th level. These increases
are cumulative with those
granted by the Spell Focus and
Greater Spell Focus feats.

Elemental Penetration
(Ex): Beginning at 3rd level, the
elemental savant further
refines her ability to wield energy
allied with her chosen element. When she
casts a spell using that type of energy, she gains a
+1 competence modifier on caster level checks (1d20
+caster level) to beat a creature’s spell resistance. At 6th
level, this modifier increases to +2, and at 9th level it
increases to +3. These increases are cumulative with those
granted by the Spell Penetration and Greater Spell
Penetration feats.

Elemental Perfection: At 10th level the elemental
savant, through long association with elemental entities
and extensive study of their secrets, completely tran-
scends her mortal form to become an elemental creature.
Her type changes to «elemental”, which means (among
other things) that she is no longer affected by spells that
specifically target humanoids, such as charm person. She

gains an elemental creature’s immunity to poison, sleep,
paralysis, and stunning and is no longer subject to critical
hits or flanking.

The elemental savant gains the speed and movement
modes, special attacks, and special qualities of a medium
elemental of the appropriate type, as noted in the Monster
Manual, except that the save DC against her elemental
attack form, if any (whirlwind, burn, or vortex) is 20+her
Constitution modifier.

Upon achieving this state, the elemental savant’s
appearance undergoes a minor physical change, usually
to the skin or eyes. An earth elemental savant, for
example, might acquire gemlike eyes and hard, pebbly

skin. Anyone who shares the
elemental savant’s predilection
for study of her chosen plane
immediately recognizes her
transcendent nature. She gains
a +2 circumstance modifier on
all Charisma-based skill and
ability checks when interacting
with creatures having her
elemental type and with other
elemental savants who have
chosen her element.

Elemental perfection is not
without cost. The elemental
savant can be hedged out by a
magic circle spell against her
alignment. She also takes double
damage from energy attacks
allied with her opposing
element unless the attack allows

a saving throw for half damage, in
which case she takes half damage
even on a successful save.

Immunity (Ex): At 10th level,
the elemental savant is completely

comfortable with energy allied with
her chosen element. She gains

immunity to that type of energy,
in addition to the immunities
granted by her elemental form
(see Elemental Perfection below).Fatespinner

”Keep trying. I have a feeling your luck will change—soon”.

Some people are lucky. Others, less so. And a few make
their own luck.

A fatespinner (also called a «mage of many fates») has
pulled back the curtain of chance, circumstance, and chaos
to glimpse a deeper truth: probability. When one event
occurs, innumerable possible ones do not, as the universe
blindly seeks balance. Through his newfound
understanding, the fatespinner satisfies that unthinking
drive—with prejudice. He can increase the probability
of events in his favor, at the expense of a greater
probability of undesirable events.
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TABLE 3-10: THE FATESPINNER

BaseBaseBaseBaseBase FortFortFortFortFort RefRefRefRefRef WillWillWillWillWill
Class LevelClass LevelClass LevelClass LevelClass Level Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial Spells per DaySpells per DaySpells per DaySpells per DaySpells per Day

1st +0 +0 +0 +2 Spin fate
2nd +1 +0 +0 +3 Resist fate  +1 level of existing class
3rd +1 +1 +1 +3 Fickle finger of fate
4th +2 +1 +1 +4 As fate would have it  +1 level of existing class
5th +2 +1 +1 +4 Spin destiny
6th +3 +1 +2 +5 Deny fate  +1 level of existing class
7th +3 +2 +2 +5 Luck of the wind  +1 level of existing class
8th +4 +2 +2 +6 As fate would have it  +1 level of existing class
9th +4 +3 +3 +6 Seal fate

10th +5 +3 +3 +7 Favored one  +1 level of existing class

Any arcane spellcaster who has cursed his bad luck is
a potential candidate for this prestige class. Who has not
fired off a spell, hoping fervently but impotently for a
particular outcome, or sadly noted the astounding luck
of an enemy who resists spell after spell? The fatespinner
is all about applying some control over the seeming
vagaries of chance—fortune for himself, misfortune for
his foes.

NPC fatespinners are often found in positions of
power and authority, as would be expected from those
able to directly affect their own destiny. Others continue
to ply the world, honing their abilities and seeking their
ultimate fortune.

Hit Die: d4.Requirements
To qualify to become a fatespinner, a character must
fulfill all the following criteria.

Knowledge (arcana): 8 ranks.
Knowledge (any): 8 ranks.
Spells: Ability to cast arcane spells of 3rd level or

higher.
Special: The fatespinner must have avoided death (or

severe calamity) by the machinations of fate. For instance,
if he misses a ferry crossing to the nearby Isle of Sadonne
due to a strange premonition that caused him to tarry
overlong at the landing, and learns that the ferry was lost
with all aboard to a sudden storm, it can be said that fate
has spared him.Class Skills
The fatespinner’s class skills (and the key ability for each
skill) are Appraise (Int), Concentration (Con), Craft (Int),
Gather Information (Cha), Intuit Direction (Wis),
Knowledge (Int), Profession (Wis), Scry (Int, exclusive
skill), Search (Int), and Spellcraft (Int). See Chapter 4:
Skills in the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 2+Int modifierClass Features
All the following are class features of the fatespinner
prestige class.

Weapon and Armor Proficiency: A fatespinner gains
no additional proficiency in any weapon or armor.

Spells per Day: At every second level gained in the

fatespinner class, as well as at 7th level, the character
gains new spells per day as if he had also gained a level in
a spellcasting class he belonged to before adding the pres-
tige class. He does not, however, gain any other benefit
a character of that class would have gained (improved
chance of controlling or rebuking undead, metamagic or
item creation feats, hit points beyond those he receives
from the prestige class, and so on), except for an increased
effective level of spellcasting. If a character had more
than one spellcasting class before becoming a fatespin-
ner, he must decide to which class he adds the new level
for purposes of determining spells per day.

Spin Fate (Ex): The mage of many fates understands
that "chance" is less random than many believe, and he
can adjust the probability of certain events. This is an
extraordinary ability.

When a fatespinner casts a spell that allows a saving
throw, he can choose to subtract 2 from the spell’s save
DC (making it easier for the target to resist)—neither
more nor less. He stores the 2 points as a sort of spell
karma called "spin". Each time he so adjusts a spell, he
accumulates another 2 points of spin. At any one time,
the fatespinner can store a maximum spin value equal to
his caster level (the total of all spellcasting class levels,
including this prestige class). For example, a 5th-level
wizard/1st-level fatespinner can store up to 6 points of
spin at any one time.

The fatespinner can use accumulated spin to boost the
save DC of other spells he casts, adding up to 3 points of
spin to any one spell. Thus, the above 5th-level wizard/
1st-level fatespinner can increase the Will save DC of a
charm person spell he casts by up to +3. If he spends all 3
points, his spin «balance» drops to 3.

Sometimes more points are subtracted from save DCs
than can be accumulated as spin. In this case, the excess
is lost. If the above spellcaster were to reduce the save
DCs of two spells before using his spin again, he would
accumulate 4 points of spin. Since his maximum is 6 not
7, the extra point is lost.

Note: You can’t cheat fate. A fatespinner accumulates
no spin from casting spells on targets who voluntarily fail
their saving throws. Nor can he accumulate spin by
reducing the save DC of a benign spell cast on a friend or
a meaningless inanimate object. Only where the outcome
of the spell is important to the fatespinner’s own fate can
he use this ability.
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Resist Fate (Ex): At 2nd level, the fatespinner devel-
ops extraordinary good luck. Once per day, may reroll
one roll that he has just made. He must take the result of
the reroll, even if it’s worse than the original roll. If the
fatespinner has levels of cleric with the Luck domain,
this benefit stacks with that domain’s granted power.

Fickle Finger of Fate (Ex): On reaching 3rd level,
the fatespinner gains the extraordinary ability to affect
the luck of others. Once per day, he may reroll one roll
that another creature—friend or enemy—has just made.
That creature must take the reroll, even if it’s worse than
the original roll.

Fickle finger of fate takes place outside the normal
initiative order? but fatespinner still can't use it if he is
caught flat-footed. He must be able to see the recipient
to  use this ability.

Note: The fatespinner must decide whether to reroll
before the results of the roll in question are applied;
otherwise he must wait for another opportunity. He is
not automatically privy to the rolls of others, especially
enemies, but it is usually easy to tell when a creature
makes a saving throw or hits a target. The fatespinner
player should notify the DM prior to a foes roil, stating
his intention to use this ability immediately if the
outcome appears undesirable.

As Fate Would Have It: At 4th and 8th level, fate
conspires with circumstance to bring about a useful, if
rather mundane, result. The fatespinner learns a bonus
metamagic feat.

Spin Destiny (Ex): Beginning at 5th level, the fate-
spinner more clearly apprehends the matrix of reality and
can use accumulated spin to ajust other "random" events.
The method is identical to increasing a spell’s save DC,
but the fatespinner can now add spin to boost any skill
check, attack roll, or saving throw. However, he can’t
substract points from these checks to accumulate spin.

In addition, he can apply a number of points of spin up
to his caster level (which is still the maximum spin he can
store) to skill checks, attack rolls, or saving throws. For
example, a 5th-level wizard/5th-level fatespinner could
apply up to 10 points of spin to a desired check, assuming
had enough scored.

Deny Fate (Ex): At 6th level, the fatespinner’s control
of chance becomes stronger. He can now reroll a roll, as
with Resist Fate, twice per day. This also stacks with the
Luck domains granted power.

Luck to the Wind (Ex): On reaching 7th level, the
mage of many fates can appease chance by ”throwing
luck to the wind”. This is an extraordinary ability. He chooses
whether or not to use this power each time he casts a spell
that allows a saving throw. The save DC for a spell so
adjusted is 1d20+ spell level+caster’s Charisma or Intelli-
gence modifier (whichever is greater). The fatespinner
rolls the d20 when he casts the spell. He can also enhance
the spells by adding up to 3 points of spin to the spell’s
save DC, or accumulate spin by deducting 2 points from
it, but not both. This cannot be further adjusted by other
abilities such as spin destiny.

Seal Fate Seal Fate Seal Fate Seal Fate Seal Fate (Sp): At 9th level, the fatespinner can meddle
in matters literally of life and death. Once per day, he can

attempt to seal the fate of one other creature as a spell-like
ability. As a standard action, the fatespinner selects a size
Large or smaller target creature he can see within 100 feet
and speaks the words, ”Your fate is sealed”. The target
must make a successful Fortitude save (DC 20) or die.
Even if the save is successful (or if the Target is Huge or
larger), it instead takes 3d6+13 points of damage. The
fatespinner may add spin to increase the Fortitude save
DC, the amount of damage dealt, or both, as desired.

Favored One: On attaining 10th level, the fatespinner
is favored by chance, rising above the common animal
caught in the web of reality it can’t see or appreciate. His
type changes to ”outsider”, which means (among other
things) that he is no longer affected by spells that specif-
ically target humanoids, such as charm person, but he can
be hedged out by a magic circle spell against his alignment.
The Favored One can store a maximum value of spin
equal to twice his caster level.Mage of the Arcane Order

”Wait... wait... I’ve just about got it ”.

Also called a ”guildmage”, this is a spellcaster who
belongs to a academy and guild known as the Arcane
Order (see Chapter 1). In casual conversation, the acad-
emy is called the Order, or sometimes «that college of
wizardry». It is both a school for fledgling spellcasters
and a guild for those of advanced knowledge and power.

The Arcane Orders charter is twofold, its first tenet is
advancing magical knowledge through both ongoing
research and archeological investigation of lost arcane
disciplines. A good portion of research is centered
around elucidaring a "magical grammar" of the great
power wielded in ages past, and this research has borne
wondrous fruit: metamagic feats. The second tenets is the
support and welfare of the Order’s membership, initially
through arcane schooling and later through compan-
ionship, resources, boarding, and access to the Spellpool
(see below). Although nonwizards can benefit some-
what from what the Order has to offer, its emphasis on
wizardry deters most applicants.

NPC guildmages often join adventuring companies of
nonspellcasters who are not affiliated with the Order.
Thus, they could be encountered anywhere adventure
beckons. However, a guild member in good standing
returns when he can to the campus, pay his required
dues, and does his part in the upkeep of the Spellpool.

Hit Die: d4.Requirements
To qualify to become a mage of the Arcane Order, a
character must fulfill all the following criteria.

Knowledge (Arcana): 8 ranks.
Feats: Two metamagic feats, one of which must be

Cooperative Spell.
Spells: Ability to prepare and cast arcane spells of 2nd

level or higher, fee of 750 gp.
Special: Prospective members must pay an initiation

fee of 750 gp.
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Class Skills
The mage of the Arcane Order’s class skills (and the key
ability for each skill) are Alchemy (Int), Concentration

(Con), Craft (Int), Knowledge (Int), Profession (Wis),
Scry (Int, exclusive skill), Speak Language, and

Spellcraft (Int). See Chapter 4: Skills in the Player’s
Handbook for skill descriptions.

Skill Points at Each Level: 2+Int modifier.Class Features
All the following are class features of the mage of the
Arcane Order prestige class.

Weapon and Armor Proficiency: Arcane Order
casters gain no additional proficiency in any weapon or
armor.

Spells per Day: When a new mage of the Arcane
Order level is gained, the character gains new spells

per day as if he had also gained a level in a spellcasting
class he belonged to before adding the prestige class.

He does not, however, gain any other benefit a
character of that class would have gained
(improved chance of controlling or rebuking
undead, metamagic or item creation feats, hit
points beyond those he receives from the pres-
tige class, and so on), except for an increased
effective level of spellcasting. If a character had
more than one spellcasting class before becoming
a mage of the Arcane Order, he must decide to
which class he adds the new level for purposes
of determining spells per day.

Guild member: A «guild-level» mage of the
Arcane Order pays monetary dues and accepts
various duties in return for various benefits. The
dues are 30 gp per month. Duties include putting
in an appearance on campus at least once every
six months and accepting any special commissions
handed down by senior members. A guildmage
who falls into arrears on his dues by more than
three months has his membership revoked and
loses access to the Spellpool. Reinstating
membership is difficult. However, ex-members
do not lose any spells or metamagic feats they
had gained while in good standing.

A member in good standing may board at
the Arcane Order campus between adven-
tures, paying only 5 sp per day for common-
quality meals and lodging. At his leisure,
he may browse the Order’s well-respected

library, which is stocked with tomes on both
mundane and arcane lore (though no spells

are located here). Likewise, he may use the
common laboratory facilities when creating a

minor or medium magic item (although material
costs remain out-of-pocket). Furthermore, he is free

to read and post notices to the «job-board”, a mundane
medium whereby fellow members of the Order pass

information, advertise their interest in a research topic
or adventure, or attempt to sell an interesting oddity,
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magical or otherwise. Last but not least, members form
professional ties with their fellow wizards, possibly leading
to lasting friendships or at least allies.

SpellpoolSpellpoolSpellpoolSpellpoolSpellpool (Sp): Beginning at first level, mages of the
Arcane Order can call spells from a common source, the
Spellpool. This is a spell-like ability. New members receive
a special focus (a small trinket chosen by the spellcaster,
such as a ring, brooch, scarf, or other portable item) at
the time of their initiation. The focus allows access to the
Spellpool and works only for its owner. If he loses his
focus, he must undergo another initiation. The range of
available spells increases at levels 4 and 7. See the
Spellpool section, below.

Research Breakthrough: At 2nd and 9th levels, a
mage of the Arcane Order gains sudden insight from
studying the reconstructed texts of ancient magical gram-
mars. He gains a bonus metamagic feat.

Bonus Language: At 3rd and 6th levels, the guild-
mage’s access to the Order’s superb library and resources
allow him to learn a new language.

New Spell: When a mage of the Arcane Order reaches
5th and 8th level, a fellow wizard allows the character to
copy a spell from his or her spellbook (chosen by the
player, subject to the DM’s approval). He does not need
to make a Spellcraft check, although specialist wizards
still cannot learn spells from prohibited schools.

Regent: A 10th-level mage of the Arcane Order is
awarded the status of regent. He no longer pays dues
but continues to receive all the benefits of guild member-
ship. A regent gains a +2 competence modifier on all
Charisma-based interaction checks when dealing with
lower-level members of the Order.

The regents set the Arcane Order’s rules and policies,
meeting each month in the Council of Regents. A regent
must attend six Council meetings in one year or be
removed from the Council and lose his regent status (he
loses no other benefits of guild membership). Enacting
new policies or eradicating old ones requires a three-
fifths majority vote to pass.

Generally, the Council hands out commissions for
lower-level mages of the Arcane Order to perform on
behalf of the guild. An individual regent may also head
up a special group of lower-level members to accomplish
a specific goal, such as investigating a crime committed
using magic, undertaking an archeological dig of an ancient
site of wizardry, or some other important task.

The Spellpool
A magical reservoir of spell energy is bound into a special
matrix in a guarded vault in Mathghamhna’s sublevel.
Using his guild focus, a mage of the Arcane Order can
«call» spells from this common resource at need.

Calling a Spell: Calling a spell from the Spellpool can
be done at any distance but requires the caster to have an
open, unused spell slot of the appropriate level. Wizards
preparing spells for the day decide at that time whether to
leave some spell slots open. The spellcaster can call only
for spells of a level that he could normally cast. He can
call a number of spells per day whose total levels are equal
to or less than half his caster level (minimum of one). For
example, a 5th-level wizard can call one 2nd-level spell or
two 1st-level spells per day, assuming he has slots avail-
able and his Spellpool Debt isn’t too high (see below).

When the caster calls a spell, he takes a full-round action
to concentrate on his focus (which draws attacks of oppor-
tunity). The spell appears in the caster’s mind at the begin-
ning of his next turn in the round and can be used immedi-
ately. However, if he does not cast the called spell within 1
minute per caster level, it fades from his mind as though
cast. Wizards cannot learn the called spell, despite its tempo-
rary presence, though of course they could later attempt
to learn a spell of the same name through standard means.

Spell Availability: Three stages of access to the
Spellpool exist. A member first joining the Order gains
Spellpool I privileges, which grants access to spells of 1st
to 3rd level. Spellpool II allows 4th- to 6th-level spells,
and Spellpool III grants 7th- to 9th-level spells. No 0-level
spells are available, but the Spellpool can provide any
other spell on the wizard/sorcerer spell list in the Player’s
Handbook, as well as any additional spells designated by
the DM.

Spellpool Debt:Spellpool Debt:Spellpool Debt:Spellpool Debt:Spellpool Debt: Every time a spellcaster calls a spell, he
incurs a debt. He must return an «energy packet» to the
Spellpool: a spell he has prepared (or can cast in the
sorcerer’s case) of equal level to that called, or a number
of spells whose combined levels total the level of the
spell called. For instance, the Spellpool debt for a 5th-
level spell is 5 levels, which could be paid off with
another 5th-level spell or any combination of spells
whose levels total 5. Returning a spell is a full-round
action, like calling a spell, and depletes a prepared spell
slot, or uses up a spell slot for the day, as if the spell had
been cast.

TABLE 3-11: THE MAGE OF THE ARCANE ORDER

BaseBaseBaseBaseBase FortFortFortFortFort RefRefRefRefRef WillWillWillWillWill
Class LevelClass LevelClass LevelClass LevelClass Level Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial Spells per DaySpells per DaySpells per DaySpells per DaySpells per Day

1st +0 +0 +0 +2 Guild member, Spellpool I  +1 level of existing class
2nd +1 +0 +0 +3 Research breakthrough  +1 level of existing class
3rd +1 +1 +1 +3 Bonus language  +1 level of existing class
4th +2 +1 +1 +4 Spellpool II  +1 level of existing class
5th +2 +1 +1 +4 New spell  +1 level of existing class
6th +3 +2 +2 +5 Bonus language  +1 level of existing class
7th +3 +2 +2 +5 Spellpool III  +1 level of existing class
8th +4 +2 +2 +6 New spell  +1 level of existing class
9th +4 +3 +3 +6 Research breakthrough  +1 level of existing class

10th +5 +3 +3 +7 Regent  +1 level of existing class

CHAPTER 3: PRESTIGE CLASSES



63

The debt need not be repaid immediately. In fact, a
spellcaster can accumulate a Spellpool debt equal to three
times his caster level (including levels in this prestige
class) before facing penalties. Thus, 5th-level sorcerer/
5th-level mage of the Arcane Order could call up to 30
levels of spells from the Spellpool. However, upon incur-
ring 31 or more spell-levels of debt, his access to the
Spellpool is automatically suspended until he reduces
the debt to 30 or below.

Nothing prevents a spellcaster from paying ahead of
time, giving him a «positive balance”, so to speak. Like-
wise, another guild member may agree to pay off or make
a payment toward a caster’s Spellpool debt in return for
a service, money, or other consideration. A spell currency
of a sort has developed within the Arcane Order, where
spellcasters often pay each other with levels of Spellpool
debt (informally called «charms»).Mindbender
"You’re doing splendidly. Keep up the good work!"

Mindbenders seek to control the thoughts
and dreams of others. From an
early age, those destined to walk
this path learn little tricks of
manipulation to get their way.
Later, they turn to spellcast-
ing to enhance their al-
ready impressive skills
at bluffing, intimidat-
ing, and otherwise
dealing with people to
their own advan-tage.
Magic holds the
promise of complete
mental domination,
and the mindbender
realizes it spectacularly.

Spellcasters who
take this prestige class
give up advancing in
caster level, but they
instead gain ever-
greater ability to alter
and eventually
command the will of
others. Anyone who
is ready to sacrifice
magic for manipu-
lation is a suitable
candidate.

Mindbenders do
not get on well with
one another, as each attempts to assert his control over
the rest. It is not unknown for one mindbender to
secretly control another - such is considered the perfect
front. Possessing the power to control other’s minds
doesn’t ensure immunity to the same treatment.

Hit Die: d4.

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

Bluff: 4 ranks.
Diplomacy: 4 ranks.
Intimidate: 4 ranks.
Sense Motive: 4 ranks.
Feat: Leadership (see page 45 of DUNGEON MASTER’S

Guide).
Spells: Ability to cast arcane spells of 3rd level or

higher.Class Skills
The mindbender’s class skills (and the key ability for
each skill) are Animal Empathy (Cha), Bluff (Cha),
Concentration (Con), Diplomacy (Cha), Innuendo (Wis),
Intimidate (Cha), Knowledge (Int), Profession (Wis),
Scry (Int, exclusive skill), Sense Motive (Wis), and Spell-
craft (Int). See Chapter 4: Skills in the Player’s Handbook
for skill descriptions.

Skill Points at Each Level: 2+Int modifier.Class Features
All the following are class
features of the mindbender
prestige class.
Weapon and Armor Profi-

ciency: A mindbender gains no
additional proficiency in any

weapon or armor.
Spells per Day: At 1st, 3rd, 5th, 6th, 7th, and 9th

level gained in the mindbender class, the
character gains new spells per day as if

he had also gained a level in a
spellcasting class he belonged to

before adding the prestige class. He
does not, however, gain any other
benefit a character of that class
would have gained (impro-ved
chance of controlling or rebuk-
ing undead, metamagic or item
creation feats, hit points
beyond those he rece-ives
from the prestige class, and
so on), except for an increased
effective level of spellcasting.
If a character had more than
one spellcasting class before
becoming a mind-bender, he
must decide to which class he
adds the new level for purpo-
ses of determining spells per day.

Telepathy (Su): At 1st level, the mindbender unlocks
one of the most basic elements of his mental craft, gaining
the supernatural ability to communicate telepathically
with any creature within 100 feet that has a language.

Skill Boost (Ex): The mindbender is a consummate
student of manipulation, be it magical or mundane. At
1st, 5th, and 7th level, he receives a +6 competence modi-
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fier on any of the following skills: Bluff, Diplomacy,
Intimidate, and Sense Motive. The character can apply
the entire bonus to one skill or split it among several, as
he desires.

Suggestion (Su): At 2nd level, the mindbender can
influence the actions of a living creature of size Large or
smaller twice per day. Also called «pushing», this is a
supernatural, mind-affecting ability that suggests a
course of activity (limited to a sentence or two). A target
within 100 feet must succeed at a Will save (DC 17) to
resist the suggestion. The effect lasts until the target
accomplishes what it was asked to do or after 6 hours,
whichever occurs first. It is otherwise identical to the
suggestion spell (see page 257 of the Player’s Handbook).

Mindread (Su): At 3rd level, the mindbender learns to
read the surface thoughts of a living creature. Twice per
day as a supernatural, mind-affecting ability, he can
choose a target within 100 feet, which must succeed at a
Will save (DC 17) to resist the effect. Reading the mind of
a creature requires concentration but draws no attack of
opportunity. Creatures of animal intelligence (Int 1 or 2)
have simple, instinctual thoughts. The ability can pene-
trate barriers, but 1 foot of stone, 1 inch of common
metal, a thin sheet of lead, or 3 feet of wood or dirt blocks
it. The effect lasts for up to 10 minutes, or when the
mindbender ceases concentration.

Beguile (Su): At 4th level, the mindbender can
beguile any single living creature of size Large or
smaller. Once per day as a supernatural, mind-affecting
ability, he can choose a target within 100 feet, which
must succeed at a Will save (DC 18) to resist the effect.
The creature gains a +5 modifier on its saving throw if it
is currently being attacked by the mindbender or his
allies. Beguiling a creature is a standard action that does
not draw an attack of opportunity. If successful, the
creature regards the mindbender as its trusted friend
and ally, as though underline effect of a charm person
spell (see page 183 of the Player ’s Handbook). It is not
necessary to know the creature’s language—the ability
is exercised telepathically.

Friends Forever (Su): On reaching 6th level, the
mindbender tightens his mental control over others. A
creature he has beguiled using that supernatural ability
(see above) becomes his permanent friend, unless the
mindbender does something obviously harmful to the
creature or orders it to take an action that is suicidal or

utterly against its nature (which breaks the friendship).
This is a supernatural, mind-affecting ability. A mind-
bender can have only two such friends at one time. The
effect is temporarily suppressed if the target is warded
by protection from evil. It is permanently broken by a
successful dispel magic against caster level 14.

Dominate (Su): At 7th level, the mindbender can
dominate any single living creature of size Large or
smaller once per day. He chooses a target within 100
feet, which must succeed at a Will save (DC 19) to resist
the effect. This is a supernatural, mind-affecting ability,
creating a compulsion effect, and takes a standard action
that does not draw an attack of opportunity. The effect
lasts for 3 days. It is otherwise identical to the dominate
person spell (see page 197 of the Player’s Handbook).

Mass Beguile (Su): On reaching 9th level, the mind-
bender can extend his influence to several beings. Once
per day, he can use his beguile ability (see above) against
a number of appropriate targets whose combined Hit
Dice do exceed 40. This is a supernatural, mind-affecting
ability that can be used in addition to beguiling a single
creature. If more potential targets exist than the mind-
bender can affect, he chooses them one at a time until he
exceeds the Hit Die limit.

Thrall (Su): At 10th level, the mindbender’s mental
mastery reaches its pinnacle. Any creature that he has
dominated (see above) becomes his permanent thrall. A
mindbender can have only one thrall at a time. A protec-
tion from evil spell does not interrupt this influence, but it
can be permanently broken by a successful dispel magic
against caster level 18.Pale Master
"The dead aren’t so bad once you get to know them"

Necromancy is usually a poor choice for arcane spellcast-
ers—those who really want to master the deathless arts
almost always pursue divine means. However, an alterna-
tive exists for those who desire power over undead but
refuse to give up their arcane craft completely. Enter the
pale master, who draws on a font of special lore that
provides a macabre power all its own.

Many pale masters still end up supplementing their
arcane power with levels of divine magic. The mixture of
"pale lore" and clerical abilities to sway, create, command,

TABLE 3-12: THE MINDBENDER

BaseBaseBaseBaseBase FortFortFortFortFort RefRefRefRefRef WillWillWillWillWill
Class LevelClass LevelClass LevelClass LevelClass Level Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial Spells per DaySpells per DaySpells per DaySpells per DaySpells per Day

1st +0 +2 +0 +2 Telepathy, skill boost  +1 level of existing class
2nd +1 +3 +0 +3 Suggestion
3rd +1 +3 +1 +3 Mindread  +1 level of existing class
4th +2 +4 +1 +4 Beguile
5th +2 +4 +1 +4 Skill boost  +1 level of existing class
6th +3 +5 +2 +5 Friends forever  +1 level of existing class
7th +3 +5 +2 +5 Skill boost  +1 level of existing class
8th +4 +6 +2 +6 Dominate
9th +4 +6 +3 +6 Mass beguile  +1 level of existing class

10th +5 +7 +3 +7 Thrall
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and destroy undead can be a potent one.
NPC pale masters head special strike groups compris-

ing lesser undead, supplemented as needed with more
powerful, summoned undead. Sometimes they serve or
act in collusion with powerful evil characters, such as
true necromancers or divine spellcasters with Death as
one of their domains. Wherever pale masters go, undead
follow. Often it is difficult to tell a pale master from the
undead that he surrounds himself with.

Hit Die: d6.Requirements
To qualify to become a pale master, a character must
fulfill all the following criteria.

Alignment: Any nongood.
Knowledge (Religion): 8 ranks.
Feat: Skill Focus (Knowledge [religion]).
Spells: Ability to cast arcane spells of 3rd level or

higher.
Special: The candidate must have spent three or more

days locked in a tomb with animate undead. This contact
may be peaceful or violent. A character who is slain by
the undead and later raised still meets the requirement,
although the resulting level loss may delay compliance
with other prerequisites.Class Skills
The pale master’s class skills (and the key ability for each
skill) are Alchemy (Int), Concentration (Con), Craft (Int),
Diplomacy (Cha), Hide (Dex), Knowledge (Int), Listen
(Wis), Move Silently (Dex), Profession (Wis), Scry (Int,
exclusive skill), and Spellcraft (Int). See Chapter 4: Skills
in the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 2+Int modifier.Class Features
All the following are class features of the pale master
prestige class.

Weapon and Armor Proficiency: Pale masters gain
no additional proficiency in any weapon or armor.

Spells per Day: At every second level gained in the pale
master class, the character gains new spells per day as if he
had also gained a level in a spellcasting class he belonged
to before adding the prestige class. He does not, however,
gain any other benefit a character of that class would have

gained (improved chance of controlling or rebuking
undead, metamagic or item creation feats, hit points
beyond those he receives from the prestige class, and so
on), except for an increased effective level of spellcasting.
If a character had more than one spellcasting class before
becoming a pale master, he must decide to which class
he adds the new level for purposes of determining spells
per day.

Bonemail: The pale master has an instinctive feel for
bone and can craft necromantic armor composed of inter-
locking bones. His appreciation for all things dead allow
him to wear the bonemail like a second skin-that is,
natural armor, which does not interfere with arcane spell-
casting. Only pale masters gain any benefit to Armor
Class from wearing bonemail.

At 1st level, the bonemail grants a +2 natural armor
bonus to its wearer. At 4th level, the pale master’s
mastery over this unusual medium allows him to move
more naturally within the armor, granting him a +4
natural armor bonus. Finally, at 8th level, the pale
master becomes a true bone artisan, receiving a +6 natu-
ral armor bonus from his bonemail. These increased
bonuses are the result of greater expertise in wearing
the armor, so bonemail created by a higher-level pale
master confers only the natural armor bonus appropri-
ate to the wearer’s level.

Animate DeadAnimate DeadAnimate DeadAnimate DeadAnimate Dead (Sp): At 2nd level, the pale master begins
to exercise control over the undead. Once per day as a
spell-like ability, he can use animate dead without need of
a material component. Levels of this prestige class count
as caster levels for this purpose. All other level restric-
tions of animate dead still apply. For example, a 6th-level
sorcerer/2nd-level pale master can only animate up to 8
HD of undead with a single use of this ability. Likewise,
he can only control up to 16 total HD of undead created
using this ability at one time.

Darkvision (Ex): At 3rd level, the dark begins to lose
its mysteries to the pale master, who gains darkvision
with a 60-foot range. This is an extraordinary ability. If he
already has darkvision, its range increases by 60 feet.

Summon Undead (Su): On reaching 4th level, the
pale master can summon two undead creatures twice
per day as a supernatural ability. This is a standard action
that does not provoke an attack of opportunity. The
undead appear at the beginning of the pale master’s next
action, at a point he designates (and can see) within 60

TABLE 3-13: THE PALE MASTER

BaseBaseBaseBaseBase FortFortFortFortFort RefRefRefRefRef WillWillWillWillWill
Class LevelClass LevelClass LevelClass LevelClass Level Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial Spells per DaySpells per DaySpells per DaySpells per DaySpells per Day

1st +0 +2 +0 +2 Bonemail +2  +1 level of existing class
2nd +1 +3 +0 +3 Animate dead
3rd +1 +3 +1 +3 Darkvision  +1 level of existing class
4th +2 +4 +1 +4 Summon undead, bonemail +4
5th +2 +4 +1 +4 Deathless vigor  +1 level of existing class
6th +3 +5 +2 +5 Undead graft
7th +3 +5 +2 +5 Tough as bone  +1 level of existing class
8th +4 +6 +2 +6 Graft upgrade, bonemail +6
9th +4 +6 +3 +6 Summon greater undead  +1 level of existing class

10th +5 +7 +3 +7 Deathless mastery
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feet, and they act immediately. The pale master may
verbally direct the undead to attack, not attack, attack
particular enemies, or perform other actions. Summoned
undead remain for 1 round per caster level, after which
time they disappear (sooner if destroyed in combat).
Summoned undead do not count against the pale master’s
HD total for controlling undead with his animate dead
ability (see above).

The pale master’s caster level determines the type of
undead he can summon, as noted below. Character
caster levels count as caster levels for this purpose. If
desired, he can summon three less powerful undead in
place of the highest-level undead available (for example,
instead of two wights, he could summon three ghouls,
shadows, or ghasts). All summoned undead have +4 turn
resistance, in addition to any turn resistance they already
possess, for the duration of their stay.

Caster LevelCaster LevelCaster LevelCaster LevelCaster Level Undead SummonedUndead SummonedUndead SummonedUndead SummonedUndead Summoned
5th Ghoul
6th Shadow
7th Ghast
8th Wight
9th Wraith

Deathless Vigor: At 5th level, the pale master’s body
becomes more akin to the undying flesh of those crea-
tures he associates with. The character gains +3 hit points
as though from the Toughness feat.

Undead Graft: At 6th level, the pale
master gives in to necrophagic urges too
terrible to verbalize. He cuts off his
arm and replaces it entirely
with an undead
prosthetic,
which
may

be completely skeletal or preserved flesh stitched in place
like that of a flesh golem. Regardless of its composition,
the limb grants a +4 inherent modifier to the character’s
Strength. Additionally, the undead graft allows him to
use up to two of the following touch attacks per day.
These are supernatural abilities, and he can use the same
one twice in one day. A touch attack that misses does not
count against the daily limit.

Paralyzing Touch (Su): A living foe hit by the pale
master’s touch attack must succeed at a Fortitude save (DC
14) or be paralyzed for 1d6+2 minutes (elves are immune).

Weakening Touch (Su): A living foe hit by the pale
master’s touch attack takes 1d6 points of temporary
Strength damage. A creature reduced to Strength 0 dies.

Degenerative Touch (Su): A living foe hit by the pale
master’s touch attack receives one negative level. The
Fortitude save to remove the negative level has a DC of
14.

Destructive Touch (Su): A living foe hit by the pale
master’s touch attack must succeed at a Fortitude save
(DC 14) or take 1d6 points permanent Constitution drain.

Commanding Touch (Su): If the pale master makes a
successful touch attack against an undead foe with HD
equal to or less than his caster level, it comes under his
command for a number of rounds equal to his caster
level. When the duration expires, the undead creature
returns to its former allegiance, if any. The newly
controlled undead can still be turned.

Tough As Bone (Ex): On reaching 7th level, the pale
master takes on yet more qualities of an undead being.
He gains immunity to stunning and is unaffected by

subdual damage.
Graft Upgrade: At 8th level, the pale

master becomes more skilled in the use of his
undead graft (see above). All touch attacks using

the graft receive a +2 competence modifier on
the attack roll. Additionally, the pale

master can use its supernatural
abilities three times per day.
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Summon Greater Undead (Su): At 9th level, the pale
master may summon one powerful undead creature once
per day as a supernatural ability. The pale master’s caster
level determines the type of creatures he can summon,
as noted below. If desired, he can summon two less power-
ful undead in place of the highest-level undead available
(for example, instead of one vampire, he could summon
two mummies or spectres).

All summoned undead have +4 turn resistance, in addi-
tion to any turn resistance they already possess, for the
duration of their stay. This ability is otherwise identical to
the summon undead ability (see above).

Caster LevelCaster LevelCaster LevelCaster LevelCaster Level Undead SummonedUndead SummonedUndead SummonedUndead SummonedUndead Summoned
9th Mummy
10th Spectre
11th Vampire*
12th Ghost**

* Summoned vampires have a CR equal to 1 less than the pale
master’s effective caster level.
****** Summoned ghosts have the following ghostly abilities in
addition to manifestation: malevolence, horrific appearance,
and corrupting gaze.

Deathless Mastery: On reaching 10th level, the pale
master is now a scion of the deathless arts. His body
becomes partly mummified, and he is no longer subject
to critical hits. Moreover, he gains access to the pale
master touch using his undead graft (see below) and
can call on the powers granted by the prosthetic four
times per day.

The pale master is now served constantly by an undead
vassal with total HD no greater than his caster level
(including levels of this prestige class). He chooses an
undead type from those he can personally animate or
summon, and it obeys his every command. The vassal
gains +4 turn resistance (which stacks with any turn
resistance it already possesses but not with the +4 turn
resistance of summoned undead). The vassal’s HD do not
count against the pale master’s HD total for controlling
undead (see above).

DDDDDeathless Meathless Meathless Meathless Meathless Master aster aster aster aster TTTTTouch (Souch (Souch (Souch (Souch (Su):u):u):u):u): A living foe of size Large
or smaller hit by the pale master’s touch attack must
succeed at a Fortitude save (DC 17) or die. A slain crea-
ture automatically animates 1 round later as though
with the pale master’s animate dead ability (see above)
and is under his control. Undead created using this
power do count against the pale master’s HD total for
controlling undead.Spellsword
"I’ve got your magic sword right here"

The dream of melding magic and weaponplay is fulfilled
in the person of the Spellsword. A student of both arcane
rituals and martial techniques, the Spellsword gradually
learns to cast spells in armor with less chance of failure.
Moreover, she can cast spells through her weapon, as
well as store spells there for later use.

Despite the name, a Spellsword can use any weapon
or even switch weapons. «Spellaxe», «spellspear», and
other appellations for this prestige class are certainly
possible but not commonly used. The requirements for
this prestige class make it most attractive to multiclassed
wizard/fighters or sorcerer/fighters, although bard/
fighters can meet the requirements just as easily.

Feared by mages for her ability to cast in armor, and by
common swordspeople for her ability to use spells, a
Spellsword often walks the world alone.

Hit Die: d8.Requirements
To qualify to become a Spellsword, a character must fulfill
all the following criteria.

Base Attack Bonus: +4.
Knowledge (any): 6 ranks.
Weapon and Armor Proficiency: All simple and

martial weapons and all armor (heavy, medium, and
light).

Spells: Ability to cast arcane spells of 2nd level or
higher.

Special: Must have defeated a foe through force of
arms alone, without recourse to spellcasting or special
class abilities.Class Skills
The Spellsword’s class skills (and the key ability for each
skill) are Climb (Str), Concentration (Con), Knowledge
(Int), Jump (Str), Listen (Wis), Profession (Wis), Scry (Int,
exclusive skill), Spellcraft (Int), and Spot (Wis). See Chap-
ter 4: Skills in the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 2+Int modifier.Class Features
All the following are class features of the Spellsword pres-
tige class.

Spells per Day: At every second level gained in the
Spellsword class, the character gains new spells per day as
if she had also gained a level in a spellcasting class she
belonged to before adding the prestige class. She does
not, however, gain any other benefit a character of that
class would have gained (improved chance of controlling
or rebuking undead, metamagic or item creation feats, hit
points beyond those she receives from the prestige class,
and so on), except for an increased effective level of
spellcasting. If a character had more than one spellcasting
class before becoming a Spellsword, she must decide to
which class she adds the new level for purposes of deter-
mining spells per day.

Channel Spell (Su): Once per day as a free action,
the Spellsword can cast a spell through her weapon
(melee or ranged) as she attacks with it. This is a
supernatural ability. The channeled spell counts against
the spell-sword’s normal daily limit and must specify a
target. Thus, sleep is not eligible since it does not affect a
”target creature”.

The maximum allowable spell level increases as noted
below.
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Channel SpellChannel SpellChannel SpellChannel SpellChannel Spell Maximum Spell LevelMaximum Spell LevelMaximum Spell LevelMaximum Spell LevelMaximum Spell Level
I 1st

II 2nd

III 3rd

If desired, the Spellsword can cast two spells of one
level lower or three spells of two levels lower. (A 0-level
spell is treated as equivalent to a 1st-level spell for
purposes of this ability.)

A channeled spell targets the creature hit by the
Spellsword’s weapon, which still gets a saving throw if
the spell allows one. Even if a spell can target more than
one creature, channeling it through the weapon limits
its effect to the single opponent attacked. If the weapon
attack misses, the channeled spell is wasted.

Ignore Spell Failure (Ex): Beginning at 2nd level, the
Spellsword’s hard work and practice at merging spellplay
with weaponplay starts to pay off. As an extraordinary
ability, she ignores a portion of the arcane spell failure
chance associated with using armor. This reduction starts
at 10% and gradually increases to 30% as shown on Table
3-14 above. The Spellsword subtracts the listed percentage
value from her total spell failure chance, if any. For
instance, a character with scalemail and a small shield
normally has a spell failure chance of 30%, but this drops
to only 20% for a 2nd-level Spellsword.

Spellsword Cache: At 6th level, the Spellsword learns
how to store spells of up to 3rd level in her weapon. Effec-
tively, she gains the Brew Potion feat using an alternative
medium (see page 80 of the Player’s Handbook). All rules,

TABLE 3-14: THE SPELLSWORD

BaseBaseBaseBaseBase FortFortFortFortFort RefRefRefRefRef WillWillWillWillWill
Class LevelClass LevelClass LevelClass LevelClass Level Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial Spells per DaySpells per DaySpells per DaySpells per DaySpells per Day

1st +0 +2 +0 +2 Channel spell I
2nd +1 +3 +0 +3 Ignore spell failure 10%  +1 level of existing class
3rd +2 +3 +1 +3 Ignore spell failure 15%
4th +3 +4 +1 +4 Channel spell II  +1 level of existing class
5th +3 +4 +1 +4 Ignore spell failure 20%
6th +4 +5 +2 +5 Spellsword cache  +1 level of existing class
7th +5 +5 +2 +5 Ignore spell failure 25%
8th +6 +6 +2 +6 Bonus feat  +1 level of existing class
9th +6 +6 +3 +6 Ignore spell failure 30%

10th +7 +7 +3 +7 Channel spell III  +1 level of existing class
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XP costs, and expenses that apply to Brew
Potion also apply to this ability, with the
following exceptions. Once cached, the spell
remains intangible, resonating within the Spellsword’s
weapon until it is needed. To call on the desired spell,
she holds her weapon forth as a standard action that
draws an attack of opportunity. The Spellsword absorbs
the cached spell’s effect through the weapon’s pommel.
By touching her weapon to another willing individual,
she can confer a cached spell on that target.

The Spellsword can store a number of spells in her
weapon equal to her level in this prestige class plus her
Intelligence score. Cached spells are never accidentally
lost during combat. If the weapon is ever broken, all the
spells cached therein are immediately ruined.

Bonus Feat: At 8th level, the Spellsword perfects
her art, gaining a bonus feat. This must be either a
metamagic feat or one drawn from the list of bonus
feats allowed to a fighter (see page 37 of the Player’s
Handbook).True Necromancer

«First, I kill you”.

Power corrupts. Power over life and death
corrupts absolutely. The power to raise an
undying, unkillable servant from the husk of the
formerly living is seductively, darkly tempting—
and certainly evil. Those who seek such
unyielding obedience from the dead willingly
tread the path of necromancy.

A character who wishes to become a true
necromancer must take levels in both arcane and
divine spellcasting classes. Only then does she begin her
sinister schooling, learning how to combine the foulest
of both into a single, necromantic whole.

NPC true necromancers are usually found singly-living
in abandoned graveyards, hidden in the depths of
centuries-old catacombs, or lurking in an unhallowed
mausoleum. Occasionally necromancers gather into small
societies or evil associations, but sooner or later most
such groups are stamped out. At least, so think those
concerned with the triumph of good over evil in the
world. But they have never seen the Bleak Academy.

Hit Die: d4.

Requirements
To qualify to become a true necromancer, a character
must fulfill all the following criteria.

Alignment: Any nongood.
Knowledge (arcana): 8 ranks.
Knowledge (religion): 8 ranks.
Spells: Ability to cast divine spells, one of which must

be animate dead, and arcane spells, which must include
spectral hand and vampiric touch.

Special: Must have access to the Death domain.

TABLE 3-15: THE TRUE NECROMANCER

BaseBaseBaseBaseBase FortFortFortFortFort RefRefRefRefRef WillWillWillWillWill
Class LevelClass LevelClass LevelClass LevelClass Level Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial Spells per DaySpells per DaySpells per DaySpells per DaySpells per Day

1st +0 +0 +0 +2 Rebuke, necromancer  +1 level of existing class
2nd +1 +0 +0 +3 Zone of desecration  +1 level of existing class
3rd +1 +1 +1 +3  +1 level of existing class
4th +2 +1 +1 +4 Create undead  +1 level of existing class
5th +2 +1 +1 +4 Major desecration  +1 level of existing class
6th +3 +2 +2 +5  +1 level of existing class
7th +3 +2 +2 +5 Create greater undead  +1 level of existing class
8th +4 +2 +2 +6  +1 level of existing class
9th +4 +3 +3 +6  +1 level of existing class

10th +5 +3 +3 +7 Energy drain  +1 level of existing class
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Class Skills
The true necromancer’s class skills (and the key ability for
each skill) are Alchemy (Int), Concentration (Con), Craft
(Int), Knowledge (Int), Profession (Wis), Scry (Int, exclu-
sive skill), Search (Int), and Spellcraft (Int). See Chapter 4:
Skills in the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 2+Int modifierClass Features
All the following are class features of the true necro-
mancer prestige class.

Weapon and Armor Proficiency: A true necromancer
gains no additional proficiency in any weapon or armor.

Spells per Day: When a new true necromancer level
is gained, the character gains new spells per day as if she
had also gained a level in a spellcasting class she belonged
to before adding the prestige class. She does not, however,
gain all the benefits a character of that class would have
gained (metamagic or item creation feats, hit points
beyond those he receives from the prestige class, and so
on). She does still gain effective levels for purposes of
rebuking undead (see Rebuke below) and casting certain
spells (see Necromancer below). If a character had more
than one spellcasting class before becoming a true necro-
mancer, she must decide to which class she adds the
new level for purposes of determining spells per day.

Rebuke (Su): The true necromancer has great influ-
ence over the living dead. Whenever she gains a level in
this prestige class, she also gains an effective level for
purposes of rebuking undead. For instance, if a 5th-level
cleric/5th-level wizard takes 2 levels of true necro-
mancer, she rebukes undead as a 7th-level cleric.

Necromancer: The true necromancer has unsurpassed
power over death. When she casts necromantic spells
(from the school of Necromancy or the domain of Death),
all her spellcaster levels stack for purposes of determin-
ing their effect. She does not gain access to higher-level
spells any faster than normal, but the specified spells
behave as though cast by someone of that higher level.

For example, a 5th-level cleric/5th-level wizard/2nd-
level true necromancer has added her two effective level
increases to her wizard class. If she casts an arcane,
nonnecromancy spell, her caster level is 7th, while for a
divine, nondeath spell, it is 5th. However, if she casts a
spell from the Necromancy school or Death domain, her
effective caster level is 12th (equal to her character level).

Zone of Desecration (Su): At 2nd level, the true
necromancer begins to exert her authority over undead.
As a supernatural ability, she is continuously surrounded
by a 20-foot-radius area of negative energy. The effect is
otherwise identical to the desecrate spell (see page 192 of
the Player’s Handbook).

Create Undead (Sp): On attaining 4th level, the true
necromancer can create undead as a spell-like ability, once
per day (see page 189 of the Player’s Handbook). She must
still supply the requisite material components. This abil-
ity is considered a necromantic spell (see Necromancer
above), so the character’s effective caster level is the total
of all her spellcaster class levels.

Major Desecration (Su): At 5th level, the true necro-
mancer extends her authority over undead. The super-
natural area of negative energy surrounding her (see
Zone of Desecration above) now extends to a radius of
10 feet per spellcaster class level.

Create Greater Undead (Sp): On reaching 7th level, the
true necromancer can create greater undead once per day
as a spell-like ability (see page 189 of the Player’s Handbook).
She must still supply the requisite material component.
This ability is considered a necromantic spell (see Necro-
mancer above), so the character’s effective caster level is
the total of all her spellcaster class levels.

Energy Drain (Sp): At 10th level, the true necromancer
acquires one of the most dreaded powers of the undead.
Once per day, she can use energy drain as a spell-like abil-
ity (see page 199 of the Player ’s Handbook). This ability is
considered a necromantic spell (see Necromancer above),
so the character’s effective caster level is the total of all
her spellcaster class levels.Wayfarer Guide
"Where to?"

The wayfarer guide focuses on honing her skills at instan-
taneous magical transportation. Unlike spellcasters of
other prestigious associations, a wayfarer guide need not
devote years of her life to the art of teleportation nor
focus her attention overmuch on the pursuit of perfec-
tion. Still, she learns secrets of the trade that are only
available through employment with the Wayfarers’ Union
(see Chapter 3: Prestige Classes).

The Union is, at its heart, a transportation service that
specialty spellcasters provide for those willing to pay.
Wayfarers’ Union offices are generally found in large
cities, staffed by wayfarer guides who offer a variety of
standard services. Particularly qualified wayfarer guides,
called «danger wayfarers”, are sometimes available to tele-
port bold clients into dangerous locales, though the price
is commensurately higher.

Hit Die: d4.Requirements
To qualify to become a wayfarer guide, a character must
fulfill all the following criteria.

Knowledge (arcana): 10 ranks.

TABLE 3-16: THE WAYFARER GUIDE

BaseBaseBaseBaseBase FortFortFortFortFort RefRefRefRefRef WillWillWillWillWill
Class LevelClass LevelClass LevelClass LevelClass Level Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial Spells per DaySpells per DaySpells per DaySpells per DaySpells per Day

1st +0 +0 +0 +2 Enhanced capacity  +1 level of existing class
2nd +1 +0 +0 +3 Extra teleportation
3rd +1 +1 +1 +3 Enhanced accuracy  +1 level of existing class
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Knowledge (geography): 10 ranks.
Feats: Sanctum Spell, Skill Focus (Knowledge

[geography]).
Spells: Ability to cast teleport.
Special: A prospective wayfarer guide must join the

Wayfarers’ Union (although she can later quit without
losing previously acquired levels).Class Skills
The wayfarer guide’s class skills (and the key ability for
each skill) are Alchemy (Int), Concentration (Con), Craft
(Int), Knowledge (Int), Profession (Wis), Scry (Int,
exclusive skill), Speak Language, and Spellcraft (Int).
See Chapter 4: Skills in the Player’s Handbook for skill
descriptions.

Skill Points at Each Level: 2+Int modifier.Class Features
All the following are class features of the wayfarer guide
prestige class.

Weapon and Armor Proficiency: Wayfarer guides
gain no additional proficiency in any weapon or armor.

Spells per Day: When a wayfarer guide reaches 1st and
3rd level, she gains new spells per day as if she had also
gained a level in a spellcasting class she belonged to before
adding the prestige class. She does not, however, gain all
the benefits a character of that class would have gained
(metamagic or item creation feats, hit points beyond those
she receives from the prestige class, and so on). She
does still gain effective spellcaster levels. If a character
had more than one spellcasting class before becoming a
wayfarer guide, she must decide to which class she adds
the new level for purposes of determining spells per day.

Enhanced Capacity (Ex): A wayfarer guide can trans-
port material more efficiently. When casting any spell
with the «teleportation» descriptor, the wayfarer guide’s
maximum weight capacity is 100 pounds per caster level
(normally 50).

Extra Teleportation: At 2nd level, the wayfarer guide
gains an extra 5th-level spell slot, which can be used
only for a teleport spell. This extra spell slot is gained as if
through having a high ability score.

Enhanced Accuracy (Ex): On reaching 3rd level, the
wayfarer guide becomes more skilled at arriving on target.
When casting any spell with the «teleportation»
descriptor, roll d% and consult the Wayfarer’s Teleport
table below (instead of the Teleport table on page 264 of
the Player ’s Handbook).

WAYFARER’S TELEPORT

OnOnOnOnOn Off Similar
FamiliarityFamiliarityFamiliarityFamiliarityFamiliarity Target  Target  Area Mishap
Very familiar 01-100 — — —
Studied carefully 01-99 100 — —
Seen casually 01-94 95-97 98-99 100
Viewed once 01-88 89-94 95-98 99-100
Description 01-76 77-88 89-96 97-100
False destination* — — 81-92 93-100
* Roll 1d20+80 to determine the result.

CHAPTER 4:TOOLS OF THETRADE
Arcane spellcasters live and die by their magic, but even
the most accomplished wizard or sorcerer needs a little
help now and then.MUNDANE ITEMS
These items have proven popular with many arcane spell-
casters. Prices for the items described here are shown
on Table 4-1: Mundane Items.

Arcane Lab: This is similar to an alchemist’s lab. It
includes beakers, bottles, mixing and measuring equip-
ment, cutting tools, and miscellaneous chemicals and
substances. It’s only absolutely necessary for creating
golems, but many sorcerers and wizards have one for
potion making and spell research. The lab grants a +2
modifier on Spellcraft checks to determine if a new spell
is viable (see Researching New Spells in Chapter 5: Spells).

Arcane Library: This is a collection of at least 200 rare
volumes used in spell research. Due to its size and cost,
most wizards depend on various professional organiza-
tions (see Chapter 1: Arcane Lore) to provide access to a
suitable library. Booksellers in large cities and metropo-
lises sometimes have sufficient numbers of the right
books, but even then, whole libraries are seldom accu-
mulated at once. It can take a week or more to purchase
all the necessary volumes, depending on supply and avail-
able transportation.

Familiar Carrier: This is a sturdy hutch or box for
safely transporting a familiar. The carrier is made of metal
lined with wood and padding to cushion the familiar
from impacts. It is equipped with a door that the familiar
can open from inside or outside, as well as an internal
latch so the familiar can lock itself in. The carrier also has
viewports that the familiar can shutter: It offers nine-
tenths cover when unshuttered and total cover when
shuttered. The carrier has hardness 10, 15 hit points,
and a break DC of 23.

Portable Writing Desk: This compact wooden box
folds out into a firm writing surface. It has folding legs
that let you set it across your lap or prop it up on the
ground. It also contains drawers for quills, ink, and other
writing supplies.

Reading Lamp: Similar to a bullseye lantern, this lamp
comes with an adjustable stand so you can shine the light
on the document you’re reading.

Scroll Organizer: This long strip of leather has an
overlapping series of fifteen pockets sewn along one
side, each large enough to hold a scroll of a single spell.
When slipped into a pocket, only the top of a scroll shows,
allowing you to scan all the titles. The outside is fitted
with a clip and a sewn-in pouch so that the organizer can
be rolled up into a cylinder, slipped in its own pouch,
and sealed against the elements.

CHAPTER 4: TOOLS OF THE TRADE
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Combat
Pounce (Ex): If a legendary tiger leaps upon a foe

during the first round of combat, it can make a full attack
even if it has already taken a move action.

Improved Crab (Ex): To use this ability, the legendary
tiger must first hit with a bite attack. If it succeeds, it has
grabbed its prey and can then rake.

Rake (Ex): A legendary tiger can make two attacks
(+29 melee) against a held creature with its hind legs for
2d6+5 points of damage each. If the legendary tiger
pounces on an opponent, it can also rake.

Skills: A legendary tiger receives a +8 racial bonus on
both Hide and Move Silently checks. *In areas of tall
grasses or heavy undergrowth, the Hide bonus improves
to +16.

Legendary Shark
The legendary shark hunts anything it finds in the sea.

Combat
Improved Grab (Ex): To use this ability, the legendary

shark must hit with a bite attack. If it gets a hold, it can
try to swallow the foe.

Swallow Whole (Ex): A legendary shark can try to
swallow a grabbed opponent of Large or smaller size by
making a successful grapple check. Once inside the leg-
endary shark, the opponent takes 2d8+13 points of
crushing damage plus 1d8+4 points of acid damage per
round from the creature’s digestive juices. A swallowed
creature can climb out of the stomach with a successful
grapple check. This returns it to the legendary shark’s
mouth, where another successful grapple check is
needed to get free. A swallowed creature can also cut its
way out by dealing 50 or more points of damage to the
stomach (AC 18) with claws or a Tiny slashing weapon.
Once that swallowed creature exits, muscular action
closes the hole; another swallowed opponent must cut its
own way out.

The shark’s gullet holds up to two Large, three
Medium-size, four Small, eight Tiny, sixteen Diminutive,
or thirty-two Fine or smaller opponents.

Keen Scent (Ex): A legendary shark notices creatures
by scent in a 180-foot radius and detects blood in the
water at ranges of up to a mile.

CHAPTER 5:
PRESTIGE

CLASSES
“Yes, yes, I am the famous slayer of the demon-wyrm Korthos.
Be awed and move on.”

—The dragon hunter Jalyn

Introduced in the DUNGEON MASTER’S Guide, prestige
classes are character classes with prerequisites. Unless
noted otherwise, you must follow all standard rules for
multiclassing when adding prestige classes to your PCs.

ANIMAL LORD
For the animal lord, a humanoid form is simply an ac-
cident of birth. In spirit, she belongs with the wild
pack of wolves, the running herd of horses, or the
dancing school of fish. Her nearly hairless, two-legged
form is just a hindrance to being one
with her true kind, but it is a hindrance
she can overcome.

Each animal lord forms a bond with
one group of animals. Apelords, bear-
lords, birdlords, catlords, equinelords,
marinelords, snakelords, and wolflords
all exist. Animals in her selected group
accept the animal lord as a sister and a
leader. They offer her their support, and
she in turn watches over them.

Individual animal lords may approach
their calling in very different ways. Some
are simple defenders of their kind, con-
tent to live as part of the natural cycle of
predator and prey. Others, believing that
nature’s creatures are meant to guard and
ultimately improve this world, use their
gifts to do good. Still others lead their
animal brothers and sisters down the path
of selfishness or vengeance.

Because they are so close to nature,
elves and half-elves are the most likely races to lay aside

Special Prestige
Classes

Three of the prestige classes
presented here—the animal
lord, the foe hunter, and the
king/queen of the wild—have a
special rule. They each require a
specialization that defines the
character’s focus. For example,
a character who becomes a foe
hunter must select a hated
enemy. This choice defines her
class—a hater of goblins
becomes a goblin hunter, for ex-
ample. Similarly, an animal lord
with a bond to cats is a catlord.
A queen of the wild who has fo-
cused on deserts is a queen of
the desert.

TTTTTable 5–1: able 5–1: able 5–1: able 5–1: able 5–1: TTTTThe he he he he AAAAAnimal nimal nimal nimal nimal LLLLLordordordordord
ClassClassClassClassClass BaseBaseBaseBaseBase FFFFFortortortortort RefRefRefRefRef WillWillWillWillWill       Spells per Day      Spells per Day      Spells per Day      Spells per Day      Spells per Day
LevelLevelLevelLevelLevel Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial 1st1st1st1st1st 2nd2nd2nd2nd2nd 3rd3rd3rd3rd3rd 4th4th4th4th4th
1st +0 +2 +2 +0 Animal bond, animal sense 0 – – –
2nd +1 +3 +3 +0 Animal speech, first totem 1 – – –
3rd +2 +3 +3 +1 Lesser wild shape 1 0 – –
4th +3 +4 +4 +1 Animal farspeech, 1 1 – –

summon animal (1/day)
5th +3 +4 +4 +1 Second totem, 1 1 0 –

share lesser form
6th +4 +5 +5 +2 Animal perception, 1 1 1 –

summon animal (2/day)
7th +5 +5 +5 +2 Lesser wild shape (dire) 2 1 1 0
8th +6 +6 +6 +2 Third totem, 2 1 1 1

summon animal (dire, 2/day)
9th +6 +6 +6 +3 Share greater form 2 2 1 1
10th +7 +7 +7 +3 Lesser wild shape (legendary) 2 2 2 1
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the burdens of the humanoid form. Halflings and
gnomes rarely become animal lords because of their
strong community ties, and half-orcs are even less likely
to do so because of their typically rapacious attitudes.
Though rangers, druids, and barbarians are the most
likely characters to adopt this class, some arcane spell-
casters (especially bards) choose to become animal lords
late in their adventuring careers.

A character can choose this prestige class more than
once but must select a different group of associated ani-
mals and start at 1st level each time. Levels of different
animal lord classes do not stack when determining level-
based class features.

Eight animal lords are presented here (the DM is free
to create others). The various kinds of animals from the
Monster Manual they are associated with are as follows.

Apelord: ape, baboon, monkey.
Bearlord: black bear, brown bear, polar bear.
Birdlord: eagle, hawk, owl, raven.
Catlord: cat, cheetah, leopard, lion, tiger.
Equinelord: donkey, heavy horse, heavy warhorse.

light horse, light warhorse, mule, pony, warpony.
Marinelord: crocodile, giant crocodile, octopus, giant oc-

topus, porpoise, shark (all), squid, giant squid, whale (all).
Snakelord: constrictor, giant constrictor, viper (all).
Wolflord: dog, riding dog, wolf.
Hit Die: d8.

Requirements
To become an animal lord, a character must fulfill the fol-
lowing criteria.

Alignment: Neutral good, lawful neutral, neutral,
chaotic neutral, or neutral evil.

Skills: Animal Empathy 6 ranks, Wilderness Lore 8
ranks, plus 2 ranks in the appropriate skill from the fol-
lowing list: Apelord—Climb; Bearlord—Intimidate;
Birdlord—Intuit Direction; Catlord—Move Silently:
Equinelord—Jump; Marinelord,—Swim; Snakelord—
Escape Artist; Wolflord—Hide.

Feats: Animal Control and the appropriate feat from
the following list: Apelord, Skill Focus (Climb); Bearlord,
Power Attack; Birdlord, Improved Flight; Catlord.
Weapon Finesse (any); Equinelord, Run; Marinelord.
Skill Focus (Swim); Snakelord, Resist Poison; Wolflord.
Expertise.

Class Skills
The animal lord’s class skills (and the key ability tor each
skill) are Animal Empathy (Cha, exclusive skill), Climb
(Str), Handle Animal (Cha), Heal (Wis), Hide (Dex),
Intuit Direction (Wis), Knowledge (nature) (Int), Jump
(Str), Listen (Wis), Spellcraft (Int), Spot (Wis), Swim
(Str), and Wilderness Lore (Wis). See Chapter 4 of the
Player’s Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Features
The following are class features of the animal lord pres-
tige class.

Weapon and Armor Proficiency: Animal lords gain
no weapon or armor proficiencies.

Spells: An animal lord can cast a small number of
divine spells. Her spells are based on Wisdom, so casting
any given spell requires a Wisdom score of at least 10 -
the spells level. The DC tor saving throws against these
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spells is 10 + spell level + the animal lord’s Wisdom mod-
ifier. When the table indicates that the animal lord is en-
titled to 0 spells of a given level (such as 0 1st-level spells
at 1st level), she gets only those bonus spells that her
Wisdom score allows. An animal lord prepares and casts
spells just like a druid does, but she must choose them
from the spell list below.

Animal Bond: Beginning at 1st level, the animal lord
develops a bond with animals of her selected group (see
above). For instance, the bearlord bonds with brown
bears, black bears, and polar bears, and the apelord with
monkeys, baboons, and apes. The marinelord’s bond ex-
tends to porpoises, whales, and other aquatic mammals
as well as fish. Because of this bond, all animals of the ap-
propriate kinds automatically have a friendly attitude
toward the animal lord.

Animal bond also allows the animal lord to have one or
more animal companions chosen from among her se-
lected group. This aspect of animal bond is a spell-like
ability that functions like the druid’s animal friendship
spell, except that the animal lord can acquire compan-
ions only from among her selected group, and her maxi-
mum Hit Dice of animal companions (whether or not
she adventures) equals twice her animal lord level. The
character can train these animal companions just as the
druid does (see Chapter 4 for details).

Animal Sense (Su): At 1st level, an animal lord can
sense any animals of her selected group within a radius
of miles equal to her animal lord level squared. For ex-
ample, a 6th-level bearlord can sense brown bears, black
bears, and polar bears within thirty-six miles. This ability
does not allow the character to communicate with the
animals she senses.

Animal Speech (Ex): At 2nd level, an animal lord can
converse at will with any animals of her selected group as
though a speak with animals spell were in effect. The crea-
tures’ responses, of course, are limited by their intelli-
gence and perceptions.

First Totem: At 2nd level, the animal lord gains a ben-
efit related to her selected group from the list below.

Lesser Lesser Lesser Lesser Lesser WWWWWild Sild Sild Sild Sild Shapehapehapehapehape (Sp): At 3rd level, an animal lord can
use wild shape to take the form of any kind of natural
animal in her selected group. This ability otherwise func-
tions like the druid’s wild shape, except that the animal
lord can use it as often as desired. At 7th level, an animal
lord can use this ability to adopt the dire form of an
animal in her selected group, and at 10th level, she can
use it to adopt the legendary form of an animal in her se-
lected group.

AAAAAnimal Fnimal Fnimal Fnimal Fnimal Farspeech (Sarspeech (Sarspeech (Sarspeech (Sarspeech (Sp): p): p): p): p): At 4th level, an animal lord can
use her animal speech ability to converse telepathically
with any animal of her selected group that she can sense
(see animal sense, above).

SSSSSummon Aummon Aummon Aummon Aummon Animalnimalnimalnimalnimal (Sp): Also at 4th level, an animal lord
can summon 1d3 animals of her selected group once per
day. This ability functions like the appropriate summon
nature’s ally spell, except that the duration is 1 round per
animal lord level. At 6th level, the animal lord can use
this ability twice per day, and at 8th level, she can use it
to summon 1d3 dire animals of her selected group.

SSSSSharharharharhare Laser Fe Laser Fe Laser Fe Laser Fe Laser Forororororm (Sm (Sm (Sm (Sm (Sp):p):p):p):p): Beginning at 5th level, an
animal lord can share whichever animal form she is cur-

rently using with a number of willing individuals equal
to her animal lord level. This effect is identical to that of
the polymorph other spell, except that its duration is 1
hour per animal lord level.

Second Totem: At 5th level, an animal lord gains a
benefit related to her selected group from the list below.

AAAAAnimal Pnimal Pnimal Pnimal Pnimal Perererererception ception ception ception ception (Sp): At 6th level, an animal lord can
share the sensory input of any animal of her selected
group that is within range of her animal sense.

Third Totem: At 8th level, an animal lord gains a ben-
efit related to her selected group from the list below.

SSSSSharharharharhare Gre Gre Gre Gre Greater Feater Feater Feater Feater Forororororm m m m m (Sp): At 9th level, an animal lord can
share her dire form with her allies. This ability is other-
wise identical to share lesser form, above.

Animal Lord Spell List
Animal lords choose their spells from the following list.

1st level—alarm, animal trick*, culm animals, camou-
flage*, cure lighl wounds, defect animals or plants, pass without
trace, purify food and drink, speak with animals.

2nd level—adrenaline surge*, animal reduction*, cure
moderate wounds, animal trance, endure elements, hold
animal, invisibility to animals, natures favor*.

3rd level—cure serious wounds, embrace the wild*, lesser
restoration, neutralize poison, protection from elements, remove
disease.

4th level—awaken (animals in selected group only),
animal growth (animals in selected group only), commune
with nature, cure critical wounds, freedom of movement.

*New spell described in Chapter 6 of this book.

Totems
Each animal lord gains special abilities according to her
selected animal type as she rises in level.

Apelord
First Totem: The apelord gains Brachiation as a bonus

feat.
Second Totem: The apelord gains a +2 inherent bonus

to Intelligence.
Third Totem: The apelord gains the spell-like ability

to scare by howling, hooting, and beating her chest. The
Will save DC against this ability is 10 + the apelord’s class
level + her Charisma modifier. In all other ways, this
effect is identical to the scare spell.

Bearlord
First Totem: The bearlord gains a +2 inherent bonus

to Strength.
Second Totem: The bearlord gains Great Fortitude as

a bonus feat.
Third Totem: The bearlord gains damage reduction

2/–. It she already has damage reduction, this does not
stack with it.

Birdlord
First Totem: The birdlord gains a +2 inherent bonus to

Dexterity.
Second Totem: The birdlord gains a +8 conditional

bonus on Spot checks made in daylight.
Third Totem: The birdlord gains Improved Critical

(claw) as a bonus feat.
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Catlord
First Totem: The catlord gains Skill Focus (Move

Silently) as a bonus feat.
Second Totem: Once per hour, the catlord can use the

sprint extraordinary ability to move at ten times her
normal speed as a charge action.

Third Totem: The catlord gains a +2 inherent bonus to
Dexterity.

Equinelord
First Totem: The equinelord gains a bonus to her

speed of +10 feet.
Second Totem: The equinelord gains a +2 inherent

bonus to Constitution.
Third Totem: The equinelord gains Trample as a

bonus feat.

Marinelord
First Totem: The marinelord gains the extraordinary

ability to breathe water in her normal form. (She cannot,
however, breathe air while in a form that can breathe
only water.)

Second Totem: The marinelord gains Improved
Swimming (see Chapter 2) as a bonus feat.

Third Totem: The marinelord gains a +2 inherent
bonus to Wisdom.

Snakelord
First Totem: The snakelord gains Resist Poison (see

Chapter 2) as a bonus feat.
Second Totem: The snakelord gains the extraordinary

ability to produce poison once per day (Fortitude save
DC 10 + class level; initial and secondary damage 2d6
temporary Constitution). She can produce only one dose
of poison per day. The snakelord is skilled in the use of
poison and never risks accidentally poisoning herself
when applying poison to a blade.

Third Totem: The snakelord gains a +2 inherent
bonus to Charisma.

Wolflord
First Totem: The wolflord gains Scent (see Chapter 2)

as a bonus feat.
Second Totem: The wolflord gains a +4 circumstance

bonus on Wilderness Lore checks made for tracking.
This bonus stacks with any modifier provided by Scent.

Third Totem: The wolflord gains a +2 inherent bonus
to Constitution.

BANE OF INFIDELS
The bane of infidels is the leader of a xenophobic tribe.
He wants nothing to do with the outside world because
the way his people do things is the way they have always
done them, and the way they always will. Alone among
his compatriots, the bane of infidels sees the possibilities
of the outside world, but he considers progress danger-
ous. Allowing his people to advance would surely endan-
ger them and imperil his leadership. Since visitors bring
danger of change, they must die—and what better way
than as sacrifices in the name of his tribe’s religion?

The act of sacrifice empowers and rewards the bane of

infidels and his tribe. Usually visitors and conquered
foes serve as sacrifices, though in a pinch a criminal will
do (or even an innocent, though this a risky move).

Though he is often ruthless, the bane of infidels is
nonetheless respected by the members of his tribe, to
whom he provides healing, guardianship, and unwaver-
ing direction in return for absolute loyalty. Druids are the
most likely characters to embrace this lifestyle, though
clerics, high-level rangers, and adepts can also adopt this
prestige class. The tribe of a bane of infidels often in-
cludes fighters, rangers, barbarians, bards, and sorcerers,
but other classes may not be as welcome.

Hit Die: d8.

Requirements
To become a bane of infidels, a character must fulfill the
following criteria.

Alignment: Any nongood.
Skills: Intimidate 4 ranks; Knowledge (religion) 6

ranks or Knowledge (nature) 6 ranks.
Feats: Iron Will, Leadership.
Spells: Able to cast 3rd-level divine spells.

Class Skills
The bane of infidels’s class skills (and the key ability for
each skill) are Animal Empathy (Cha), Concentration
(Con), Craft (any) (Int), Diplomacy (Cha), Handle
Animal (Cha), Heal (Wis), Intimidate (Cha), Intuit Di-
rection (Wis), Knowledge (nature) (Int), Knowledge (re-
ligion) (Int), Profession (any) (Wis), Scry (Int, exclusive
skill), Sense Motive (Wis), Spellcraft (Int), Swim (Str),
and Wilderness Lore (Wis). See Chapter 4 of the Player's
Handbook for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

Class Features
The following are class features of the bane of infidens
prestige class.

Weapon and Armor Proficiency: A bane of infidels
gains no weapon or armor proficiencies.

Spells per Day/Spells Known: At each bane of infi-
dels level, the character gains new spells per day (and
spells known, if applicable) as if he had also gained a level
in a spellcasting class to which he belonged before
adding the prestige class. He does not, however, gain any
other benefit a character of that class would have gained
(additional wild shape options, metamagic or item cre-
ation feats, or the like), if the character had more than
one spellcasting class before becoming a bane of infidels,
the player must decide to which class to add each level
for determining spells per day and spells known.

EEEEEnergumen nergumen nergumen nergumen nergumen (Sp): Beginning at 1st level, the character
may bestow a low-powered form of barbarian rage in any
follower (as defined in Chapter 2 of the DUNGEON

MASTER’S Guide) who is an adherent of the same religion
The follower gains a +2 bonus to both Strength and Con-
stitution, as well as a +1 morale bonus on Will saves. In
all other respects, this effect is like barbarian rage. Ener-
gumen is usable once per day per bane of infidels level.

PPPPPyryryryryre e e e e (Sp): At 1st level, the bane of infidels may cause a
5-foot-square area to burst into flame. Anyone in that

CHAPTER 5: PRESTIGE CLASSES



47

area must succeed at a Reflex save (DC 10 + bane of infi-
dels level + Wisdom bonus of bane of infidels) or suffer
1d4 points of damage per bane of infidels level. This abil-
ity is usable once per day.

HHHHHearearearearearth Pth Pth Pth Pth Prrrrrotection otection otection otection otection (Sp): At 2nd level, the bane of infidels
may perform an 8-hour ritual to designate an area with a
radius of up to 5 feet per bane of infidels level as a hearth.
This area then functions as a permanent zone of truth,
though the bane of infidels is immune to that effect. The
character may have only one hearth at a time.

Sacrifice (Su): Beginning at 2nd level, the bane of in-
fidels may sacrifice any humanoid by killing it with a
coup de grace in his hearth. This ritual increases his ef-
fective caster level for all spells by +2 for 1 hour. If the
bane of infidels sacrifices a follower, he must make a
Diplomacy check (DC 20). Failure indicates that all his
remaining followers desert; success means he retains
their loyalty. This effect does not stack with the bonuses
gained from major sacrifice or mass sacrifice (see below).
Sacrifice is usable once per day.

SSSSSecrecrecrecrecrets of Sets of Sets of Sets of Sets of Stone tone tone tone tone (Sp): At 3rd level, the bane of infidels
gains the ability to discern the affected spell and neces-
sary sacrifice of any standing stone (see Chapter 3) within
100 feet of him as a free action.

DDDDDetect Loetect Loetect Loetect Loetect Loyalty yalty yalty yalty yalty (Sp): At 4th level, the bane of infidels may
examine a follower for faithfulness. If that individual has
grossly violated the code of conduct that the bane of infi-
dels has established or otherwise acted in a manner op-
posed to the latter’s purposes and directions in the last 24
hours, the bane of infidels discovers it (no save, but spell re-
sistance applies) and gains a +5 circumstance bonus on his
Diplomacy check when sacrificing that follower. Using
detect loyalty does not provoke an attack of opportunity.

Major Sacrifice (Su): This ability, gained at 5th level,
is like sacrifice, except that the bane of infidels can in-
crease his effective caster level for all spells by +4 for 1
hour by sacrificing a sentient creature with 5 or more Hit
Dice. This effect does not stack with that of sacrifice or
mass sacrifice.

WWWWWicker Micker Micker Micker Micker Man an an an an (Sp): At 6th level, the bane of infidels
learns to create a sacrificial totem trap. This ability pro-
duces the same effect as the wall of thorns spell, except as
follows. The thorny briars form a humanoid shape 10 feet
square, with a height equal to 10 feet per bane of infidels
level. Anyone in that area when the wicker man appears
gets a Reflex save (DC 10 + bane of infidels level +
Wisdom bonus of bane of infidels) to avoid being caught
in its body at a point halfway up its height. The pyre and
bonfire abilities of the bane of infidels count as magical
fire for purposes of igniting the wicker man and do their
normal damage to everyone trapped inside each round
until the wicker man burns away (per the wall of thorns
spell) or they escape. This ability is usable once per day.

BonfirBonfirBonfirBonfirBonfire e e e e (Sp): This ability, gained at 7th level, functions
like pyre, except that it affects a 10-foot-square area.

AAAAAntipathy field ntipathy field ntipathy field ntipathy field ntipathy field (Sp): At 8th level, the bane of infidels
may protect his hearth with an antipathy field once per
day. This functions like an antipathy spell, except that the
target is the entire area of the hearth and the duration is
24 hours.

MMMMMass Eass Eass Eass Eass Energumen nergumen nergumen nergumen nergumen (Sp): This ability (gained at 9th level)
functions like energumen (above), except that it affects up
to ten followers at once.

Mass Sacrifice (Su): At 10th level, the bane of infidels
can increase his effective caster level by +2 (up to a max-
imum of +10) for each humanoid sacrificed within 10
rounds. This ability is otherwise like sacrifice. Its effect
does not stack with that of sacrifice or major sacrifice.

TTTTTable 5–2: able 5–2: able 5–2: able 5–2: able 5–2: TTTTThe he he he he BBBBBane of ane of ane of ane of ane of IIIIInfidelsnfidelsnfidelsnfidelsnfidels
ClassClassClassClassClass BaseBaseBaseBaseBase FFFFFortortortortort RefRefRefRefRef WillWillWillWillWill
LevelLevelLevelLevelLevel Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial Spells per Day/Spells KnownSpells per Day/Spells KnownSpells per Day/Spells KnownSpells per Day/Spells KnownSpells per Day/Spells Known
1st +0 +2 +0 +2 Energumen, pyre +1 level of existing class
2nd +1 +3 +0 +3 Hearth protection, sacrifice +1 level of existing class
3rd +2 +3 +1 +3 Secrets of stone +1 level of existing class
4th +3 +4 +1 +4 Detect loyalty +1 level of existing class
5th +3 +4 +1 +4 Major sacrifice +1 level of existing class
6th +4 +5 +2 +5 Wicker man +1 level of existing class
7th +5 +5 +2 +5 Bonfire +1 level of existing class
8th +6 +6 +2 +6 Antipathy field +1 level of existing class
9th +6 +6 +3 +6 Mass energumen +1 level of existing class
10th +7 +7 +3 +7 Mass sacrifice +1 level of existing class
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BLIGHTER
When a druid turns away from the land, the land turns
away from her. Some ex-druids make peace with this
change; others seek to restore the bond. A few, however,
actually embrace their disconnection from nature and
become forces of destruction. These few, called blighters,
leave their mark wherever they tread.

A blighter gains her spellcasting ability by stripping
the earth of life. A swath of deForested land always marks
her path through the wilderness.

The vast majority of blighters are no-
madic loners constantly in search
of green lands to destroy. Some
are grim; others laugh at the de-
struction they wreak. Almost all,
however, are friendless and
mad. What puts them over the
edge is the knowledge that nature
gets the last laugh: To gain their
spells, they must seek out the
richest Forests of the land, even
if it ’s only to destroy them.
Thus, even though they ’ve
turned away from nature, they
must constantly return to it.

Only human ex-druids
seem attracted in any num-
ber to the blighter’s path.
Legends say that a few elven
druids have also turned to
destruction over the millen-
nia—a terrifying prospect
given how much land they
could destroy in their long
lifetimes.

Hit Die: d8.

Requirements
To qualify as a blighter, a
character must fulfill the
following criteria.

Alignment: Any non-
good.

Special: The character must be an ex-druid previously
capable of casting 3rd-level druid spells.

Class Skills
The blighter’s class skills (and the key ability for each
skill) are Animal Empathy (Cha), Concentration (Con),
Craft (any) (Int), Diplomacy (Cha), Handle Animal (Cha),
Heal (Wis), Intuit Direction (Wis), Knowledge (nature)
(Int), Profession (herbalist) (Wis), Scry (Int), Spellcraft
(Int), Swim (Str), and Wilderness Lore (Wis). See Chapter
4 of the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

Class Features
The following are class features of the blighter prestige class.

Weapon and Armor Proficiency: Blighters gain no
weapon or armor proficiencies.

Spells per Day: At each
blighter level, the character
gains spells per day according
to Table 5–3. She does not,

however, gain any other bene-
fit that a druid of that level

would have gained. She must
choose her spells from the blighter

spell list, below. The blighter’s caster
level is equal to her blighter level plus

her druid level.
The blighter gains ac-
cess to her daily spells
through deforestation
(see below), if she

goes more than 24
hours without
deforesting a
wooded area,

she cannot cast
spells until she

does so.
The default divine

focus for any spell cast
by a blighter is a desic-
cated sprig of holly or

Table 5–3: The BlighterTable 5–3: The BlighterTable 5–3: The BlighterTable 5–3: The BlighterTable 5–3: The Blighter
ClassClassClassClassClass BaseBaseBaseBaseBase FFFFFortortortortort RefRefRefRefRef WillWillWillWillWill Spells per DaySpells per DaySpells per DaySpells per DaySpells per Day
LevelLevelLevelLevelLevel Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial 00000 1st1st1st1st1st 2nd2nd2nd2nd2nd 3rd3rd3rd3rd3rd 4th4th4th4th4th 5th5th5th5th5th 6th6th6th6th6th
1st +0 +2 +0 +2 Deforestation 2 1 0 — — — —
2nd +1 +3 +0 +3 Burning hands, sustenance 2 2 1 0 — — —
3rd +2 +3 +1 +3 Undead wild shape 1 /day 3 2 2 0 — — —
4th +3 +4 +1 +4 Speak with dead animal, 3 3 2 1 0 — —

undead wild shape 2/day
5th +3 +4 +1 +4 Contagious touch 1/day, 4 3 3 2 0 — —

undead wild shape (Large)
6th +4 +5 +2 +5 Animate dead animal, 4 4 3 3 1 0 —

undead wild shape 3/day
7th +5 +5 +2 +5 Contagious touch 2/day, 5 4 4 3 2 0 —

undcad wild shape (incorporeal)
8th +6 +6 +2 +6 Unbond. undead wild shape 4/day 5 5 4 4 2 1 0
9th +6 +6 +3 +6 Contagious touch 3/day, 6 5 5 4 3 2 1

undead wild shape (Huge)
10th +7 +7 +3 +7 Plague, undead wild shape 5/day 6 6 5 5 3 2 2
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mistletoe. Any material component for a blighter’s spell
must have been dead for at least a day before use.

DDDDDeforeforeforeforeforestation estation estation estation estation (Sp): Beginning at 1st level, the blighter
can kill all nonsentient plant life within a radius of 50 feet
per blighter level as a full-round action once per day. If a
potentially affected plant is under the control of another
(such as a druid’s liveoak or a dryad’s home tree), the con-
troller can make a Fortitude save (DC 10 + blighter level +
blighter’s Wisdom bonus) to keep it alive. Affected plants
immediately cease photosynthesis, root tapping, and all
other methods of sustenance. Like picked flowers, they
appear vibrant for several hours, but within a day, they
turn brown and wither. Except for plants saved by a con-
troller, nothing can grow in a deforested area until it has
a hallow spell cast upon it and it is reseeded.

Deforestation enables the blighter to cast her daily allot-
ment of spells. This ability works in any terrain, but de-
Foresting a sandy desert, ice floe, or other environment
with only sparse vegetation does not empower the char-
acter to cast spells.

Burning Hands (Su): This ability, gained at 2nd level,
functions like the burning hands spell, except that the
blighter can use it as often as desired, turning it on or off
as a move-equivalent action, and it does 1d4 points of fire
damage per round.

Sustenance (Ex): At 2nd level, the blighter no longer
needs food or water to survive.

UUUUUndead ndead ndead ndead ndead WWWWWild Sild Sild Sild Sild Shape hape hape hape hape (Sp): At 3rd level, the blighter re-
gains a version of the wild shape ability. Undead wild shape
functions like wild shape, except that the forms available
are those of undead creatures (specifically skeletons) for-
merly of the animal type. A skeletal animal has the sta-
tistics of a skeleton of the appropriate animal’s size
category (see the skeleton entry in the Monster Manual).

The blighter gains one extra use per day of this ability
for every two additional blighter levels she acquires. In
addition, she gains the ability to take the shape of a Large
skeletal animal at 5th level, an incorporeal skeletal
animal (see Incorporeality in Chapter 3 of the DUNGEON

MASTER’S Guide) at 7th level, and a Huge skeletal animal at
9th level.

SSSSSpeak with Dpeak with Dpeak with Dpeak with Dpeak with Dead Aead Aead Aead Aead Animal nimal nimal nimal nimal (Sp): At 4th level, the blighter
can converse with dead animals. This ability functions
like a speak with dead spell cast by a cleric of a level equal
to the total of the character’s druid and blighter levels,
except that it affects only corpses of animal creatures. It
is usable once per day.

Contagious Touch (Su): At 5th level, the blighter can
produce an effect like that of a contagious touch spell once
per day. She gains 1 extra use per day of this ability for
every two additional blighter levels she acquires.

AAAAAnimate Dnimate Dnimate Dnimate Dnimate Dead Aead Aead Aead Aead Animal nimal nimal nimal nimal (Sp): This ability, gained at 6th
level, functions like an animate dead spell, except that it
affects only corpses of animal creatures and requires no
material component. It is usable once per day.

UUUUUnbondnbondnbondnbondnbond (Sp): At 8th level, the blighter can temporarily
separate a bonded animal or magical beast (such as an
animal companion, familiar, or mount) from its master
once per day. The target creature must be within 40 feet
ot both its master and the blighter. It the master fails a
Will save (DC 10 + blighter level + blighter’s Wisdom
modifier), the bond terminates as if the servitor had died,

though this does not cause experience loss in the case of
a familiar. Normally hostile creatures attack their mas-
ters but are otherwise unaffected. The bond returns after
5 rounds per blighter level, restoring all benefits. Alter-
natively, the master can regain the servitor through the
normal methods of acquisition.

Plague (Su): At 10th level, the blighter can spread dis-
ease over a large area. This ability functions like the con-
tagious touch ability, except that no attack roll is required
and it affects all targets the blighter designates within a
20-foot radius. Plague is usable once per day and costs
one daily use of the contagious touch ability.

Blighter Spell List
Blighters choose their spells from the following list.

0 level—darkseed*, detect magic, detect poison, flare, ghost
sound, inflict minor wounds, read magic.

1st level—bane, burning hands, curse water, decomposi-
tion*, detect undead, doom, endure elements, inflict light
wounds, invisibilily to animals, ray of enfeeblement.

2nd level—chill metal, chill touch, darkness, death knell,
fire trap, flaming sphere, heat metal, inflict moderate wounds,
miasma*, produce flame, resist elements, warp wood.

3rd level—contagion, deeper darkness, desecrate, diminish
plants, dispel magic, inflict serious wounds, poison, protection
from elements, stinking cloud, vampmc touch.

4th level—antiplant shell, animate dead, blight*, death
ward, flame strike, inflict critical wounds, kiss of death*, lan-
guor*, repel vermin, rusting grasp, transmute mud to rock,
transmute rock to mud, unhallow, wall of fire.

5th level—acid fog, untilife shell, circle of death, contagious
touch*, create undead, firestorm, forbiddance, greater dispelling,
protection from all elements*, repel wood.

6th level—antipathy, control undead, earthquake, epi-
demic*, finger of death, forcsight, horrid wilting, invulnerabil-
ity to elements*.

*New spell described in Chapter 6 of this book.

BLOODHOUND
A bandit king is raiding caravans on the road. An ogre is
pillaging the farms to the north. A sorcerer has kid-
napped the mayor’s son and hidden him somewhere in
the marsh. And the soldiers of the king cannot seem to
stem the tide. The terrified citizens have only one choice,
and it isn’t cheap. They call in a bloodhound.

The bloodhound tracks down wrongdoers and brings
them to whatever justice awaits them. Low-level blood-
hounds depend on their keen senses and careful training
to hunt their targets. As they gain experience, their ob-
sessive determination gives them supernatural abilities
that make them nearly unstoppable.

Most bloodhounds work for money (usually a lot of it),
but some accept jobs for justice, revenge, or enjoyment.
When a bloodhound accepts a job, he designates his
target as a mark. Thereafter, he does not abandon the case
until it is finished, which occurs when the mark is appre-
hended or when either the mark or the bloodhound dies.

Though some bloodhounds leave calling cards or even
brands on their marks, most don’t kill their targets if they
can help it. They prefer instead to subdue their marks
and bring them in. For those ot good alignment, this
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practice satisfies some deeply held belief in the cause of
justice. For neutral and evil bloodhounds, it ensures a
steady stream of income from catching the same marks
over and over when they break out of jail.

Rangers and barbarians make the best bloodhounds,
but rogues, bards, druids, and fighters can also excel in
this role. Occasionally a paladin shoulders the mantle,
but never for money. Most bloodhounds are human,
though elves and half-elves sometimes find this lifestyle
satisfying. Some of the best bloodhounds are humanoids
such as gnolls, hobgoblins, and bugbears.

Hit Die: d10.

Requirements
To become a bloodhound, a character must fulfill the fol-
lowing criteria.

Base Attack Bonus: +4.
Skills: Gather Information 4 ranks, Move

Silently 4 ranks, Wilderness Lore 4 ranks.
Feats: Run, Track.

Class Skills
The bloodhound’s class skills (and the key ability for each
skill) are Appraise (Int), Bluff (Cha), Climb (Str), Diplo-
macy (Cha), Disguise (Cha), Forgery (Dex), Gather Infor-
mation (Cha), Heal (Wis), Hide (Dex), Intimidate (Cha),
Intuit Direction (Wis), Jump (Str), Listen (Wis), Move
Silently (Dex), Open Lock (Dex), Ride (Dex), Search
(Int), Sense Motive (Wis), Spot (Wis), Swim (Str), Use
Rope (Dex), and Wilderness Lore (Wis). See Chapter 4 of
the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 6 + Int modifier.

Class Features
The following are class features of the bloodhound pres-
tige class.

Weapon and Armor Proficiency: Bloodhounds are
proficient with light armor, shields, and both simple and
martial weapons.

Determination (Ex): At 1st level, the character gains
an insight bonus equal to his bloodhound level on Gather
Information, Spot, and Wilderness Lore checks made to
determine the whereabouts of a mark (see below).

Mark (Ex): At 1st level, the character can target, or
mark, an individual humanoid foe. To do so, the blood-
hound must focus on a foe who is present and visible, or
on the depiction or description of one who is not, for 10
minutes. Any interruption ruins the attempt and forces
the bloodhound to start the process again. Once this
study is complete, that target is called a mark, and the
bloodhound receives a variety of advantages against him
or her (see below). A bloodhound may have up to one
mark per two bloodhound levels (rounded up) at once,
but only if all of them are within 30 feet of one another
for the duration of the marking process. For example, a
6th-level bloodhound could mark three bugbears in such
a group, but not a bugbear on one side of the kingdom
and a troll on the other. If a bloodhound chooses a new
mark before apprehending an existing one, the latter is
unmarked, and the bloodhound loses XP equal to the
amount he would have gotten for defeating that creature.
The bloodhound can mark an individual once a week.

No Subdual Penalty (Ex): Also at 1st level, the blood-
hound can use a melee weapon that deals normal damage
to deal subdual damage instead without suffering the
usual –4 penalty on his attack roll.

Dead or Alive (Ex): At 2nd level, the bloodhound
learns to strike for subdual at just the right moment to

Table 5–4: The BloodhoundTable 5–4: The BloodhoundTable 5–4: The BloodhoundTable 5–4: The BloodhoundTable 5–4: The Bloodhound
ClassClassClassClassClass BaseBaseBaseBaseBase FFFFFortortortortort RefRefRefRefRef WillWillWillWillWill
LevelLevelLevelLevelLevel Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial
1st +1 +0 +2 +0 Determination, mark, no subdual penalty
2nd +2 +0 +3 +0 Dead or alive, fast tracking, ready and waiting
3rd +3 +1 +3 +1 Pacekeeping, restlessness
4th +4 +1 +4 +1 Improved subdual, move like the wind
5th +5 +1 +4 +1 Shatter, traceless track
6th +6 +2 +5 +2 Ignore scrying, locate creature
7th +7 +2 +5 +2 Fracture, see invisibility
8th +8 +2 +6 +2 Subdual resistance
9th +9 +3 +6 +3 Ignore magical barriers
10th +10 +3 +7 +3 Find the path
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avoid killing a mark. Immediately after striking a blow
that would reduce a mark from positive to negative hit
points, the bloodhound may convert the normal damage
dealt by that blow to subdual damage before it takes
effect. The bloodhound cannot use this ability while
raging or after 1 round has passed.

Fast Tracking: At 2nd level, the bloodhound no
longer suffers a –5 penalty on Wilderness Lore checks
for tracking while moving at normal speed.

Ready and Waiting (Ex): Also at 2nd level, the blood-
hound may, as a free action, designate a particular move-
equivalent, standard, or full-round action that a mark
who is flat-footed might perform, if the mark actually
performs this action within 10 minutes thereafter, the
bloodhound can make an attack of opportunity against
him or her with a drawn weapon, either melee or ranged.
This counts against the bloodhound’s attacks of opportu-
nity for that round.

Facekeeping (Ex): At 3rd level, a bloodhound track-
ing a mark can raise his own speed by up to +5 feet per
bloodhound level, to a maximum value equal to the
mark’s speed.

Restlessness (Ex): When the bloodhound reaches
3rd level, he gains damage reduction 5/– against subdual
damage from a forced march while in pursuit of a mark.

Improved Subdual (Ex): At 4th level, the blood-
hound uses his Intelligence bonus on the damage roll for
any attack that deals only subdual damage.

Move Like the Wind (Su): At 4th level, the blood-
hound ignores armor check penalties on his Move
Silently and Hide checks. In addition, he no longer suf-
fers the –5 penalty on those checks when moving at
speeds between half and full.

Traceless Track (Su): At 5th level, the bloodhound
can track a creature moving under the influence of pass
without trace or a similar effect, though he suffers a –10
circumstance penalty on his Wilderness Lore checks.

Shatter (Su): At 5th level, the bloodhound can destroy
an object that stands between himself and his mark
when the latter is within 100 feet. This ability functions
like a shatter spell cast by a sorcerer of the character’s
bloodhound level.

Ignore Scrying (Ex): At 6th level, the bloodhound
gains spell resistance equal to 10 + his bloodhound level
against divination spells. This stacks with any other spell
resistance he has that includes spells of that school.

Locate CLocate CLocate CLocate CLocate Crrrrreatureatureatureatureature e e e e (Sp): Once per day, the bloodhound can
produce an effect identical to that of a locate creature spell
cast by a sorcerer of the bloodhound’s character level.

Fracture (Su): At 7th level, the character can use his
shatter ability to destroy weight-equivalent portions of
larger objects, such as doors and walls, regardless of their
construction.

See Invisibility (Su): This ability, gained at 7th level,
functions like a see invisibility spell, except that it is con-
stantly in effect and it reveals only marks.

Subdual Resistance: At 8th level, the bloodhound
gains damage reduction 20/+3 against subdual damage.

Ignore Magical Barriers (Ex): At 9th level, the blood-
hound gains spell resistance equal to 15 + his blood-
hound level against magical barriers (wall of force,
entangle, prismatic wall, and so forth).

FFFFFind the Pind the Pind the Pind the Pind the Pathathathathath (Sp): At 10th level, the bloodhound can
produce an effect like a find the path spell cast by a druid
of the bloodhound’s character level. It is usable three
times per day.

Organization: The Bloodhounds
“Eyes... I saw his eyes before he pounced. That was all. He had
no body until he was upon me. if he had meant to kill me, I
would have been as helpless as a babe.”

—Tordek, on meeting a Bloodhound

The organization known as the Bloodhounds is dedi-
cated to finding people and bringing them to justice (or
whatever fate awaits them). Some Bloodhounds limit
themselves to tracking down criminals; others are will-
ing to hunt anyone for a client who can pay the price.
The group’s leaders don’t concern themselves with such
issues, only with maintaining the organization’s reputa-
tion as the place to go to find someone.

Membership in the Bloodhounds is by invitation only.
Members report on capable trackers they encounter in
their travels, and from these reports the organization’s
leaders select candidates for membership. A member of
the organization tracks each candidate surreptitiously
for a while. If the Bloodhound reports that the candidate
had the necessary fervor and talents, the leaders offer
him or her a chance to try out for membership. A candi-
date who actually noticed the Bloodhound following is
almost guaranteed an offer.

To be accepted for membership, the candidate must
track a Bloodhound considerably more experienced
than himself. The Bloodhound makes the job difficult
by leaving false trails, telling locals deceitful stories, and
even hiring brigands to ambush the candidate along the
way. The Bloodhound must not assist the candidate in
this task; otherwise the test is void. A candidate who suc-
ceeds in finding the target passes the test and may join
the organization.

Bloodhounds can take any assignments they choose.
Some jobs come directly from clients who contact indi-
vidual Bloodhounds. Others come through the
grapevine, since members pass word to each other. Indi-
vidual bloodhounds are fiercely competitive, and should
one succeed where another has failed, the winner gloats
over the victory. In fact, Bloodhounds often tell each
other about the assignments they’ve taken, in effect
challenging their compatriots to beat them to the
quarry. Members may work together, but most work
alone or with nonmembers so that word spreads of their
personal fame. Thus, whenever several Bloodhounds
form a posse to catch a particularly elusive foe, word
spreads far and wide.

Despite this rivalry, when a mark is too important to go
free, a Bloodhound can spread the word of a “free”
bounty among the membership. This means that any
member who brings in the mark can claim the prize.
Members who spread free bounties lose no face in the
organization for doing so.

Bloodhounds resent the concept of giving their earn-
ings to anyone. Thus, the organization does not
demand a piece of its members’ earnings. No Blood-
hounds guildhalls or strongholds exist because no self-
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respecting Bloodhound would limit himself to one
base of operations.

Since so many of the Bloodhounds’ marks are human,
ranger Bloodhounds who have taken humans as favored
enemies have an advantage in assignments. Thus, a large
percentage of the membership is nonhuman, and differ-
ing alignments are rarely an impediment to teaming up.
In fact, rumor has it that a good elven Bloodhound and
an evil gnoll Bloodhound regularly work together, since
between them they can function in any society. The gulf
between their alignments is simply not as wide as the
bridge of their common goals.

DEEPWOOD SNIPER
An arrow flies from a high mountain aerie, unerringly
striking a paladin’s mount. Expecting only a flesh wound,
the paladin is stunned to watch his companion of
many adventures crumple to the earth. This unfor-
tunate knight has trespassed into the domain of the
deepwood sniper, and he may not make it out alive.

A deepwood sniper is patient, careful, quiet, and
deadly accurate. She is a stealthy, long-range terminator
whose arrows sail accurately from much longer ranges
than those of other archers. In addition, she has magical
abilities to help her shafts fly true.

Because of their alertness, dexterity, patience, and
affinity for the bow, elves of almost any character class
make excellent deepwood snipers. For a long time, elves
would train only those of their own race in these tech-
niques, but more recently some half-elves, halflings, and
humans have joined the ranks of the deepwood sniper.

Hit Die: d8.

Requirements
To qualify as a deepwood sniper, a character must fulfill
the following criteria.

Base Attack Bonus: +5.
Skills: Hide 4 ranks, Move Silently 4 ranks, Spot 4

ranks.
Feats: Far Shot, Point Blank Shot, Weapon Focus (any

bow or crossbow).

Class Skills
The deepwood sniper’s class skills (and the key ability tor
each skill) are Balance (Dex), Climb (Str), Craft (bow-
making) (Int), Escape Artist (Dex), Intuit Direction

(Wis), Hide (Dex), Jump (Str), Knowledge
(nature) (Int). Listen (Wis), Move Silently (Dex), Profes-
sion (Wis), Search (Int), Sense Motive (Wis), Spot (Wis),
Swim (Str), and Wilderness Lore (Wis). See Chapter 4 of
the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

Class Features
The following are class features of the deepwood sniper
prestige class.

Weapon and Armor Proficiency: Deepwood snipers
gain no weapon or armor proficiencies. All weapon-re-
lated abilities of this prestige class apply only to projectile
ranged weapons with which the character is proficient.

Table 5–5: The Deepwood SniperTable 5–5: The Deepwood SniperTable 5–5: The Deepwood SniperTable 5–5: The Deepwood SniperTable 5–5: The Deepwood Sniper
ClassClassClassClassClass BaseBaseBaseBaseBase FFFFFortortortortort RefRefRefRefRef WillWillWillWillWill
LevelLevelLevelLevelLevel Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial
1st +1 +0 +2 +0 Keen arrows, range increment bonus +10 ft./level
2nd +2 +0 +3 +0 Concealment reduction 10%, magic weapon,

projectile improved critical +1
3rd +3 +1 +3 +1 Safe poison use
4th +4 +1 +4 +1 Take aim +2
5th +5 +1 +4 +1 Consistent aim 1/day
6th +6 +2 +5 +2 Concealment reduction 20%, keen edge
7th +7 +2 +5 +2 Consistent aim 2/day, projectile improved critical +2
8th +8 +2 +6 +2 Take aim +4
9th +9 +3 +6 +3 Consistent aim 3/day
10th +10 +3 +7 +3 Concealment reduction 30%, true strike
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Keen Arrows (Ex): At 1st level, all projectiles the
deepwood sniper fires behave as if they were keen weap-
ons in addition to any other properties they might pos-
sess. Thus, a normal arrow fired by a deepwood sniper
has a threat range of 19–20 instead of 20. This effect does
not stack with any other keen effect.

Range Increment Bonus (Ex): With each level the
deepwood sniper gains, the range increments of her
projectile weapons increase by +10 feet (added after all
multipliers). Thus, a 10th-level deepwood sniper who
has the Far Shot feat would have a 280-foot range incre-
ment with a heavy crossbow (120 feet x 1.5 + 100 feet).

Concealment Reduction (Ex): When the deepwood
sniper reaches 2nd level, her miss chance against oppo-
nents with concealment drops by 10%. Thus, she has a
miss chance of 10% rather than 20% against an opponent
with one-half concealment. Her miss chance drops by
an additional 10% per tour deepwood sniper levels she
gains thereafter, but this ability never reduces her miss
chance against any opponent below 0%.

MMMMMagic agic agic agic agic WWWWWeapon eapon eapon eapon eapon (Sp): At 2nd level, the character can
produce an effect identical to that of a magic weapon spell
cast by a cleric of her deepwood sniper level. This ability
is usable once per day on projectile weapons only.

Projectile Improved Critical (Ex): When the deep-
wood sniper reaches 2nd level, the critical damage mul-
tipliers of all her projectile weapons increase by +1.
Thus, an arrow that normally deals damage ×3 on a crit-
ical hit instead does damage ×4 in her hands. When she
reaches 7th level, these critical multipliers increase by
an additional +1.

Safe Poison Use (Ex): At 3rd level, a deepwood sniper
can use poison without any chance of poisoning herself
(see Perils of Using Poison in Chapter 3 of the DUNGEON

MASTER’S Guide).
Take Aim (Ex): A 4th-level deepwood sniper can gain

a +2 bonus on her attack rolls against a stationary target
by aiming carefully. Taking aim is a full-round action, and
if the target moves more than 5 feet during that period,
the bonus is lost. No additional benefit exists for spend-
ing more than 1 round aiming. This bonus increases to
+4 at 8th level.

Consistent Aim (Su): Once per day, a 5th-level deep-
wood sniper can reroll one attack roll that she has just
made with a projectile weapon. She must keep that
result, even if it is worse than the original roll. She can
use this ability twice per day at 7th level and three times
per day at 10th level, though each use must relate to a dif-
ferent attack roll.

TTTTTrrrrrue Sue Sue Sue Sue Strike trike trike trike trike (Sp): At 10th level, the deepwood sniper can
produce an effect identical to that of a true strike spell cast
by a cleric of her deepwood sniper level. This ability is
usable once per day on projectile weapons only.

EXOTIC WEAPON MASTER
Swords and axes do not a warrior make. Such might be
the unvoiced motto of the exotic weapon master—a stu-
dent of her world’s most unusual and bizarre weapons.
For the exotic weapon master, the intricacies of the
shuriken, the siangham, the dire flail, and the hand cross-
bow pose no difficulty at all. These unusual weapons are
her trade, and in her hands, they become instruments of
destruction.

Characters of any race or background can become
exotic weapon masters; the only real requirement is com-
mitment and perseverance. Nevertheless, most are
human, because members of that race have the most ex-
posure to new cultures and thus the most opportunities
to take up exotic weapons.

Hit Die: d10.

Requirements
To become an exotic weapon master, a character must
fulfill the following criteria.

Base Attack Bonus: +6.
Feats: Exotic Weapon Proficiency (any three).
Special: Ability to rage.

Class Skills
The exotic weapon master’s class skills (and the key abil-
ity for each skill) are Craft (any) (Int) and Profession
(any) (Int). See Chapter 4 of the Player’s Handbook for skill
descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Features
The following are class features of the exotic weapon
master prestige class.

Weapon and Armor Proficiency: Exotic weapon
masters gain no weapon or armor proficiencies.

Partial Exotic Proficiency: At 1st level, the exotic
weapon master can use any exotic weapon with which
she is not already proficient at a –2 penalty instead of a –4
penalty on the attack roll. This penalty is reduced to –1 at
2nd level.

Full Exotic Proficiency: At 3rd level, the exotic weapon
master becomes proficient with all exotic weapons.

Improvised Throwing Weapons: At 3rd level, the
exotic weapon master can use artisan’s tools to fashion a
usable throwing weapon from any object (rock, branch,
melee weapon, or the like) that she can lift. This process
takes at least 1 hour, or more if conditions are poor. The
range increment for such an improvised weapon is 10
feet. It deals 1d6 points of damage (×2 on a critical hit),
and its threat range is 20. The exotic weapon master is au-

Table Table Table Table Table 5–6: 5–6: 5–6: 5–6: 5–6: The Exotic Weapon MasterThe Exotic Weapon MasterThe Exotic Weapon MasterThe Exotic Weapon MasterThe Exotic Weapon Master
ClassClassClassClassClass BaseBaseBaseBaseBase FFFFFortortortortort RefRefRefRefRef WillWillWillWillWill
LevelLevelLevelLevelLevel Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial
1st +1 +2 +0 +0 Partial exotic proficiency +2
2nd +2 +3 +0 +0 Partial exotic weapon proficiency+3
3rd +3 +3 +1 +1 Full exotic proficiency, improvised throwing weapons
4th +4 +4 +1 +1 Exotic focus, improvised melee weapons
5th +5 +4 +1 +1 Exotic specialization, greater improvised weapons
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tomatically proficient with her improvised throwing
weapon; anyone else who wishes to use it must spend an
Exotic Weapon Proficiency feat to avoid the –4 nonprofi-
ciency penalty. Most objects do bludgeoning damage;
sharp items do piercing damage instead.

Exotic Focus: At 4th level, the exotic weapon master
gains a +1 bonus on her attack rolls when using any
exotic weapon. This bonus does not stack with that pro-
vided by the Weapon Focus feat.

Improvised Melee Weapons: Also at 4th level, the
exotic weapon master can use artisan’s tools to fashion a
usable melee weapon from any object (rock, branch, pro-
jectile weapon, or the like) that she can lift. This process
takes at least 1 hour, or more if conditions are poor. Such
an improvised melee weapon deals 1d6 points of damage
(×2 on a critical hit), and its threat range is 20. The exotic
weapon master is automatically proficient with her im-
provised melee weapon; anyone else who wishes to use it
must spend an Exotic Weapon Proficiency feat to avoid
the –4 nonproficiency penalty. Most objects do bludg-
eoning damage; sharp items do piercing damage instead.
Long items (such as ladders) have reach according to
their length, and items with many protrusions (such as
chairs) give the exotic weapon master a +2 bonus on
disarm attempts.

Exotic Specialization: At 5th level, the exotic weap-
on master gains a +2 bonus on damage rolls when using
any exotic weapon. (For ranged weapons, this damage
bonus applies only if the target is within 30 feet.) This
modifier does not stack with that provided by the
Weapon Specialization feat.

Greater Improvised Weapons: At 5th level,
the exotic weapon master can make an impro-
vised throwing or
melee weapon
that deals 2d6
points of dam-
age. This abil-
ity otherwise
f u n c t i o n s

like the improvised throwing weapons or improvised
melee weapons ability, depending on the kind of weapon
desired.

EYE OF GRUUMSH
Most people think they’ve seen the worst that orcs can
breed when an orc barbarian comes raging over a hill-
top—at least until they see a one-eyed orc barbarian
come raging over a hilltop. This creature may well be an
eye of Gruumsh, an orc so devoted to his evil deity thai
he has disfigured himself in Gruumsh’s name.

In an epic battle at the dawn of time, the elven deity
Corellon Larethian stabbed out Gruumsh’s left eye. Filled
with rage and hatred, the orc deity called for followers
loyal enough to serve in his image. Those who heed this
call are known as the eyes of Gruumsh. They sacrifice
their right eyes instead of their left ones so that their im-
paired vision balances that of their deity. Thus, symboli-
cally at least, they can see what he cannot. These living
martyrs to Gruumsh are some of the toughest orcs and
half-orcs in the world.

The eye of Gruumsh is a true prestige class in the
sense that all orcs respect those who achieve it. If a can-
didate proves capable with the brutal orc double axe
and has no moral code to stand in the way of his serv-
ice, only the test remains—to put out his own right eye
in a special ceremony. This is a bloody and painful ritu-
al, the details of which are best left undescribed. If the

candidate makes a sound during
the process, he fails the test.

No consequences for
failure exist, except

that he can never
become an eye of

Gruumsh —
and he’s lost

one eye.
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Barbarians gain the most value from this prestige class,
since it encourages raging as a fighting style. Fighters,
clerics, rangers, and even rogues also heed this calling.
orcs and half-orcs are the obvious candidates for the
class, and some orc tribes whisper of barbarians from
other races who have adopted this mantle. Of course,
these may just be legends meant to inspire young orcs to
jealous rage.

Hit Die: d12.

Requirements
To qualify as an eye of Grummsh, a charac-
ter must fulfill the following criteria.

Race: orc or half-orc. (A character of
another race who grows up among orcs
may also adopt this prestige class if the
DM permits.)

Alignment: Chaotic evil, chaotic
neutral, or neutral evil.

Base Attack Bonus: +6.
Feats: Exotic Weapon Profi-

ciency (orc double axe), Weapon
Focus (orc double axe).

Special:  The character
must be a worshiper of Gru-
umsh and must put out
his own right eye in a
special ritual. None of
the eye of Gruumsh’s
special abilities func-
tion if he regains sight
in both eyes.

Class Skills
The eye of Gruumsh’s class
skills (and the key ability for
each skill) are Intimidate (Cha),
Jump (Str), Ride (Dex), and Swim
(Str). See Chapter 4 of the Player’s
Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Features
The following are class features of the eye of Gruumsh
prestige class.

Weapon and Armor Proficiency: Eyes of Gruumsh
are proficient with light and medium armor, shields, and
all simple and martial weapons.

Blind-Fight: At 1st level, the eye of Gruumsh gains
Blind-Fight as a bonus feat.

Follow Orders Blindly: At 1st level, the eye of Gru-
umsh may grant a +2 morale bonus on Will saves to any
nongood orcs or half-orcs with HD lower than his charac-
ter level within 30 feet of him. Any recipient who willingly
goes against the eye of Gruumsh’s directions loses this
bonus immediately. Using this ability is a standard action,

and the effect lasts
for 1 hour per eye of
Gruumsh level.

Rage: Also at 1st
level, the eye of Gru-
umsh gains the abili-
ty to rage as a barbar-
ian of a level equal to
the total of his bar-
barian and eye of Gru-
umsh levels. Thus, a
Bbn14/eye of Gru-
umsh2 can use rage 5
times per day.

Ritual Scarring:
Through frequent dis -
figuration of his own

skin, the eye of Gru-
umsh gains a +1 nat-

ural armor bonus
at 3rd level. This

bonus increases
by +1 for every

three eye of
G r u u m s h
levels gained

thereafter.
S w i n g

Blindly (Ex):
At 2nd level, the

eye of Gruumsh gains
an additional +2 bonus to his Strength

score while raging. While this ability is in effect,
the character provokes attacks of opportunity as though
he were casting a spell whenever he takes any kind of
attack action.

Blinding Spittle (Ex): The eye ot Gruumsh can
launch blinding spittle at any opponent within 20 feet.
Using a ranged touch attack (at a –4 penalty), he spits his
stomach acid into the target’s eyes. An opponent who
fails a Reflex save (DC 10 + eye of Gruumsh level + eye of

Table Table Table Table Table 5–7: 5–7: 5–7: 5–7: 5–7: The Eye of GruumshThe Eye of GruumshThe Eye of GruumshThe Eye of GruumshThe Eye of Gruumsh
ClassClassClassClassClass BaseBaseBaseBaseBase FFFFFortortortortort RefRefRefRefRef WillWillWillWillWill
LevelLevelLevelLevelLevel Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial
1st +1 +2 +0 +0 Blind-Fight, follow orders blindly, rage
2nd +2 +3 +0 +0 Swing blindly
3rd +3 +3 +1 +1 Ritual scarring +1
4th +4 +4 +1 +1 Blinding spittle 1/hour
5th +5 +4 +1 +1 Blindsight, 5-foot radius
6th +6 +5 +2 +2 Ritual scarring +2
7th +7 +5 +2 +2 Blinding spittle 2/hour
8th +8 +6 +2 +2 Blindsight, 10-foot radius
9th +9 +6 +3 +3 Ritual scarring +3
10th +10 +7 +3 +3 Sight of Gruumsh
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Gruumsh’s Constitution bonus) is blinded until he or she
can rinse away the spittle. This attack has no effect on
creatures that don’t have eyes or don’t depend on vision.
Blinding spittle is usable once per hour at 4th level and
twice per hour at 7th level.

Blindsight (Ex): At 5th level, the eye of Gruumsh
gains blindsight in a 5-foot radius. This ability is other-
wise identical to the hearing-based version described in
the introduction of the Monster Manual. Its range in-
creases to 10 feet at 8th level.

Sight of Gruumsh: At 10th level, the eye of Gruumsh
sees the moment of his own death through his missing
eye. This foreknowledge gives him a +2 morale bonus on
all saving throws from then on. (Whether or not the
vision is accurate is irrelevant—the character believes it
to be true.)

Organization: The Eyes Of Gruumsh
“The cycle of my father’s people is a simple one. You kill, you get
better at killing, and you kill again. Break the cycle, and you die.”

—Krusk

Though orcs revere eyes of Gruumsh for their unique
clarity of vision, the average eye of Gruumsh isn’t partic-
ularly well qualified to think for an entire tribe—even
though he often assumes leadership of a tribe early in his
career. Thus, he relies on a cleric of Gruumsh for wise
counsel. To discourage any unhealthy confusion among
their followers about who is in charge, both the eye of
Gruumsh and the cleric encourage war against other
races at every opportunity.

Since eyes of Gruumsh seek to avenge Corellon
Larethian’s insult to their deity, most are so obsessed with
the destruction of elves that they attack any elven com-
munity on sight. Inspired by their leaders’ rage, other
orcs often throw themselves heedlessly at elven hordes.

Multiple eyes of Gruumsh usually don’t work well to-
gether because they commonly have competing ideas
about which course of action serves their deity best.
Every few decades or so, however, several eyes of Gru-
umsh get the same idea in their heads—a crusade!
(After all, a holy crusade involving hundreds of tribes
under the command of dozens of eyes of Gruumsh is
just the thing to inspire the younger generation to the
deity’s service.) When this occurs, the eyes of Gruumsh
meet and declare truces between competing tribes by
closing their functional left eyes all at once—thus

blinding them to their own bickering. Then they go out
and try to eradicate some other species.

FOE HUNTER
The foe hunter has but one purpose in life: to kill crea-
tures of the type she hates. She is willing to pay any
price or risk any danger to prevail against this hated foe.
Her blade is anathema to such creatures, and her body
is more often than not proof against their attacks.
Though her hatred of this enemy is boundless and un-
ending, it is not unthinking or rash. She lives to put an
end to her hated foe, but she does not throw away her
own life needlessly.

The foe hunter’s path is open to any creature, good or
evil. Some hunt humans or even celestials; others hunt the
foulest spawn of the underworld. NPC foe hunters can be
fierce allies against formidable enemies or implacable op-
ponents dedicated to killing those the heroes love.

A character can choose this prestige class more than
once but must select a different hated enemy and start
again at 1st level each time. Levels of different foe
hunter classes do not stack when determining level-
based class features.

Hit Die: d10.

Requirements
To become a foe hunter, a character must fulfill the fol-
lowing criteria.

Base Attack Bonus: +7.
Feats: Track, Weapon Focus (any).
Language: The language (if any) of the intended

hated enemy.
Special: The character must have a favored enemy.

Class Skills
The foe hunter’s class skills (and the key ability for each
skill) are Climb (Str), Intimidate (Cha), Jump (Str), Listen
(Wis), Ride (Dex), Spot (Wis), Swim (Str), and Wilder-
ness Lore (Wis). See Chapter 4 of the Player’s Handbook
for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

Class Features
The following are class features of the toe hunter prestige
class.

Table 5–8: The Foe HunterTable 5–8: The Foe HunterTable 5–8: The Foe HunterTable 5–8: The Foe HunterTable 5–8: The Foe Hunter
ClassClassClassClassClass BaseBaseBaseBaseBase FFFFFortortortortort RefRefRefRefRef WillWillWillWillWill
LevelLevelLevelLevelLevel Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial
1st +0 +2 +2 +0 Hated enemy, rancor +1d6
2nd +1 +3 +3 +0 Hated enemy damage reduction 3/–
3rd +2 +3 +3 +1 Rancor +2d6
4th +3 +4 +4 +1 Hated enemy damage reduction 5/–, hated enemy

spell resistance
5th +3 +4 +4 +1 Rancor +3d6
6th +4 +5 +5 +2 Hated enemy damage reduction 7/–
7th +5 +5 +5 +2 Rancor +4d6
8th +6 +6 +6 +2 Hated enemy damage reduction 9/–
9th +6 +6 +6 +3 Rancor +5d6
10th +7 +7 +7 +3 Death attack, hated enemy damage reduction 11/–
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Weapon and Armor Proficiency: Foe hunters gain
no weapon or armor proficiencies.

Hated Enemy: At 1st level, the foe hunter chooses
one creature type that she has already selected as a fa-
vored enemy to be the target of her hatred. This choice
determines what kind of foe hunter she becomes—orc
hunter, giant hunter, or the like. The choice of hated
enemy is irreversible.

Rancor (Su): The foe hunter can deliver a powerful
blow to her hated enemy. Once per round, on her action,
she can designate one of her attacks against a hated
enemy as a rancor attack before the attack roll is made. A
successful rancor attack by a 1st-level foe hunter deals
+1d6 points of extra damage. This amount increases by
+1d6 points for every two additional foe hunter levels the
attacker acquires. Should the foe hunter score a critical
hit with a rancor attack, this extra damage is not multi-
plied. The extra damage from a rancor attack applies even
if that hated enemy is immune to critical hits.

With a sap or an unarmed strike, the foe hunter can
deal subdual damage instead of normal damage with a
rancor attack. She cannot, however, do subdual damage
with a weapon that deals normal damage in a rancor at-
tack, even when taking the usual –4 penalty.

Hated Enemy Damage Reduction (Ex): At 2nd
level, the foe hunter can shrug off 3 points of damage
from each successful attack by her hated enemy. This
damage reduction increases by 2 points for every two
additional foe hunter levels she has. Damage reduction
can reduce damage to 0, but not below that. Hated
enemy damage reduction does not stack with any other
damage reduction the character has.

Hated Enemy Spell Resistance (Ex): Beginning at
4th level, the foe hunter can avoid the effects of spells
and spell-like abilities that would directly affect her, as
long as they originate from her hated enemy. Against
such effects, the foe hunter has spell resistance equal to
15 + her foe hunter class level. This stacks with any other
applicable spell resistance the character may have.

Death Attack (Ex): At 10th level, the foe hunter can
make a death attack against a hated enemy that is denied
its Dexterity bonus to AC (whether or not it actually has
one). This ability functions like the assassin’s death attack
(see Assassin in Chapter 2 of the DUNGEON MASTER’S
Guide), except that the foe hunter need only make a melee
attack that successfully does damage, not a sneak attack.

FORSAKER
Magic is evil. Magic tempts. Magic perverts. Magic cor-
rupts. Anyone who cannot embrace these truths has no
business considering the path of the forsaker.

The forsaker rebels against the magic of the fantastic
world around him. It’s not that he doesn’t believe in it; he
knows full well that magic is real. He has felt its all too
tangible power burn over his skin or wrest control of his
mind from him. While others may ignore the dangers of
magic and succumb to its siren call of power, the forsak-
er knows better. To him, sorcery is nothing but a crutch
that coddles and weakens its users. By depending upon
his own resources alone, the forsaker becomes stronger,
tougher, smarter, and more nimble than any of his com-
panions. To that end, he treads a lonely path, deliberately
depriving himself of magic’s benefits and destroying any
magic items he finds.

Forsakers can take up any standard or philosophy,
though they tend more toward chaos than law. Evil for-
sakers hunt down and kill the most powerful users of
magic that they can find, as if to demonstrate the ultimate
weakness of the wizard and the sorcerer. Good forsakers
commit themselves to expunging evil sorcery from their
world, but they too see themselves as examples of how
mundane strength can conquer foul enchantments.

Though forsakers do their best to resist all spells—
even beneficial ones—cast upon them, some eventually
learn to tolerate their companions’ magic. A few claim
that they are leading by example; others rationalize that
only by consorting with lesser villains can they defeat
greater ones. Whatever justification they use, the al-
liance between forsaker and spellcaster, no matter how
temporary or how necessary, is seldom a peaceful one.

Few characters other than dwarven fighters and
human or half-orc barbarians can appreciate the lifestyle
of the forsaker. Elves, half-elves, and gnomes are sur-
rounded by the benefits of magic from birth, so they are
unlikely to choose this path. Dwarves, on the other hand,
are naturally suspicious of sorcery, and many rural
humans are just as distrustful. Certainly, no spellcaster
should consider this career choice, since it means the vir-
tual end of advantages gained from a former class. Even
paladins and rangers must think hard before leaving
behind their spells and spell-like abilities. Fighters and
rogues occasionally take up this prestige class, but most
forsakers are barbarians. Some say that only such a prim-
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itive, focused mind could ever manage to forsake magic
for good.

Hit Die: d12.

Requirements
To qualify as a forsaker, a character
must fulfill the following
criteria.

Feats: Great Forti-
tude, Iron Will, Light-
ning Reflexes.

Special: The charac-
ter must once have
been the victim of a
magical attack that seri-
ously wounded him or
threatened his life. He
must also sell or give
away all his magic items
(including magic weap-
ons, armor, and potions)
and renounce the use of
any spellcasting and spell-
like abilities he previously
used.

Class Skills
The forsaker’s class skills (and
the key ability for each skill) are
Climb (Str), Craft (any) (Int),
Handle Animal (Wis), Heal (Wis),
Intimidate (Cha), Intuit Direction
(Wis), Jump (Str), Listen (Wis),
Ride (Dex), Sense Motive (Wis),
Swim (Str),  Tumble (Dex), and
Wilderness Lore (Wis). See Chapter 4 of the Player’s
Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Features
The following are class features of the forsaker prestige
class.

Weapon and Armor Proficiency: Forsakers gain no
weapon or armor proficiencies.

Ability Bonus (Ex): Beginning at 1st level, the char
acter gains a +1 inherent bonus to any desired ability
score for each forsaker level.

Fast Healing (Ex): Forsakers regain hit points at
an exceptionally fast rate. At 1st level, the charac-

ter regains 1 hit point per round, to a maxi-
mum of 10 hit points per day. The number

of hit points regained per round increas-
es by +1 for every four forsaker levels,

and the maximum restorable per
day increases by 10 for every

two forsaker levels. Except as
noted above, this ability
works like the fast healing
ability described in the in-
troduction of the Monster
Manual.

Forsake Magic: In
addition to avoiding all
use of spellcasting,
spell-like abilities, and
magic items, the
forsaker must also
refuse any bene -
fits from others’
m a g i c — i n c l u d i n g

magical healing.
Thus, he must at-

tempt a saving throw
against any spell that

allows one. For most
beneficial spells, such

displacement or neutralize
poison, a successful save

negates the spell’s effects;
for a cure spell, it halves the

benefit. Any forsaker who unwittingly uses a magic
item or casts a spell (while under the influence of a
charm person or dominate person spell, for example) loses
all the special abilities of the prestige class for one
week.

Spell Resistance (Ex): At 1st level, the forsaker gains
spell resistance 11. This value increases by +1 with each
forsaker level gained and stacks with any other applica-
ble spell resistance he has.
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1st +1 +2 +0 +2 Ability bonus +1, fast healing 1 (10), forsake magic, SR 11
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destruction, SR 12
3rd +3 +3 +1 +3 Ability bonus +1, fast healing 1 (20), natural weapons,

SR 13, tough defense
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5th +5 +4 +1 +4 Ability bonus +1, fast healing 2 (30), SR 5
6th +6 +5 +2 +5 Ability bonus +1, damage reduction 7/+3,

slippery mind, SR 16
7th +7 +5 +2 +5 Ability bonus +1, fast healing 2 (40), SR 7
8th +8 +6 +2 +6 Ability bonus +1, damage reduction 9/+4, SR 18
9th +9 +6 +3 +6 Ability bonus +1, fast healing 3 (50), SR 19
10th +10 +7 +3 +7 Ability bonus +1, damage reduction 11/+5, SR 20
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Damage Reduction (Ex): At 2nd level, the forsaker
gains damage reduction 3/+1. This damage resistance
rises by 2/+1 for every two forsaker levels he gains there-
after. This ability remains in effect only as long as the
forsaker destroys the required value of magic items
every 24 hours (see Magic Destruction, below). This
does not stack with any other damage reduction he
already has.

Magic Destruction: The forsaker gains access to his
damage reduction ability (see above) through the de-
struction of magic items, if he goes more than 24 hours
without destroying magic items whose market prices
total at least 100 gp per point of damage reduction, he
loses that ability until he does so.

Tough Defense (Ex): At 3rd level, a forsaker gains a
natural armor bonus equal to his Constitution bonus (if
any).

Natural Weapons (Ex): Beginning at 3rd level, the
forsaker can fight as though he and his weapon were one.
Any weapon he uses functions as if it were a natural
weapon for overcoming damage reduction (see Damage
Reduction in the introduction of the Monster Manual).
That is, if the forsaker has damage reduction 3/+1, any
weapon he uses functions as if it were a +1 weapon for
overcoming a foe’s damage reduction.

Slippery Mind (Ex): At 6th level, the forsaker can
wriggle free from magical effects that would otherwise
control or compel him. if he fails his saving throw
against an enchantment effect, he can attempt his saving
throw again 1 round later. He gets only one extra chance
to succeed at his saving throw.

Ex-Forsakers
Forsakers can multiclass normally, as long as they con-
tinue to abide by the strictures of the prestige class. Any
forsaker who willingly violates those strictures by using
magic items or casting spells loses all special abilities of
the prestige class and can progress no further as a for-
saker. If he thereafter remains pure (uses no magic) for a
period of a year and a day, his abilities are reinstated at
their previous levels and he may once again progress in
the prestige class.

FRENZIED BERSERKER
The random madness of the thunderstorm and the un-
predictability of the slaadi come together in the soul of
the frenzied berserker. Unlike most other characters, she
does not fight to achieve some heroic goal or defeat a
loathsome villain. Those are mere excuses—it is the
thrill of combat that draws her. For the frenzied barbar-
ian, the insanity of battle is much like an addictive
drug—she must constantly seek out more conflict to
feed her craving for battle.

Along the wild borderlands and in the evil kingdoms
of the world, frenzied berserkers often lead warbands
that include a variety of character types—and even other
frenzied berserkers. Some such groups turn to banditry
and brigandage; others serve as specialized mercenaries.
Whatever their origin, such warbands naturally gravitate
toward situations of instability and conflict, because wars
and civil strife are their bread and butter. Indeed, the

coming of a frenzied berserker is the most obvious
herald of troubled times.

The frenzied berserker’s path is unsuited for most ad-
venturers—a fact for which the peace-lovers of the
world can be thankful. Because of their traditional love
for battle, orc and half-orc barbarians are the ones who
most frequently adopt this prestige class, though human
and dwarven barbarians also find it appealing. It might
seem that elves would be good candidates because of
their chaotic nature, but the elven aesthetic and love of
grace are at odds with the frenzied berserker’s devalua-
tion of the self. Spellcasting characters and monks
almost never become frenzied berserkers.

Hit Die: d12.

Requirements
To become a frenzied berserker, a character must fulfill
the following criteria.

Alignment: Any nonlawful.
Base Attack Bonus: +6.
Feats: Cleave, Destructive Rage, Intimidating Rage,

Power Attack.

Class Skills
The frenzied berserker’s class skills (and the key ability
for each skill) are Climb (Str), Intimidate (Cha), Jump
(Str), Ride (Dex), and Swim (Str). See Chapter 4 of the
Player’s Handbook for skill descriptions.

Skill Points at Each level: 2 + Int modifier.

Class Features
The following are class features of the frenzied berserker
prestige class.

Weapon and Armor Proficiency: Frenzied berserk-
ers gain no weapon or armor proficiencies.

Frenzy (Ex): Beginning at 1st level, the frenzied
berserker can enter a frenzy during combat. While fren-
zied, she gains a +6 bonus to Strength and a single extra
attack each round at her highest bonus. (This latter effect
is not cumulative with haste.) However, she also suffers a
–4 penalty to AC and takes 2 points of subdual damage
per round. A frenzy lasts for a number of rounds equal to
3 + the frenzied berserker’s Constitution modifier. To end
the frenzy before its duration expires, the character may
attempt a Will save (DC 20) once per round as a free
action. Success ends the frenzy immediately; failure
means it continues. The effects of frenzy stack with those
from rage.

At 1st level, the character can enter a frenzy once per
day. Thereafter, she gains one additional use per day of
this ability for every two frenzied berserker levels she ac-
quires. The character can enter a frenzy as a free action.
Even though this takes no time, she can do it only during
her action, not in response to another’s action. In addi-
tion, if she suffers damage from an attack, spell, trap, or
any other source, she automatically enters a frenzy at the
start of her next action, as long as she still has at least one
daily usage of the ability left. To avoid entering a frenzy
in response to damage, the character must make a suc-
cessful Will save (DC 10 + points of damage suffered
since her last action) at the start of her next action.
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While frenzied, the character cannot use skills or abil-
ities that require patience or concentration (such as
Move Silently), nor can she cast spells, drink potions, ac-
tivate magic items, or read scrolls. She can use any feat
she has except Expertise, item creation feats, metamagic
feats, and Skill Focus in a skill that requires patience or
concentration. She can, however, use her special ability
to inspire frenzy (see below) normally.

During a frenzy, the frenzied berserker must attack
those she perceives as foes to the best of her ability.
Should she run out of enemies before her frenzy expires,
her rampage continues. She must then attack the near-
est creature (determine randomly if several potential
toes are equidistant) and fight that opponent without
regard to friendship, innocence, or health (the target’s or
her own).

When a frenzy ends, the frenzied berserker is fatigued
(–2 penalty to Strength and Dexterity, unable to charge
or run) for the duration ot the encounter, or until she
enters another frenzy, whichever comes first. At 10th
level, she is no longer fatigued alter a frenzy, though she
still suffers the subdual damage tor each round it lasts.

Starting at 8th level, the character’s frenzy bonus to
Strength becomes  +10 instead ot +6.

Remain Conscious: The frenzied berserker gains
Remain Conscious as a bonus feat.

Supreme Cleave: At 2nd level, the frenzied berserker
can take a 5-toot step between attacks when using the
Cleave or Great Cleave feat. She is still limited to one
such adjustment per round, so she cannot use this abil-
ity during a round in which she has already taken a 5-
foot step.

Deathless Frenzy (Ex): At 4th level, the frenzied
berserker can scorn death and unconsciousness while in
a frenzy. Should her hit points to fall to 0 or below be-
cause of hit point loss, she continues to fight normally
until her frenzy ends. At that point, the effects of her
wounds apply normally. This ability does not prevent
death from spell effects such as slay living or disintegrate.

Improved Power Attack: Beginning at 5th level, the
frenzied berserker gains a +3 bonus on her melee damage
rolls for every –2 penalty she takes on her melee attack
rolls when using the Power Attack feat.

Inspire Frenzy (Su): Beginning at 6th level, the fren-
zied berserker can inspire frenzy in her allies while she
herself is frenzied. When she uses this ability, all allies
within 10 feet of her gain the benefits and the disadvan-
tages of frenzy as it they had that ability themselves.

Those who do not wish to be affected can make a Will
save (DC 10 + frenzied berserker level + frenzied
berserker’s Charisma modifier) to resist the effect. The
frenzy of affected allies lasts for a number of rounds
equal to 3 + the frenzied berserker’s Constitution modi-
fier, regardless of whether they remain within 10 feet of
her.

The frenzied berserker gains one additional use of this
ability per day for every two additional frenzied
berserker levels she acquires, though the ability is still
usable only once per encounter.

Supreme Power Attack: At 10th level, the frenzied
berserker gains a +2 bonus on her melee damage rolls for
every –1 penalty she takes on her melee attack rolls
when using the Power Attack feat. This effect does not
Stack with that of Improved Power Attack.

GEOMANCER
The cleric reaches out to a higher power. The wizard
trusts only in eldritch tomes. The druid looks to nature
for her spells. To the geomancer. however, all magic is the
same.

Geomancy is the art of channeling magical energy
from many sources through the land itself A geomancer
may research like a wizard, pray like a cleric, or sing like
a bard, but he casts spells as only a geomancer can. In the
area he calls home (be it high on a mountain, deep in 3
Forest, or even beneath an ocean) he weaves ley lines—
powerful connections to the land itself. The spells he
casts through these connections with the earth are re-
flections of his own strength ot will. As the geomancer
progresses, however, the effort of gathering mag:c
through the earth takes a physical toll on him. making
him more and more like the land and its creatures.

Only characters with more than one spellcasting class
can become geomancers. The most popular combina-
tions are druid sorcerer and druid wizard. Clerics with
arcane spellcasting ability can also qualify, those with
access to the Plant or Animal domain are the most likely
to consider this path. A bard or a ranger who picks up a
second, more focused spellcasting class can also adopt
this lifestyle.

Hit Die: d6.

Requirements
To quality as a geomancer, a character must fulfill the fol-
lowing criteria.

Table 5–10: The Frenzied BerserkerTable 5–10: The Frenzied BerserkerTable 5–10: The Frenzied BerserkerTable 5–10: The Frenzied BerserkerTable 5–10: The Frenzied Berserker
ClassClassClassClassClass BaseBaseBaseBaseBase FFFFFortortortortort RefRefRefRefRef WillWillWillWillWill
LevelLevelLevelLevelLevel Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial
1st +1 +2 +0 +0 Frenzy 1 /day, Remain Conscious
2nd +2 +3 +0 +0 Supreme cleave
3rd +3 +3 +1 +1 Frenzy 2/day
4th +4 +4 +1 +1 Deathless frenzy
5th +5 +4 +1 +1 Frenzy 3/day, improved power attack
6th +6 +5 +2 +2 Inspire frenzy 1/day
7th +7 +5 +2 +2 Frenzy 4/day
8th +8 +6 +2 +2 Greater frenzy, inspire frenzy 2/day
9th +9 +6 +3 +3 Frenzy 5/day
10th +10 +7 +3 +3 Inspire frenzy 3/day, no longer winded after frenzy, supreme

power attack
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Skills: Knowledge (arcana) 6 ranks, Knowledge
(nature) 6 ranks.

Spells: Ability to cast 2nd-level arcane spells and 2nd-
level divine spells.

Class Skills
The geomancer’s class skills (and the key ability for each
skill) are Alchemy (Int), Animal Empathy (Cha), Con-
centration (Con), Craft (any) (Int), Diplomacy (Cha),
Handle Animal (Cha), Heal (Wis), Intuit Direction
(Wis), Knowledge (arcana), Knowledge (nature), Scry
(Int), Spellcraft (Int), Swim (Str), and Wilderness Lore
(Wis). See Chapter 4 of the Player’s Handbook for skill de-
scriptions.

Skill Points at Each Level: 4 + Int modifier.

Class Features
The following are class features of the geomancer pres-
tige class.

Weapon and Armor Proficiency: Geomancers gain
no weapon or armor proficiencies.

Spells per Day/Spells Known: At each geomancer
level, the character gains new spells per day (and spells
known, if applicable) as if he had also gained a level in a
spellcasting class to which he belonged before adding
the prestige class. He does not, however, gain any other
benefit a character of thai class would have gained (addi-
tional wild shape options, metamagic or item creation
feats, or the like). Since the character had more than one
spellcasting class before becoming a geomancer, the
player must decide to which class to add each geomancer
level for determining spells per day and spells known.

Spell Versatility: At 1st level, the geomancer learns to
blend divine and arcane magic. He still acquires and pre-
pares his spells in the normal manner tor his individual
spellcasting classes. When he casts them, however, he
can mix or match spellcasting parameters from any of his
classes to gain the maximum possible advantage for any
spell with a spell level equal to or less than his spell ver-
satility score. Thus, as a 4th-level geomancer, he can cast
any of his 3rd-level or lower sorcerer/wizard spells with
no chance of arcane spell failure from armor. (The
druidic prohibition against metal armor still applies to
druid/geomancers, however, since this stricture stems
from a spiritual oath rather than a practical limitation.)
The geomancer may use his Wisdom bonus to set the
save DC tor arcane spells, or his Charisma or Intelligence
bonus (whichever he would normally use tor arcane

spells; to set the save DC tor divine spells. If a spell re-
quires either an arcane material component or a divine
focus, he may use either. A cleric/geomancer who also
has levels of wizard, sorcerer, or bard can spontaneously
convert any prepared arcane or divine spell (except a
domain spell) of an appropriate level into a cure or inflict
spell of equal or lower level, though he must be capable
of casting the latter as a cleric.

Drift: The character slowly becomes closer to nature.
At each geomancer level, choose a drift from the appro-
priate stage (see Drift, below).

Ley Lines: At 2nd level, the geomancer learns to
create magical connections with a specific type of ter-
rain. Choose one of the following terrain types: aquatic,
desert, Forest, hills, marsh, mountains, or plains. In that
terrain, the geomancer’s effective caster level for all
spells increases by +1. At 6th level and again at 10th level,

Table Table Table Table Table 5–11: 5–11: 5–11: 5–11: 5–11: The GeomancerThe GeomancerThe GeomancerThe GeomancerThe Geomancer
ClassClassClassClassClass BaseBaseBaseBaseBase FFFFFortortortortort RefRefRefRefRef WillWillWillWillWill
LevelLevelLevelLevelLevel Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial Spells per Day/Spells KnownSpells per Day/Spells KnownSpells per Day/Spells KnownSpells per Day/Spells KnownSpells per Day/Spells Known
1st +0 +2 +0 +2 Drift 1, spell versatility 0 +1 level of existing class
2nd +1 +3 +0 +3 Drift 1, ley lines +1, spell versatility 1 +1 level of existing class
3rd +2 +3 +1 +3 Drift 2, spell versatility 2 +1 level of existing class
4th +3 +4 +1 +4 Drift 2, spell versatility 3 +1 level of existing class
5th +3 +4 +1 +4 Drift 3, spell versatility 4 +1 level of existing class
6th +4 +5 +2 +5 Drift 3, ley lines +2, spell versatility 5 +1 level of existing class
7th +5 +5 +2 +5 Drift 4, spell versatility 6 +1 level of existing class
8th +6 +6 +2 +6 Drift 4, spell versatility 7 +1 level of existing class
9th +6 +6 +3 +6 Drift 5, spell versatility 8 +1 level of existing class
10th +7 +7 +3 +7 Drift 5, ley lines +3, spell versatility 9 +1 level of existing class
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the character may either choose a new terrain in which
to receive the benefit (at +1), or increase his effective
caster level in a previously chosen terrain by an addi-
tional +1.

Drift
Drift is a gradual devolution into some other natural
form. Those who experience this phenomenon gain at-
tributes of animals and plants as time goes by. Geo-
mancers experience drift at every level. As a variant rule,
high-level druids who spend all their lives away from civ-
ilization may also experience drift at the Dungeon
Master’s discretion—perhaps once every ten years.

Drift is divided into stages. You must choose one drift
from stage 1 the first time you experience the phenome-
non. Your second drift must also be from stage 1. There-
after, you may choose from a higher stage only after you
have acquired at least two drifts from the previous stage.
For example, a stage 4 drift may be chosen only after you
have at least two stage 1 drifts, two stage 2 drifts, and two
stage 3 drifts. You may, however, choose drifts from
stages below your maximum whenever you wish. For ex-
ample, you if you have two stage 1 drifts, you may choose
a third stage 1 rather than a stage 2, if desired.

Stage 1 drifts have no game effect. Each drift of stage 2
and beyond grants a permanent extraordinary ability.
Natural attacks allow for Strength bonuses on damage
rolls, except in the case of poison and acid.

Stage 1
1. Leopard spots appear on your body.
2. You grow a cat’s tail.
3. You sprout feathers (but not wings).
4. Your eyebrows become green and bushy.
5. Your hair becomes a tangle of short vines.
6. Light, downy fur covers your skin.
7. Your skin turns green and scaly.
8. Your touch causes flowers to wilt.
9. Your voice sounds like a dog’s, though it is still intelli-

gible.
10. Zebra stripes appear on your body.

Stage 2
1. A small camel’s hump grows on your back. (You can go

without water for up to five days.)
2. You grow a coat of white fur like a polar bear’s. (You

gain a +8 bonus on Hide checks in snowy areas.)
3. The pads of your feet become sticky, like those of a

lizard. (You gain a +4 bonus on Climb checks.)
4. You become as swift as an elk. (Your land speed

increases by +5 feet.)
5. You become as comely as a dryad. (You gain a +4 bonus

on Diplomacy checks.)
6. You become as graceful as a cat. (You gain a +4 bonus

on Balance checks.)
7. You sprout leaves and become photosynthetic. (You

can subsist on 1 hour/day of sunlight in lieu of food,
though you still require the same amount of water as
before.)

8. Your blood flows as slowly as tree sap. The speed at
which progressive damage, such as that from wounding
or decomposition (see Chapter 6), affects you is halved.

9. Your eyes become as sharp as a rat’s. (You gain low-light
vision.)

10. Your skin adapts like that of an octopus. (You can
change color to blend with your surroundings, gain-
ing a +4 bonus on Hide checks.)

Stage 3
1. Deer antlers grow from your forehead. (You gain a gore

attack for 1d6 points of damage.)
2. Thorns grow on your body. (Your unarmed attacks do

piercing damage, and those striking you with natural
weapons suffer 1d3 points of piercing damage per suc-
cessful hit.)

3. You can constrict like a snake. (You deal 1d3 points of
damage with a successful grapple check against a crea-
ture of your size category or smaller.)

4. You can spin a web like a spider. (You can use your web
to snare prey as described in the monstrous spider entry
in the Monster Manual, but you cannot attack with it.)

5. You sprout fish gills. (You can breathe both water and air.)
6. Your eyes become as sharp as an eagle’s. (You gain a +4

bonus on Spot checks in daylight.)
7. Your eyes become as sharp as an owl’s. (You gain a +4

bonus on Spot checks in dusk and darkness.)
8. Your fingers grow hawklike talons. (You gain Weapon

Finesse [claw] and can make two claw attacks per
round for 1d3 points of damage each.)

9. Your mouth extends like a crocodile’s. (You gain a bite
attack for 1d6 points of damage.)

10. Your toes grow lionlike claws. (You can make two rake
attacks for 1d4 points of damage each if you gain a hold
on your target.)

Stage 4
1. You grow an acid stinger like that of a giant ant. (You

can sting for 1d4 points of piercing damage + 1d4
points of acid damage.)

2. You can trip like a wolf. (If you hit with a natural
attack, you can attempt to trip your target as a free
action; see the wolf entry in the Monster Manual.)

3. You can rage like a wolverine. (If you take damage, you
rage as a 1st-level barbarian—see Barbarian in the
Player ’s Handbook—or gain +1 effective level of any
class you have that grants rage as a class feature, but
only for determining the benefits of rage.)

4. You gam a boar’s ferocity. (You continue to fight with-
out penalty even while disabled or dying.)

5. You can grab like a bear. (You gain the improved grab
ability as described in the introduction of the
Monster Manual.)

6. You can pounce like a leopard. (If you leap on a foe in
the first round of combat, you can make a full attack
action even if you have already taken a move action..

7. Your hands become as strong as a gorilla’s. (You gain a
+2 bonus on Strength checks to break objects.)

8. Your jaw becomes as powerful as a weasels. (You can
attach to an opponent with a successful bite and
inflict 1d3 points of damage per round until unat-
tached. However, you lose your Dexterity bonus to
AC while attached.)

9. You can fire an ink cloud as does a squid. (In water, you
can emit a cloud of jet-black ink 10 feet on a side once

CHAPTER 5: PRESTIGE CLASSES



63

per minute as a free action; this provides total conceal-
ment and those within the cloud suffer the effects of
total darkness.)

10. Your nose becomes as sensitive as a hound’s. (You gain
the Scent feat; see Chapter 2.)

Stage 5
1. You grow a unicorn horn. (You gain a +4 bonus on

Fortitude saves against poison and a gore attack for 1d8
points of damage.)

2. Feathered or batlike wings grow from your back. (You
gain a fly speed of 60 feet.)

3. You can curl into a spiny ball like a hedgehog. (When
curled, you gain a +4 natural armor bonus to AC, but
you may not move or attack. Curling or uncurling is a
standard action.)

4. You are as graceful as a pixie. (You gain a +2 bonus on
Reflex saves.)

5. You gain the tremorsense of an earthworm. (You can
sense anything in contact with the ground within 30
feet of you.)

6. Your canine teeth exude poison. (If you hit with a bite
attack, your target must make a Fortitude save (DC 10
+ 1/2 your character level + your Constitution modifi-
er) against poison. Initial damage is 1d2 points of tem-
porary Dexterity damage; secondary damage is 1d4
points of temporary Dexterity damage.)

7. Your senses become as sharp as a bat’s. (You gain the
Blindsight feat; see Chapter 2.)

8. Your feet extend to elephantine width. (You gain the
trample ability as described in the introduction of
the Monster Manual. Your trample attack does 2d4

points of bludgeoning damage, and the Reflex save
DC is 10 + 1/2 your character level + your Strength
modifier.)

9. You can move like a cheetah. (Once per hour, you can
take a charge action to move ten times your normal
speed.)

10. Your skin becomes tree bark. (You gain a +1 natural
armor bonus to AC.)

HEXER
“Do not meet the gaze of the shaman with the evil eye,”
warn townsfolk who have crossed paths with a hexer.
Unfortunately, the typical intrepid adventurer rarely
hears such advice in time. The hexer profits by this igno-
rance, surprising his victims with the power of his gaze.
Many hexers inflict curses that follow their victims like
a plague. The more powerful practitioners can engender
fear, cause magical slumber, or enthrall their victims as
slaves with a mere glance.

Hexers are unknown among civilized peoples; they are
found only among tribes of goblins, ogres, and orcs. Prior
to pursuing the path of the hexer, most of them were
adepts who served as witch doctors for their tribes.
Hexers often assume leadership of their tribes as well—
who would dare to gainsay them, after all?

Most hexers are villainous, evil cretins lacking any
code of morality, and the vast majority of them hate
humans, elves, dwarves, and other civilized races. Neu-
tral hexers are no less dangerous, especially when some-
thing threatens the welfare of their tribes.

Hit Die: d6.
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Requirements
To become a hexer, a character must fulfill the following
criteria.

Race/Type: Monstrous humanoid, giant, goblinoid, or
other primitive humanoid, such as orc or gnoll.

Alignment: Any nongood.
Skills: Knowledge (arcana) 10 ranks, Spellcraft 8

ranks, Wilderness Lore 10 ranks.
Spellcasting: Able to cast lightning bolt as a divine

spell.

Class Skills
The hexer’s class skills (and the key ability for each skill)
are Alchemy (Int), Concentration (Con), Craft (any)
(Int), Handle Animal (Cha), Heal (Wis), Knowledge
(any) (Int), Profession (any) (Wis), Scry (Int, exclusive
skill) Spellcraft (Int), and Wilderness Lore (Wis). See
Chapter 4 of the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Features
The following are class features of the hexer prestige
class.

Weapon and Armor Proficiency: Hexers gain no
weapon or armor proficiencies.

Spells per Day/Spells Known: At each hexer level,
the character gains new spells per day (and spells known,
if applicable) as if he had also gained a level in a spell-
casting class to which he belonged before adding the
prestige class. He does not, however, gain any other ben-
efit a character of that class would have gained (addi-
tional wild shape options, metamagic or item creation
feats, or the like), if the character had more than one
spellcasting class before becoming a hexer, the player
must decide to which class to add each hexer level for de-
termining spells per day and spells known.

HHHHHex ex ex ex ex (Sp): At 1st level, the hexer gains a gaze attack. He
can use this ability once per day at 1st level and twice
per day at 2nd level. Thereafter, he gains one additional
use per day of this ability for every two hexer levels he
acquires.

Activating this power is a standard action, and it lasts
for a number of rounds equal to the character’s hexer
level. Each round, the hexer’s gaze attack automatically
works against one creature within 30 feet that is look-
ing at (attacking or interacting with) him. Targets who
avert their eyes have a 50% chance of avoiding the gaze,

but the hexer gains one-half concealment (20% miss
chance) relative to those who successfully avoid tine
gaze. Targets can also close their eyes or turn away en-
tirely; doing so prevents the hex from affecting them
but grants the gazer total concealment (50% miss
chance) relative to them.

An affected target must make a Will save (DC 10 +
hexer level + hexer’s Wisdom modifier) or suffer a –4 en-
hancement penalty on attack rolls, saving throws, ability
checks, and skill checks. These effects are permanent
until removed with a break enchantment, limited wish, mir-
acle, remove curse, or wish spell. This is an enchantment
effect and cannot be dispelled.

A hex does not affect undead creatures or extend
beyond the plane that the hexer occupies. The hexer is
subject to the effects of his own reflected gaze and is al-
lowed a saving throw against them.

Bonus Spell: At 2nd level, the hexer adds a new spell
of his choice to his spell list. This spell must come from
the wizard/sorcerer spell list and must be of a spell level
that the hexer can cast. He can prepare this new spell at
the same spell level as it appeared on the wizard/sorcerer
list. He gains one additional bonus spell for every two
hexer levels he has.

SSSSSicken Hicken Hicken Hicken Hicken Hex ex ex ex ex (Sp): At 3rd level, the hexer can use his gaze
attack to inflict a debilitating illness. This ability func-
tions like the hex ability (above), except that the target
must make a Fortitude save instead of a Will save to
resist, and the effect is as described below. A sicken hex re-
quires one daily use of the character’s hex ability.

A target who fails the save is overcome with pain and
fever, which causes him or her to move at one-half
normal speed, lose any Dexterity bonus to Armor Class,
and suffer a –2 circumstance penalty on attack rolls.
These effects are permanent until removed with a break
enchantment, limited wish, miracle, remove curse, or wish
spell. A sicken hex is a necromancy effect that cannot be
dispelled.

FFFFFear Hear Hear Hear Hear Hex ex ex ex ex (Sp): At 5th level, the hexer can use his gaze
attack to engender fear. This ability functions like the hex
ability (above), except that target is affected as if by a fear
spell. A fear hex is a mind-influencing, compulsion, en-
chantment effect, and it requires one daily use of the
character’s hex ability.

SSSSSleep Hleep Hleep Hleep Hleep Hex ex ex ex ex (Sp): At 7th level, the hexer can use his gaze
to generate a sleep effect. This ability functions like the
hex ability (above), except that duration is 10 minutes  ×
the character’s hexer level and the target is affected as if

Table Table Table Table Table 5–12: 5–12: 5–12: 5–12: 5–12: The HexerThe HexerThe HexerThe HexerThe Hexer
ClassClassClassClassClass BaseBaseBaseBaseBase FFFFFortortortortort RefRefRefRefRef WillWillWillWillWill
LevelLevelLevelLevelLevel Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial Spells per Day/Spells KnownSpells per Day/Spells KnownSpells per Day/Spells KnownSpells per Day/Spells KnownSpells per Day/Spells Known
1st +1 +0 +0 +2 Hex 1/day +1 level of existing class
2nd +2 +0 +0 +3 Bonus spell, hex 2/day +1 level of existing class
3rd +3 +1 +1 +3 Sicken hex +1 level of existing class
4th +4 +1 +1 +4 Bonus spell, hex 3/day +1 level of existing class
5th +5 +1 +} +4 Fear hex +1 level of existing class
6th +6 +2 +2 +5 Bonus spell, hex 4/day +1 level of existing class
7th +7 +2 +2 +5 Sleep hex +1 level of existing class
8th +8 +2 +2 +6 Bonus spell, hex 5/day +1 level of existing class
9th +9 +3 +3 +6 Charm hex +1 level of existing class
10th +10 +3 +3 +7 Bonus spell, hex 6/day +1 level of existing class
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by a sleep spell. A sleep hex is a mind-influencing, compul-
sion, enchantment effect, and it requires one daily use of
the character’s hex ability.

CharCharCharCharCharm Hm Hm Hm Hm Hexexexexex (Sp): At 9th level, the hexer can use his
gaze attack to generate a charm monster effect. This ability
functions like the hex ability (above), except that dura-
tion is 1 day per hexer level and the target is affected as if
by a charm monster spell. (Should the hexer fall victim to
his own reflected gaze attack, he is affected as if by a hold
monster spell.) A charm hex is a mind-influencing, charm,
enchantment effect, and it requires one daily use of the
character’s hex ability.

KING/QUEEN OF THE WILD
Few are brave enough to climb the highest mountains
and tread the deepest deserts. But where nature’s fury is
at its height, there you’ll find the kings and queens of the
wild, undaunted by the challenges before them—that is,
if you’re strong enough to look for them there.

When choosing this prestige class, you must specify
one of the following eight terrain types: desert, Forest,
hills, marsh, mountain, plains, sea, skies, or under-
ground. Other terrain types are not harsh enough to en-
gender this kind of survivalism.

Anyone with a tie to nature and sufficient hardiness
can become a king or queen of the wild. Rangers, bar-
barians, and druids tend to be the most comfortable
with this lifestyle. However, many adventurers have
clashed with snow wizards and desert sorcerers who

have augmented their powers by adopting this pres-
tige class.

A character can choose this prestige class more than
once but must select a different terrain type and start
again at 1st level each time. Levels of different king/
queen of the wild classes do not stack for determining
level-based class features.

Hit Die: d12.

Requirements
To become a king or queen of the wild, a character must
fulfill the following criteria.

Base Fortitude Save Bonus: +4.
Skills: Hide 4 ranks, Intuit Direction 4 ranks, Wilder-

ness Lore 8 ranks, terrain-dependent prerequisite skill
(see below) 4 ranks.

Feats: Endurance, Track.
Special: The character must choose a terrain type (see

below) and live in or near such an area.

Class Skills
The king/queen of the wild’s class skills (and the key
ability for each skill) are Balance (Dex), Climb (Str),
Craft (any) (Int), Handle Animal (Cha), Hide (Dex),
Intuit Direction (Wis), Jump (Str), Listen (Wis), Move
Silently (Dex), Ride (Dex), Spot (Wis), Swim (Str), Use
Rope (Dex), and Wilderness Lore (Wis). See Chapter 4
of the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

Class Features
The following are class features of the king/queen of the
wild prestige class.

Weapon and Armor Proficiency: Kings and queens
of the wild gain proficiency with simple weapons and
light armor.

Terrain Skill Bonuses: At 1st level, a king or queen
of the wild gains a +2 insight bonus on both Wilder-
ness Lore checks and checks made with his or her ter-
rain-dependent prerequisite skill while in the chosen
terrain.

Endure Elements (Ex): The king or queen of the
wild can ignore some damage from the element associ-
ated with the chosen terrain type (see Terrain-Depen-
dent Features, below) as though under a permanent
endure elements effect. At 2nd level, the character ignores
the first 5 points of damage from that element. (The ter-
rain elements correspond to the five energy types: acid,
cold, electricity, fire, and sonic.) This amount increases

by an additional +5 at 5th, 8th, and 10th level.
Terrain Movement (Ex): At 2nd level, if the

chosen terrain is land-based, the king or queen
of the wild can move overland through it as if it were
plains. A king of the sea or a queen of the marsh
swims along the surface of water at one-half his or

her land speed.
Attack Native Creatures (Ex): The king or
queen of the wild gains a competence bonus
on attack rolls against any creature that has the
character’s chosen terrain listed in the Cli-
mate/Terrain section of its statistics. (In the
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case of a king or queen of the skies, this means any nat-
urally flying creature who lives outdoors.) A creature
with a listing of “Any land” does not trigger these bonus-
es. This bonus is +1 at 3rd level, and it increases by +1 for
every two king/queen of the wild levels the character
gains thereafter.

Terrain Camouflage (Ex): At 3rd level, kings and
queens of the wild may use the raw materials of their
chosen terrains to conceal their presence from others.
This full-round action grants a character a +10 compe-
tence bonus on Hide checks in the chosen terrain.

Bonus Feat: At 4th and 8th level, a king or queen of
the wild may choose a bonus feat from the list for his or
her terrain type (see below). This is in addition to the
feats that a character of any class normally gets every
three levels. The character must still meet any prerequi-
sites for these bonus feats.

DDDDDetect Aetect Aetect Aetect Aetect Animals and Pnimals and Pnimals and Pnimals and Pnimals and Plantslantslantslantslants (Sp): At 6th level, the charac-
ter can use detect animals or plants within the chosen ter-
rain as a druid of his or her king/queen of the wild level.
This ability is usable three times a day.

Adaptation (Su): At 7th level, the character can func-
tion as if wearing a necklace of adaptation for a total of up
to 30 minutes per day.

Freedom of Movement (Su): At 10th level, the king/
queen of the wild can function as if under the influence
of a freedom of movement spell tor up to 30 minutes. This
ability is usable once per day.

Terrain-Dependent Features
Each of the nine prestige classes derived from king/
queen of the wild has different features depending on
the terrain type chosen.

King/Queen of the Desert
Terrain Type: Desert.
Prerequisite Skill: Spot.
Terrain Element: Fire.
Bonus Feats: Great Fortitude, Mounted Combat, Run,

Skill Focus (Spot), Toughness.

King/Queen of the Forest
Terrain Type: Forest.
Prerequisite Skill: Climb.
Terrain Element: Fire.
Bonus Feats: Alertness, Brachiation, Point Blank

Shot, Run, Skill Focus (Climb).

King/Queen of the Hills
Terrain Type: Hills.
Prerequisite Skill: Climb.
Terrain Element: Cold.
Bonus Feats: Alertness, Far Shot, Run, Skill Focus

(Climb), Toughness.

King/Queen of the Marsh
Terrain Type: Marsh.
Prerequisite Skill: Swim.
Terrain Element: Acid.
Bonus Feats: Alertness, Blind-Fight, Great Fortitude,

Skill Focus (Swim), Toughness.

King/Queen of the Mountain
Terrain Type: Mountains.
Prerequisite Skill: Climb.
Terrain Element: Cold.
Bonus Feats: Alertness, Great Fortitude, Jump. Skill

Focus (Climb), Toughness.

King/Queen of the Plains
Terrain Type: Plains.
Prerequisite Skill: Move Silently.
Terrain Element: Electricity.
Bonus Feats: Alertness, Far Shot, Point-Blank Shot,

Run, Skill Focus (Move Silently).

King/Queen of the Sea
Terrain Type: Aquatic.
Prerequisite Skill: Swim.
Terrain Element: Cold.
Bonus Feats: Alertness, Blind-Fight, Exotic Weapon

Proficiency (net), Silent Spell, Skill Focus (Swim).

King/Queen of the Skies
Terrain Type: Air.
Prerequisite Skill: Balance.
Terrain Element: Electricity.
Bonus Feats: Flyby Attack, Hover, Skill Focus (Bal-

ance), Snatch, Wingover.

King/Queen of the Underground
Terrain Type: Underground.
Prerequisite Skill: Escape Artist.
Terrain Element: Sonic.
Bonus Feats: Alertness, Blind-Fight, Extra Turning,

Great Fortitude, Toughness.

Table 5–13: The King/Queen of the WildTable 5–13: The King/Queen of the WildTable 5–13: The King/Queen of the WildTable 5–13: The King/Queen of the WildTable 5–13: The King/Queen of the Wild
ClassClassClassClassClass BaseBaseBaseBaseBase FFFFFortortortortort RefRefRefRefRef WillWillWillWillWill
LevelLevelLevelLevelLevel Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial
1 st +1 +2 +0 +2 Terrain skill bonuses
2nd +2 +3 +0 +3 Endure elements 5, terrain movement
3rd +3 +3 +1 +3 Attack native creatures +1, terrain camouflage
4th +4 +4 +1 +4 Bonus feat
5th +5 +4 +1 +4 Attack native creatures+2, endure elements 10
6th +6 +5 +2 +5 Detect animals or plants
7th +7 +5 +2 +5 Adaptation, attack native creatures +3
8th +8 +6 +2 +6 Bonus feat, endure elements IS
9th +9 +6 +3 +6 Attack native creatures +4
10th +10 +7 +3 +7 Endure elements 20, freedom of movement
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OOZEMASTER
Seeping out of every crack and crevice in the dungeon is
some foul, monochromatic substance that adventurers
wish wasn’t there. Just when they get around the yellow
mold, green slime drips from the ceiling. Quite often,
such abominations well up naturally, but
occasionally they are placed by a
more deliberate hand—that of
the oozemaster.

The oozemaster is not a
class for stable individu-
als. It involves relating
one-on-one with
things that relate to
nothing at all. Un-
like the animal
lord’s kindred crea-
tures, the oozemas-
ter’s charges have
nothing to say. No
one has yet devel-
oped a speak with
ooze spell—or if .,
someone has, the
oozes haven’t re -
sponded. Given that
oozemasters exude
everything but confi-
dence, most of them
have few sentient
friends and even few-
er guests. Thus, they
tend to gibber and
talk to them-
selves a lot.

Characters of any
spellcasting class
can become oozemasters,
though the class tends to be
most appealing to druids, wiz-
ards, and—oddly—bards (who usually end up taking an-
other direction before this one gets too creepy). Assassins,
already masters of poison, find the benefits of this pres-

tige class highly compatible with their line of work. Cler-
ics, however, had better think about what their followers
might say before taking this path. A cleric of Vecna’s fol-
lowers might think him clever for becoming an oozemas-
ter, while followers of a cleric of Pelor might seek a new
spiritual leader. Racially, half-orcs and gnomes are more
suited to this class than elves and half-elves, most of

whom consider themselves too refined for this
basest of prestige classes. The drow, of course,

are exceptions, since it was they
who created this class in the first
place. Certainly, the first ooze-
master was a dark elf, though how
this magic got out of the subter-
ranean depths is a mystery best
left unprobed.

Hit Die: d8.

Requirements
To qualify as an oozemas-
ter, a character must ful-
fill the following criteria.

Skills: Alchemy 4 ranks,
Swim 4 ranks.

Feats: Great Fortitude.
Spellcasting: Able to cast

3rd-level arcane or divine
spells.

Class Skills
The oozemasters class skills
(and the key ability tor each
kill) are Alchemy (Int),

Concentration (Con),
Craft (any) (Int), Dis-

guise (Cha), Heal
(Wis), Knowledge (na-

ture) (Int), Profession
(any) (Wis), Spellcraft (Int),

Swim (Str) and Wilderness
Lore (Wis). See Chapter 4 of the Player ’s

Handbook for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

Table 5–14: The OozemasterTable 5–14: The OozemasterTable 5–14: The OozemasterTable 5–14: The OozemasterTable 5–14: The Oozemaster
ClassClassClassClassClass BaseBaseBaseBaseBase FFFFFortortortortort RefRefRefRefRef WillWillWillWillWill
LevelLevelLevelLevelLevel Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial Spells per Day/Spells KnownSpells per Day/Spells KnownSpells per Day/Spells KnownSpells per Day/Spells KnownSpells per Day/Spells Known
1st +0 +2 +0 +0 Minor oozy touch 1
2nd +1 +3 +0 +0 Charisma penalty –1, oozy glob 1 /day, +1 level of existing class

slithery face
3rd +2 +3 +3 +1 Minor oozy touch 2
4th +3 +4 +1 +1 Charisma penalty –2, oozy glob 2/day, +1 level of existing class

malleability
5th +3 +4 +1 +1 Major oozy touch 1
6th +4 +5 +2 +2 Charisma penalty –3, oozy glob 3/day, +1 level of existing class

indiscernible anatomy
7th +5 +5 +2 +2 Major oozy touch 2
8th +6 +6 +2 +2 Charisma penalty –4, oozy glob 4/day, +1 level of existing class

slime wave
9th +6 +6 +3 +3 Major oozy touch 3
10th +7 +7 +3 +3 Charisma penalty –5, oozy glob 5/day, +1 level of existing class

one with the ooze
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Class Features
The following are class features of the oozemaster pres-
tige class.

Weapon and Armor Proficiency: Oozemasters gain
no weapon or armor proficiencies.

Spells per Day/Spells Known: At 2nd level and
every other oozemaster level thereafter, the character
gains new spells per day (and spells known, if applicable)
as if he had also gained a level in a spellcasting class to
which he belonged before adding the prestige class. He
does not, however, gain any other benefit a character of
that class would have gained (additional wild shape op-
tions, metamagic or item creation feats, or the like). If the
character had more than one spellcasting class before be-
coming an oozemaster, the player must decide to which
class to add each oozemaster level for determining spells
per day and spells known.

Minor Oozy Touch (Su): At 1st level, the oozemaster’s
hands can secrete a specific kind of ooze. Choose one
kind of oozy touch from the table below. The character
may, as a full attack action, make a melee touch attack
that has the effect listed for that kind of ooze on the table
below. The oozemaster can use this ability as often as de-
sired. At 3rd level, he may choose one additional oozy
minor oozy touch.

In addition, the oozemaster is immune to the effects of
that particular kind of ooze, even in the form of oozy
touch attacks from another oozemaster. Thus, an ooze-
master with brown mold oozy touch is immune to the
effects of all brown mold. This ability confers no special
resistance to similar effects that do not stem from the
character’s selected kind of ooze, so the aforementioned
oozemaster is still subject to cold subdual damage from
other sources—such as cold weather.

Minor Oozy Touch Options
KindKindKindKindKind Damage/EffectDamage/EffectDamage/EffectDamage/EffectDamage/Effect
Brown mold 1d6 + oozemaster level points of cold

subdual damage to flesh
Cray ooze 1d6 + oozemaster level points of acid

damage to flesh, metal, or wood
Ochre jelly 1d4 points of stunning damage and 1d4

+ oozemaster level points of acid dam-
age to flesh only

Phosphorescent fungus Touched area emits a soft violet glow as
a light spell until the fungus is wiped
off

OOOOOozy Gozy Gozy Gozy Gozy Globloblobloblob (Sp): The oozemaster can throw a glob ot the
same material as any oozy touch gained at a previous
level, with a range increment of 10 feet. This is treated as
a grenadelike weapon. He can throw one oozy glob per
round. (A character attacks with a grenadelike weapon as
a ranged touch attack. Direct hits deal direct hit damage
as noted on the table above. All creatures within 5 feet
suffer 1 point of the appropriate splash damage. See
Grenadelike Weapon Attacks in Chapter 8 of the Player’s
Handbook for more details.) This ability is usable once per
day at 2nd level. Thereafter, the oozemaster gains one ad-
ditional use per day of this ability for every two ooze-
master levels he acquires.

Slithery Face (Su): At 2nd level, the oozemaster
learns to manipulate his facial features, gaining a compe-

tence bonus equal to his oozemaster level on Disguise
checks.

Malleability (Su): At 4th level, the oozemaster can
compress his body enough to squeeze through an inch-
wide crack. He cannot expand inside a space that offers
any resistance, such as an occupied suit of armor.

Major Oozy Touch (Su): At 5th, 7th, and 9th level, the
oozemaster chooses a kind of major oozy touch from the
table below, or from the choices in the Minor Oozy
Touch Options table above. This ability is otherwise iden-
tical to minor oozy touch (above).

Major Oozy Touch Options
KindKindKindKindKind Damage/EffectDamage/EffectDamage/EffectDamage/EffectDamage/Effect
Black pudding 2d6 + oozemaster level points of acid dam-

age to flesh, metal, wood, or stone
Gelatinous cube Fort save (DC 15) or paralyzed for a num-

ber of rounds equal to 1d6 + oozemaster
level

Green slime 1d6 temporary Constitution damage to
flesh and 1d6 + oozemaster level points of
acid damage to metal or wood

Yellow mold 2d4 points of temporary Constitution dam-
age to flesh (DC 15 Fort save for half)

Indiscernible Anatomy (Su): At 6th level, the ooze-
master’s anatomy becomes difficult to discern. Treat all
critical hits and sneak attacks against him as though he
were wearing armor with the light fortification power.

SSSSSlime lime lime lime lime WWWWWavavavavave e e e e (Sp): At 8th level, the oozemaster may use
slime wave (see Chapter 6) once per day as the spell cast
by a 13th-level druid.

One with the Ooze: At 10th level, the oozemaster is
as slimy as the creatures he favors. His type changes to
ooze tor determining what effects and items can affect
him. He gains the Blindsight feat (hearing-based version,
see Chapter 2) and becomes immune to flanking, poison,
sleep, paralysis, stunning, and all mind-influencing
effects (charms, compulsions, phantasms, patterns, and
morale effects). In addition, he is immune to polymorph
other, but he retains any shapechanging ability he previ-
ously possessed.

SHIFTER
The shifter has no form that she calls her own. Instead,
she clothes herself in whatever shape is most expedient
at the time. While others base their identities largely on
their external forms, the shifter actually comes closer to
her true self through all her transformations. Of neces-
sity, her sense ot self is based not on her outward form,
but on her soul, which is truly the only constant about
her. It is the inner strength of that soul that enables her
to take on any shape and remain herself within.

At first, the shifter can risk only humanoid forms and
familiar animal shapes. As she grows more comfortable
with her own true shapelessness, however, she can
assume more outlandish forms. Eventually, she knows
herself so well that she feels just as comfortable in the
shape ot a completely different creature type as she does
in her own. At that point, her past—even her race—
becomes irrelevant, since external form no longer mat-
ters to her.
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The shifter’s path is ideal for a spellcaster of any race
who has experienced shapeshifting and yearns for more
of it. Such a character can be a great force for either good
or ill in the world; an evil shifter in particular poses a ter-
rible threat, for she can appear anywhere, in any form.
The same opponents may face her again and again, in one
shape after another, never realizing that they actually
face a single, formless enemy.

Hit Die: d8.

Requirements
To become a shifter, a character must fulfill the following
criteria.

Feats: Alertness, Endurance.
Spells: Able to cast 3rd-level spells.
Special: Alternate Form—must either know polymorph

self or have a natural alternate form, alter self, polymorph
self, shapechange, or wild shape ability.

Class Skills
The shifter’s class skills (and the key ability for each skill)
are Animal Empathy (Cha, exclusive skill), Climb (Str),
Concentration (Con), Craft (any) (Int), Diplomacy (Cha),
Disguise (Cha), Handle Animal (Cha), Hide (Dex), Knowl-
edge (nature) (Int), Listen (Wis), Spot (Wis), Swim (Str),
and Wilderness Lore (Wis). See Chapter 4 of the Player’s
Handbook for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

Class Features
The following are class features of the shifter prestige
class.

Weapon and Armor Proficiency: Shifters gain no
weapon or armor proficiencies.

GrGrGrGrGreater eater eater eater eater WWWWWild Sild Sild Sild Sild Shape hape hape hape hape (Sp): Beginning at 1st level, the
shifter can take the form of another creature. Greater wild
shape works like wild shape, with the following excep-
tions. As she rises in level, the shifter gains the ability to
assume the forms of creatures with types other than
animal (see Table 5–15 for details), though she cannot
choose a form that normally has more Hit Dice than she
herself does. She can designate at the time of the change
which pieces of her equipment meld into her new form
and which do not. Nonmelded equipment alters its size
to match that of her new form, but retains its functional-
ity. The shifter cannot, however, use any equipment
unless she has either an appropriate appendage or a mag-
ical means of compensating for the lack of one. Any
piece of equipment that is separated from her reverts to
its original form.

At 1st level, the shifter is limited to humanoid forms of
Small and Medium-size. Thereafter, she can use greater
wild shape two more times per day for every two shifter
levels she gains, and her range of available creature sizes

and types increases as shown on Table 5–15. When she
gains the ability to adopt an undead shape at 5th level,
she may become incorporeal if she chooses the form

of a creature with that subtype.
If the shifter already has the wild shape ability
from another class, she may convert her uses per
day of wild shape to uses per day of greater wild shape

on a one-for-one basis. She may also mix and match
the benefits of the two abilities as desired to gain the
maximum advantage for any daily use. Thus, a Drd8/

shifter1 has up to four uses per day of greater wild shape,
and she could use the ability to become a Large hu-

manoid (because an 8th-level druid can become a Large

Table 5–15: The ShifterTable 5–15: The ShifterTable 5–15: The ShifterTable 5–15: The ShifterTable 5–15: The Shifter
ClassClassClassClassClass BaseBaseBaseBaseBase FFFFFortortortortort RefRefRefRefRef WillWillWillWillWill
LevelLevelLevelLevelLevel Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial
1st +0 +2 +2 +0 Greater wild shape 1 /day (Small or Medium-size, humanoid shape)
2nd +1 +3 +3 +0 Greater wild shape (animal shape, monstrous humanoid shape)
3rd +2 +3 +3 +1 Greater wild shape 3/day (Large or Tiny, beast shape, plant shape)
4th +3 +4 +4 +1 Greater wild shape (giant shape, vermin shape)
5th +3 +4 +4 +1 Greater wild shape 5/day (Diminutive, magical beast shape)
6th +4 +5 +5 +2 Greater wild shape (aberration shape, ooze shape), supernatural ease
7th +5 +5 +5 +2 Greater wild shape 7/day (Huge, dragon shape)
8th +6 +6 +6 +2 Greater wild shape (undead shape, construct shape)
9th +6 +6 +6 +3 Greater wild shape 9/day (Fine, elemental shape, outsider shape)
10th +7 +7 +7 +3 Greater wild shape (Gargantuan), evershifting form
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creature and a 1st-level shifter can adopt the form of a hu-
manoid). In the same manner, a Drd8/Shifter2 could be-
come a Large monstrous humanoid if she wished.

Supernatural Ease: At 6th level, the character’s
greater wild shape ability becomes supernatural rather
than spell-like. It still requires a standard action and can
be suppressed in an antimagic field, but its use no longer
provokes attacks of opportunity and never requires a
Concentration check.

Evershifting Form: At 10th level, the shifter has
reached the pinnacle of her shapechanging abilities.
From this point on, she can use greater wild shape once per
round, as a move-equivalent action, as many times per
day as she wishes. Her type changes to shapechanger for
determining what effects and items can affect her, and
she gains darkvision (60 feet), which remains in effect re-
gardless of her form.

In addition, the shifter no longer suffers ability penal-
ties for aging and is not subject to magical aging, though
any aging penalties she may already have suffered
remain in place. Bonuses still accrue, and the shifter still
dies of old age when her time is up.

TAMER OF BEASTS
The ability to bond with animals opens up a new way of
life for some druids and rangers. By exploring and
strengthening their bonds with their animal compan-
ions, they can improve not only the creatures’ lives, but
their own as well.

Though a character who follows this path is called a
tamer of beasts, this is perhaps a misnomer, since he does
not truly master, tame, or domesticate his companions.
Rather, through his magic and his overwhelming con-
cern for his charges, he can make them tougher and
more intelligent. Ultimately, he can even converse with
them as equals.

This class appeals primarily to rangers and druids. A
member of another class may feel some longing for the
path of the tamer, but without first developing a deep re-
lationship with an animal, it is impossible to embrace this
prestige class. Tamers of beasts have been known among
all races. Elves, half-elves, and gnomes are the most likely
to take up this path because of their affinity for nature,
and dwarves are the least likely. The philosophy of a tamer
of beasts is compatible with any alignment.

Unlike most druids, tamers of beasts usually reside
close to civilization. Some NPC tamers of beasts conceal
their special relationships with animals and beasts by

finding employment in a common circus or zoo. More
typically, however, tamers of beasts adopt creatures that
are threatened by growing populations of humanoids,
protecting and shielding them from harm. If these crea-
tures have suffered greatly at the hands of humanoids,
tamers of beasts may also try to exact retribution.

Hit Die: d8.

Requirements
To become a tamer of beasts, a character must fulfill the
following criteria.

Skills: Animal Empathy 10 ranks.
Feats: Skill Focus (Animal Empathy).
Spells: Able to cast animal friendship.

Class Skills
The tamer of beasts’s class skills (and the key ability for
each skill) are Animal Empathy (Cha, exclusive skill),
Climb (Str), Concentration (Con), Craft (any) (Int),
Diplomacy (Cha), Handle Animal (Cha), Heal (Wis),

Table 5–16: The Tamer of BeastsTable 5–16: The Tamer of BeastsTable 5–16: The Tamer of BeastsTable 5–16: The Tamer of BeastsTable 5–16: The Tamer of Beasts
ClassClassClassClassClass BaseBaseBaseBaseBase FFFFFortortortortort ReflexReflexReflexReflexReflex WillWillWillWillWill
LevelLevelLevelLevelLevel AttackBonusAttackBonusAttackBonusAttackBonusAttackBonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial Spells per Day/Spells KnownSpells per Day/Spells KnownSpells per Day/Spells KnownSpells per Day/Spells KnownSpells per Day/Spells Known
1st +0 +2 +2 +0 Animal mastery, Int 4
2nd +1 +3 +3 +0 Empathic link
3rd +2 +3 +3 +1 Blood bond, Int 6, natural armor+2 +1 level of existing class
4th +3 +4 +4 +1 Animal senses (hearing, smell), speak with master
5th +3 +4 +4 +1 Beast mastery, Int 8
6th +4 +5 +5 +2 Natural armor +4, share saving throws +1 level of existing class
7th +5 +5 +5 +2 Animal senses (vision), Int 10, share spells
8th +6 +6 +6 +2 Command creatures of kind
9th +6 +6 +6 +3 Int 12, magical beast mastery, natural armor +6 +1 level of existing class
10th +7 +7 +7 +3 Inspire greatness
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Hide (Dex), Intuit Direction (Wis), Knowledge (nature)
(Int), Jump (Str), Listen (Wis), Ride (Dex), Scry (Int, ex-
clusive skill), Spellcraft (Int), Spot (Wis), Swim (Str), and
Wilderness Lore (Wis). See Chapter 4 of the Player ’s
Handbook for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

Class Features
The following are class features of the tamer of beasts
prestige class. All modifications and bonuses granted to
the tamers animal companions are immediately negated
upon their release or the death of the tamer.

Weapon and Armor Proficiency: Tamers of beasts
gain no proficiency with any weapon or armor.

Spells per Day/Spells Known: At 3rd, 6th, and 9th
level, the tamer of beasts gains new spells per day (and
spells known, if applicable) as if he had also gained a level
in a spellcasting class to which he belonged before adding
the prestige class. He does not, however, gain any other
benefit a character of that class would have gained (addi-
tional wild shape options, metamagic or item creation feats,
or the like). If the character had more than one spellcast-
ing class before becoming a tamer of beasts, the player
must decide to which class to add each tamer of beasts
level for determining spells per day and spells known.

Animal Mastery: Beginning at 1st level, the tamer of
beasts can have animal companions whose Hit Dice total
no more than the sum of twice his tamer of beasts level
plus twice his caster level for animal friendship. For ex-
ample, a Drd7/tamer of beasts3 can have up to 20 Hit Dice
of animal companions. No individual animal companion
can have more Hit Dice than the tamer of beasts does.

Intelligence: Through constant exposure to the tamer
of beasts, his animal companions become more intelli-
gent than the average for their species. When the tamer
of beasts is 1st level, the Intelligence score of each of his
companions rises to 4, and the creature’s type changes to
magical beast. This minimum Intelligence score rises by
2 points for every two lamer of beasts levels the character
gains thereafter. This improved Intelligence may allow
the companion to follow more complex instructions
than it could before. Also, the tamer of beasts can teach
each companion three tricks per point of Intelligence it
has (see the Animal Companions sidebar in Chapter 2 of
the DUNGEON MASTER’S Guide and Chapter 2 of this book
for more information on training animals).

Empathic Link (Su): At 2nd level, the tamer of beasts
gains an empathic link that allows him to communicate
telepathically with his companions to a maximum dis-
tance of one mile. The tamer of beasts and the compan-
ion can understand one another as if a speak with animals
effect were in force. Of course, intelligence is still a
factor in the content of such conversations, and misun-
derstandings on that basis are still possible.

Blood Bond: At 3rd level, each of the tamer of beast’s
companions gains a +2 bonus on all attack rolls, checks,
and saves after witnessing any threat or harm to the
tamer. This bonus lasts as long as the threat is immediate
and apparent.

Natural Armor: Also when the tamer of beasts
reaches 3rd level, each of his companions gains a +2 en-

hancement bonus to its natural armor. This bonus rises
to +4 at 6th level and +6 at 9th level.

Animal Senses (Su): At 4th level, the tamer of beasts
can hear through any designated companion’s ears or
smell through its nose. At 7th level, he can see through a
companion’s eyes. The tamer can activate his animal
senses as a standard action, and he does not lose the abil-
ity to sense events around him by doing so.

Speak with Master (Ex): Also at 4th level, the tamer
of beasts gains the ability to communicate verbally with
his companions in a language of his own. Creatures other
than his companions cannot understand this communi-
cation without magical aid.

BBBBBeast Meast Meast Meast Meast Masterasterasterasterastery y y y y (Sp): At 5th level, the tamer of beasts can
use the animal friendship spell to affect beasts in addition
to animals, regardless of the target’s Intelligence score.
Beast companions count against the tamer’s total allowed
Hit Dice of companions just as animals do.

Share Saving Throws: When the tamer of beasts
reaches 6th level, his companions can use either his base
saves or their own, mixing and matching to gain the
highest value for each.

Share Spells: At 7th level, the tamer of beasts may
have any spell he casts on himself also affect one com-
panion of his choice within 5 feet of him. A spell with a
duration other than instantaneous stops affecting the
companion if it moves farther than 5 feet away, and the
effect is not reinstated even if that companion again
comes within 5 feet of the character before the spell’s du-
ration expires. Additionally, the tamer may cast a spell
with a target of “You” on a companion (as if the spell had
a range of touch) instead of on himself. The tamer of
beasts and the companion can share even spells that do
not normally affect creatures of the companion’s type.

Command CCommand CCommand CCommand CCommand Crrrrreatureatureatureatureatures of Kind es of Kind es of Kind es of Kind es of Kind (Sp): When the tamer of
beasts reaches 8th level, his companions can use com-
mand as a spell-like ability at will against other creatures
of their kind. This ability affects only creatures with
fewer Hit Dice than that particular companion has. Each
companion can use this ability once per day per two
levels of the tamer, and the ability functions just like the
spell ami ma mi (for purposes of this spell, the companion
can make itself understood).

MMMMMagical Bagical Bagical Bagical Bagical Beast Meast Meast Meast Meast Masterasterasterasterastery y y y y (Sp): At 9th level, the tamer of
beasts can use the animal friendship spell to affect magical
beasts in addition to beasts and animals, regardless of the
target’s Intelligence. Magical beast companions count as
double their own Hit Dice against the tamer’s total al-
lowed Hit Dice of companions. For example, a cockatrice
with 5 Hit Dice accounts for 10 Hit Dice of companions.

Inspire Greatness (Su): At 10th level, the tamer of
beasts can grant extra lighting ability to all his compan-
ions within 30 feet. An inspired companion gains +2 Hit
Dice (d10s that grant temporary hit points), a +2 compe-
tence bonus on attacks, and a +1 competence bonus on
Fortitude saves. Apply the companion’s Constitution
modifier, if any, to each bonus Hit Die. These extra Hit
Dice count as regular Hit Dice for determining the
effects of spells such as sleep. The tamer of beasts can in-
spire his companions once per day, and the effects last for
5 rounds. This is a supernatural, mind-affecting, en-
chantment ability.
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TEMPEST
The tempest is the point of calm within a whirling bar-
rier of deadly blades. Poets use colorful terms such as
dancer to describe the movement of a tempest and her
two blades, but mastery of this fighting style is not about
dancing. Nor is it about impressing anyone—least of all
poets. The tempest focuses on learning the ultimate se-
crets of two-weapon fighting for a single purpose—the
destruction of her enemies.

Typically hardy individualists, tempests rarely learn
their skills through any sort of formal training. Instead,
they master their an though constant application of its
disciplines and experimentation on their foes. Similarly,
no matter how famous tempests become, it’s rare for
them to take on students. Their art, they say, is one that
can be learned but never taught.

This prestige class is open to all classes and races.
Though tempests are rare, every humanoid race has
boasted at least a few. Elves make for nimble, clever tem-
pests whose dexterity works to their advantage. Dwarves,
perhaps because they favor heavy armor and heavy weap-
ons, are the least likely characters to become tempests.
Even members of the smaller races can find the tempest’s
path appealing.

Hit Die: d10.

Requirements
To qualify as a tempest, a character must fulfill the fol-
lowing criteria.

Base Attack Bonus: +9.
Feats: Ambidexterity, Dodge, Mobility, Spring Attack.

Two-Weapon Fighting, and Weapon Finesse (any) or
Weapon Focus (any).

Class Skills
The tempest’s class skills (and the key ability for each
skill) are Climb (Str), Intimidate (Cha), Jump (Str), Listen
(Wis), Ride (Dex), and Wilderness Lore (Wis). See Chap-
ter 4 of the Player’s Handbook for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Features
The following are class features of the tempest prestige
class.

Weapon and Armor Proficiency: Tempests gain no
weapon or armor proficiencies.

Improved Two-Weapon Fighting: Beginning at 1st

level, a tempest can fight with two weapons as if she had
the Improved Two-Weapon Fighting feat when she is
wearing light armor or no armor. She loses this ability
when fighting in medium or heavy armor, or when using
a double weapon (such as a two-bladed sword).

Off-Hand Parry: At 2nd level, the tempest gains Off-
Hand Parry as a bonus feat. As she gains tempest levels,
her AC bonus from this feat increases, rising to +4 at 4th
level and to +6 at 6th level.

Greater Two-Weapon Fighting: At 5th level, a tem-
pest can fight with two weapons as if she had the Greater
Two-Weapon Fighting feat when she is wearing light
armor or no armor. She loses this ability when fighting in
medium or heavy armor, or when using a double weapon
(such as a two-bladed sword).

Absolute Ambidexterity: Beginning at 8th level, the
tempest’s attack penalties for fighting with two weapons
lessen by 2 when she is wearing light armor or no
armor. Thus, if she tights with a light weapon in her oft
hand, she suffers no penalties on her attack rolls for

Table 5–17: The TempestTable 5–17: The TempestTable 5–17: The TempestTable 5–17: The TempestTable 5–17: The Tempest
ClassClassClassClassClass BaseBaseBaseBaseBase FFFFFortortortortort RefRefRefRefRef WillWillWillWillWill
LevelLevelLevelLevelLevel Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial
1st +1 +2 +0 +0 Improved Two-Weapon Fighting
2nd +2 +3 +0 +0 Off-Hand Parry +2
3rd +3 +3 +1 +1
4th +4 +4 +1 +1 Off-Hand Parry +4
5th +5 +4 +1 +1 Greater Two-Weapon Fighting
6th +6 +5 +2 +2
7th +7 +5 +2 +2 Off-Hand Parry +6
8th +8 +6 +2 +2 Absolute ambidexterity
9th +9 +6 +3 +3
10th +10 +7 +3 +3 Supreme two-weapon fighting
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fighting with two weapons. (If the off-hand weapon is
not light, she suffers a –2 penalty on attack rolls with
both her primary hand and her offhand.)

Supreme Two-Weapon Fighting: At 10th level, a
tempest gains an additional attack with her off-hand
weapon when she is wearing light armor or no armor. In
addition to the three attacks she already has each round
with her off-hand weapon (for Improved Two-Weapon
Fighting and Greater Two-Weapon Fighting) at penalties
of 0, –5, and –10, respectively, she is also entitled to a
fourth attack with her off-hand weapon at a –15 penalty
(see Table 8–2: Two-Weapon Fighting Penalties in the
Player’s Handbook). She loses this special ability when
fighting in medium or heavy armor, or when using a
double weapon (such as a two-bladed sword).

VERDANT LORD
Saying the verdant lord has a green thumb is like calling
a red dragon a creature with a slight affinity for fire. The
verdant lord is the final defender of the Forest. He has left
behind the druid’s search for global understanding of
nature’s secrets to focus all his energies on the world’s
plant life.

Elven and half-elven druids are the most likely charac-
ters to embrace the role of the verdant lord. Druids of
other races, rangers, and the occasional priest of Obad-
Hai or Ehlonna have also been known to adopt this
prestige class. It’s almost impossible for characters •
without such ties to become verdant lords because they
have neither the interest in nor the required understand-
ing of seeds, saplings, and trees.

Since most verdant lords have little use for civilization,
they tend to be loners, watching the years pass by from
their groves. Adventuring verdant lords are rare, but
those who do exist are marvelous to behold. They tend to
take their gardens with them, often bringing several
plant creatures, such as animated trees and treants, along
on adventures. Verdant lords tend to be sott-spoken,
easygoing individuals—right up until someone lights a
torch and threatens living plants.

Hit Die: d8.

Requirements
To qualify as a verdant lord, a character must fulfill the
following criteria.

Alignment: Any nonevil.
Skills: Profession (herbalist) 8 ranks, Wilderness Lore

8 ranks.

Feats: Plant Control, Plant Defiance.
Spells: Able to cast control plants.

Class Skills
The verdant lord’s class skills (and the key ability for each
skill) are Animal Empathy (Cha), Climb (Sir), Concen-
tration (Con), Craft (any) (Int), Diplomacy (Cha), Dis-
guise (Cha), Handle Animal (Cha), Heal (Wis), Hide
(Dex), Intuit Direction (Wis), Knowledge (nature) (Int),
Listen (Wis), Scry (Int), Spellcraft (Int), Swim (Sir), and
Wilderness Lore (Wis). See Chapter 4 of the Player ’s
Handbook for skill descriptions.

Skill Points at Each Level: 4 + Int modifier.

Class Features
The following are class features of the verdant lord pres-
tige class.

Table 5–18: The Verdant LordTable 5–18: The Verdant LordTable 5–18: The Verdant LordTable 5–18: The Verdant LordTable 5–18: The Verdant Lord
ClassClassClassClassClass BaseBaseBaseBaseBase FFFFFortortortortort ReflexReflexReflexReflexReflex WillWillWillWillWill
LevelLevelLevelLevelLevel Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial Spells per Day/Spells KnownSpells per Day/Spells KnownSpells per Day/Spells KnownSpells per Day/Spells KnownSpells per Day/Spells Known
1st +1 +2 +0 +2 Create Infusion +1 level of existing class
2nd +2 +3 +0 +3 Expert infusion, sun sustenance +1 level of existing class
3rd +3 +3 +1 +3 Spontaneity +1 level of existing class
4th +4 +4 +1 +4 Plant facility +1 level of existing class
5th +5 +4 +1 +4 Fast healing +1 level of existing class
6th +6 +5 +2 +5 Treant wild shape +1 level of existing class
7th +7 +5 +2 +5 +1 level of existing class
8th +8 +6 +2 +6 Animate tree +1 level of existing class
9th +9 +6 +3 +6 +1 level of existing class
10th +10 +7 +3 +7 Caea’s embrace +1 level of existing class
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Weapon and Armor Proficiency: Verdant lords gain
no weapon or armor proficiencies.

Spells per Day/Spells Known: At each verdant lord
level, the character gains new spells per day (and spells
known, if applicable) as if he had also gained a level in a
spellcasting class to which he belonged before adding the
prestige class. He does not, however, gain any other ben-
efit a character of that class would have gained (additional
wild shape options, metamagic or item creation feats, or
the like). If the character had more than one spellcasting
class before becoming a verdant lord, the player must
decide to which class to add each verdant lord level for de-
termining spells per day and spells known.

Create Infusion: At 1st level, the verdant lord gains
Create Infusion as a bonus feat.

Expert Infusion: At 2nd level, the character can au-
tomatically identify the spell contained in an infusion
and the caster level of that spell (see Infusions in Chap-
ter 3). He also gains a bonus equal to his verdant lord
level on both Profession (herbalist) checks and Wilder-
ness Lore checks related to plants, including the use of
this skill to forage for herbs.

Sun Sustenance (Ex): Also at 2nd level, the verdant
lord gains the ability to draw energy from the sun. As
long as he spends at least 4 hours of the day outdoors, he
can draw sustenance from the sun itself, and thus he re-
quires no food that day. He still thirsts, however, and
needs the standard amount of water to survive.

Spontaneity: Beginning at 3rd level, the verdant lord
can channel stored spell energy into certain healing
spells that he hasn’t prepared ahead of time. This works
like the cleric’s spontaneous casting ability, with the fol-
lowing exceptions. He can “lose” a prepared spell to cast
any regenerate spell of the same level or lower (a regenerate
spell is any one with “regenerate” in its name; these spells
are presented in Chapter 6). For example, a verdant lord
who has prepared faerie fire (a 1st-level spell) may lose
that spell to cast regenerate light wounds (also a 1st-level
spell) instead. Domain spells, if the character has access
to them, cannot be converted into regenerate spells.

Plant Facility: At 4th level, the verdant lord can rebuke
or command plants with Plant Control as if he were three
levels higher than the actual caster level he uses to deter-
mine the benefits of that feat. This means that he can also
command 3 additional HD of plant creatures.

Fast Healing: At 5th level, the verdant lord gains Fast
Healing as a bonus feat.

TTTTTrrrrreant eant eant eant eant WWWWWild Sild Sild Sild Sild Shape hape hape hape hape (Sp): Beginning at 6th level, the ver-
dant lord can use wild shape to take the form of a treant
and back again once per day. This ability otherwise works
like wild shape. Since a treant has a voice and manipula-
tive appendages, the verdant lord can cast spells nor-
mally while in treant wild shape.

AAAAAnimate nimate nimate nimate nimate TTTTTrrrrree ee ee ee ee (Sp): At 8th level, a verdant lord can ani-
mate a tree within 180 feet of him once per day. It takes a
full round for a tree to uproot itself; thereafter it has a
speed of 30 feet and fights as a treant with respect to at-
tacks and damage. The animated tree gains a number of
bonus Hit Dice equal to the number of verdant lord
levels the character possesses. Though its Intelligence
score is only 2 while animated, the tree automatically un-
derstands the verdant lord’s commands. The charactercan

return the animated tree to its normal state at will,
and it automatically returns to its normal state if it dies or
if the verdant lord who animated it is incapacitated or
moves out of range. Once the tree returns to its normal
state by any means, the verdant lord cannot animate an-
other tree for 24 hours.

Gaea’s Embrace: At 10th level, the verdant lord per-
manently becomes a plant creature, though all forms of
wild shape that the character could previously use remain
available to him. His type changes to plant, and as a result
he gains low-light vision, is immune to poison, sleep,
paralysis, stunning, and polymorphing, and is not sub-
ject to critical hits or mind-influencing effects (charms,
compulsions, phantasms, patterns, or morale effects). He
no longer suffers penalties for aging and cannot be mag-
ically aged. Any aging penalties he may already have suf-
fered, however, remain in place. Bonuses still accrue, and
the verdant lord still dies of old age when his time is up.

Organized Druids:The Order of the Verdant Grove
“You cannot decide to be pure, novice.”

—An elder of the Order, to a young Vadania

The Order of the Verdant Grove is a loose organization of
about one hundred seventy druids and verdant lords who
share certain interests and are committed to gaining and
disseminating information about nature. The organiza-
tion doesn’t have much of a hierarchy, and the typical
member also owes allegiance to some other druid circle
in his or her local area. Many druids have heard of the
Order of the Verdant Grove, but they often assume it is
the name of some regional druid circle.

An applicant for membership must be invited and
sponsored by a current member, and all available mem-
bers periodically vote on whether to admit the current
applicants. Once accepted, the new member (called an
initiate) undergoes a rite of acceptance during which he
or she receives a hoop earring bearing a green orb. Not
only does this allow members to identify one another,
but it is also a pearl of power (1st-level). The initiate is ex-
pected to make a donation that covers the cost of creat-
ing this talisman.

What makes the order different from other organiza-
tions is that its members intentionally spread themselves
out over the world. A few are just as tied to a single sacred
grove or woodland as any other druid or verdant lord
would be, but most are travelers. They may be active ad-
venturers out to address wrongs in the world or scholars
in search of information that they can share with fellow
members.

In this sense, the Order of the Verdant Grove is the
closest thing druids have to a ring of spies. Of course,
most of the information that its members acquire and
disseminate within the organization would bore a typical
spy to tears. They share information about their explo-
rations of distant lands, discoveries of new creatures (an-
imals and beasts), and of previously unknown wonders
of the natural world. They also share knowledge of new-
spells and magic items that have come into use. Mem-
bers of the Order of the Verdant Grove are encouraged to
share whatever information they discover, but they are
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required to report on new druid communities, standing
stones, or druid circles that they find. The Order of the
Verdant Grove must occasionally act as a messenger serv-
ice between independent druid circles in times of re-
gional or greater crisis, so it’s important for its members
to know where the druids of the world can be found.

The origins of the order hearken back to a day when a
druid circle broke apart following a war against a wizard
cabal and its demonic servants. Many members of the
original group became verdant lords—perhaps from a
desire to form a deeper and more personal bond with
nature after being dragged into a fight against outsiders.
Thus, they tended to be somewhat reclusive. Now ver-
dant lords have become rare, and they are found only
among the older members of the organization. The
druids and the verdant lords in the order do not com-
pete—they share too much to become embroiled in
petty rivalries.

WATCH DETECTIVE
When thieves and murderers strike in the night, citizens
always wonder whether anyone can track down the per-
petrators and set things straight. When the watch detec-
tive is on the case, they can rest easy.

The watch detective specializes in solving mysteries.
Using a battery of clue-ferreting skills and abilities, he
evaluates and discards possibilities until only one re-
mains—the truth. The Rule of Evidence to which he as-
cribes (see sidebar) restrains him from using his gifts to
gain the truth through unfair means, demanding that he
focus only on tangible facts as proof. Of course, once the
watch detective solves the mystery, it’s likely that the
guilty party won’t want to be brought to justice. Thus, it’s
also important for the watch detective to know the tech-
niques of combat.

Fighters and warriors make up the bulk of any city
watch force, but watch detectives often begin their ca-
reers as rangers or rogues. The vast majority of the
rangers who opt for this prestige class are urban rangers
(see Chapter 1). Wizards, sorcerers, clerics, and bards
make especially good watch detectives when they can
qualify for the class, though they may find that the Rule
of Evidence hampers their ability to get at the truth.
Elves find this lifestyle especially gratifying because it
celebrates the mind in a not-too-subtle show of intellec-
tual superiority. Gnomes and halflings have the inquisi-
tive streak necessary for this career, and they have
established many an effective city watch force in lands

where their size would otherwise be a detriment.
Hit Die: d8.

Requirements
To become a watch detective, a character
must fulfill the following criteria.

Alignment: Any nonevil.
Skills: Gather Information 4 ranks,

Knowledge (any) 4 ranks, Search 8 ranks.
Feats: Track.
Special: The watch detective must

honor the Rule of Evidence (see sidebar).
If he abandons this code, he loses all spe-
cial abilities of the prestige class until he
retrains for six months under a local au-
thority.

Class Skills
The watch detective’s class skills (and the
key ability for each skill) are Appraise
(Int), Bluff (Cha), Climb (Str), Craft (any)
(Int), Diplomacy (Cha), Disable Device
(Dex), Disguise (Cha), Forgery (Dex),
Gather Information (Cha), Heal (Wis),
Hide (Dex), Innuendo (Wis), Intimidate
(Cha), Intuit Direction (Wis), Jump (Str),
Knowledge (any) (Int), Listen (Wis), Move
Silently (Dex), Open Lock (Dex), Profes-
sion (Wis), Ride (Dex), Search (Int), Sense
Motive (Wis), Spot (Wis), Swim (Str), and
Use Rope (Dex). See Chapter 4 of the
Player’s Handbook for skill descriptions.

Skill Points at Each Level: 6 + Int
modifier.

Class Features
The following are class features of the
watch detective prestige class.

Weapon and Armor Proficiency:
Watch detectives are proficient with light
armor and simple weapons.

City Watch Training: At 1st level, the
watch detective gains a +2 insight bonus
on all Listen, Search, Sense Motive, and
Spot checks.

Expertise: At 2nd level, the character
gains the Expertise feat, regardless of his Intelligence
score.

The Rule of Evidence
Proof, not suspicion, is the only
evidence that matters. A sus-
pect may not be charged with a
crime until unimpeachable evi-
dence of his or her involvement
has been uncovered, or a con-
fession has been obtained.

Unnecessary violence in the
apprehension of a suspected
criminal is not permitted. A
suspect should be brought to
justice rather than killed when-
ever possible.

Seizure of a suspect’s goods
is not permitted, unless such
constitute evidence to be used
in prosecuting that suspect or
another.

Evidence gained by detection
magic, psionic powers, or other
magical or supernatural means
must be backed up with either
physical proof or uncoerced con-
fession. Only concrete forms of
evidence satisfy all members of
a community.

Interrogation of a suspect is
not permitted unless he or she
consents or is charged with a
crime.

Detention of a person sus-
pected of a crime is not permit-
ted unless a specific charge has
been made.

Protection of the innocent
takes precedence over appre-
hension of a suspected crimi-
nal.

A watch detective may not
knowingly commit crimes.

Violation of these codes may
result in the release of a sus-
pect and/or the dismissal of the
watch detective.

Table Table Table Table Table 5–19: 5–19: 5–19: 5–19: 5–19: The Watch DetectiveThe Watch DetectiveThe Watch DetectiveThe Watch DetectiveThe Watch Detective
ClassClassClassClassClass BaseBaseBaseBaseBase FFFFFortortortortort RefRefRefRefRef WillWillWillWillWill
LevelLevelLevelLevelLevel Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial
1st +0 +0 +2 +2 City watch training
2nd +1 +0 +3 +3 Expertise, obsessive specialty, profile
3rd +2 +1 +3 +3 Cooperative interrogation, superior disarming
4th +3 +1 +4 +4 Deductive augury 1 /day, skill synergy
5th +3 +1 +4 +4 No subdual penalty, sense secret doors
6th +4 +2 +5 +5 Locate object
7th +5 +2 +5 +5 Deductive augury 2/day, improved subdual
8th +6 +2 +6 +6 Forensics
9th +6 +3 +6 +6 Discern lies, locate creature
10th +7 +3 +7 +7 Deductive augury 3/day, instant knowledge
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Obsessive Specialty:
When the watch detective
reaches 2nd level, he ob -
sessively seeks knowledge
about a particular topic.
Choose one Knowledge
skill for his specialty. The
character thereafter gains
a bonus equal to his watch
detective level on all
Knowledge checks of this
sort.

Profile (Ex): Also at
2nd level, the watch de-
tective may compose an
image of someone ac-
cused of a crime. By mak-
ing a successful Gather In-
formation check (DC 15)
when talking with a wit-
ness to a crime, the
watch detective can
gain a roughly accu-
rate mental pic-
ture of the per-
petrator, even
if the witness did
not see him or her.
The character may,
if desired, try to
commit this image to
paper using the Craft
(painting) skill. Either a verbal or a visual de-
piction grants a +2 insight bonus on any further Gather
Information checks made when dealing with witnesses
to that crime or persons acquainted with the perpetrator.

Cooperative Interrogation: At 3rd level, when the
watch detective succeeds in a Bluff check against some-
one, he automatically grants any one other person a +4
circumstance bonus on one Intimidate check against
that same target for 1 round. When the watch detective
succeeds in an Intimidate check, he can give a similar +4
circumstance bonus on someone else’s Bluff check. (Two
watch inspectors can support each other with this ma-
neuver for many rounds.)

Superior Disarming: At 3rd level, the watch detec-
tive is always considered armed when making a disarm
attempt, and he gains a +4 bonus on any attack roll made
to disarm an opponent.

DDDDDeductiveductiveductiveductiveductive Ae Ae Ae Ae Augurugurugurugurugury y y y y (Sp): The watch detective may ask for
a hint to a mystery, puzzle, or trap. As a standard action, the
player makes an assertion that can be true or untrue (such
as “The half-orc did it” or “If I pull the red lever, the door
will open”). The DM makes a secret percentile roll (chance
of success = 70% + 1% per watch inspector level), if the roll
is successful, the Dungeon Master gives the player a cor-
rect “true” or “untrue” answer to the assertion, though no
reason need be given for why the response is correct. If
the roll fails, the DM provides no information. The Dun-
geon Master is always free to determine that the watch de-
tective doesn’t have enough information to make an edu-
cated guess, but in this case the attempt doesn’t count

against the allowed uses per
day of the ability. The watch
detective can use this ability
once per day at 4th level.
Thereafter, he gains one extra
use per day for every three
additional watch detective
levels gained.

Skill Synergy: At 4th
level, the watch detective
may choose one of the fol-
lowing skill combinations:
Bluff-Gather Information,
Bluff-Diplomacy, Climb -
Move Silently, Diplomacy-
Gather Information, Dis -
guise -Gather Information,
Gather Information-Sense
Motive, Hide-Move Silently,

Listen-Read Lips, Listen-
Spot, Sense Motive-Spot,

Spot-Disable Device,
Spot- Open Lock, or
Spot-Search. If he has
at least 5 ranks in
both of the selected

skills, he gains a +2
synergy bonus on

checks involving both.
No Subdual Penalty

(Ex): At 5th level, the watch
detective can deal subdual damage

with a weapon that deals normal damage
without suffering a –4 penalty on the attack.

Sense Secret Doors (Ex): A 5th-level or higher watch
detective who merely passes within 5 feet of a secret or
concealed door is entitled to a Search check to notice it
as if he were actively looking for it. An elven watch de-
tective gains a +2 insight bonus on any Search check
made to find a secret or concealed door.

Locate OLocate OLocate OLocate OLocate Object bject bject bject bject (Sp): At 6th level, the watch detective can
produce an effect identical to that of a locate object spell
cast by a sorcerer of his watch detective level.

Improved Subdual (Ex): At 7th level, the watch de-
tective adds his Intelligence bonus on the subdual dam-
age he deals whenever he makes an attack that can cause
subdual damage only.

Forensics (Su): With a successful Search check (DC
20), an 8th-level or higher watch detective can discern
the cause of death of any corpse he examines. Given
time, he may take 20 on this roll. Success indicates that
he knows what killed the person, the size and approxi-
mate strength of any attacker responsible, and any other
key information the DM wishes to impart.

DiscerDiscerDiscerDiscerDiscern liesn liesn liesn liesn lies (Sp): At 9th level, the watch detective can
produce an effect identical to that of a discern lies spell
cast by a sorcerer of his watch detective level. This ability
is usable once per day.

Locate CLocate CLocate CLocate CLocate Crrrrreatureatureatureatureature e e e e (Sp): At 9th level, the watch detective
can produce an effect identical to that of a locate creature
spell cast by a sorcerer of his watch detective level. This
ability is usable once per day.

CHAPTER 5: PRESTIGE CLASSES



77

Instant Knowledge (Su): Once per day, a 10th-level
watch detective may make an Intelligence check (DC
20). He may not take 10 or take 20 on this check. If suc-
cessful, he gains a +10 insight bonus on one Knowledge
check of any category. If he has no ranks in that particu-
lar Knowledge skill, he may make the check untrained.

WINDRIDER
The windrider is a specialist in mounted combat, but
hers is no ordinary mount. The creature she rides is at
least unusual and often rare—sometimes even bizarre.
Although an experienced windrider can ride anything
that runs, swims, or flies, the typical member of this pres-
tige class settles on one particular kind of mount as a per-
sonal favorite.

Some windriders are no more than swaggering, arro-
gant adventurers looking for a good fight. Perhaps their
pride is justified, considering the creatures they’ve
turned into mounts. Many, however, are just as happy to
sit back and tell stories of how they got their mounts and
the adventures they’ve had since, no matter who buys the
ale. The typical windrider cheerfully shares her knowl-
edge about her various mounts with those who seek to
ride similar creatures.

Since the skills they develop vary as widely as the abil-
ities and natures of their mounts, windriders are a very
independent bunch. Thus, they rarely form or belong to
close-knit groups. Even a paladin windrider tends to be
something of a knight-errant.

All races have produced windriders, though the class
is particularly popular with humans and giants. Rangers,
paladins, fighters, and barbarians all make excellent win-
driders because they can easily accumulate the prerequi-
sites.

Hit Die: d10.

Requirements
To become a windrider, a character must fulfill the fol-
lowing criteria.

Base Attack Bonus: +5.
Skills: Handle Animal 8 ranks, Knowledge (nature) 6

ranks, Ride 8 ranks.
Feats: Mounted Combat.
Special: Must have a mount.

Class Skills
The windrider’s class skills (and the key ability for each
skill) are Balance (Dex), Concentration (Con), Craft (any)
(Int), Diplomacy (Cha), Handle Animal (Cha), Heal
(Wis), Jump (Str), Knowledge (nature), Profession (any)
(Wis), and Ride (Dex). See Chapter 4 of the Player’s Hand-
book for skill descriptions.

Skill Points at Each Level: 2 + Int modifier.

Class Features
The following are class features of the windrider prestige
class. For the abilities described below, a mount is a crea-
ture that fits the criteria in the What’s a Mount? section
below.

Weapon and Armor Proficiency: Windriders are
proficient with all simple and martial weapons, all types
of armor, and shields.

Spells per Day: A windrider can cast a small number
of divine spells. Her spells are based on Wisdom, so cast-
ing any given spell requires a Wisdom score of at least 10
+ the spell’s level. The DC for saving throws against these
spells is 10 + spell level + the windrider’s Wisdom modi-
fier. When the table indicates that the windrider is enti-
tled to 0 spells of a given level (such as 0 1st-level spells
at 1st level), she gets only those bonus spells that her
Wisdom score allows. A windrider prepares and casts
spells just like a druid does, but she must choose them
from the spell list, below.

Appraise Mount (Ex): At 1st level, a windrider can
compare two mounts of the same kind and tell at a glance
which one is superior (stronger, faster, more intelligent,
better stamina, and so on). If desired, the windrider can
also conduct a point-by-point comparison of two mounts.
By spending 1 round examining both, she can determine
which has the higher score in any single ability of her
choice. After a second round of study, a windrider famil-
iar with that kind of creature can also determine whether
each mount’s score in that ability is average, above aver-
age, or below average for the species. After a third round
of study, the windrider can tell how extreme that ability
score is—that is, whether the modifier it generates is
more than 4 points higher or lower than the average tor
that species. The appraise mount ability never produces a
numerical rating; DMs must describe the windrider’s
findings.

Table Table Table Table Table 5–20: 5–20: 5–20: 5–20: 5–20: The WThe WThe WThe WThe Windriderindriderindriderindriderindrider
ClassClassClassClassClass BaseBaseBaseBaseBase FFFFFortortortortort RefRefRefRefRef WillWillWillWillWill        Spells per Day       Spells per Day       Spells per Day       Spells per Day       Spells per Day
LevelLevelLevelLevelLevel Attack BonusAttack BonusAttack BonusAttack BonusAttack Bonus SaveSaveSaveSaveSave SaveSaveSaveSaveSave SaveSaveSaveSaveSave SpecialSpecialSpecialSpecialSpecial 1st1st1st1st1st 2nd2nd2nd2nd2nd 3rd3rd3rd3rd3rd  4th 4th 4th 4th 4th
1st +1 +2 +0 +2 Appraise mount, chosen mount, 0 – – –

empathic link,
mount proficiency 4 HD

2nd +2 +3 +0 +3 Mount assistance, mount feat 1 1 – – –
3rd +3 +3 +1 +3 Bonus feat, mount healing 1 0 – –
4th +4 +4 +1 +4 Mount proficiency 8 HD 1 1 – –
5th +5 +4 +1 +4 Mount feat 2, mount friendship 1 1 0 –
6th +6 +5 +2 +5 Mount proficiency 12 HD 1 1 1 –
7th +7 +5 +2 +5 Bonus feat, mount link 2 1 1 0
8th +8 +6 +2 +6 Mount proficiency 16 HD 2 1 1 1
9th +9 +6 +3 +6 Mount feat 3, mount luck 2 2 1 1
10th +10 +7 +3 +7 Mount proficiency (all) 2 2 2 1
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Chosen Mount: The windrider may designate any
one mount she has previously ridden as her chosen
mount. This creature may not be a bonded companion
(such as a familiar, paladin’s mount, or animal compan-
ion) to anyone else at the time, and if its Intelligence
score is 3 or higher, it must also agree to this relation-
ship. The windrider can use any means desired to obtain
this agreement—the Diplomacy skill, bribery, or even
magical persuasion—but the creature must be willing.

The windrider must spend a minimum of three days
training her chosen mount before any benefits accrue.
Thereafter, the creature gains the advantages listed on
Table 5–21 based on the windrider’s level. The creature
retains its own type and gains no abilities other than
those listed, though it is considered a bonded compan-
ion for the unbond ability (see the blighter prestige class
earlier in this chapter).

Table 5–21: The Windrider’s MountTable 5–21: The Windrider’s MountTable 5–21: The Windrider’s MountTable 5–21: The Windrider’s MountTable 5–21: The Windrider’s Mount
WindriderWindriderWindriderWindriderWindrider BonusBonusBonusBonusBonus NaturalNaturalNaturalNaturalNatural StrengthStrengthStrengthStrengthStrength

LevelLevelLevelLevelLevel Hit DiceHit DiceHit DiceHit DiceHit Dice Armor BonusArmor BonusArmor BonusArmor BonusArmor Bonus AdjustmentAdjustmentAdjustmentAdjustmentAdjustment
1–3 +2 +4 +2
4–6 +4 +6 +2
7–9 +6 +8 +4
10 +8 +10 +4

Windrider Level:Windrider Level:Windrider Level:Windrider Level:Windrider Level: The character’s windrider levels only. If the
mount suffers a level drain, treat the creature as the mount of a
lower-level windrider.

Bonus Hit Dice:Bonus Hit Dice:Bonus Hit Dice:Bonus Hit Dice:Bonus Hit Dice: These are extra eight-sided (d8) Hit Dice,
each of which provides a Constitution modifier, as normal.
Remember that extra Hit Dice also improve the mount’s base
attack and base save bonuses.

Natural Armor:Natural Armor:Natural Armor:Natural Armor:Natural Armor: The amount by which the creature’s natural
armor bonus is increased.

Strength Adjustment:Strength Adjustment:Strength Adjustment:Strength Adjustment:Strength Adjustment: Add this figure to the mount’s
Strength

The windrider may have only one chosen mount at a
time, and either party may sever this relationship at any
time without penalty. Once it ends, the mount loses the
benefits it gained according to Table 5–21. If the chosen
mount is a paladin’s warhorse, the rules in the Paladin’s
Mount sidebar in the Player’s Handbook supersede those
given here.

Empathic Link (Su): The windrider has an empathic
link with her chosen mount. This ability works like the
empathic link that a paladin has with her mount (see Pal-
adin in Chapter 3 of the Player’s Handbook).

Mount Proficiency: At 1st level, the windrider gains
a +2 competence bonus on any check to avoid being un-
seated while riding her chosen mount. In addition, she
can ride any mount with 4 Hit Dice or less at the full ben-
efit of her Ride skill, suffering neither the –2 penalty for
riding similar mounts nor the –5 penalty for riding dis-
similar mounts. The Hit Dice of the mounts to which this
latter benefit applies increase with windrider level: 8 Hit
Dice at 4th level, 12 Hit Dice at 6th level, 16 Hit Dice at
8th level, and any mount at 10th level.

Mount Assistance (Ex): At 2nd level, the windrider
can assist any mount she is riding in one of two ways
per use of the ability. First, she can use the cooperation
and aid another rules (Chapter 4 and Chapter 8 respec-
tively of the Player ’s Handbook) to provide a +4 bonus

(double the usual amount) to her mount’s Armor Class
or on any single attack roll or any skill or ability check
the mount attempts. Alternatively, she can provide her
mount a +10 competence bonus to speed for 1 full
round. Mount assistance is usable once per round and
requires a standard action.

Mount Feat: At 2nd level, a windrider can grant her
chosen mount one bonus feat from the Mount Feats list,
below. This feat does not count against the creature’s
normal feat capacity, though it must still meet all prereq-
uisites for it, as noted in the appropriate feat description
in this book or Chapter 5 of the Player’s Handbook. To
grant a bonus feat, the windrider must spend one month
training the mount. The windrider can bestow a second
bonus feat on the same mount at 5th level, and a third at
9th level. These additional bonus feats require the same
training time as the first. The windrider can train only
one mount at a time.

Bonus Feat: At 3rd and again at 7th level, a wind-
rider may take a bonus feat from the windrider bonus
feats list below. This feat does not count against the
windrider’s normal feat capacity, though she must still
meet all prerequisites for it, as noted in the appropriate
feat description in this book or Chapter 5 of the Player’s
Handbook.

Mount Healing (Ex): At 3rd level, A windrider
gains a +4 competence bonus on any Heal checks she
makes on a creature of the same species as her current
mount and a +2 bonus on any Heal checks made on
other creatures capable of serving her as mounts (see
sidebar).

Mount Friendship: At 5th level, the windrider gains
a +4 circumstance bonus on Animal Empathy and Diplo-
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Table Table Table Table Table 5–22: 5–22: 5–22: 5–22: 5–22: Handle Animal Handle Animal Handle Animal Handle Animal Handle Animal DCs DCs DCs DCs DCs for Training Mountsfor Training Mountsfor Training Mountsfor Training Mountsfor Training Mounts
CCCCCreature Isreature Isreature Isreature Isreature Is............... ExampleExampleExampleExampleExample TTTTTask Cask Cask Cask Cask Counts asounts asounts asounts asounts as............... Handle Animal DCHandle Animal DCHandle Animal DCHandle Animal DCHandle Animal DC
Domestic animal of a kind typically used for riding Horse Teach an animal tasks 15
Domestic animal of a kind not typically used for riding Dog Teach an animal unusual tasks 20
Wild animal Tiger Train a wild animal 20 + creature’s HD
Beast Tyrannosaurus Train a beast 25 + creature’s HD
Any other creature of Intelligence 2 or lower* Carrion crawler Train a beast 25 + creature’s HD

*Windrider only

macy checks when dealing with creatures of the same
species as her current mount and a +2 bonus when deal-
ing with any other creatures capable of serving her as
mounts (see sidebar).

Mount Link (Su): At 7th level, the windrider can es-
tablish an empathic link (see above) with any mount that
she rides for at least 1 hour, as long as its Intelligence
score is at least 1. She can maintain only one such .link at
a time with a mount other than her chosen one.

Mount Luck (Su): At 9th level, the windrider can, as a
free action, confer a luck bonus equivalent to her
Charisma bonus on the saving throw of any mount
within 60 feet with which she has an empathic link.

Windrider Bonus Feats List
The following bonus feats are available to mounts and
windriders.

Mount feats: Alertness, Blind-Fight, Combat Reflexes,
Dodge, Dragon’s Toughness**, Dwarf ’s Toughness*’””, En-
durance, Flyby Attack**, Giant’s Toughness**, Great For-
titude, Hover*, Improved Critical*, Improved Flight*”,
Improved Initiative, Iron Will, Lightning Reflexes, Mul-
tiattack**, Power Attack, Run, Snatch**, Toughness**,
Weapon Finesse*, Weapon Focus*, Wingover**.

Windrider Feats: Ambidexterity, Blind-Fight, Combat
Reflexes, Dodge, Exotic Weapon Proficiency, Expertise,
Improved Critical*, Improved Initiative, Improved Un-
armed Strike, Mounted Combat, Point Blank Shot,
Power Attack, Quick Draw, Weapon Finesse*, Weapon
Focus*.

*This feat may be taken more than once, but for a dif-
ferent kind ot weapon each rime.

**Described in Chapter 2 of this book.

Windrider Spell List
Windriders choose their spells from the following list.

1st Level—alarm, animal trick†, calm animals, detect
poison, endure elements, know direction, remove fear, resistance,
speak with animals,

2nd Level—bottle of smoke†, delay poison, endurance,
resist elements, magic fang, mage armor, nature’s favor†, protec-
tion from arrows, shield other.

3rd Level—heal mount, neutralize poison, pass without
trace, phantom steed, protection from elements.

4th Level—freedom of movement, greater magic fang,
greater magic weapon, repel vermin.

†New spell described in Chapter 6 of this book.

Ex-Windriders
A windrider who intentionally mistreats any mount she
has ridden loses all windrider prestige class abilities, and
her chosen mount immediately terminates that relation-
ship. Until she atones (see the atonement spell descrip-

tion in the Player ’s Handbook), creatures of the same
species as her last chosen mount treat her with enmity,
which manifests as a –4 racial penalty on interactions
with creatures of the same species as that mount and a –2
racial penalty on interactions with any other creature ca-
pable of serving her as a mount.

What�s a Mount?
You can’t just hop on and ride any creature, even if you
have the Ride skill for that creature type. A mount must
have all the following characteristics.

• Be able and willing to carry its rider in a typical fash-
ion. (A camel trained with the Handle Animal skill to
bear a rider is able and willing. A tiger
might be able but not willing. A giant
might be willing but not truly able. An
intelligent creature whose alignment
differs significantly from yours is
unlikely to be willing.)

• Be at least one size category larger than
you. Also, a flying mount can carry no
more than its maximum light load aloft.
(This is a change from the Monster
Manual, which says that a flying crea-
ture’s carrying capacity is equal to its
medium load limit.)

• Have a CR no higher than your charac-
ter level –3. If the mount can fly, its CR
can be no higher than your character
level –4.

Any animal or beast can be trained to bear
a rider with the Handle Animal skill, as
described in the appropriate skill description in the
Player’s Handbook. In addition, the windrider can use this
skill to train a creature of any other type that has an In-
telligence score of 2 or below to bear a rider. The category
of the task and its Handle Animal DC are as given on
Table 5–22.

Any creature not of the animal type counts as a beast for
this check, regardless of its actual type. Any of these
forms of training requires two months, as noted in the
skill description.

Any creature with an Intelligence score of 3 or higher
needs no Handle Animal check to learn how to bear a
rider. If it is willing to serve as a mount, it can determine
for itself how it must move to manage the additional
weight, how to interpret its rider’s directional com-
mands, and so forth. It does, however, require at least one
week of training with a rider before it can perform as a
mount.

Other Mount Feats
The DM might decide to make
additional feats available to
mounts. The feats given in the
windrider class description are
from the core books and this
book. You might consider the
following as well:

From Sword and Fist: Blind-
sight 5-foot Radius, Close Quar-
ters Fighting, Dirty Fighting,
Dual Strike, Improved Overrun,
Power Lunge.

From Defenders of the Faith:
Extra Smiting.

From Song and Silence: Dash,
Fleet of Foot.
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The Epic Level Handbook provides epic-level progres-
sions—that is, information on the powers, abilities, and
bonus feats gained by epic-level characters—for all 11
classes presented in the Player’s Handbook, as well as the
six prestige classes detailed in the DUNGEON MASTER’s
Guide. But with the vast number of prestige classes pub-
lished in other DUNGEONS & DRAGONS® products, the
Epic Level Handbook couldn’t address the needs of every
single epic-level character.

That’s where this web enhancement comes in. Here,
you’ll find epic-level progressions for a full two dozen
prestige classes drawn from various core D&D prod-

ucts: specifically, Defenders of the Faith, Manual of the
Planes, Masters of the Wild, Song & Silence, Sword & Fist,
and Tome & Blood. While this doesn’t encompass every
prestige class presented to date (that would require an
entire book all to itself!), it gives DMs a wide range of
examples that should help them build other epic pro-
gressions as needed. Simply find a class (either here or
in the Epic Level Handbook) that’s roughly similar to your
chosen prestige class and start there.

To use this web enhancement, you should already
have the Epic Level Handbook accessory by Andy Collins,
Bruce R. Cordell, and Thomas M. Reid.
This bonus material is brought to you by the DUNGEONS

& DRAGONS official website: <www.wizards.com/dnd>.
You’ll note that every prestige class included in this

enhancement is a 10-level class. That’s no accident. In
general, epic progressions work best when applied to
prestige classes with at least 10 levels. Such classes truly
represent the focus of the character’s career in a way
that shorter prestige classes (such as those with only
five levels) simply can’t. The Wiz10/Lor10 probably
calls herself a loremaster (even though her level distri-
bution is equal), but the Wiz17/Wayfarer Guide 3
almost certainly refers to herself as a wizard.

That said, in some cases building an epic progression
for a shorter prestige class might be appropriate to your
campaign. Be very careful when creating such a progres-
sion. From a rules standpoint, building an epic progres-
sion for short prestige classes is very hard, since many
demonstrate increases in power that can’t be accurately
extrapolated beyond their natural endpoint. Some might
simply be a collection of similar but unrelated class fea-
tures, meaning that the epic progression would be little
more than a list of bonus feats. Others might demon-
strate power increases (such as skill bonuses) that simply
aren’t balanced when extended out to infinity.

Every epic-level progression includes a list of bonus
feats. That’s because most prestige classes simply don’t
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accumulate class features at the same rate after 10th
level. Most prestige classes gain bonus feats at a rate of
one every three or four levels, based on their other fea-
tures and abilities (don’t forget to include Hit Dice, skill
points, and class skill lists when evaluating a class’s
power level). In cases where the epic-level character
has little else going for it, it might gain a bonus feat
every two levels. On the other hand, classes that main-
tain most of their class feature accumulation might
gain a bonus feat only every five levels.

The bonus feats help balance classes with one another,
while maintaining the general feel of the prestige class.
Don’t be afraid to add to these lists if appropriate for
your campaign, but try not to go overboard. A bonus
feat list that includes half the epic feats in the game
doesn’t really limit choices, nor does it differentiate that
character from those of other classes. Also, while the
size of a list is significant in determining the class’s
power level, it’s not nearly as important as its rate of
gaining bonus feats.

Note that the epic feats described in the Epic Level
Handbook are designed first and foremost for the char-
acter classes found in the Player ’s Handbook and DUN-
GEON MASTER’s Guide. For some of the classes below, par-
ticularly those with narrow niches, you may not find
many epic feats to your liking. If you’re playing such a
character, work with your DM to create new epic feats
tailored to your character’s aptitudes. For instance, an
epic cavalier might want more riding-based feats, while
an epic elemental savant may desire feats that focus on
her elemental magic.

One final note of advice: When your epic-level charac-
ter is evaluating his options upon gaining a new level,
remember that he has levels in at least one other class,
so don’t forget to check the advice from those classes as
well.

EPIC ANIMAL LORD
From Masters of the Wild
The epic animal lord is a paragon of natural prowess,

almost more animal than humanoid.
Regardless of your chosen animal, feats such as Fast

Healing and Perfect Health help you get along in the
wild. Ignore Material Components allows you to forego
the awkwardness of transferring your component
pouch to animal form. Select other feats based on your
animal form and preferred mode of combat.

Your spellcasting is based on Wisdom, as are many of
your skills. Your particular animal form may also direct

this choice to Strength, Dexterity, or any other ability.
Other Options: Diminutive Wild Shape and Fine

Wild Shape may open up additional options for your
lesser wild shape ability. 

Hit Die: d8
Skill Points at Each Additional Level: 2 + Int modi-

fier
Spells: The epic animal lord’s caster level is equal to

her class level. The epic animal lord’s number of spells
per day increases until her caster level reaches 20th.

Animal Bond: The epic animal lord’s maximum Hit
Dice of animal companions equals twice her animal
lord level.

Animal Sense: The range of the epic animal lord’s
animal sense ability is equal to her class level squared,
in miles.

Summon Animal: The epic animal lord may use this
ability one additional time per day for every six levels
gained after 6th. Beginning at 12th level, she may use
the ability to summon 1d3 legendary animals of her
selected group. 

Totem: The epic animal lord does not gain any addi-
tional totems after 8th level. Instead, she may select her
bonus feats either from her class list or from a list
unique to her associated animal.

Bonus Feats: The epic animal lord gains a bonus feat
(selected from the list of epic animal lord feats, or from
the list of bonus feats affiliated with her associated
animal) every three levels after 8th.

Epic Animal Lord Bonus Feat List: Diminutive Wild
Shape, Epic Weapon Focus (any natural weapon appro-
priate to chosen animal), Fast Healing, Fine Wild
Shape, Ignore Material Components, Improved
Combat Casting, Improved Spell Capacity, Perfect
Health.

Epic Apelord Bonus Feat List: Epic Toughness, Legendary
Climber.

Epic Bearlord Bonus Feat List: Damage Reduction, Epic
Weapon Focus (claw or bite),.

Epic Birdlord Bonus Feat List: Blinding Speed, Epic Skill
Focus (Spot).

Epic Catlord Bonus Feat List: Epic Skill Focus (Move
Silently), Superior Initiative.

Epic Equinelord Bonus Feat List: Epic Endurance, Epic
Speed.

Epic Marinelord Bonus Feat List: Armor Skin, Epic Skill
Focus (Swim).

Epic Snakelord Bonus Feat List: Armor Skin, Improved
Combat Reflexes.
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Epic Wolflord Bonus Feat List: Epic Skill Focus (Wilder-
ness Lore), Legendary Tracker.

AAnniimmaall  LLoorrdd
LLeevveell SSppeecciiaall
11 Bonus feat
12 Summon animal (legendary, 3/day)
13 —
14 Bonus feat
15 —
16 —
17 Bonus feat
18 Summon animal (4/day)
19 —
20 Bonus feat

EPIC ARCANE TRICKSTER
From Tome and Blood
Combining choice elements of the epic rogue and

epic wizard, the epic arcane trickster is a force to be
reckoned with, unless you’re looking forward to having
your vault looted.

In general, most epic arcane tricksters focus on slip-
ping past potential combats, selecting such feats as
Blinding Speed, Epic Skill Focus, and Self-Conceal-
ment. But since that doesn’t always work, think about
Improved Sneak Attack and Improved Combat Cast-
ing, too.

Dexterity and Intelligence are important abilities for
your skills. Don’t forget Charisma, particularly if that
ability influences your spellcasting ability.

Other Options: Those arcane tricksters with particu-
larly noteworthy spellcasting power should look to
Automatic Silent Spell Automatic Still Spell, and Spell
Opportunity. Both Lingering Damage and Sneak
Attack of Opportunity are great options if you can qual-
ify for them.

Hit Die: d4
Skill Points at Each Additional Level: 4 + Int modifier
Spells: The epic arcane trickster ’s caster level

increases by one per level gained above 10th. The epic
arcane trickster’s number of spells per day increases
until his caster level reaches 20th.

Sneak Attack: The epic arcane trickster’s sneak attack
damage increases by +1d6 every 2 levels above 10th.

Impromptu Sneak Attack: The arcane trickster may
use this ability one additional time per day for every
four levels above 7th.

Ranged Legerdemain: The arcane trickster may use
this ability one additional time per day for every four
levels above 9th.

Bonus Feats: The epic arcane trickster gains a bonus
feat (selected from the list of epic arcane trickster feats)
every 4 levels after 10th.

Epic Arcane Trickster Bonus Feat List: Automatic Silent
Spell, Automatic Still Spell, Blinding Speed, Epic Skill
Focus, Improved Combat Casting, Improved Sneak
Attack, Improved Spell Capacity, Lingering Damage,
Self-Concealment, Sneak Attack of Opportunity, Spell
Knowledge, Spell Opportunity, Spell Stowaway.

AArrccaannee  TTrriicckksstteerr
LLeevveell SSppeecciiaall
11 Impromptu sneak attack 3/day
12 Sneak attack +8d6
13 Ranged legerdemain 4/day
14 Sneak attack +9d6, bonus feat
15 Impromptu sneak attack 4/day
16 Sneak attack +10d6
17 Ranged legerdemain 5/day
18 Sneak attack +11d6, bonus feat
19 Impromptu sneak attack 5/day
20 Sneak attack +12d6

EPIC BLADESINGER
From Tome and Blood
The epic bladesinger melds art, swordplay, and magic

into a breathtaking, deadly display of combat prowess.
Epic Weapon Focus and Epic Prowess boost your

offensive skills, as does Blinding Speed. Epic Tough-
ness helps make up for your low hit points. Improved
Combat Casting and Improved Spell Capacity help
your arcane magic.

Dexterity, Strength, and Intelligence are your most
important ability scores, so bump those up when you can.

Other Options: Automatic Still Spell proves quite
valuable to the epic bladesinger who can qualify for it. 

Hit Die: d8
Skill Points at Each Additional Level: 2 + Int modifier
Spells: The epic bladesinger’s caster level is equal to

her class level. The epic bladesinger’s number of spells
per day does not increase after 10th level.

Bonus Feats: The epic bladesinger gains a bonus feat
(selected from the list of epic bladesinger feats) every
three levels after 8th.

Epic Bladesinger Bonus Feat List: Automatic Still Spell,
Blinding Speed, Epic Prowess, Epic Spell Focus, Epic
Toughness, Epic Weapon Focus (longsword), Improved
Combat Casting, Improved Combat Reflexes,
Improved Low-Light Vision, Improved Spell Capacity,
Penetrate Damage Reduction, Permanent Emanation,
Superior Initiative.
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BBllaaddeessiinnggeerr
LLeevveell SSppeecciiaall
11 Bonus feat
12 —
13 —
14 Bonus feat
15 —
16 —
17 Bonus feat
18 —
19 —
20 Bonus feat

EPIC BLOODHOUND
From Masters of the Wild
Once an epic bloodhound is on your trail, you might

as well stop running, since nothing on the planet can
keep him from tracking you down.

Legendary Tracker is a no-brainer, but Epic Skill
Focus is another solid choice. Epic Endurance helps
you stay on the trail, and Epic Prowess and Epic
Toughness make sure you’ll be able to handle your
mark when you catch up.

Wisdom and Dexterity are important for a variety of
reasons. Don’t overlook Strength or Constitution,
though.

Other Options: Epic bloodhounds often find them-
selves on the trail of powerful extraplanar creatures, so
Penetrate Damage Reduction can be useful. And if
you’d rather take out your mark from a safe distance,
consider Distant Shot.

Hit Die: d10
Skill Points at Each Additional Level: 6 + Int

modifier
Determination: The epic bloodhound’s insight

bonus to Gather Information, Spot, and Wilderness
Lore checks made to determine the whereabouts of a
mark increases by +1 for each level gained.

Mark: An epic bloodhound may have one additional
mark per two levels gained above 10th (round up).

Bonus Feats: The epic bloodhound gains a bonus feat
(selected from the list of epic bloodhound feats) every
three levels after 10th.

Epic Bloodhound Bonus Feat List: Distant Shot, Epic
Endurance, Epic Prowess, Epic Skill Focus, Epic Speed,
Epic Toughness, Epic Weapon Focus, Fast Healing, Leg-
endary Tracker, Penetrate Damage Reduction, Perfect
Health.

BBllooooddhhoouunndd
LLeevveell SSppeecciiaall
11 Determination
12 Determination, mark
13 Bonus feat, determination
14 Determination, mark
15 Determination
16 Bonus feat, determination, mark
17 Determination
18 Determination, mark
19 Bonus feat, determination
20 Determination, mark

EPIC CAVALIER
From Sword & Fist
The epic cavalier is a rider without peer, a true master

of mounted combat.
Focus on feats that improve your combat prowess,

such as Epic Weapon Focus or Overwhelming Critical.
Armor Skin and Epic Toughness boost your defensive
skills as well. And of course, no self-respecting epic cav-
alier passes up Epic Skill Focus (Ride).

Strength is the most important ability score for most
cavaliers, although Dexterity (as the ability that affects
your Ride skill modifier) is significant as well. It’s hard
to go wrong by adding points to Constitution from
time to time.

Other Options: Command a powerful cohort or a
legion of troops by selecting Epic Leadership or Leg-
endary Commander. If you’re good at mounted archery,
consider some of the archery-based feats, such as Dis-
tant Shot or Swarm of Arrows.

Hit Die: d10
Skill Points at Each Additional Level: 2 + Int mod-

ifier
Tall in the Saddle: The epic cavalier’s bonus to Ride

checks made to negate a hit against his mount
increases by 1 point every odd-numbered level above
10th.

Deadly Charge: The epic cavalier may use this ability
one additional time per day for every two levels above
10th.

Mounted Weapon Bonus: The epic cavalier’s bonus
to attack rolls when using a sword while mounted
increases by 1 every even-numbered level above 10th.
His bonus to attack rolls when using a lance while
mounted increases by 1 every odd-numbered level
above 10th.

Ride Bonus: The epic cavalier’s competence bonus to
Ride checks increases by 2 points every odd-numbered
level above 10th.
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Bonus Feats: The epic cavalier gains a bonus feat
(selected from the list of epic cavalier feats) every four
levels after 10th.

Epic Cavalier Bonus Feat List: Armor Skin, Devastating
Critical (lance or any sword), Epic Leadership, Epic
Prowess, Epic Reputation, Epic Skill Focus (Ride), Epic
Toughness, Epic Weapon Focus, Legendary Comman-
der, Legendary Rider, Overwhelming Critical (lance or
any sword). 

CCaavvaalliieerr
LLeevveell SSppeecciiaall
11 Mounted weapon bonus lance +6, Ride bonus 

+10, tall in the saddle +6
12 Deadly Charge 6/day, mounted weapon bonus 

sword +6
13 Mounted weapon bonus lance +7, Ride bonus 

+12, tall in the saddle +7
14 Deadly Charge 7/day, mounted weapon bonus 

sword +7, bonus feat
15 Mounted weapon bonus lance +8, Ride bonus 

+14, tall in the saddle +8
16 Deadly Charge 8/day, mounted weapon bonus 

sword +8
17 Mounted weapon bonus lance +9, Ride bonus 

+16, tall in the saddle +9
18 Deadly Charge 9/day, mounted weapon bonus 

sword +9, bonus feat
19 Mounted weapon bonus lance +10, Ride bonus 

+18, tall in the saddle +10
20 Deadly Charge 10/day, mounted weapon bonus 

sword +10

EPIC DEEPWOOD SNIPER
From Masters of the Wild
The epic deepwood sniper has but to aim and fire, and

her target’s days are almost certainly over.
Since you’re all about archery, you should focus on

those feats that improve that aptitude, such as Distant
Shot, Epic Weapon Focus, Improved Manyshot, Swarm
of Arrows, and Uncanny Accuracy.

Dexterity is the bread and butter of the epic deep-
wood sniper. Wisdom is an acceptable second choice.

Other Options: For those unpleasant situations
when you find yourself closer to a target than you’d
prefer, pick up Combat Archery. Crossbow wielders
should look to Instant Reload.

Hit Die: d8
Skill Points at Each Additional Level: 4 + Int modi-

fier
Concealment Reduction: An epic deepwood

sniper’s miss chance against opponents with conceal-
ment drops by 10% for every four levels gained after

10th, to a maximum of 50% reduction at 18th level. This
can’t reduce the miss chance to less than 0%.

Consistent Aim: The epic deepwood sniper may use
this ability one additional time per day for every three
levels gained after 9th.

Projectile Improved Critical: The critical damage
multiplier of the epic deepwood sniper’s projectile
weapons increases by 1 for every five levels gained
after 7th.

Bonus Feats: The epic deepwood sniper gains a
bonus feat (selected from the list of epic deepwood
sniper feats) every four levels after 10th.

Epic Deepwood Sniper Bonus Feat List: Combat Archery,
Distant Shot, Epic Prowess, Epic Weapon Focus (any
bow or crossbow), Improved Manyshot, Instant Reload,
Penetrate Damage Reduction, Swarm of Arrows,
Uncanny Accuracy.

DDeeeeppwwoooodd  SSnniippeerr
LLeevveell SSppeecciiaall
11 —
12 Consistent aim 4/day, projectile improved
critical +3
13 —
14 Concealment reduction 40%, bonus feat
15 Consistent aim 5/day
16 —
17 Projectile improved critical +4
18 Consistent aim 6/day, concealment

reduction 50%, bonus feat
19 —
20 —

EPIC DIVINE AGENT
From Manual of the Planes
The epic divine agent may well be her deity’s most

powerful mortal servant.
Since most divine agents are formidable spellcasters,

look to the various feats that improve that ability, such
as Epic Spell Penetration (particularly useful against
the many outsiders you’re likely to face), Improved
Spell Capacity, and Epic Spellcasting. To help ensure
your survival in dire circumstances, pick up Epic
Toughness.

As a divine spellcaster, Wisdom is your most impor-
tant ability score. Charisma is often a good option as
well. Other choices may depend on your career before
becoming a divine agent.

Other Options: Extremely powerful spellcasters can
look to feats such as Automatic Quicken Spell and Inten-
sify Spell. Planar Turning is a great choice for epic divine
agents who began their career as clerics or paladins.
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Hit Die: d8
Skill Points at Each Additional Level: 4 + Int modifier
Spells: The epic divine agent’s caster level increases

by one level for every two levels gained above 10th. The
epic divine agent’s number of spells per day increases
until her caster level reaches 20th.

Godly Gift: Every three levels after 9th, the epic
divine agent gains another godly gift. This is usually the
ability to use a spell from one of the epic divine agent’s
domains (up to 9th level) as a spell-like ability. Alterna-
tively, the epic divine agent may gain one additional
use per day of a godly gift she already possesses.

Bonus Feats: The epic divine agent gains a bonus feat
(selected from the list of epic divine agent feats) every
three levels after 10th.

Epic Divine Agent Bonus Feat List: Automatic Quicken
Spell, Automatic Silent Spell, Automatic Still Spell,
Bonus Domain, Enhance Spell, Epic Spell Focus, Epic
Spell Penetration, Epic Spellcasting, Epic Toughness,
Extended Lifespan, Ignore Material Components,
Improved Alignment-Based Casting, Improved
Combat Casting, Improved Heighten Spell, Improved
Metamagic, Improved Spell Capacity, Intensify Spell,
Multispell, Planar Turning, Permanent Emanation,
Spell Stowaway, Spell Opportunity, Spontaneous
Domain Access, Spontaneous Spell, Tenacious Magic.

DDiivviinnee  AAggeenntt
LLeevveell SSppeecciiaall
11 —
12 Godly gift
13 Bonus feat
14 —
15 Godly gift
16 Bonus feat
17 —
18 Godly gift
19 Bonus feat
20 —

EPIC DRAGON DISCIPLE
From Tome and Blood
The rare dragon disciple who continues his progress

beyond apotheosis finds even greater draconic power
awaiting him.

Mimic your draconic ancestor with feats such as
Armor Skin, Damage Reduction, Epic Toughness, and
Extended Lifespan. Epic Prowess and Perfect Multi-
weapon Fighting boost your combat abilities. 

Improve your Strength and Charisma above all other
ability scores. 

Other Options: To become as legendary as the most
powerful dragons themselves, select feats such as Epic
Reputation and Epic Leadership.

Hit Die: d10
Skill Points at Each Additional Level: 2 + Int modi-

fier
Spells: The epic dragon disciple does not gain any

bonus spells after 9th level.
Natural Armor: The epic dragon disciple’s natural

armor bonus increases by 1 point for every three levels
after 10th.

Breath Weapon: For every three levels after 10th,
the epic dragon disciple’s breath weapon deals an
additional two dice of damage (if his breath weapon
inflicts six dice at 10th level) or an additional one die
of damage (if his breath weapon inflicts three dice at
10th level). Any additional dice are of the same type
(d4, d6, d8, or d10) as his breath weapon normally
inflicts.

Bonus Feats: The epic dragon disciple gains a bonus
feat (selected from the list of epic dragon disciple feats)
every four levels after 10th.

Epic Dragon Disciple Bonus Feat List: Armor Skin,
Damage Reduction, Epic Leadership, Epic Prowess,
Epic Reputation, Epic Toughness, Extended Lifespan,
Improved Combat Casting, Improved Darkvision,
Improved Low-Light Vision, Improved Spell Capacity,
Perfect Multiweapon Fighting.

DDrraaggoonn  DDiisscciippllee
LLeevveell SSppeecciiaall
11 —
12 —
13 Increased breath weapon, +5 natural armor
14 Bonus feat
15 —
16 Increased breath weapon, +6 natural armor
17 —
18 Bonus feat
19 Increased breath weapon, +7 natural armor
20 —

EPIC DUELIST
From Sword and Fist
The epic duelist darts and weaves in combat, rely-

ing on his extraordinary agility and cunning to win
the day.

Combat-related feats should occupy most of your
bonus slots. Look to Epic Weapon Focus, Epic Prowess,
and Superior Initiative to gain the upper hand. Of
course, no duelist is complete without widespread



7

recognition, and Epic Reputation does the trick well.
The epic duelist’s most important ability score is Dex-

terity. Intelligence bumps help increase your canny
defense. Strength isn’t as significant for most duelists,
since they tend to favor finesse weapons. A duelist who
relies on interaction skills should consider increasing
Charisma from time to time.

Other Options: Epic duelists favoring two-weapon
combat should look to Perfect Two-Weapon Fighting
and Two-Weapon Rend for a boost. To really show off
against lesser mortals, pick up Exceptional Deflection
or Infinite Deflection and watch the enemy archers
gasp in awe.

Hit Die: d10
Skill Points at Each Additional Level: 4 + Int modi-

fier
Precise Strike: Every four levels above 10th, the extra

damage inflicted by the epic duelist’s precise strike
increases by +1d6.

Bonus Feats: The epic duelist gains a bonus feat
(selected from the list of epic duelist feats) every three
levels after 10th.

Epic Duelist Bonus Feat List: Blinding Speed, Epic
Prowess, Epic Reputation, Epic Skill Focus, Epic Speed,
Epic Weapon Focus (rapier), Exceptional Deflection*,
Improved Combat Reflexes, Improved Whirlwind
Attack, Infinite Deflection*, Perfect Two-Weapon
Fighting, Superior Initiative, Two-Weapon Rend.

*The epic duelist need not have Improved Unarmed
Strike to qualify for these feats.

DDuueelliisstt
LLeevveell SSppeecciiaall
11 —
12 —
13 Bonus feat
14 Precise strike +4d6
15 —
16 Bonus feat
17 —
18 Precise strike +5d6
19 Bonus feat
20 —

EPIC DUNGEON DELVER
From Song and Silence
If you plan on venturing into trap-infested dungeon

complexes, there’s no one better to take along than the
epic dungeon delver.

The epic dungeon delver appreciates the value of feats
that keep her safe from harm, such as Epic Dodge and

Trap Sense. You can’t go wrong with Epic Skill Focus or
Legendary Climber.

Dexterity and Intelligence help most of your impor-
tant skills. Depending on your other aptitudes,
Strength, Constitution, and Wisdom are all reasonable
choices as well.

Other Options: Epic dungeon delvers who face
combat frequently should consider Superior Initiative
or Fast Healing.

Hit Die: d6
Skill Points at Each Additional Level: 8 + Int modifier
Danger Sense (Ex): The epic dungeon delver ’s

insight bonus on Reflex saves to avoid traps, dodge
bonus to Armor Class against attacks by traps, and
insight bonus on Spot checks made to spot creatures at
the beginning of an encounter increase by +2 every five
levels gained above 6th.

Blindsight: The epic dungeon delver’s blindsight
range improves by 20 feet for every six levels gained
above 8th.

Treasure Sense: The range of an epic dungeon
delver’s treasure sense increases by 200 feet for every
level gained above 10th.

Bonus Feats: The epic dungeon delver gains a bonus
feat (selected from the list of epic dungeon delver feats)
every three levels after 10th.

Epic Dungeon Delver Bonus Feat List: Blinding Speed,
Epic Dodge, Epic Skill Focus, Epic Speed, Fast Healing,
Improved Darkvision, Legendary Climber, Superior
Initiative, Trap Sense.

DDuunnggeeoonn  DDeellvveerr
LLeevveell SSppeecciiaall
11 Danger sense +6/+8, treasure sense
12 Treasure sense
13 Bonus feat, treasure sense
14 Blindsight (60 ft.) , treasure sense
15 Treasure sense
16 Danger sense +8/+10, bonus feat, treasure sense
17 Treasure sense
18 Treasure sense
19 Bonus feat, treasure sense
20 Blindsight (80 ft.) , treasure sense

EPIC ELEMENTAL
SAVANT

From Tome and Blood
The epic elemental savant’s quest for power need not

end with her transformation into elemental form—
instead, she can continue and discover even greater
mysteries.



8

Spellcasting is your forte, so look to feats that increase
that aptitude, such as Epic Spell Focus, Epic Spellcast-
ing, and Improved Spell Capacity. Armor Skin and
Damage Reduction boost your defensive prowess.

Focus on improving the ability score (Charisma, Intel-
ligence, or Wisdom) that affects your spellcasting.

Other Options: Clerics following this path should
consider Planar Turning, since they’re likely to
encounter many hostile extraplanar creatures.

Hit Die: d4
Skill Points at Each Additional Level: 2 + Int modi-

fier
Spells: The epic elemental savant’s caster level

increases by one per level gained above 10th, except for
any level that ends in 0 (such as 20th or 30th). The epic
elemental savant’s number of spells per day increases
until her caster level reaches 20th.

Elemental Focus: The save DC for any spell using
the epic elemental savant’s chosen type of energy
increases by +1 for every three levels after 8th.

Elemental Penetration: The competence modifier to
caster level checks made by the epic elemental savant
when casting a spell using her chosen type of energy
increases by +1 for every three levels after 9th.

Bonus Feats: The epic elemental savant gains a bonus
feat (selected from the list of epic elemental savant
feats) every three levels after 10th.

Epic Elemental Savant Bonus Feat List: Armor Skin,
Damage Reduction, Epic Spell Focus, Epic Spellcasting,
Extended Lifespan, Improved Combat Casting,
Improved Spell Capacity, Planar Turning, Spell Knowl-
edge, Spell Stowaway, Spontaneous Spell.

EElleemmeennttaall  SSaavvaanntt
LLeevveell SSppeecciiaall
11 Elemental focus +4
12 Elemental penetration +4
13 Bonus feat
14 Elemental focus +5
15 Elemental penetration +5
16 Bonus feat
17 Elemental focus +6
18 Elemental penetration +6
19 Bonus feat
20 Elemental focus +7

EPIC FRENZIED
BERSERKER

From Masters of the Wild
Few mortal beings can surpass the destructive capabil-

ities of the epic frenzied berserker.

Feats that augment your frenzy ability are obvious
choices, but don’t overlook more utilitarian options
such as Epic Prowess and Fast Healing.

Your Strength and Constitution scores should benefit
from ability boosts most often. Dexterity is a good third
option.

Other Options: Those few frenzied berserkers who
care about boosting their defenses can pick up Damage
Reduction or Epic Toughness.

Hit Die: d12
Skill Points at Each Additional Level: 2 + Int modi-

fier
Frenzy: The epic frenzied berserker may enter a

frenzy one additional time per day for every two levels
gained after 9th. In addition, at the DM’s option, any
epic feat that affects rage (such as Chaotic Rage) has the
same effect on the frenzied berserker’s frenzy ability.

Inspire Frenzy: The epic frenzied berserker may use
this ability one additional time per day for every two
levels gained after 10th.

Bonus Feats: The epic frenzied berserker gains a
bonus feat (selected from the list of epic frenzied
berserker feats) every three levels after 10th.

Epic Frenzied Berserker Bonus Feat List: Chaotic Rage,
Damage Reduction, Devastating Critical, Epic Prowess,
Epic Toughness, Fast Healing, Overwhelming Critical,
Penetrate Damage Reduction, Ruinous Rage, Terrifying
Rage, Thundering Rage.

FFrreennzziieedd  BBeerrsseerrkkeerr
LLeevveell SSppeecciiaall
11 Frenzy 6/day
12 Inspire frenzy 4/day
13 Frenzy 7/day, bonus feat
14 Inspire frenzy 5/day
15 Frenzy 8/day
16 Inspire frenzy 6/day, bonus feat
17 Frenzy 9/day
18 Inspire frenzy 7/day
19 Frenzy 10/day, bonus feat
20 Inspire frenzy 8/day

EPIC GATECRASHER
From Manual of the Planes
The epic gatecrasher is, quite honestly, a headache of

cosmic proportions to those who seek to maintain
order on the planes.

Since the epic gatecrasher can’t help but get into
trouble, he should look for feats useful in such situa-
tions, including Blinding Speed, Epic Toughness, and
Superior Initiative. Energy Resistance, Epic Spell Pene-
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tration, and Penetrate Damage Reduction help him deal
with the denizens of the planes he visits.

Intelligence, Charisma, and Dexterity all help the epic
gatecrasher keep his wits about him and his feet under
him.

Other Options: Few gatecrashers would mind
having an Epic Reputation, and once you’ve established
that why not stick around with Extended Lifespan?

Hit Die: d6
Skill Points at Each Additional Level: 8 + Int modi-

fier
Analyze Portal (Sp): The epic gatecrasher gains one

additional daily use of this ability per level gained
above 10th.

Bonus Language: The epic gatecrasher gains a free
language every three levels after 10th, chosen from
those commonly spoken on other planes.

Bonus Feats: The epic gatecrasher gains a bonus feat
(selected from the list of epic gatecrasher feats) every
two levels after 10th.

Epic Gatecrasher Bonus Feat List: Blinding Speed,
Damage Reduction, Energy Resistance, Epic Reputa-
tion, Epic Skill Focus, Epic Spell Penetration, Epic
Toughness, Extended Lifespan, Penetrate Damage
Reduction, Polyglot, Superior Initiative.

GGaatteeccrraasshheerr
LLeevveell SSppeecciiaall
11 Analyze portal
12 Bonus feat, analyze portal
13 Bonus language, analyze portal
14 Bonus feat, analyze portal
15 Analyze portal
16 Bonus language, bonus feat, analyze por-
tal
17 Analyze portal
18 Bonus feat, analyze portal
19 Bonus language, analyze portal
20 Bonus feat, analyze portal

EPIC HOLY LIBERATOR
From Defenders of the Faith
The epic holy liberator is an enduring symbol of lib-

erty and freedom from tyranny.
You can boost your offensive power with Epic

Prowess, Overwhelming Critical, and similar feats, but
don’t overlook defensive boosts such as Armor Skin
and Epic Toughness. Great Smiting and Holy Strike
provide extra oomph for your smite evil ability.

Charisma, Strength, and Wisdom are all critical for
your success.

Other Options: Epic holy liberators who like to turn
undead may want to select Planar Turning or Positive
Energy Aura. With Epic Leadership, you can obtain the
service of a powerful ally to your cause.

Hit Die: d10
Skill Points at Each Additional Level: 2 + Int modi-

fier
Spells: The epic holy liberator’s caster level is equal to

his class level. The epic holy liberator ’s number of
spells per day does not increase after 10th level.

Smite Evil (Su): The bonus damage inflicted by an
epic holy liberator’s smite evil attack increases by 1
point per level gained.

Turn Undead (Su): The epic holy liberator turns
undead as a cleric of two levels lower, as normal.

Celestial Companion: The epic holy liberator’s celes-
tial companion continues to increase in power. Every
five levels after 10th, the celestial companion gains +2
bonus HD, its natural armor increases by +2, its
Strength adjustment increases by +1, and its Intelli-
gence increases by +1. The celestial companion’s spell
resistance equals the holy liberator’s character level.

Bonus Feats: The epic holy liberator gains a bonus
feat (selected from the list of epic holy liberator feats)
every three levels after 10th.

Epic Holy Liberator Bonus Feat List: Armor Skin, Devas-
tating Critical, Epic Leadership, Epic Prowess, Epic Rep-
utation, Epic Toughness, Epic Weapon Focus, Great
Smiting, Holy Strike, Improved Combat Casting,
Improved Spell Capacity, Legendary Rider, Overwhelm-
ing Critical, Permanent Emanation, Planar Turning, Pos-
itive Energy Aura, Spectral Strike, Spontaneous Spell.

HHoollyy  LLiibbeerraattoorr
LLeevveell SSppeecciiaall
11 Smite evil
12 Smite evil
13 Bonus feat, smite evil
14 Smite evil
15 Smite evil, celestial companion
16 Bonus feat, smite evil
17 Smite evil
18 Smite evil
19 Bonus feat, smite evil
20 Smite evil, celestial companion

EPIC HOSPITALER
From Defenders of the Faith
The epic hospitaler lives only to protect those of his

faith, wherever in the world they might be.
In many cases, the epic hospitaler’s sword and shield
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are all that stand between her charges and the forces of
evil. Epic Prowess, Armor Skin, Epic Toughness, Epic
Weapon Focus, and Overwhelming Critical are all
useful to you. Epic Reputation helps you get off on the
right foot no matter what far-off land you visit.

The epic hospitaler depends on her Charisma and
Strength above all else.

Other Options: Those epic hospitalers who find
themselves facing undead with frequency should look
to Positive Energy Aura or Spectral Strike. By selecting
Epic Leadership, you can ensure that your quest won’t
be a solitary one.

Hit Die: d8
Skill Points at Each Additional Level: 2 + Int modifier
Spells: The epic hospitaler’s caster level increases by

one per level gained above 10th. The epic hospitaler’s
number of spells per day increases until her caster level
reaches 20th.

Lay on Hands: The amount of damage an epic hospi-
taler can cure by touch continues to increase as her
level increases.

Turn Undead: The epic hospitaler turns undead as a
cleric of two levels lower, as normal.

Bonus Feats: The epic hospitaler gains a bonus feat
(selected from the list of epic hospitaler feats) every
two levels after 10th.

Epic Hospitaler Bonus Feat List: Armor Skin, Devastating
Critical, Epic Leadership, Epic Prowess, Epic Reputa-
tion, Epic Toughness, Epic Weapon Focus, Improved
Combat Casting, Improved Spell Capacity, Overwhelm-
ing Critical, Perfect Health, Permanent Emanation,
Planar Turning, Positive Energy Aura, Spectral Strike,
Spontaneous Spell.

HHoossppiittaalleerr
LLeevveell SSppeecciiaall
11 —
12 Bonus feat
13 —
14 Bonus feat
15 —
16 Bonus feat
17 —
18 Bonus feat
19 —
20 Bonus feat

EPIC MASTER SAMURAI
From Sword and Fist
At rest, the epic master samurai is the calm within the

storm. But in battle, he becomes the storm itself.
The epic master samurai should balance pure power—

symbolized by such feats as Epic Weapon Focus and
Overwhelming Critical—with cunning, using such

choices as Blinding Speed and Superior Initiative.
The epic master samurai values Strength above all, but

Dexterity and Charisma are also important.
Other Options: To build an army, the epic master

samurai is likely to need Epic Leadership and Legendary
Commander. Taking Epic Reputation can’t hurt, either.

Hit Die: d12
Skill Points at Each Additional Level: 2 + Int modifier
Ki Strength: The epic master samurai may use this

ability one additional time per day for every two levels
gained above 9th.

Ki Attack: The epic master samurai may use this abil-
ity one additional time per day for every two levels
gained above 10th.

Bonus Feats: The epic master samurai gains a bonus
feat (selected from the list of epic master samurai feats)
every three levels after 10th.

Epic Master Samurai Bonus Feat List: Armor Skin, Blind-
ing Speed, Devastating Critical, Epic Leadership, Epic
Prowess, Epic Reputation, Epic Toughness, Epic
Weapon Focus (bastard sword), Legendary Comman-
der, Overwhelming Critical, Superior Initiative.

MMaasstteerr  SSaammuurraaii
LLeevveell SSppeecciiaall
11 Ki strength 4/day
12 Ki attack 4/day
13 Ki strength 5/day, bonus feat
14 Ki attack 5/day
15 Ki strength 6/day
16 Ki attack 6/day, bonus feat
17 Ki strength 7/day
18 Ki attack 7/day
19 Ki strength 8/day, bonus feat
20 Ki attack 8/day

EPIC PLANAR
CHAMPION

From Manual of the Planes
The epic planar champion’s victories don’t just span

worlds, they span entire universes.
A smart epic planar champion balances offense with

defense, alternating choices such as Epic Weapon
Focus, Epic Prowess, and Penetrate Damage Reduction
with Armor Skin, Damage Reduction, and Energy
Resistance. Of course, it’s a poor epic planar champion
who doesn’t take the time along the way to build an
Epic Reputation for herself.

Depending on the epic planar champion’s combat
style, either Strength or Dexterity should be her first
choice for ability increases. Her specific background
may dictate other options as well.

Other Options: Once the epic planar champion has
carved out her domain, Legendary Commander helps
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attract an appropriate army and Epic Leadership
ensures she’ll have a powerful lieutenant at her side.
Epic Spell Penetration or Planar Turning might also be
good choices, if she has the right background.

Hit Die: d10
Skill Points at Each Additional Level: 4 + Int modifier
Favored Plane: The epic planar champion may select

one additional favored plane for every five levels
gained above 10th. Bonuses for previous favored planes
increase by +1.

Bonus Feats: The epic planar champion gains a
bonus feat (selected from the list of epic planar cham-
pion feats) every three levels after 10th.

Epic Planar Champion Bonus Feat List: Armor Skin,
Damage Reduction, Energy Resistance, Epic Leader-
ship, Epic Prowess, Epic Reputation, Epic Spell Penetra-
tion, Epic Toughness, Epic Weapon Focus, Epic
Weapon Specialization, Extended Lifespan, Improved
Favored Enemy*, Legendary Commander, Penetrate
Damage Reduction, Perfect Health, Planar Turning.

*May instead apply to natives of one of the epic planar
champion’s favored planes.

PPllaannaarr  CChhaammppiioonn
LLeevveell SSppeecciiaall
11 —
12 —
13 Bonus feat
14 —
15 Favored plane
16 Bonus feat
17 —
18 —
19 Bonus feat
20 Favored plane

EPIC PLANESHIFTER
From Manual of the Planes
If the epic planeshifter hasn’t visited it, it’s probably

not worth calling a plane.
The epic planeshifter is best off picking feats that

boost his spellcasting prowess, such as Enhance Spell,
Epic Spell Focus, and Epic Spellcasting. Energy Resis-
tance and Epic Spell Penetration helps him deal with
the inhabitants and hazards of the planes he visits.

Focus on improving the ability score (Intelligence or
Charisma) that affects your arcane spellcasting ability.
Anything else is a distant second.

Other Options: Extended Lifespan lets the epic
planeshifter enjoy his demiplane for even longer than
normal.

Hit Die: d4
Skill Points at Each Additional Level: 4 + Int modifier
Spells: The epic planeshifter’s caster level increases by

one level every time he gains a class level ending in 2, 3,
4, 6, 7, 8, and 0. The epic planeshifter’s number of spells
per day increases until his caster level reaches 20th.

Analyze Portal (Sp): The epic planeshifter gains one
additional daily use of this ability per level gained
above 10th.

Morphic Stability (Ex): The range of this ability
increases by 30 feet per level gained above 10th.

Grant Planar Survival (Su): The epic planeshifter
can extend his planar survival ability to one additional
person per level gained above 10th.

Planar Area Swap (Sp): The radius of this effect
increases by 100 feet per level gained above 10th.

Bonus Feats: The epic planeshifter gains a bonus feat
(selected from the list of epic planeshifter feats) every
three levels after 10th.

Epic Planeshifter Bonus Feat List: Automatic Quicken Spell,
Automatic Silent Spell, Automatic Still Spell, Craft Epic
Wondrous Item, Efficient Item Creation (wondrous item),
Energy Resistance, Enhance Spell, Epic Spell Focus, Epic
Spell Penetration, Epic Spellcasting, Extended Lifespan,
Ignore Material Components, Improved Combat Casting,
Improved Heighten Spell, Improved Metamagic,
Improved Spell Capacity, Multispell, Permanent Emana-
tion, Spell Knowledge, Spell Stowaway, Spell Opportu-
nity, Spontaneous Spell, Tenacious Magic.

PPllaanneesshhiifftteerr
LLeevveell SSppeecciiaall
11 Analyze portal, morphic stability, grant planar

survival, planar area swap
12 Analyze portal, morphic stability, grant planar 

survival, planar area swap
13 Bonus feat, analyze portal, morphic stability, 

grant planar survival, planar area swap
14 Analyze portal, morphic stability, grant planar 

survival, planar area swap
15 Analyze portal, morphic stability, grant planar 

survival, planar area swap
16 Bonus feat, analyze portal, morphic stability, 

grant planar survival, planar area swap
17 Analyze portal, morphic stability, grant planar 

survival, planar area swap
18 Analyze portal, morphic stability, grant planar 

survival, planar area swap
19 Bonus feat, analyze portal, morphic stability, 

grant planar survival, planar area swap
20 Analyze portal, morphic stability, grant planar 

survival, planar area swap

EPIC NINJA OF THE
CRESCENT MOON 

From Sword and Fist
The epic ninja becomes like a living shadow, flitting

between pools of darkness without leaving a trace—
except her victim.
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While combat feats such as Epic Prowess and
Improved Sneak Attack are quite useful to the epic
ninja, it’s often better to bypass combat altogether. Epic
Skill Focus, Legendary Climber, and Self-Concealment
can mean the difference between success or failure on
the hardest missions.

Dexterity is the epic ninja’s best friend. Charisma
helps her kuji-kiri ability, and Wisdom is good for help-
ing her pick out hidden enemies.

Other Options: If you routinely face bow-wielding
guards, pick up Infinite Deflection or Reflect Arrows. If
you can meet the prerequisites—usually by picking up
at least 10 levels of rogue—think hard about Lingering
Damage or Sneak Attack of Opportunity.

Hit Die: d8
Skill Points at Each Additional Level: 4 + Int modifier
Sneak Attack (Ex): The epic ninja’s sneak attack

damage increases by +1d6 every odd-numbered level
above 10th.

AC Bonus: The epic ninja’s Armor Class bonus
increases by +1 for every five levels gained above 9th.

Spell-Like Abilities: The epic ninja can use kuji-kiri and
invisibility one additional time per day per level gained
above 10th. The duration of the epic ninja’s gaseous form
increases by 1 round per level gained above 10th.

Bonus Feats: The epic Ninja of the Crescent Moon
gains a bonus feat (selected from the list of epic Ninja of
the Crescent Moon feats) every three levels after 10th.

Epic Ninja of the Crescent Moon Bonus Feat List: Blinding
Speed, Epic Dodge, Epic Prowess, Epic Skill Focus, Epic
Speed, Exceptional Deflection, Improved Combat
Reflexes, Improved Sneak Attack, Infinite Deflection,
Legendary Climber, Lingering Damage, Reflect Arrows,
Self-Concealment, Sneak Attack of Opportunity.

NNiinnjjaa  ooff  tthhee  CCrreesscceenntt  MMoooonn
LLeevveell SSppeecciiaall
11 Sneak attack +6d6
12 —
13 Sneak attack +7d6, bonus feat
14 AC bonus +3
15 Sneak attack +8d6
16 Bonus feat
17 Sneak attack +9d6
18 —
19 Sneak attack +10d6, AC bonus +4, bonus feat
20 —

EPIC SPYMASTER
From Song and Silence
The epic spymaster would be legendary for her ability

to assume alternate identities—that is, if anyone knew
who she was.

Epic Skill Focus and Polyglot can help you maintain
cover identities. Dexterous Fortitude and Dexterous

Mind are great at helping you avoid dangerous spell
effects. And for combat situations, there’s no denying the
value of Improved Sneak Attack or Superior Initiative.

The epic spymaster should keep three abilities in
mind when selecting her ability increases: Charisma,
Charisma, and Charisma. Barring that choice, think
about Wisdom, Intelligence, or Dexterity.

Other Options: If you can qualify, consider Linger-
ing Damage or Sneak Attack of Opportunity.

Hit Die: d8
Skill Points at Each Additional Level: 8 + Int modifier
Cover Identity (Ex): An epic spymaster can maintain

one additional cover identity for every three levels
gained above 10th.

Sneak Attack: The epic spymaster ’s sneak attack
damage increases by +1d6 every odd-numbered level
above 10th.

Required Ranks: At every spymaster level, the epic
spymaster must spend at least 2 skill points on a Craft,
Profession, or Knowledge skill relating to one of her
chosen cover identities.

Bonus Feats: The epic spymaster gains a bonus feat
(selected from the list of epic spymaster feats) every
three levels after 10th.

Epic Spymaster Bonus Feat List: Dexterous Fortitude,
Dexterous Mind, Epic Skill Focus, Improved Sneak
Attack, Lingering Damage, Polyglot, Sneak Attack of
Opportunity, Superior Initiative.

SSppyymmaasstteerr
LLeevveell SSppeecciiaall
11 Sneak attack +6d6, required ranks
12 Required ranks
13 Sneak attack +7d6, required ranks, bonus 

feat, cover identity
14 Required ranks
15 Sneak attack +8d6, required ranks
16 Required ranks, bonus feat, cover identity
17 Sneak attack +9d6, required ranks
18 Required ranks
19 Sneak attack +10d6, required ranks, bonus

feat, cover identity
20 Required ranks

EPIC TEMPLAR
From Defenders of the Faith
The epic templar is a mighty chosen protector of her

deity’s holy grounds.
You live and die with your combat capabilities, so

focus on feats such as Epic Prowess, Armor Skin, and
Damage Reduction. Epic Weapon Focus and Epic
Weapon Specialization demonstrate your devotion to
your deity’s chosen weapon. Great Smiting and Pene-
trate Damage Reduction help even the odds against
powerful enemies.
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Your Strength and Constitution keep you alive, so
boost them whenever you can.

Other Options: Templars who favor spellcasting
should look to Improved Combat Casting or Improved
Spell Capacity.

Hit Die: d10
Skill Points at Each Additional Level: 2 + Int modifier
Spells: The epic templar’s caster level is equal to her

class level. The epic templar’s number of spells per day
does not increase after 10th level.

Smite: The epic templar may use her smite ability one
additional time per day for every five levels gained
above 7th. The bonus damage is equal to her class level.

Damage Reduction: The epic templar ’s damage
reduction increases by 1 point for every three levels
above 9th.

Bonus Feats: The epic templar gains a bonus feat
(selected from the list of epic templar feats) every four
levels after 8th.

Epic Templar Bonus Feat List: Armor Skin, Damage
Reduction, Devastating Critical, Energy Resistance,
Epic Endurance, Epic Prowess, Epic Weapon Focus
(deity’s favored weapon), Epic Weapon Specialization
(deity’s favored weapon), Great Smiting, Improved
Combat Casting, Improved Spell Capacity, Overwhelm-
ing Critical, Penetrate Damage Reduction.

TTeemmppllaarr
LLeevveell SSppeecciiaall
11 —
12 Smite 3/day, DR 4/–, bonus feat
13 —
14 —
15 DR 5/–
16 Bonus feat
17 Smite 4/day
18 DR 6/–
19 —
20 Bonus feat

EPIC TEMPLE RAIDER OF
OLIDAMMARA

From Song and Silence
The epic temple raider doesn’t just swipe religious icons

from shrines or wandering pilgrims—he’s planning how
to nick Boccob’s own staff right out of his study!

Epic Skill Focus helps you get the job done like no
other feat. Trap Sense and Epic Speed help you avoid or
outrun danger. And for those times when you just can’t
avoid combat, try Improved Sneak Attack or Improved
Combat Casting.

Improving your Dexterity and Intelligence help out

your most important skills, while an increased Wisdom
boosts your spellcasting prowess.

Other Options: If you meet the prerequisites, consider
picking up Lingering Damage or Sneak Attack of Oppor-
tunity. Those epic temple raiders who focus on spellcast-
ing should think about Improved Spell Capacity. 

Hit Die: d6
Skill Points at Each Additional Level: 4 + Int modi-

fier
Spells: The epic temple raider’s caster level is equal to

his class level. The epic temple raider’s number of spells
per day does not increase after 10th level.

Sneak Attack: The epic temple raider’s sneak attack
damage increases by +1d6 every three levels above 8th.

Save Bonus: The epic temple raider’s luck bonus to
saving throws increases by 1 point for every three
levels above 10th.

Bonus Feats: The epic temple raider of Olidammara
gains a bonus feat (selected from the list of epic temple
raider feats) every three levels after 10th.

Epic Temple Raider Bonus Feat List: Blinding Speed, Epic
Skill Focus, Epic Speed, Improved Combat Casting,
Improved Sneak Attack, Improved Spell Capacity, Lin-
gering Damage, Sneak Attack of Opportunity, Trap
Sense.

TTeemmppllee  RRaaiiddeerr  ooff  OOlliiddaammmmaarraa
LLeevveell SSppeecciiaall
11 Sneak attack +4d6
12 —
13 Save bonus +4, bonus feat
14 Sneak attack +5d6
15 —
16 Save bonus +5, bonus feat
17 Sneak attack +6d6
18 —
19 Save bonus +6, bonus feat
20 Sneak attack +7d6

EPIC THIEF-ACROBAT
From Song and Silence
Quite simply, the epic thief-acrobat can often get into

(and out of ) places no one else could even dream of
entering.

Legendary Climber, Legendary Leaper, and Epic Skill
Focus are key for boosting your primary areas of spe-
cialization. Blinding Speed, Improved Sneak Attack,
and Superior Initiative are great to have when you must
fight past an obstacle.

The epic thief-acrobat should boost her Strength and
Dexterity whenever possible.
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Other Options: For even greater stealth, look to Self-
Concealment. Those thief-acrobats who can qualify
often enjoy Sneak Attack of Opportunity.

Hit Die: d6
Skill Points at Each Additional Level: 6 + Int modifier
Slow Fall: The falling distance that an epic thief-acro-

bat can ignore increases by 10 feet for every three levels
gained after 9th.

Sneak Attack: The epic thief-acrobat’s sneak attack
damage increases by +1d6 for every five levels above 9th.

Bonus Feats: The epic thief-acrobat gains a bonus
feat (selected from the list of epic thief-acrobat feats)
every two levels after 10th.

Epic Thief-Acrobat Bonus Feat List: Blinding Speed, Epic
Dodge, Epic Skill Focus, Epic Speed, Improved Combat
Reflexes, Improved Sneak Attack, Legendary Climber,
Legendary Leaper, Self-Concealment, Sneak Attack of
Opportunity, Superior Initiative.

TThhiieeff--AAccrroobbaatt
LLeevveell SSppeecciiaall
11 —
12 Slow fall (50 ft.), bonus feat
13 —
14 Sneak attack +3d6, bonus feat
15 Slow fall (60 ft.)
16 Bonus feat
17 —
18 Slow fall (70 ft.), bonus feat
19 Sneak attack +4d6
20 Bonus feat

EPIC WARPRIEST
From Defenders of the Faith
The epic warpriest lives for the sound of battle, often

commanding armies that stretch to the horizon and
beyond.

For building and keeping an army, you can’t beat Epic
Leadership, Epic Reputation, and Legendary Comman-
der. Armor Skin and Epic Toughness keep you alive and
well in the most chaotic of battles. Feats such as Bonus
Domain, Improved Spell Capacity, and Spontaneous
Domain Access boost your spellcasting powers.

Your spellcasting depends on Wisdom, but you
shouldn’t neglect your Charisma. Strength and Consti-
tution make reasonable options for ability boosts as
well.

Other Options: Evil warpriests should consider Neg-
ative Energy Burst, Undead Mastery, and Zone of Ani-
mation to build and support armies of undead minions.

Hit Die: d8

Skill Points at Each Additional Level: 2 + Int modi-
fier

Spells: The epic warpriest’s caster level increases by
one level for every two levels gained above 10th. The
epic warpriest’s number of spells per day increases until
his caster level reaches 20th.

Turn or Rebuke Undead: Levels of warpriest count
toward cleric or paladin levels when turning or rebuk-
ing undead.

Rally: The morale bonus this ability grants to the epic
warpriest’s allies increases by 1 point per level gained
above 10th.

Inflame: The morale bonus this ability grants
increases by +2 at each even-numbered level above
10th. The effect’s duration increases by one minute per
level gained.

Fear Aura: The DC to resist this ability increases by 1
point every two levels gained above 10th (rather than
by 1 point every level). The epic warpriest may use this
ability one additional time per day for every three
levels gained after 9th.

Bonus Feats: The epic warpriest gains a bonus feat
(selected from the list of epic warpriest feats) every
four levels after 10th.

Epic Warpriest Bonus Feat List: Armor Skin, Bonus
Domain, Epic Leadership, Epic Reputation, Epic Spell
Focus, Epic Spell Penetration, Epic Toughness,
Improved Combat Casting, Improved Spell Capacity,
Negative Energy Burst, Permanent Emanation, Planar
Turning, Positive Energy Aura, Spectral Strike, Sponta-
neous Domain Access, Undead Mastery, Zone of Ani-
mation.

WWaarrpprriieesstt
LLeevveell SSppeecciiaall
11 Rally
12 Fear aura (3/day), rally, inflame
13 Rally
14 Bonus feat, rally, inflame
15 Fear aura (4/day)
16 Inflame, rally 
17 Rally
18 Fear aura (5/day), bonus feat, rally, inflame
19 Rally
20 Inflame, rally
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