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rely on their virtue and courage 1o sustain the
opponents, Fighters masteranarray of special maneuver
attacks to overcome the monsters and villains they encounter.
But the highest of a warrior'sarts is the Sublime Way—the secret
lore that teaches a fighring character how to
strength, training, and discipline into rthe
The Sublime Way is not magical—atlea
sense, It is a fighting system that harnesses
pline and determina through knowledg
study. A master of the Sublime Way can perform mar

praciice

exploits that are nearly superhuman—and, in fact, some
them actually rranscend the natural.

Like fighters, students of the Sublime W
of special maneuvers and strikes to defeat th



2 highter’s list of feats represents various combat techniques that
he can use for attack or defense, the maneuvers of a Sublime
Way master represent small moments of clarity, sel fknowledge,

- piety, or perfection. A fighter uses Power Attack to strike harder,

but a student of the Sublime Way who wants to accomplish the

same goal performs a very specific mental and physical exercise
that results in a mighty blow—if it is executed just right.

Some believe thata practitioner of the Sublime Way creates

the power for his maneuvers by invoking a cosmic principle

of perfection. This theory holds that if the student movesina

~precise pattern while calling to mind the very specific mental

. imagesoranalogies corresponding to that maneuver, he forges

. abrief connection with a source of power that lends strength

- and precision to his strike, Others believe that followers of the

~Sublime Way draw the necessary power from their own souils

by harnessing ki—the energy of life. But whatever the rruth
of the matter, the results are spectacular. Few can match the
 agility, strength, and skill of a master of the Sublime Way.

AT YOU NEED TO PLAY
You need the three D&D core rulebooks—Player’s Handbook
(PH); Dungeon Master's Guide (DMG), and Monster Manual
(MM)—ito make the best use of Tome of Battle: The Book of
. Nine Swords. This book occasionally mentions material from a
. few D&D supplements, such as Monsier Manual 111, Complete
Adventurer,and Complete Warrior, but none of these supple-
" ments are necessary to get the most out of Tome of Battle.

| A QUICK PRIMER

. ____TO THE SUBLIME WAY
Tome of Battle- The Book of Nine Swords describes a system of special
combat “spells” known as the Sublime Way, the Nine Disciplines,
or blade magic. Here are some of the salient terms and facts you
will need to be familiar with as you peruse this book.

Martial Adept: A character with one or more levels in
the crusader, swordsage, or warblade class is known as a
martial adept.

Maneuver: A maneuver is a specific, one-shot effect thata
martial adept initiates. In this way, a maneuver is functionally
similar to a spell. However, a martial adepr usually doesn't

* use up or expend maneuvers during the course of a day of
adventuring the way a spellcaster does. He begins each new
= encounter with all the maneuvers he readied for the day avail-
able to him. When a martial adept initiates a maneuver, it is
) temporarily expended until he chooses to perform a special
action required to recover his expended maneuvers. The type

. of action necessary varies for each martial adept class.

The three basic rypes of maneuvers are boosts, counters,
and serikes. In addition, martial adepts can learn special
abilities known as stances (which are described later in
this introduction).

Boost: A boost augments a user’s abilities, usually arracks,
in some manner, For example, a martial adept who studies
the Desert Wind discipline can wreathe his weapon in flame
to deal extra fire damage on a successful hit.

Counter: A counter is an immediate action that allows a
martial adept to foil an opponent’s attacks. For example, the

&

Setring Sun discipline reaches its adherents to avoid a foe's
charge by stepping aside.

Strike: A strike isa special attack that draws on a discipline’s
teachings to invoke a special effect. The Stone Dragon dis-
cipling, for example, teaches its adherents to slam into their
enemies with crushing blows.

Martial Discipline: A martial discipline isa family orschool
of maneuvers that share some common philosophy or effect. Nine
martial disciplines exist, each consisting of fifteen to twenty
maneuvers and stances. The nine disciplines are called Desert
Wind, Devoted Spirit, Diamond Mind, Iron Heart, Setting Sun,
Shadow Hand, Stone Dragon, Tiger Claw, and White Raven.
Most martial adepts don't have access to all the disciplines.

Maneuvers Known: The collection of maneuvers a martial
adept has learned. You can think of this as the martial adept’s
spellbook or spell list. A martial adeprt’s class and level deter-
mine the numberand level of maneuvers she knows.

Maneuvers Readied: Most martial adepts cannor keepall
maneuvers they know ready atall rimes. At the beginning of
each day, a marrial adept chooses some of the maneuvers she
knows as her “readied” maneuvers (the numberis determined
by her class and level). These are the maneuvers she can initi-
ate. A martial adept can change herreadied maneuversatany
time, but doing this requires 5 minutes of rest, meditation,
prayer, or the performance of various practice routines. The
specific details depend on the martial adeprt’s class.

Stance: A stance is a special type of maneuver. Each stance is
a particular fighting pose that grants amartial adept special ben-
efitsand options. For example, the Tiger Claw discipline teaches
stances thatallowthe user o unlock herferal, animalistic narure.
Unlike other maneuvers, most stances can remain in effect for
an indefinite time. All stances a characterknows are available to
her atall times. A character can adopt a stance, or change from
one stance to another, as a swift action.

Key Skill: Every martial maneuver is tied to a skill, such
as Balance, Concentrarion, or Jump. Sometimes key skills
come into play in the iniriation ofa maneuver, but mostly they
represent the ideals around which theirrespective disciplines
are centered.

Initiate: A martial adepr usesa martial maneuver by initiatr-
ing it. So instead of casting a spell or manifesting a power, a
character initiates a maneuver.

Initiator Level: Some maneuvers have effects that vary
with the level of the character initiating them. Initiator
level is functionally equivalent to caster level or manifester
level—it's simply the relevant class level of the martial adepr
who initiates the power.

Crusader: The crusader is one of the three martial adept
standard classes described in Chapter 1. Crusaders are warriors
who use their devotion and zeal o power martial maneuvers.

Swordsage: The swordsage is another of the martial
adepr standard classes from Chapter 1. Swordsages are “blade
wizards"—mystic swordfighters who can accomplish aston-
ishing feats of martial prowess. They know more martial
maneuvers than other martial adepts, and they have access
to the most martial disciplines.

Warblade: The third of the martial adept standard classes
described in Chapter 1 is the warblade. These pure warriors

an




are ascetic champions who use martial maneuvers in place of
the feats or rage thar a fighter or barbarian would employ.

Now Iwill speak of the Nine Swords. They are no mere legends,
young anie—I have seen two of them in my travels. This is the
beginning of their story.

Three lifetimes ago, a young human called Reshar came fo
study at the hobgoblin monastery of Ur-Thaldaay. The hobgoblin
swordmasters admimstered cruel tests and challenges, but, fo their
surprise, Reshay survived. They saw that he must be taught, and
so they permitted him to vemain,

From them, Reshar learned the secrets of the Iron Heart, the
most fierce and difficull school of bladework in the world. When
he had mastered the lron Hearl, Reshar took his leave and went
next to the Great Golden Desert, where he presented himself to the
Wind Dervishes of Andrama. When he had mastered the Desert
Wind school, he went to the slands beyond the dawn and studied
the ways of the Setting Sun. In the space of only three vears, Reshar
did what no one else has ever been able to do: He mastered all nine
of the martial disciplines.

In the days of Reshar, the mdividual schools, philosophies, and
traditions that we know as the Sublime Way were scattered hap-
hazardly across theworld. Adherents of the various disciplines were
the fiercest of rivals; each seeking lo prove the superiority of hisown
school over all the others,

But having mastered all nine disciplines, Reshar set out to end
this rivalry, He retirned fo each place where he had studied and
toole its single most promising student as his own apprentice. Then
he led his nine apprentices to the Sunspive Mountains, where he
founded the Temple of the Nine Swords. For many years, Reshar
and his Nine Masters sought the path to perfection, walking farther
down the road of the Sublime Way than anyone had before—or
since. Hundreds of students came Lo thent and learned much from
their temple.

After a century of study and teaching, Reshar called his masters
together and told them he was leaving to travel the world again.
Age had never touched him, other than to whiten Ins hairand line
his face. The masters begged him to stay, but Reshar refused. Before
he left, though, he gave each mastera gift—a sword that embodied

the principles, skills, and philosophy of the rectpient’s first discipline.
"As long as these swards remaim fogether, the Tentple will never fail”
he told the Nine Masters. “Now-¥go." And he set off alone, on foot
and unarmed, because he feaved nothing in the world. No one ever
saw hin again.

Alifetime passed, and one by one Reshar's ovigimal disciples died
or refurned to theirown lands. The students they left behind became
mastersin their own right, and they guarded the nime swords with
great care. Bul one night, the rakshasa lord Kaziir-Thet came to
the Temple of the Nine Swords. He adopted the guise of a weary
fraveler and was given welcome at the temple. Kaziir-Thet stole
Supernal Clarity, the sword of Diamond Mind, and fled with it
into the wastelands. The masters pursued, but they could not catch
the clever rakshasa prince.

From that day on, the temple began to fail. Slowly at first, the
students of the various disciplines fell fo bickering, consumed by
the question of which path was best. Boasts and arguments became
mtrigues and deadly duels. I time, the remaining masters exiled
the Tiger Lord and the Shadow Master—who had plotted to murder
the n‘sf—fmm the l‘rmpfc to restore order and hm'mon)',

Enraged by their exile, the two oulcast masters allied with each
other, and together they raised an army of monsters in the wild
mountains. A year after theirexale, they returned at the head of
a fearsome horde and destroyed the temple. 1t is said that all nine
masters died that might. According to legend, the Spirit Secker
slew the Shadow Master and was then forn apart by demons. The
Windlovd and the ronmaster defeated the Tiger Lord but afterward
fellin battle against the giants and dragons of the evil army. Many
freasures of the temple, including the eight remaming swords, were
scattered fo the four winds. Mostwere carried off by monsters from
the Shadow Tiger horde, but at least two were rescued by temple
students who managed to escape.

You now know the beginning of the story of the Nine Swords.
But as you will see, each of the blades has its oun story, and those
stories are not finished. It is said that someday the Nine Swordswill
be brought together again, Reshay will return from his wandering,
and harmony will be restored o the world. I do not know if any
part of the tale I have told is true, but it is @ good story, 1s if not?

— Harran Turiyeshor, swordsage

m

BEHIND THE CURTAIN:
BLENDING CENRES
Is Tome of Battle martial arts for the Dunceons & Dracons Game?
Is it good only for an Oriental Adventures-style game? Does it
challenge your conception of a Western European fantasy world?
In short: Sort of, no, and we certainly hope so.

If you've ever played a ninja or samurai—or for that matter,
a monk—amid a group of “standard” D&D heraes, then this
book is for you. Thanks to the influence of Japanese anime,
Hong Kong action movies; and popular video games, the notion
of a fantasy setting has grown very broad in the last few years.
Fantasy gaming isn’t just about knights and castles and dragons
anymore, Ninjas and samurai, ronin and shugenja, yakuza and
monks—all these and more have gradually filtered into people's
expectations for a fantasy world, Games such as Final Fantasy
and Soul Calibur, as well as movies such as Kill Bill and The
Matrix, are excellent examples of how martial arts have become

“Westernized" in film and electronic gaming—and how eagerly
Western audiences have accepted martial arts idioms in their
action stories and games.

Tome of Battle: Book of the Nine Swords deliberately blends the
genres of Far East action games and the “typical” D&D game
world. Portions of this material resemble a martial-arts supple-
ment suitable for an Oriental Adventures game. Other parts,
however, deliberately fantasticize and genericize martial arts
idioms (such as fighting schools and special combat maneuvers)
andimport theminto the default D&D campaign. More than any
other, this book represents “culture-blind" D&D: fantasy gaming
in a world where silent ninjas and wandering kung-fu masters live
side by side with noble paladins and fearsome monsters. Tome
of Battle isn't your parents' D&D—it's bigger, bolder, and even
more fantastic than ever before.




The young warrior Reshar
survives the trials of the bobgoblin — i
swordmasters and learns the secrets \
\

of the Irow Heart

t the heart of the Sublime Way, young
['he war-

rannot be

student one simple pre

¢ you I.l'l“

eathand,

defeated. You cannot predict o
‘fighhm' what weapons you will find
or how your enemies will styike at you
for tha

tyou can pr
noment throy
Conqier your
i‘{ tict
From this |
ginbarks on t
* = 0f the most sk
L dncompromising, the warblade knows no fear.
"':"'Tht‘ erusader isa warrior who secks victory through the dis-
$ir ?:c:_!p]mc of the spivit: Devation, piety, and zeal are hevweapons: A
Cevusader becomes a living vessel of her deity's will—an instrumient
A B fuiskice or vengeance who can overconte the mast mm;gergbl;:"a
sstacles with only the sheer power of her faith am{~ he sty

= |

R

oy furarn ‘ i
r L]

»
1,‘_‘: - ’ -
1 . T

1es a warblade—one

illful and dedicate the world. Fierce and

AR -
L Ser
Yo

The third road is the path of the sword age—the road I have
ks to know his oun
miind, and fo percerve and act with perfect clavity. 1t is clearly the
se. Whal

followed for most of my life. The swordsa

best af the three approaches—but then, Lam a swo
else would you expect me to say?

— Harran Turiyeshor

Those who devote their lives to studying some aspect of the
me Way dre known as martial adepis. All are skilled in
personal combat, but they rely on perception, learning, and
willpower, in addition to pure physical aptitude for bartrle
Martial adepts seek to fuse rangible physical prowess with
utmost control of the mind and spiric
The three martial adept classes are the crusader, swordsage,
und warblade, These three standard classes are summarized
bl St

ly (erunhols watrinr-i_s devoted to the




aneuvers and confront those foes that are anachema

wse.

vordsage: Also known as a blade wizard, 1 swordsage
1§ @ martial artist who has learned how to invoke a unique
form of magic to accomplish truly superhuman (and super-
natural) exploits.

Warblade: A warblade is an exemplar of pure martial skill.
Though he lacks the supernarural power of the crusader or
swordsage, he is fully equivalent to the barbarian or fighterin
terms of combat skills, relying on martial maneuvers instead
aof rage or feats,

CRUSADER

“Make your peace with whatever vile deity you worship, monster,
for 1 ant the sword of Pelor, and will not fail tn oy strike!”
—Daresa, ctusader of Pelor

Devoted knight, divine agent, instrument of vengeance, peer-
less fighting machine—the crusader is a warrior dedicated
to good, evil, law, chaos, or some other cause. She seeks out
and destroys the enemies of her chosen faith. Strengthened
by prayer or absolute devotion to a principle, armored by
unshakable faith, and driven by her convictions, a good
crusader is a mighty weapon against injustice and malice,
An evil crusader, on the other band, is a cruel and fearsome
warrior of darkness.

A crusader who embraces a religion or holy faith is simi-
lar to a paladin in that she commands a number of holy (or
unholy) powers, However, a crusader has no skill with divine
spellcasting; she is a martial adept whose maneuvers are
unpredictable gifts of divine power. Trusting in the power
of her chosen deity, she allows faith and intuition to guide
her through battle. Many crusaders receive the call to their
cause early in life, bur never study formally at a temple or
monastery. These warriors ave gifted with a natural ability

THE NINE DISCIPLINES

| will speak now of the Nine Disciplines that comprise the Sublime
Way. Attend carefully, young one.

Desert Wind is the discipline of movement. Speed is the weapon
of the warrior who follows this path. He strikes and retreats con-
stantly, never standing still in battle. He is a leaping flame—a
Burning sirocco of the wastes

Devoted Spirit is the discipline of self-knowledge and spirituality,
and those who follow this path arm themselves with purity and

~faith. No other warrior is better suited to confront the minions of

gvil—but beware, because some choose to pervert this discipline
by worshiping powers of darkness instead of powers of light.

To practice Diamond Mind is to learn the secret of action
without volition. A Diamond Mind adept can make the rain-
drops stand still [f he wishes. He understands that any battle is
a contest of wills, and that victory is inevitable for the warrior

ho wins that contest.

Iron Heart is the quest for skill, pure and simple. A warrior who

ws this path studies ever more complex and difficult maneu-
battle. The deep communion he shares with the spirit of
a sword ta become a living thing in his hands.

annelihe! .
‘untamed manner. A crusader has absolute faith in her ab
ity to draw on the source of her power, but she never quite
knows how that power will manifest.

MAKING A CRUSADER

A crusader is primarily a frontline melee bartler, much like
the fighteror paladin, Her martial maneuvers give her moge
tactical flexibility than the fighter and make her 2 dynamic
and well-rounded combatant. Most crusaders also make good
leaders, since they are both charismatic and dedicated!

Abilities: Strength and Constitution are vital 1o a crie
sader, since she is often in harm's way. Intelligence is useful
for gaining plenty of skill points, which a crusader needs o
purchase the ranks in Diplomacy, Intimidate, and Balance,
the key skills for her martial disciplines. Dexterity is useful
for any characrer in combat, but a crusader’s ability to wear
heavy armor means that she is not as dependent on a high
Dexterity score as other characters.

Races: Most crusaders are humans, half-elves, or dwarves,
because the ideals of dedication, service, zeal, and courage are
important in both dwarfand human cultures. Elves, gnomes,
and halflings generally lack the seriousness, single-minded
devotion, and moderate fanaticism required to succeed as cris+
saders. Halfores rarely become erusaders, but these who da
follow this path often excel ar it. Many half-ores spend their
lives searching for an ideal to believe in or 2 community @
which they can belong, and the way of the crusader appeals
to such souls.

Alignment: A crusader can choose any alignment except
neutral—she must stand for some ideal, whether chaos,
good, evil, law, or a combination of principles. To be a
crusader is to devore oneself wholeheartedly to a cause or
deity, and this way of life leaves no room for indecision or
unwillingness to commit. A erusader’s alignment reflects

The way of the Setting Sun changes weakness into strength ang
folly into wisdom. A practitioner of this school studies the art af
permitting an adversary to defeat himself.

A follower of the Shadow Hand treads a lonely and dangerous
path. His is the road of stealth, of deceit, of blows struck without
answer, and of death in the dark. A Shadow Hand master kills
before his adversary even knows he is in peril.

Stone Dragon is the discipline of strength, of endurance, of pure
physical and spiritual power. A warrior of the Stone Dragon is &
hardy foe with the strength of the mountain itself in his grasp.

He who studies the Tiger Claw seeks to unleash his hidden
savogery—the feral instincts and blind animal rage that lurk within,
This warrior is strong, quick, and unpredictable, capable of tear-
ing most opponents apart with his bare hands.

And finally, we come to the discipline of the White Raven—the
path of the great captain, the leader of warriors, and the crusader.
A White Raven disciple studies the art of fighting in concert with
his allies, and uses his fierce war cries to great effect in battle.

These are the Nine Disciplines. Some whisper of a secret Tenth
Path, but | think such rumors are no more than bard's tales, Pay
them no attention, my studgnt!
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her chosen cause, and in some cases molds the maneuvers
she can use.

Good and lawful crusaders are more common than chaotic
orevil ones; since obedience and service come more easily
10 characters of the former alignments. However, the rare
evil crusaderis a force to be reckoned with. She is a cruel
and fearsome reaver—a scourge who preys on the weak and
defenseless to honor her dark patrons,

Starting Gold: 6d4x10 gp (150 gp),

Starting Age: As paladin (PH 109).

CLASS FEATURES

First and foremost, a crusader is a competent com-
batant. She fights as skillfully as a fighter, paladin,
or ranger does, relying on heavy armor

and a good selection of weapons to

gain the edge over her opponents.

To this basic fighting prowess,

she adds several abilities derived

from her absolute faith and devotion

to her chosen ideal. When fighting for

hl?l’ cause, a Crllsﬁdt‘r l’L‘l:l‘]Tﬂ.‘F an un.\'h'p-

pable force on the battlefield. Terrible injuries

might send less dedicated warriors running from

the fight, buta crusader trans-

forms such setbacks into

mariial fury that enables

her to fight on long after

other warriors would have

been overwhelmed.

Acrusader mastersasmall number
of martial maneuvers as she gains levels, Derived
from her extraordinary self-discipline,
these maneuvers include catechisms of
faith, spiritual devotions, and the abil-
ity to sirike spectacular blows in
the Service (11. her patron or cause.

Armed with the power of her faith,

she can sharter boulders, shrug off enemy
attacks, or rally an army with a single act
of bravery.

Weapon and Armor Proficiency: As a crusader, you
‘are proficient with simple weapons, marrial weapons,
light, medium, and heavy armor, and all shields

Maneuvers: You begin your career with knowledge
of five martial maneuvers. The disciplines available
1o you are Devoted Spirit, Stone Dragon, and
White Raven.

Once you know a maneuver, you must ready it
before vou can use it (see Maneuvers Readied, below)
A maneuver usable by crusaders is considered an extraordi-
~nary ability unless otherwise noted in its descriprion. Your
maneuvers are not affected by spell resistance, and you do not
proveke attacks of opportunity when you initiate one.
~ You learn additional maneuvers at higher levels, as shown
‘on Table 1-1. You must meet a maneuver's prerequisite to
learn ir. See Table 3—1, page 39, to determine the highest-level
naneuvers you can learn.

Dﬂ'!'."}u.‘.

crusader of Pelor

e

-
L

Upon reaching 4th level, and at every even-numbered
crusader level after that (6th, 8th, 10th, and so on), you
can chopse to learn a new maneuver in place of one yoit
already know. In effect, you lose the old maneuver in
exchange for the new one. You can choose a new maneuver
of any level you like, as long as you observe your restric-
tion on the highest-level maneuvers you know; you néed
not replace the old maneuver with a maneuyer of the same
level. For example, upon reaching 10th level, you could
trade in a single 1st-, 2nd-, 3rd- or 4th-level maneuver fora

maneuver of Sth level or lower, as long as yot‘

meet the prerequisite of the new maneuver

You can swap only a single maneuverat

any given level

Maneuvers Readied: Youcan ready

all five maneuvers you know at 1st

level, but as you advance in level ind

learn more maneuvers, you must

choose which maneuvers to ready.

You ready maneuvers by praying

for s minutes. The maneuvers vou

choose remain readied until you

decide to pray again and change

them. You need not sleep or rest for

any long period of time in order to

ready your maneuvers; any time you

spend § minutes in prayer, you can

change your readied maneuvers.

You begin an encounter with all

your readied maneuvers unexpend-

ed, regardless of how many times you

might have already used rhem since you

chose them. When vou initiate a maneu-

ver, you expend it forthe current encounter,

so each of your readied maneuvers can be

used once purencoumerflmless YOt recover

them, as described below).

Crusaders are unique among mar-

tial adepts, relying on flashes of divine
inspiration to use their martial maneu-

vers. As such, you do not control access to

your readied maneuvers. Before you rake

your first action in an éncounter, two

of your readied maneuvers (randomly
determined) are granted to you. The rest

of your readied maneuvers are withheld,
currently inaccessible. At the end of each

turn, one previously withheld maneuver
(again, randomly determined) is granted to you,
and thus becomes accessible for vour next turn
and subsequent tirns. You can freely choose 1o initiate any
maneuver that is currently granted when your rurn begins,
but you cannot initiate a withheld maneuver. If you choose
not to employ a maneuver in a given round, your currently
granted maneuvers remain available, and a previously with-
held maneaver is granted, as described above. In other words,
it doesn’t matter if you use your maneuvers or not—ar the

end of each of your turns, one withheld maneuver from yq

rAplgs N 4 gt




HE CRUSADER
' Blsa
Attack Bonus

17 Die: 010
Fort Ref Will
Save Save Save
: 42 40 40
2nd + +3 +0 40
3rd ) I
4th 44 4] H
Sth ; £ ) B -
6th +5 42 42 Smite 1/day
7th +]: +5 420 2 —
8th / +6 42 42
Gth -9/ 46 43«3 —
10th +10/ +7 43 43 Die Hard
Mth  411/46/+ 47 8 43 —
12th +12/+7/+2 +8§  +4 4
1th  +13/+8/+3 +8  +4  +4 Mettle
14th +14/49/+4 +9  +4 44 -
15th  #15/410/+5 +8 45 45 —
16th  +16/+11/+6/+1  +10 45  +5
W7th  AA702/47142 #1000 4§ 45 — :
18th  +18/+13/+8/+3  +11. +6 +6  Smite 2/day
19th  #19/414/+9/+4 +11 6 +6 -
20th  +20/+15/+10/+5 412 <6 +6

Special

Furious counterstrike, steely resolve 5
Indomitable soul

Zealous surge

Steely resolve 10

Steely resolve 15

Steely resolve 20

Steely resolve 25

Steely resolve 30

Maneuvers  Maneuvers  Stances
Known Readied Known
5(2) 1
5 (2)
5(2)
3 (2)
5(2)
3 (2)
52)
3 (2)
5(2)
6 (3)
6(3)
6 (3)
6(3)
6 (3)
6(3)
6 (3)
6 1_3}
6 (3)
6(3)
7 (4)
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Class Skills (4 + Int modifier per level, x4 at 1st level): Balance, Concentration, Craft, Diplomacy, Intimidate, jJump,

Knowledge (history), Knowledge (religion), Martial Lore*, Ride.

#New skill described on page 28.

selection of readied maneuvers is granted to you. Over the
course of a few rounds, all your maneuvers will eventually
be granted.

If, at the end of your turn, you cannot be granted a maneu-
ver because you have no withheld maneuvers remaining,
you recover all expended maneuvers, and a new pair of
readied maneuvers is granted to you. Randomly determine
which of your maneuvers are granted and which are with-
held. At the end of your next turn, a withheld maneuver is
granted to you, and the whole process of divine inspiration
begins again.

You begin an encounter with an additional granted maneu-
ver at 10th level (bringing your total to three), and again art
20th level (bringing your total to four).

Stances Known: You begin play with knowledge of one
tst-level stance from the Devored Spirit, Stone Dragon, or
Whire Raven discipline. At 2nd, 8th, and 14th level, you can
choose an additional stance. Unlike maneuvers, stances are
nor expended, and you do not have to ready them. All the
stances you know are available to you at all times, and you
can change the stance you currently use as a swift action. A
stance is an extraordinary ability unless otherwise stated in
the srance description.

Unlike with maneuvers, you cannot learn a new stance ar
higher levels in place of one you already know.

Steely Resolve (Ex); Your suipreme dedication and intense
focus allow you to temporarily set aside the pain and hinder-
ing effects of injuries. When an opponent strikes you, the
injury does not immediately affect you.

You have a delayed damage pool that allows you to forestall
the effects of many injuries. This pool begins at 0 with each
‘encounter. When you are attacked, any hit point damage the
b plow deals is added 1o your delayed damage poal. At the erd

fyournext tien, you take damage equal to the total stored in

your delayed damage pool, which then resets to 0. Any healing
you receive can either increase your current hir point total as
normal or reduce the total damage in your delayed damage
pool. When you receive healing, you choose whetheritaffécts
your damage pool, your hit points; or both (you can split the
amount of healing as you wish), Most crusaders opt 1o keep
as much damage in their delayed damage pool as possible to
maximize the benefir of their furious counterstrike ability
(see below).

Special effecis tied to an attack, such as energy drain, stun;
and so forth, still affect you as normal, and their effects are
not delayed by this ability. For example, if you are bitten
by a venomous ~pit]ur. you must still attempt a Fortitude
save against the poison immediately. even though the bite
damage shifts into your delayed damage pool. By the same
token, any other special attack that imposes a condirtiony
such as:a medusa’s petrifying gaze, takes immediate effect
on you,

At st level, your delayed damage pool can hold up0's
points of damage. Any damage beyond that comes off your
hit points as normal. The maximum damage your pool holds
increases by 5 ar 4th, 8th, 12th, 16th, and 20th level

Furious Counterstrike (Ex): You can channel the pain
of your injuries into a boiling rage that lets you lash out at
your enemies with renewed vigor and power. Each attack
that strikes you only pushes you onward to greater glory.

During your turn, you gain & bonus on attack rolls and
damage rolls equal to the current value of your delayed
damage pool (see steely resolve, above) divided by 5, and
rounding down (minimum +1). You can only gain a maxi-
mum bonus on artack rolls and damage rolls of +6 from
furious counterstrike. Use the table below to quickly
determine the artack bonus and damage bonus from furi-
ous counterstrike, based on the amount of damage in you
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' ed 'tintnage pool. This ability's benefits last until the
end of your turn.

Furious Counterstrike
Bonus
1-9 +1
10-14 +2
15-19 +3
20-24 +4
25-29 ] +5
30+ +6

Delayed Damage
Pool Points
1-9

Indomitable Soul (Ex): Beginning at 2nd level, you draw
upon the power of your unwavering faith to steel yourself
against the enemies you face. Your personality, energy, and
dedication to your faith make it possible for you 1o shrugoff
atracks that target your willpower.

You add your Charisma bonus (if any) as a bonus on Wil
saves. This bonus does not stack with that from a paladin’s
divine grace ability.

Zealous Surge (Ex): Your boundless energy and dedica-
tion to your cause allow you to throw off the effect of a special
attack, spell, or other attack that would otherwise hinder or
“harm you. Once per day, from 3rd level on, you can opt to
reroll a single saving throw. You must abide by the result of
the new, second saving throw, even ifitis lower than the first.
This ability does not require an action, You simply decide to
use it after seeing the result of your saving throw roll but
before the DM tells you if it fails or succeeds,

Smite (Ex): Driven by the courage of your convictions and
the ironclad strength of your beliefs, you can strike back at
‘those who dare stand against your cause. Starting at 6th level,
pnce per day, you can concentrate all your anger, hatred, and
détermination into a single artack. On the next melee artack
‘youmake, you gain a bonuson your attack roll equal to your
‘Charisma bonus (if any) and a bonus on damage equal to your

~ crusader level.

At 18th level, you gain an additional use of smite per day.

Die Hard (Ex): At 10th level, you gain Die Hard as a
‘bonus feat.

Mettle (Ex): You can resist magical attacks with greater
effectiveness than other warriors. Beginning at 13th level,
by drawing on your boundless energy and dedlication to
jyour cause, you can shrug off effects that would hinder even
Sthe toughest warrior. If you succeed on a Fortitude or Will
iSave against an attack that would normally produce a lesser
gffect on a successful save (such as a spell with a saving throw
‘entry of Will half or Fortitude partial), you instead negate
the effect. You do not gain the benefit of mettle when you
‘are unconscious or sleeping.

PLAYING A CRUSADER

" When fog chills the battlefield, and your frost-rimed
mail weighs on your stiffening muscles, your faith warms
you. It is the fire that burns inside, illuminating your life
“with the ideals of your patron or cause, Alms or arms for

. the impoverished, a hand or a lash for the downtrodden,
mercy or cruelty—you decide according to your faith. As.

ng instrument of your cause; you hay wo&_

-
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years to become a weapon worthy of your ideal. Where
others hesitate, you press on with certainty, unshakable
in your beliefs.

As a crusader, you undertake adventures according to
the dictates of your cause, your temple, or your conscience.
You might find yourself in a swampy mausoleum slaying
infidel trolls with a sword in one hand and a flask of acid in
the other, or bouncing across sahuagin-infested waves on a
halfling sloop because you owe a friend safe passage across
the straits. You might even find yourselfon the cold, muddy
field of battle, charging shoulder to shoulder with peasants
and soldiers, raising pitchforks and shields against the pelt=
ing ice storms of the enemy. The only constant is the depth
of your devotion to your cause—the night winds will snuff
out the stars before your fidelity ever wavers.

RELIGION

Your choice of deity is paramount, since religion is an obvi-
ous target for the devotion and zeal embodied by this class.
1f you are good, you might sérve Pelor or St. Cuthbert, or
perhaps join the beleaguered crusaders of Heironeous, who
are famous for their tenacious defense of many a lost cause.
Alternatively, if you are a dwarf, Moradin is a narural choice
forpatron. You mightjoin the Ruby Knights of Wee Jas, who
are reputed to be tainted by the necromancy of their Witch
Goddess. Chaoric crusaders are rare, but those who worship
Kord are often paragons of the Stone Dragon discipline, and
Ehlonna’s ambushing crusaders tend to be adepr ar taking
and holding forestland. If you are evil, you might rake up
the cause of Nerull or Erythnul the Many, whose crusaders
are plagues upon the land.

OTHER CLASSES

Your power stems from your deévotion to your cause, and you
value martial prowess, dedication, and self-discipline. You
generally get along well with paladins, clerics, fighters, and
warblades, as long as their alignments are compatible with
yours. You might scorn those of antithetical alignments as
heathens or target them with your proselytizing, depending
on the evangelism inherent in your own religion. Monksand
swordsages are also worthy companions for you, although
theirreliance on ki and skill, rather than faith and armor,
is suspect. The subterfuge of rogues, the superficiality of
bards, and the suscepribility of most arcane casters to a
single greataxe blow force members of those classes to prove
themselves before earning your esteem.

COMBAT

Your specific tactics in bartle depend on the discipline you
chose and the maneuvers you have learned. However, certain
tactics are common to all crusaders.

As a zealous proponent of your cause, you are generally ar
the forefront of any battle. Fighting on the front line allows
you to maximize the benefits you gain from your class abili-
ties, and also to protect a weaker ally by absorbing an enemy's
blows yourself. Doing so benefits both you and your party
in various ways, First, your steely resolve abiliry makes




powerful than they were before you were injured

e, if opponents focus on you, they cannotinjure

""4 allies. Thus, raking damage each round should be your

goal. The sooner you can engage the toughest opponent in

l]:nelee. the faster you can bolster your attacks. As a crusader,

you're ar your best when you can take on the monster or
opponent that deals the most damage.

Other tactics vary according to your chosen discipline.
Stone Dragon crusaders favor head-on charges, boulder-
rolling into opponents and mountin-hammering anyone
left standing. If you have a high Strength score, you should
consider feats thar take advantage of that ability if you choose
this path (such as Power Artack, Cleave. Improved Bull Rush,
Improved Overrun, and Improved Sunder). As a Devoted
Spirit crusader, some of your maneuvers function only
against creatures with opposed alignments. Pevored Spirit
crusaders are often hunters on the battlefield, dedicated 1o
chasing down the most dangerous foes. 1fyou are a White
Raven crusader, youare more group-oriented than other
crusaders. Fighting shoulder to shoulder with allies, direcr-
ing flanks, coordinating charges, and covering a cleric while
he heals the wounded are among the specialties of a White
Raven crusader.

At high levels, your mertle ability affords you an extra
measure of confidence when you confront enemies that
use spells or spelllike abilities. Many demons, devils,
and otheroutsiders have spell-like abilities, and these are
precisely the foes that you are trained to vanquish (par-
ticularly if you're a Devoted Spirit crusader). Combined
with the indomitable soul ability, mertle can prove to be
surpassingly powerful

ADVANCEMENT

Ever since the Spirit Seeker was torn apart by demons
during the catastrophic battle that ended in the destruction
and dispersal of the Shadow Tiger horde, master crusaders
have sought to artain his perfect harmony of spirit, body,
and weapon mastery. In three warring stone citadels, the
combar masters of the Vix Tholm, the Ruby Knights of
Wee Jas, and the reth dekala (see page 154) each teach pil-
grims the three preceprs of combar: skill, self-discipline,
and knowledpe,

To take training at a citadel, you must maintain maximum
ranks in your most important skills, Rare is a crusader who
does not have maximum ranks in the skill most appropriate
to her path (Balance for Stone Dragon, Intimidate for Devoted
Spirit, and Diplomacy for White Raven). In addition, you
live and die by your discipline. If you hope to achieve true
‘mastery, you must choose your discipline wisely and devore
yourselfto it completely. If you're physically weak, you would
be ill-advised to pursue the path of the Stone Dragon, but
your strength of will might serve you well on the path of the
Devored Spirit.

If you're advancing as a Stone Dragon adept, you seek to
acquire items, learn feats; and develop maneuver combina-

=

fions that emphasize ':trnngth and direct confrontation.
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: seipline, vou o
m nnd devout faith.

tivating wis

HUMAN CRUSADER STARTING PACKAGE

Armor: Scale mail (+4 AC, armor check penalty —4, speed
20 1,30 Ib.).

Heavy wooden shield (+2 AC, armor check penalty =2
10 1b.).

Weapons: Longsword (1d8, crit 19-20/x2. 4 Ib., one-handed®
slashing)

Shortbow (1ds, crit %3, range inc. 60 ft., 2 Ib., piercing).

Skill Selection: Pick a number of skills equal 1o 4 &
Int modifier.

skill Ranks  Ability
Balance 4 Dex
Concentration 4 Con
Diplomacy Cha
Intimidate Cha
Jump Str
Martial Lore Int
Ride Dex
Spot (cc) Wis

Feat; Weapon Focus (longsword).

Bonus Fear: Iron Will.

Gear: Backpack with waterskin, one day's trail rations,
bedroll, sack, flintand steel, 3 torches, quiver with 20 arrows;
tent, traveler’s outfit, cold weather outfit, holy symbel.

Gold: 2d4 gp

Armor Check Penalty

CRUSADERS IN THE WORLD

“Howling over the thundey, the antlered demons leapt down from
the peak. The demon blades were as numerous as the driving spikes
of sleet, but the Vix Tholm crusaders held their ground. I began to
believe that the mountaim would shide out from under the erusaders’

feet before they yielded an inch.”

— Darh Nas'urb, dwarf pilgrim of Heironecus

Crusaders bring clashing steel, stirring speeches, and
intense fervor 1o the campaign. The first sign of a crusaders
presence might be a knighr-herald riding alone down the
Processional to the King's Fane, where he tacks a scroll
to the door and promptly gallops off, his helmeted visage
revealing nothing,

Crusaders can launch grand crusades, each of which
can serve as the foundation for a thousand adventures,
Crusaders who support less than popular causes might hold
clandestine meetings in the night, filled with whispered
negotiarions. Alternatively, if war has already broken out,
the campaign might feature battles along ramparts studded
with ballistae and bombarded with flaming pitch. A crusade
might be a one-time occurrence when a passing army moves
through the kingdom’s hinterlands, or it might serve as
the entire focus of the campaign, with the PCs moving up
through the ranks of a holy army to lead the charge on the
infidels' stronghold.

Crusaders can also move through a campaign world
individually. Perhaps a PC crusader is the last adherent of
her cause, destined to make 2 glorious final stand against.
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other adventurers, seeking strength in their company. A
PC crusader could also be an evangelist from a far land who
‘has come to the campaign area to spread the word of her
cause—and perhaps even to recruit adventurers whom she
can take back to her homeland to fight alongside her. Per-
‘haps a PC crusader is falsely accused of heresy and foreed to
travel alone, dodging bounty hunters and assassins, all while
upholding her ideals without the support or respect of her
erstwhile colleagues.

DAILY LIFE

A crusader views the world through the twin lenses of faith
and battle. A farmer seeding the furrows, a merchanthawking
oranges and pottery, an apprentice toasting his fingers with
an ironically misfired burning hands—ro the crusader, these
everyday sights are not random occurrences, but building
blocks in the battle between good and evil, law and chaos
For whom does the farmer toil, and to whom does he pay
faxes—a good baron, an evil count?Is the merchant rrading
with priests of Nerull or changing monies with dark emissar-

& ies from the reth dekala? Ifthe apprentice learns his spells; to
what end will he use them? In every facet of life, the crusader
sees some embodiment of her principles.

NOTABLES
QOver the centuries since the grear battle thar resulted in the
destruction of the Shadow Tiger horde, many crusaders have
soughtto emulate the Spirit Seeker. This enigmatic crusader
slew the Shadow Master and was subsequently torn apart
by demons, but few facts about his life are known. Many,
‘in fact, argue that the Spirit Seeker was a female, and many
more argue over the exact faith that this mysterious fgure
embraced. The Vix Tholm believe that the Seeker was a
devotee of Heironeous, but the Chapeaux and Stars of St.
Cuthbert claim him as their own, The Ruby Knights of Wee
Jas claim that he sought the spirits of the dead and was thus
Sfirmly in the Jasite camp.

ORCANIZATIONS
S After the Temple of Nine Swords collapsed, many crusaders
founded martial orders allied with their religions. These
“hew organizations placed the deity before the sword—a
‘teversal of the temple’s priorities. The most powerful and
psecretive of these orders survive roday. Many, however, per-
ished as a result of ecclesiastical infighting. The esrablished
schurch hierarchies did not trust these new “sword orders,”
“many of which had recovered enough treasure from the
fallen Temple of Nine Swords to make their members very
weealthy, Purges and pogroms were common as the churches
tasserted control over the orders and seized their wealth.
The church of St. Cuthbert subsumed its crusader order,
‘but many other churches exterminated their crusaders in
 the night. The church of Heironeous rose above such petry
tyrannies, and it still maintains a cordial relationship with
“its crusader order, the Vix Tholm, though the relationship
s sometimes strained by rivalry. From the start, the Ruby
ats of Wee Jas swore a binding covenant—a datk pact,

“anevil that has cohsurned her herilage. She m{gfu Join w!th

NPC REACTIONS

CRUSADER LORE

CRUSADERS IN THE GAME
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according to some—to serve the high priests and p
esses as the military arm of the Witch Goddess's templesy
and they continue to do so. Crusader orders dedicated o
Pelor, Hextor, Ehlonna, and Nerull also exist, and rumqj:q-
abound of hidden temples that house crusaders who nas-
rowly escaped the purges.

In a large and openly acknowledged crusader order, pros
motion is based on battlefield performance. The battlefield,
however, is generously defined. It could be a political battle-
field on which victory consists of the grant of the westeriy
valley’s taxation rights from the Exchequer. It might 3156-&3"
a specific battlefield, such as the hedge prison of a demon® &
prince in an ancient dungeon, where victory can be atrained ‘
by thwarting the captive's attempts at escape. The bartlefield
could even be a spiritual one, where victory is the delivery of
pilgrims ro a holy site thar will inspire them to new heights
of religious fervor.

In a persecured crusader order, promotion is oftren based
simply on survival, New blood is vital and special, soa
crusader who successfully recruits a reliable new member
is accorded great honor. Many persecuted orders develop
pyramidal hierarchies in which a member's recruits all rank
below her in seniority

Many lay people cannot tell a crusader from a paladin unril
the latter calls his horse from the sky or lays hands on the
maimed. Like paladins, erusaders of good alignment often
become heroes to peasants, laborers, and others to whom
gold is a dream and silver an always fleeting reality. Most
nobles distrust crusaders because their beliefs take 2 higher
priority in their lives than wealth and status. Paradoxi-
cally; mostestablished clerics also distrust crusaders—not
only because of faith-based rivalries but also because of
the implicit acknowledgment thata crusader order could
weaken the influence of nonaffiliated churches ina region’s %
political landscape.

Characterswith ranks in Knowledge (religion) can research
crusaders to learn more about them. When a character makes
askill check, read or paraphrase the following, including the
informarion from lower DCs,

DC 10: Crusaders are hot-blooded zealots whose fervoris
unrelieved by wisdom.

DC 15: Crusaders follow the Sublime Way, seeking to per-
fect their combat skill to better serve their deity, They're not
like clerics, and they don't heal the sick or exorcise undead.
Crusaderspossess very little overt magic, unless you consider
what they can do with their swords as magical.

DC 20: Crusaders can stand up to punishment that no L.
other individual can endure, shrugging off even the most
powerful of attacks;

Depending on theit alignment and disposition, crusaders
can appearas allies or ene mies, patrons or tyrants. Yot
C _q_!_; der :-‘;_‘5 F l ratl Smﬂﬁef.thﬂ- !



i nj-gpi[grim caravans, retrieving items from a riva ' ura batrle trad 'lidndl'sla?tirs% nled]
religion’s vaults, or representing the organization at court.  down over the centuries.

An evil crusader order might target the PCs' homeland for

invasion or persecute all members of their race. The leader SAMPLE ENCOUNTER

of an evil crusader order can make an excellent recurring  Crusaders pursue their causes, whatever they might be, with
villain for your campaign—especially if he uses his politi-  an unmatched zeal. Any time the PCs become involved
cal clout to pass laws that make life difficult for the PCs.  in an emotionally or politically charged adventure, &
For example, he might institute 2-hour delays ar the city  crusader might appear. A crusader is especially easy o'
gates, forbid foreigners to possess mithral and adamantine,  introduce within the context of a church, as a holy {or
require that all spellbooks be registered and copies stored ~ unholy) knight dedicated to one distinct and specifie
at the owner's expense, or the like. aspect of his deiry.

A crusader character expects thar his combat prowess will EL 8: Miros Xavt is a crusader of Erythnul, although he
aid the party in its fights and that his religious affiliarion will ~ poses asa crusader of Heironeous shepherding a small flock
have meaningful consequences in the game world. Accord-  of five human and seven dwarf pilgrims on a journey to the
ingly, you should populate your encounters with monsters  sacred site of Koshtra Amnorn, the highest peak in the Sun-
that oppose your crusader’s ideals. Sketchingoutinadvance  spire Mountains, and the inspiration for Reshar’s lost epie
how a campaign's important NPCs will react to zealor war- poem explaining his motivations in unifying the Nine Paths.
riors is time well spent. Miros is in fact leading a group of twelve disguised kenky

marauders. They beg the PCs to join them and help escort

ADAPTATION them to the holy mount, Once out of sight of civilization,

One way to adapt crusaders is to remove the religious flavor  they throw off their cloaks and artack while screeching the
from the class and replace it with regional or racial elements.  praises of the God of Slaughter.
In such an arrangement, a crusader would oppose creatures
from enemy territory or of a different race. In like manner, MIROS XAVT, CRUSADER OF ERYTHNUL CR4
her martial maneuvers would represent not catechisms of ~ Male human crusader 4

NE Medium humanoid

Init +4; Senses Spot +1, Listen +1

Languages Common

AC 19, touch 10, flat-footed 19
(+7 armor, +2 shield)
hp 29 (4 HD)
Fort +6, Ref +1, Will +3; zealous surge
Speed 20 fi. (4 squares), base speed 30 ft.
Melee mwk morningstar +9 (1d8+3)
Ranged light crossbow +4 (1d8/19-20)
Base Atk +4; Grp +7
Atk Options furious counterstrike, steely resolve 10
Combat Gear 2 potions of cure light wounds

Maneuvers and Stances Known (IL 4th):

Stances—martial spirit (1st), stonefoot stance (1st)

Strikes—charging minotaury (Ist), crusader’s strike}
(1st), douse the flames (1st), leading the attacky}
(1st), mountain hammery (2nd), stone bonesT
(1st), vanguard strike (1st)

Disciplines: Devoted Spirit, Stone Dragon, White Raven

T Readied maneuver

Abilities Str 16, Dex 10, Con 14, Int 8, Wis 12, Cha 13

Feats |mproved Bull Rush, Power Attack, Weapon Focus
(morningstar)

Skills Balance +6 (-1 in armor), Diplomacy +7, Intimidate
+7, Jump +9 (=4 in armor)

Possessions combat gear plus +] splint mail, heavy steel
shield, masterwork morningstar with blunt steel
head painted to resemble Pelor's shining visage, light
crossbow with 20 bolts

Kenku SNEAKS (12) CR1
See Monsier Manual I1l, page 86. If you do not have Monstear
Manual I, use twelve disguised gnolls (MM 130),
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*Thick armor indicates a lack of skall. If you lack the traming fo avord
your enemies’ blows, perhaps you should leave the fighting to me

—Chen, swordsage

A master of martial maneuvers, the swordsage is a physical
adept—a blade wizard whose knowledge of the Sublime Way
lets him unlock potent abilities, many of which are overtly
supernatural or magical in nature. Depending on which
disciplines he chooses to study, a swordsage might be capable
of walking through walls, leaping dozens of feet inta the air,
shattering boulders with a single touch, or even mastering
the elements of fire or shadow. Whatever his specific train-
ing, a swordsage blurs the line between martial prowess and
magical skill.

MAKING A SWORDSAGE

Despite his spectacular combat moves, a swordsage is not a
typical fronr-line melee combatant. Although a highter, bar-
barian, or warblade might swinga sword more accurately, or
with greater force, a swordsage depends on his repertoire of
martial strikes and stances, This character is also not intended
1o be a replacement for an arcane spellcaster, even though he
gan create a number of short-range area effects. A swordsage's
role within an adventuring party isn't easily defined, but his
combination of maneuverability, supernatural power, and
martial arts is useful in almost any encounrer.

Abilities: Dexrerity and Wisdom are crucial to a sword-
sage. Since he wears only light armor, he must rely on agility
and shrewdness to avoid attacks, and as such his Armor Class
is augmented by his Wisdom modifier as well as his Dexter-
ity modifier. A swordsage can ger along with an average
Wisdom score, but to excel, he wants a good Wisdom bonus.
Since a swordsage often engages in melee, Strength is also
important—although he can use the Weapon Finesse feat 1o
‘overcome alow Strength score, and his array of martial strikes
can make up forany lack of damage potential. Intelligence
helps a swordsage master the skills necessary to continue
progressing along the path of the Nine Swords, and Consti-
tution is as important to him as it is to any character

Races: Most swordsages are humans. It is not uncom-
mon for members of other races to take up the path, though

Sdwarves and gnomes rarely do, Dwarves are too firmly
grounded to adapt easily to the ascetic lifestyle swordsages
often favor, and the few dwarf swordsages who do exist typi-
cally focus on the Stone Dragon discipline. Gnomes find most
swordsages singularly humorless, although members of this
race occasionally take up the discipline of the Setting Sun,
Because they understand berter than most how weakness
ean be rurned to strength. Halforcs account for a surprising
number of swordsages, especially in the more warlike dis-
giplines of Stone Dragon and Tiger Claw. Members of this
“race are well suited to endure the difficult physical regimen
of study and practice that these disciplines require.

Alignment: A swordsage can choose any alignment. The
study of the Sublime Way is its own end, and whether any
rpﬂﬂicula: student chooses to employ what he has learned

vice of pood, evil, law, or chaas is not considered g
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significant by most who follow this path. Accordingly
typical swordsage has at least one neutral component in his
alignment, representing a certain detachment from worldl?
matters, Good swordsages tend 1o be free-roaming champions
of the weak and downtrodden. The less commonplace evil
swordsages believe that their mastery of the martial arts has
made them superior to everyone around them.

Starting Gold: 4d4x10 (100 gp).

Starting Age: As monk.

CLASS FEATURES

Of all three martial adept classes, swordsages learn and
can ready the most maneuvers. This advantage gives them
unparalleled versatility in a given encounter. In one bartle,
a swordsage might fulfill the role of the rogue, lurking in
shadows and striking when foes are least prepared. In another,
he might be scorching enemies with area artacks, much like
awizard. Instillanotherfight, he might tearan enemy apart
with his bare hands, marching a barbarian's ferocity with his
own distinctive style of bloodthirstiness. Whatever the occa-
sion, a swordsage is able to contribute, often in completely
unéexpected ways.

Weapon and Armor Proficiency: As a swordsage, you
are proficient with simple weapons, martial melee weapons
(including those that can be used as thrown weapons), and
light armor, but nor with shields.

Maneuavers: You begin your career with knowledge of
six martial maneuvers. The disciplines available to you are
Desert Wind, Diamond Mind, Setting Sun, Shadow Hand,
Stone Dragon, and Tiger Claw,

Once you know a maneuver, you must ready it before you
can use it (see Maneuvers Readied, below). A maneuver usable
by swordsages is considered an extraordinary ability unless
otherwise noted in its description. Your maneuvers are nat
affected by spell resistance, and you do not provoke artacks
of opportunity when you initiate one,

You learn addilional maneuvers at higher levels, as shown
on Table 1-2. You must meer a maneuver’s prerequisite to
learn it. See 'Iahlc 3—1, page 39, to determine the highest-level
maneuvers you can learn.

Upon reaching 4th level, and at every even-numbered
swordsage level after that (6th, 8th, 10th, and so on), you can
choose to learn & new maneuver in place of one you already
know. In effect, you lose the old maneuver in exchange for
the new one. You can choose a new maneuver of any level
you like, as long as you observe your restriction on the high-
est-level maneuvers you know; you need not replace the old
maneuver with a maneuver of the same level. For example,
upen reaching 10th level, you could trade in a single 1st-, 2nd-,
3rd-or 4th-level maneuver fora maneuver of 5th level or lower,
as long as you meet the prerequisite of the new maneuver,
You can swap only a single maneuver ar any given level.

Maneuvers Readied: You can ready four of your six
maneuvers known at 1st level, and as you advance in level
and learn more maneuvers, you are able to ready more, but
you must still choose which maneuvers to ready. You ready

ymx:manetmsby mednningande:euimgﬁ:rSmn
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{E SWORDSAGE Hit Dig: 08
Base Fort Ref Will
Attack Bonus  Save Save Save
+0 +0 +2 2

Special

Quick to act +1,

Maneuvers Maneuvers Slances
Known Readied Known
6 4 1

discipline focus (Weapon Facus)

2nd +1 D 43 43 AC bonus
3rd +2 #3 43 -

4th +3 +4 +4
Sth +3 +4 44
Glh ?4 <5 +5 —

7th +5 +2  +5 45 Sense magic
8th +6/+] +2 +6 +6
9th  +6/+ +3 46 +6
10th  +7/+2 T
Mtk +8/43 +3. 4T W7 —
12th +9/4+4 +4 +8 +8
13th  +10/+5 +4 +8 +8 —
lath  +10/+5 +4 19 &9 & —
15th  #11/46/+ +5 9 +9
16th  +12/+7/+2 5 410 410
17th  +13/+8/+3 +5 410 +10
18th  +13/+8/+3 T T =
19th +14/49/+4 w6 41 4N —
20th +15/+10/+5 k6  +12  +12

Evasion

Discipline focus (insightful strike) 9
Quick to act +2
Discipline focus (defensive stance) 13
Quick to act +3
Discipline focus (insightful strike) 17
Quick toact +4

Discipline focus (defensive stance) 21
Improved evasion 22

Dual boost 3/day, quick to act +5 25
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14
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16
18

19

20
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23
24
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Class Skills (6 + Int modifier per level, x6 at 1st level): Balance, Climb, Concentration, Craft, Heal, Hide, Intimidate, Jump,
Knowledge (history), Knowledge (local), Knowledge (nature), Knowledge (nobility and royalty), Listen, Martial Lore*, Move

Silently, Profession, Ride, Sense Motive, Swim, Tumble.
%New skill described on page 28.

1o meditate again and change them. You need not sleep or
rest forany long period of time to ready your maneuvers; any
time you spend 5 minutes in meditarion, you can change your
readied maneuvers.

You begin an encounter with all your readied maneuvers
unexpended, regardless of how many times you might have
already used them since you chose them, When you initiate
a maneuver, you expend it for the current encounter, so each
of your readied maneuvers can be used once per encounter
{unless you recover them, as described below).

You can recover an expended maneuver by using a full-
round action to quicklymeditate. Doing this does not proveke
attacks of opportunity. Ifyou complete your meditation, you
¢an choose one expended maneuver to refresh. It is now
available for use in a subsequent round.

Stances Known: You begin play with knowledge of one
i5t-level stance from any discipline open to you. At 2nd, sth,
ath, 14th, and 20¢h level, you can choose additional stances.
Unlike maneuvers, stances are not expended; and you do
not have to ready them. All the stances you know are avail-
able to you at all times, and you can change the stance you
currently use as a swift action. A stance is an extraordinary
ability unless otherwise stated in the stance description.

Unlike with maneuvers, you cannot learn a new stance at
higher levels in place of one you already know.

AC Bonus: Starting at 2nd level, you can add your Wisdom
modifieras a bonus to Armor Class, so long as you wear light
armor, are uneéncumbered, and do not use a shield. This
bonus o AC applies even against touch attacks or when you
are flat-foored. However, you lose this bonus when you are
dmmobilized or helpless.

Discipline Focus (Ex): As a swordsage, you can focus

e training 1o take advantage of each discipline's fighting

style. Each time vou gain the discipline focus ability, select
one of the six swordsage disciplines to which thar focus
applies. You can select a different discipline each time you
gain discipline focus, but you must know at least one martial

maneuver from the selected discipline. Even if you select a
different discipline at higher levels, your discipline choice
for earlier abilities does nor change.

This focus manifests in the following ways.

Weapon Focus: At st level, you gain the benefit of the Weapon
Focus feat for weapons associated with the chosen discipling
See the discipline descriptions in Chapter 4.

Insightful Strikes: At 4th level, you can add your Wisdom
modifier as a bonus on damage rolls whenever you execute
a strike from the chosen discipline. At 12th level, you can
choose a second discipline to which this ability applies.

Defensive Stance: At 8th level, you gain a +2 bonus on saving
throws whenever you adopt a stance from the chosen discl
pline. At 16th level, you can choose a second discipline to
which this ability applies.

You gain a +2 bonus on Martial Lore checks made
regarding a maneuver in a discipline in which you have
discipline focus

Quick to Act (Ex): You gain a +1 bonus on initiative
checks. This bonus increases by 1 at 5th, 10th, 15th, and
20th level.

Sense Magic (Su): Beginning at 7th level. you can spend
10 minutes focusing upon a weapon or suirof armor. If you
succeed on a level check (DC 10 + the caster level of the
weapon or armor), you can identify the properties of that
item, including its enhancement bonus and special abili-
ties, This ability does not reveal the properties of artifacts or
legacy weapons, though it does indicare thatr such items are
significantly powerful.




Evasion (Ex): At 9th level, you can avoid even magical and
unusual arracks with grear agility. If you make a successiul
Reflex saving throw against an attack that normally deals
damage on a stuccessful save, you instead take no damage.
Evasion can be used only if you are wearing ]1.3]1. armor or
no armor. If you are helpless, you do not gain the benefit
of evaston.

Improved Evasion (Ex): From 17th level on, you gain
the benefit of improved evasion. You still take no damage if

you make a successful Reflex save against anattack, and even
if you fail the Reflex save, you take only half damage from
the attack. If you are helpless, you do not gain rhe benefir of
improved evasion,

Dual Boost (Ex): When you reach 20th level, you can
use two boost maneuvers simultaneously. Wheneveryou
{nitiate a boost maneuver, you can also initiate any other
hoost maneuver that you know as a free action. Both boosts
."iL'Ll I".k"!'?ﬂ.jll.‘\

Yot initiate are expen ~. You can use this ability
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PLAYING A <
SWORDSAGE "

To you,
sharpened length of steel. Itisthe
wisdom of the smith, the fire
of the forge, and the shouts
and ringing blows of your
battles, Itis your teacher
and yoursrudent, your
life and your death.
When your mind is
lcmprrcd like the
blade, no feat of com-

bat prowessis beyond
you. You can run

pn the weapons

a sword s not .‘iil'f’li‘-l'.' a

of your foes, strike
an enemy unseen,
and flip insouciantly
away from the frustrated
riposte. Through it all, you
seek o understand the secrer
knowledge of combat. Every blow is a
revelation, and every wound an ap
and your sword are nothing withour each ether
You and your fellow swordsag
Feasons
hanor quest of the warblade causes you t
More than f glory Whether
yowfind that truth in the burbling uth of the
Delupe Junt_l:- ina screeching jungle harpy roost, orin the

calypse. In

lethor aul'
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ligious fervor of the crusade

. Neither thete
travel the world.

aith, more than vou seek truth

acid swamps st

gullet of 2 purple worm, you are driven to uncover it, learn

i1, and masrer

RELIGION

Religion might be entirely immarerial to you, or you might
find comfort in the existence of the Upper (or Lower) Planes,
A fyou are among the minority of swordsages who revere a

Tskelior }.’)(‘_f}ﬁ:rf.'-‘l;f

deity, you worship one who is remadte and generally refrains
from meddling in the lives of mortals. Boccob the Uncaring
is @ favorite among your fellow swordsages. A few, however, &
choose !uwur-h-n the Shalm, Obad-Hai, because his neutral-

ity aligns well with the swordsage notion that the truth of
steel is not what you wan

it to be, but simply what it {s.

OTHER CLASSES
You have learned to look past the profession and see the
individual, finding more truth in a person's deeds than in
her abilities. Once you have ascerrained the measure of heg
soul, you consider her profession and skills. You prize other
martial adepts

especially other swordsages—as friends and
.1”1::\ both for their combat prowess and for their ability to

pla

play 1o each other’s strengths, Flanking rogues are also valy
able 1H|='H in battle. Clerics and arcane casters are invaluable
companions, L‘ LT VOU resent "\1‘( ;'_ asters \‘1'1“_\ Cast area w[‘.(_‘llﬁ,

battlefield and

wal similar dweomers thatalterthe

.-1‘-'.'”.\ or

limit your mobility and options

COMBAT

Rather than rushing into combar with
the mindless rage of a barbar-
ian or the foolhardy courage
of a warblade, vou assess
your opponents and try to
achieve tacrical suprem-

acy through _r.-mmn
:mdm'm al maneuvers.
Your lack of armor

proficiency
Ih.)t you are best suii-
ed 1o a skirmish-sryle
aitack—one inwhich
you can use your high
mobility to flank an
enemy and strike
hard and Fast. How-
ever, you are perfectly
capable of standing
with
'\'f'dckf‘- .11'1\} wWyvVerns
when necessary, parry-

means

toe to talon

swerdsage

ing fang with blade and using your martial maneuvers to
cuta m.lh thmug: your enemy's front ranks.
You have access 10 an amazing array of powerful martial

access to the Desert Wind,

2UvVers., '\L\L. n : "‘.\-._r_h!\-l

Shadow Hand, and Serting Sun disciplines, and you would

me maneuvers from these. You have

dowell to learn at least sor

’I:L rearest s inge l"' maneg .1\.t1‘~.’|.}1’|\ "‘]FH{] 'th}'[ SO vyou

~.1¢.~-_1[d have nmiuplc strilkes, counters, stances, and boosts

shle after just a few levels in the class.
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ADVANCEMENT
Your training began when you wonan apprenticeship with
a mentor—either an individual hermir swordsage or an
instructoratan ancient swordsage temple dating back to the
Bartle of the Shadow Tiger Horde. You knew that winning




dsage apprenticeship would not be easy—thatin fact,
- ald be an ordeal designed to test your worth in some
unusual way,

The masters of the Harad Devin Temple are known to make
the young boys and girls wishing ro undertake training wait
in the courtyard for seasons on end, through rain; snow, and
the acid cloud storms of reth dekala attacks. Occasionally the
masters might send a pot of porridge to the courtyard for the
aspirants, and even more occasionally—never more than orce
per season—they select one child 1o enter through the Ivory
and Horn Gates. The Eighty Empresses have a different selec-
tion process for their protégés. The masters bring each young
lady separately into the Dressing Room of Opala I, whose
walls, mirrors, incense lamps, pots of rouge, and songbird
cages are draped with 1,080 shimmering gold, red, pink,
orange, and fuchsia silk ribbons. The girl is allowed to stay
as long as she likes in the dressing room; she has but 1o give
a signal when she is ready to leave. After she is led away, one
ribbon is removed from the room. Then she is brought back.
1f she can name the color of the ribbon that was removed,
she is accepred; otherwise, she is turned away forever.

As a swordsage, your selection of disciplines and murtial
MANeuvers i§ paramount 1o your success. You might choose
to toctis on maneuversfrom a single discipling, but learning
a few maneuvers from the other schools is almost always
advisable. True success in combat requires a wide variety of
martial maneuvers.

HUMAN SWORDSAGCE
STARTING PACKAGCE

Armor: Studded leather (+3 AC, armor check penalty —1,
speed 30 fr,, 20 1b.),

Weapons: Longsword (1d8, crit 19-20/%2, 4 |b,, one-handed
slashing).

Light crossbow (1d8, erit 19-20, range inc. 80 ft,, 4 1b,,
piercing).

Skill Selection: Pick a number of skills equal to 6 +
Int modifier.

Skill

Balance
Concentration
Heal

Hide
Intimidate

Jump

Knowledge (local)
Martial Lore

Mave Sifently
Ride

Sense Mative
Spot (cc)

Tumble

Ranks Ability  Armor Check Penalty
Dex =1
Con —
Wis
Dex
Cha
Str
Int
Int
Dex
Dex
Wis
Wis
Dex

P I A R N N

Feat: Dodge.

Bonus Feat: Improved Initiarive.

Gear: Backpack with waterskin, one day's trail rations,
bedroll, sack, flint and steel, 3 torches, quiver with 20 arrows,
tent, traveler's outhit, cold weather outfir.
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“Teould smell the jasmme perfume lingering in the torchlight. ¥
Eighty Empresses had entered the castle here, through thes dooy. The
senttinel, crumpled on the parapet, was still smiling”

—Kalin Stonehelm, castellan of Orlep Tor

The pontificating recluse, the wandering mystic, the martial
scholar—all these and more are swordsages. These martial
adepts bring a combination of mental acumen and physicals

prowess to the world. With a potential to advance in a number™S
of different directions—offensive, defensive, support, and
quick-strike—they make excellent additions to adventuring
parties. When the campaign action veers out of the dungeon
and into the royal courts, darkened chambers, and diplomatic
halls of the kingdom, a swordsage's inclination toward intels
lectual pursuits and his natural role as s scholar—martial
and otherwise—allow him to remain a strong contributor
to the party.

DAILY LIFE
A swordsage spends the majority of his rime perfecting
his art. The mental and spiritual demands of the Sublime
Way require constant attention, so he can spare lirtle time
for carousing.

Artinallits forms is often a passion for swordsages. Many
find refreshment and a wellspring of strength in the arts of
sculpring, painring, poetry, calligraphy, rock-stacking, or
illusory patterns.

A swordsage with an apprentice spends much of his time
training his student. A swordsage without an apprentice
might or might not spend time seeking one out. according
to his whims.

NOTABLES

Opala I, the Empress Incarnadine and founder of the Eighty
Empresses, was 2 swordsage. Known as much for her wisdom,
her dance, and her ribbons as for her swords, she is regarded
by many as the prototypical swordsage—serene, poised, and
deadly. Modern notable swordsages include the Sage of Snow
and Shadow, who lives at the peak of one of the Sunspires
near Koshtra Amnorn, and Skurrgh, a halforc parizh who'is
shunned by his native tribe for questioning the unmitigated
war frenzy dicrated by the shamans of He Who Watches;
Skurrgh is presently looking foran apprentice but has yetto
find one he considers suitable. Many of the more dedicared
aspirants prefer to wait in the rain and snow outside the
Harad Devin Temple rather than risk their training on a
rogue half-ore.

ORGCANIZATIONS

The Harad Devin Temple has recruired and trained sword-
sages for centuries, Many of itsalumni wear intricate tartoos
or brands on the inside of their forearms thar record frag-
ments of the order’s history. It is said thar if all the sages of
the Harad Devin Temple were to line up, one could read the
entire history of the Sunspire Mountains and Deluge Jungle
regions from their tattoos, and that their brands are sigils that
can unlock a spell of epic proportions.

i
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The women of the Eighty Empresses also carry the marks
of their order, which in this case are ribbons. Each young
lady who wins acceptance to the order adopts the ribbon
from herinduction ceremonyas her personal symbol. Unlike
the markings associated with the Harad Devin Temple, no
legend connects the ribbons of the Eighty Empresses with
any greater epic. In fact, these decorations appear to have no
meaning at all. No color, braidwork, or fringe signifies rank
within the order, and no particular manner of display—hair-
bow, choker, or wristband—has any meaning beyond the
preference of the individual member.

Many other swordsage organizations
exist as well. The typical order is a
small, well-organized, organic unit
that exists for a single purpose.

One swordsage organization might
focus on the history of a particu-
lar combat style, while another is
sworn to protect the ruler of alocal
population. Atleast one swordsage
organization has devoted itself to
stitdying the combat technigues.
migratory patterns, and warren
culture of the Sunspire Mountain
umber hulks, presumably with an
eye toward eventually exterminat-
ing them. Such daunting tasks are
typical fare for swordsages, whase pa-
tience and calmness often lead them

‘1o consider plans that might take de-
cades or even cenruries to execute,

" NPG REACTIONS

Most authority figures and government of-
ficials do not appreciate swordsages. Like
\erusaders, these martial adepts are often
‘dedicated to a higher cause than the in-
‘terests of the local earl or lord, and
unlike warblades, swordsages are not
‘easily bought. Thus, governments,
‘ehurches, and other civic and religious
‘arganizations generally rreat swordsages with
3 great deal of caution,

Merchants, on the other hand, embrace

‘swordsages, Who else would buy an ancient
‘eoin, the chipped comb of a long-dead princess, or a petrified

idrapon claw? In addition to purchasing curiosities and art

istipplies particular to his interests, a swordsage also provides

Business for smiths, carpenters, and stablers as he practices

hii m:ll'tiﬂ] maneuvers in an effort to maintain a constant

‘State of patient readiness.

CES

Elves and swordsages often get along famously because

‘of their similar long-term viewpoints and their apprecia-

\tion for history. Dwarves appreciate the serious nature
ofswordsngcs and the fine sculprure that many of them

faduce. Gnomes have a love-hate relationship with these

.,

Crimson Mask,
champion of the dewniredden

masters of martial knowledge: They appreciate the sword-
sages’ sense of history and love of bardic arts but dislike
their tendency to take life seriously. Half-elves often dis=
like swordsages, seeing in their selective apprenticeship
process an echo of the exclusionary attitude rhat those
of mixed blood sometimes experience.

OTHER CLASSES

Swordsages tend to have more in common with clerics and
wizards than with the melee fighting classes. Barbarians in
particular are apt to be annoyed by a swordsage’s proclivity to
analyze or at least contemplate a combat before, during, and
after the acrual fighting. One of Opala’s favorite questions was,
*How does a sword mean?” It is said that the orc barbarian
horde-king Blech Forktongue slew twenty subchieftains ina
rage while trying to discover the meaning of that question.

SWORDSAGE LORE

Characters with ranksin Gather Information or Knowl-
edge (history) can research swordsages to learn more
about them. When a character makes a skill check,
read or paraphrase the following,
including the information

from lower DCs.

DC10: Aswordsage isa fan-
cy sword-swinger who thinks
he knows more zbour sword-

play than anyone else.

DC 15: Like warblades and

crusaders, swordsages walk the Sub-

lime Way. Bur they don't just walk

it—rthey study it, they search it, they think there’s

a meaning in it. They look for the wisdom of

their swords, the story of each swing. and the
history of each foe.

DC 20: Swordsages are patient, calm, and

lethal. They gain the most mystical powers of all

those who walk the Sublime Way.

SWORDSAGES IN THE CAME

When characters need to know the truename of a reth
dekala prophet, rhe resting place of the last
lieutenant of the Shadow Tiger Horde, or the
secrets of the Perfect Strike, they are likely to
seek out a swordsage. Such moments provide
excellent oppertunities to introduce swordsages into an
ongoing campaign that has not previously included mar-
tial adepts. 1f a player wants to play a swordsage in such a
campaign, the char.lcter might be sought out by an ancient
swordsage—the last practitioner of hiskind—and taught the
secrets of the Sublime Way: If you are using Dungean Master’s
Guide 11, a PC could acquire a spirit companion—the spirit
of an ancient swordsage who has selected her ro be the first
in 2 new generarion of martial scholars.

When developing a swordsage character, consider his focus.
Decss he define himself by his martial maneuvers, his arty
and his relationships with NPCs? Provide a swordsage with
challenges toall facers ofhis character. His high skill points,
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athome in a dungeon, in the halls of a palace, and in

il's tower. A good enemy for a swordsage is one against

whom he must use all his skills, all his maneuvers, and all
this knowledge.

ADAPTATION

The name “swordsage® naturally implies a character who car-
ries a sword or weapon of some kind. However, a swordsage
works very well as a supernarural martial artist of almost
-any school or origin. To create 2 monklike character with
a rremendous array of fantastic moves and strikes, give the
swordsage the monk's unarmed strike progression and
remove his light armor proficieney. 1f you prefer, you could
instead emphasize the magical talents of the swordsage by
giving the swordsage the abiliry to learn arcane spells in place
of maneuvers of equivalent level In general, spells from the
schools of abjuration, evocation, and transmutation are most
appropriate fora swordsage of this type, especially -|pt-!1\ with
a range of personal or totich. The arcane spell is "cast” as if
it were a martial maneuver. In this case, you should remove
theclass’s light armorproficiency and reduce the swordsage’s
Hit Die to dé.

SAMPLE ENCOUNTER
Swordsages can be g¢ncountered anywhere: in large cities, in
the wilderness, oron the road o nowhere.

EL 6: The highwayman known as the Crimson Mask
plagues the roads and pathways near the Free City. By draw-
ing on the power of his martial maneuvers, he swoops in
to surprise his enemies, fights them to the brink of defeat,
demands a ransom to cease his attack, then disappears back
into the forest. Crimson Mask is, in truth, a worshiper of
Olidammara who seeks to steal from rich adventurers and
distribute the money 1o the needy. He cares little whetherhe
steals from a heroic paladin or a heartless mercenary because
he feels that neither is likely to do anything useful with the
money. Thus, he has no compunctions about taking it.

CRrRIMSON Mask CR6
Male half-elf swordsage 6
CGC Medium humanoid (elf)
Init +&; Senses low-light vision; Listen +5, Spot +5
Languages Common, Elven
AC 18, touch 13, flat-footed 16
(Dex +2, Wis +1, armor +5)
hp 49 (6 HD)
Immune sleep
Fort +5, Ref +8, Will +7 (+9 against enchantments)

Speed 30 fi.

Melee mwk scimitar +7 (1d6+2/18-20)

Ranged longbow -6 [1d8/x3)

Base Atk +4; Grp +6

Atk Options discipline focus (insightful strike—Desert

Wind)

Combat Gear 2 potions of cure light wounds
‘Maneuvers and Stances Known (IL 6th):
ances—child of shadow (1st), flame's blessing (Tst),
fRlacaust cloak (3rd)
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At rﬁ) shadnw blade technique
(lst) stone bones (1st)
Boosts—burriing blade (1st), burning brandy (2nd),
distracting ember (1st), wind stride (1st)
Counters—fire ripostet (2nd), zephyr dancey (3rd)
Disciplines: Desert Wind, Shadow Hand, Stone Dragon
1 Readied maneuver

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

SQ able to notice secret or concealed doors

Feats Alertness, Dodge, Improved Initiative, Weapon Focus
(scimitar, light mace, light pick, spear, falchion)®

Skills Balance +13, Diplomacy +3, Gather Information +1,
Hide +11, Jump +13, Listen +5, Move Silently 411, Search
+2, Sense Motive +10, Spot +5, Tumble +13

Possessions combat gear plus +2 studded leather,
masterwork scimitar, cloak of resistance <1, longbow
with 20:arrows

 flourlst

WARBLADE

“I was born for war. I have the heart of a lion, the swiftness of an
eagle, and the strength of a dragon! In battle I find purpose, i
conflict perfection, and in viclory exaltation. The gods themselves
envy my hour of glory”

—Arzimon, a warblade

The warblade was born for conflict. Swift, strong, enduring,
and utierly confidentin his martial skills, he seeks to rest
himself against worthy foes. Battle is beautiful to him—3
perfect moment in which life hangs suspended on the
bright edge of a sword. Sheer combat skill is importanttoa
warblade, so he trains intensely with his chosen weapons, But
even more important are hisathlericism, endurance, daring,
recklessness, and joy in the hour of danger. Warblades, often
called sword princes, live for the chance ro test themselves
in battle—the stronger the foe, the greater the glory oncé
an enemy is defeared.

MAKING A WARBLADE

A warblade is a front-line melee combatant, much liks &
barbarian or ighter. He engages his enemies toe to toe and
defeats them through skill at arms.

Abilities: Pure physical perfection is a warblade's ideal]
so Strength, Dexterity, and Constitution are all yital 1@
him. Because mastering a bewildering variety of martial
maneuversis difficult, Intelligence is also important tod
warblade, because he appreciates the bonus skill points
and many of his class features reward 2 high Intelligence
bonus. Given the choice between Wisdom and Charisma,
a warblade is more likely ro boost the latter—the berter to
wear the mantle of glory he hopes to win with his deeds
on the battlefield.

Races: The warrior cultures that give rise to warblades
are most often found in human, elf, and hobgoblin lands.
Admiration for athletic prowess, the marrial ideal, and sheer
physical daring is common among these races. The githyanki
also take great pride in their martial skill, and a number of
warblades can be found among this race. Dwarves appreciate
a warblade's martial prowess but might shy aw1y from aver:
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“TABLE 1-3: THE WARBLADE Hit Dig: p12
Base Fort Ref Will
Level Attack Bonus Save Save Save Special

15t +1 42 10 +0

Maneuvers Maneuvers Stances
Known Readied Known

Battle clarity (Reflex saves), 3 3 1

weapon aptitude

2nd +2 +3 40 40 Uncanny dodge

ard +3 R Battle ardor (critical confirmation)

Ath 4 +4 +1 +1 -

Sth +5 +A 41 4] Bonus feat
6th +6/+1 4515 42 & =2
7th 732 #5 42 42
8th  +8/+3 36 +2 42
Sth +9/+4 6 =+3 43
10th +10/+5 +3 +3
th  +1/+6/41 T AR S TP
12th  +12/+7/+2 ‘4 +4
13th +13/+8/+3 +4 44
14th +14/+9/+4 - +4 +4
15th W15/410/45 3. 45 48
16th +16/+11/+6/+1 _ +5 +5
17th. $17/412/7+2 +10 45 45 Bonus feat
18th  +18/413/+8/+3  +11_ +6 +6 _ —

19th  +19/+14/+9/+4 11 +6  +6 —

20th +20/415/+10/45 +12  +6 +6

Bonus feat

Bonus feat

Improved uncanny dodge
Battle cunning [damage)

Batileskll (Bppased EHecks)

Battle mastery (attacks of apportunity)

Stance mastery
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Class Skills (4 + Int modifier per level, x4 at 1st level): Balance, Climb, Concentration, Craft, Diplomacy, Intimidate, Jump,
Knowledge (history), Knowledge (local), Martial Lore®, Swim, Tumbie

*New skill described on page 28.

weening praise. Halflings generally admire athletic prowess,
but most find the siringent requirements of this class too
challenging. Halforcsand savage humanoid races generally
donor appreciate beauty in motion in quite the same way that
their more civilized counterparts do; they fight ro destroy
their enemies, not ro cover themselves in glory. Gnomes feel
no particular need to try themselves in battle; they are happy
with their normal pursuits.

Alignment: A warblade can choose any alignment,
though many preferchaoricoyver lawful. Afterall, awarblade
seeks to win glory through individual deeds of prowess,
so he is unlikely o adopt a personal code emphasizing
wbedience over freedom to improvise. Good warblades are
‘champions of the weak and downtrodden; evil ones are
vicious warlords who exult in the defeat and humiliation
of their foes.

Starting Gold: 5d4x10 (125 gp).

Starting Age: As barbarian.

- CLASS FEATURES

MW hen fighting, you rely on an ever-increasing repertoire of
spectacular martial maneuvers. Depending on which disci-
plines you choose 1o study, you might be a mongoose-swift
sikirmisher who uses speed as your sword and shield, a fierce
master of blades, or a bold commander who leads yourallies
into bartle. Your maneuvers are the signature moves that
serve to define your character.

Regardless of the path you choose, you acquire a modest
number of bonus feats that make you quicker, more agile,
‘and more athletic than most other warriors.

Weapon and Armor Proficiency: You are proficient with
simple and martial melee weapons (including these that can
& be used as thrown weapons), light and medium armor, and
ds except tower shields.

il A§E

Maneuvers: You begin your career with knowledge of
three martial maneuvers. The disciplines available 1o you
are Diamond Mind, Iron Hearr. Stone Dragon, Tiger Claw,
and White Raven.

Once you know a4 maneuver, you must ready it before you
can use it (see Maneuvers Readied, below). A maneuver usable
by warblades is considered an extraordinary ability unless
otherwise noted in its description. Your maneuvers are not
affected by spell resistance, and you do not provoke atracks
of opportunity when you iniriate one.

You learn additional maneuvers at higher levels, asshown
on Table 1-3. You must meet 2 maneuver's prerequisite to
learn it, See Table 3-1, page 39, to determine the highest-level
maneuvers you can learn.

Upon reaching 4th level, and at every even-numbered
warblade level after that (eth, 8th, toch, and so on), vou can
choose to learn a new maneuverin place of one you already
know. In etfect, you lose the old maneuver in exchange for
the new one. You can choose a new maneuver of any level
you like, as long as you observe your restriction on the
highesr-level maneuvers you know; you need not replace
the old maneuver with a maneuver of the same level. For
example, upon reaching 10th Ievel, you could trade ina
single 1st-, 2nd-, 3rd- or 4th-level maneuver for a maneuver
of 5th level or lower, as long as you meet the prerequisite of
the new maneuver. You can swap only a singlée maneuverat
any given level.

Maneuvers Readied: You can ready all three of the
maneuyers you know at tstlevel, but as you advance in level
and learn more maneuvers; you must choose which maneu-
vers to ready, You ready your maneuvers by exercising for §
minutes. The maneuvers you choose remain readied until you
decide to exercise again and change them. You need not sleep
or rest for any lor g period qf@:mdyynurmanen ers,
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Fthkme you spend § minutes in practice, you can change
your readied maneuvers,

You begin an encounter with all your readied maneuvers
unexpended, regardless of how many times you might have
already used them since you chose them. When you initiate
amaneuver, vou expend it for the current encotinter, so each
of your readied maneuvers can be used once per encounter
(until you recover them, as described below).

You can recover all expended maneuvers with a single swift
action, which must be immediately followed in the same
round with a melee at-
tack or using a standard
action to do nothing
else in the round (such
as executing a quick,
harmless flourish with
yourweapon), You can:
notinitiate a maneuver
or change your stance
while you are recov-
ering your expended
maneuvers, bur you
can remain in a stance
in which you began
your turn.

Stances Known:

You begin play with
knowledge of one 1st-
level stance from any
discipline open ro war-
blades. At 4th, 10th,
and 16th level, you can
choose additional stanc-
es. Unlike maneuvers,
stancesare not expend-
ed,and you do not have
to ready them. All the
srances you know are
available to you at all
times, and you can

change the stance you
are currently using as
aswiftaction, A stance

is an extraordinary ability unless otherwise stated in the
stance description.

Unlike with maneuvers, you cannot learn a new stance at
higher levels in place of one you already know.

Battle Clarity (Ex): You can enter a state of almost mysti-
cal awareness of the battlefield around you. As long as you
are nor flacfooted, you gain an insight bonus equal to your
Intelligence bonus (maximum equals your warblade level)
on your Reflex saves,

Weapon Aptitude (Ex): Your training with a wide range
of weaponry and tactics gives you grear skill with particular
weapons. You qualify for feats that usually require a minimum
mumber of fighter levels (such as Weapon Specialization) as
ifyou had a fighter level equal to your warblade level 2. For

ple, as a 6th-level warblade, you could take Weapon

Arzimon the warElade

necialization, since you're treated as being a 4th-level Aighter

for this purpose. These effective fighter levels stack with any
actual fighter levels you have, Thus, a fighter 2/warblade 4
would also qualify for Weapon Specialization.

You also have the flexibility to adjust your weapon train-
ing. Each morning, you can spend 1 hour in weapon practice
to change the designated weapon for any feat you have thag
applies only to a single weapon (such as Weapon Focus). You™
must have the newly designated weapon available during
your practice session 1o make this change. For example, if
you wish ro change the
designated weapon for
your Weapon Focus feat
from grearsword o long
sword, you must have &
longsword available o
practice with during your
practice session.

You can adjust any
number of vour feats in
this way, and you don't
have to adjust them all
in the same way. How-
ever, you can't change
the weapon choices in
such a way that you no
longer meet the prereg-
uisite for some other feat
you possess. Forinstance,
if you have both Weapon
Focus (longsword) and
Weapon Specialization
(longsword), you can't
change the designated
weapon for Weapon
Focus unless you also
change the weapon for
Weapon Specialization
in the same way.

Uncanny Dodge
(Ex): At 2nd level, you
gain the ability toreactio
danger before yoursenses
would normally allow you to do so. You retain your Dexter
ity bonus 1o AC (if any) even if you are caught flac-footed of
struck by an invisible artacker. However, you still lose your
Dexterity bonus to AC if you are immobilized.

[f you already have uncanny dodge from a different class
(barbarian or rogue, for example), you auromatically gain
improved uncanny dodge (see below) instead

Battle Ardor (Ex): The sheer love of battle lends uncanny
strength to your blows. Starting at 3rd level, you gain an
insight bonus equal to your Intelligence bonus on rolls made
to confirm critical hits.

Bonus Feat: At 5th level, you gain a bonus feat from the
list given below. You must meet the prerequisite for the feat
you select. Every four levels thereafter (at 9th, 13th, and 17¢h
level), you choose another bonus feat from the list.
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Borws Feat List: Acrobanc Agile, Athleric, Blade Medita-
tion®, Blind-Fight, Combat Reflexes, Diehard, Endurance;
Great Fortitude, Improved Iniriative, Iron Will, Ironheart",
Lightning Reflexes, Quick Draw, Run, Stone Power”, Tiger
Blooded®, Unnerving Calm®, Whire Raven Defense®,

*New feats described in Chapter 2.

Battle Cunning (Ex): Your instinct for seizing the
moment gives you a significant advantage over foes unpre-
pared for your attack. At 7th level, you gain an insight bonus
equal to your Intelligence bonus on melee damage rolls
against flat-footed or flanked opponents.

Battle Skill (Ex): You anticipate your enemies’ ploys and
tactics. At 11th level, you gain an insight bonus equal to your
Intelligence bonus on any check made to oppose an enemy's
bull rush, disarm, feint, overrun, sunder, or trip attempt.

Battle Mastery (Ex): You norice the most subtle openings
and cues offered by your opponents. Ar 15th level, you gain
an insight bonus equal 1o your Intelligence bonus on melee
attack rolls and melee damage rolls made whenever you make
an attack of opportunity.

Improved Uncanny Dodge (Ex): At 6th level and higher,
you can no longer be {lanked; you can react to opponents
on opposite sides of you as easily as you can react to a single
attacker, See the barbarian class feature (PH 26) for more
information.

Stance Mastery (Ex): At 20th level, vou can have two
stances active simultaneously. When you use a swift action
to initiate or change your stance, you can initiate or change
one or both stances.

PLAYING A WARBLADE

Mastering the techniques of blade and shield is important to
you, but even more important is the sense of daring, reckless-
ness, and even joy that transports you in the hour of danger. You
hght for glory, the thrill of combat, and personal honor. Thus,
- you approach each encounter as if the bards will sing of it for
*ages. Every raging bulette thar breaks through the cobblestones
* in the bazaar, every dragon snarling onits pile of coin, and every
reth dekala champion still carrying a sword of the Shadow Tiger
‘harde is an opportunity for you to test your skill, prove your
- heraism, and shine ever brighter. Gold and magic are pleasant
tokens, but the real measure of your success is the height of
' the obelisk commemorating your triumphs,
* Asawarblade, you find advenrure wherever an opporruniry
$or glory exists. A more mercenary character might ignorean
impecunious burgomaster’s plea for aid, but you are quick to
“Step in, taking the accolades of the villagers and the raprure
iof combat as pay along with a small bit of gold. Diplomatic
imissions have all the appeal of weak tea for you, but nearly
any fight will do. Even a quick hunt through the sewers for
3 rabid otyugh can become a suitable adventure, as long
'35 the otyugh is a worthy opponent and some townsfolk
are present to honor you when you emerge, slime-covered
but victorious.

K

RELICION
fou are good-aligned, you probably worship Kord. Hls
entand am:ably belhgermmmm :eﬂec;s

brash approach to life. Other good warblades favor Pelog, &
Heironeous, and, in rare cases, dour St. Cuthbert. 1you are

evil, you probably champion the cause of Erythnul or Hextor:

Arumored secret sect of warblades follows Vecna, claiming to
be the descendants of the loyal army that watched horrified
as its commander, Kas, committed his famous betrayal.

OTHER CLASSES

Because you appreciate the long years of study and practice
necessary to become a master of combat, you have great
respect for fighters and paladins—though you sométimes
feel a rivalry with them, as well. You don't get along too well
with barbarians because they seem incapable of propl&r!y
bestowing or receiving honor. Bards are among your favorite
companionsas long as they stay out of the way and leave the
glory of the fight to you—and sing of your success laterin
tavern and hall. Both divine and arcane spellcasters are for-
eign to your pursuit of physical perfection, so you see them as
lirtle more than a means of support for your own endeavors.
For that marter, vou rarely work well with other warblades,
since they are as competritive as you are, and vou're always
suspicious that one of them might try to steal your glory.

COMBAT

You revel in melee. Your place is bariling face to face with
vrocks and umber hulks, where you can deal maximum
damage while keeping such monsters away from the softer
targets inyour own party. You make good use of your various
bartle-keyed abilities to give yourself an important edge in
combat. Although these abilities might not be as physically
impressive as a barbarian’s rage, they can grant a significant
boost to defense, as well as situational bonuses on arrack and
damage rolls. Unlike rage, your class features carry no fatigue
penalty, Your lack of proficiency with heavy armoris both a
blessing and a curse—it allows you to enter combat quickly
but leaves you vulnerable 1o the enemy. Consider taking fears
such as Improved Toughness (see Complete Warrior) to increase
yourability to soak up damage and parrially offset your lack of
heavy armor. Choose bonus feats that enhance your capabili-
ties (such as Blind-Fight or Improved Initiative) or bolster
your weaknesses (such as Iron Will).

You consider swordplay to be high art. and a martial maneu-
ver to be the artist’s signature on his masterpiece. Learning
many maneuvers in one discipline generally makes you more
lethal in combar than a warblade who learns a few maneu-
vers from each of several disciplines. This phenomenon
stems from the fact that taking many maneuvers from one
discipline while largely ignoring the rest lets you master
higher-level maneuvers sooner. You gain only thirteen
maneuvers over the course of twenrty levels, so make your
choices carefully.

ADVANCEMENT
Warblades come from all walks of life. Perhaps you were a
poor youth who lacked the respect of the upper class and
now seeks ro redress this inequity and win the praise of all
thmugh your fighting Perhaps your drive to succeed was
1, like verof a sorcerer.

"‘:‘“"'V ]




ee matters little; anyone with the drive to win glory

gh combat i5a good candidate forwarblade training. The

irst warblades ro embark on the path of the Tron Hearr were

hobgoblins, They were the first 1o teach Reshar, and their

thiscipline was the first that he mastered. In the cenruries that

have followed, hobgoblins have not forgotten this fact, and
that race still produces more warblades than many others.

Elves and halFelves often take up this class because they
appreciate the warblade’s view of battle as a glorious art; and
the martial dwarves favor itas well. Outsiders often wonder
arawarblade academy in which synchronized lines of young
would-be warblades practice their weapon forms, especially
when they notice thar these ordered ranks include elves,
hobgoblins, and dwarves, But as a warblade, you know that
it is the art of the sword that makes a true warrior, not a
coincidence of race.

As you become more skilled, your most important decisions
are which maneuvers to learn. When selecting maneuvers, iry
not to choose any in isolation. Instead, pick rwo or three
thar work well in synergy so that one maneuver can set
up another

HUMAN WARBLADE STARTING PACKAGE

Armor: Scale muil (#4 AC, armor check penalty—4, speed
20fr., 30 Ib.),

Heavy wooden shield (+2 AC, armor check penalty -2,
10 1b.).

Weapons: Longsword (1d8, crir 19-20/%2, 4 Ik, one-handed
slashing).

Shortbow (1dé, crit =3, range inc. 60 ft., 2 1b., piercing).

Skill Selection: Pick a number of skills equal to 4 + Int
modifier.

Skill Ranks
Cancentration
Jump

Balance
Diplomacy
Intimidate
Martial Lore
Climb

Knowledge (local)
Spot {cc)

Ability  Armor Check Penalty

Con —

Str -5

Dex -6

Cha
Cha

Int

Str

Int

Wis
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Feat: Weapon Focus (longsword),

Bonus Feat: Improved Initiative.

Gear: Backpack with waterskin, one day's trail rations,
bedroll, sack; flintand steel, 3 torches, quiver with 20 arrows,
tent, rraveler's outfir, cold weather outfir,

Gold: 2d4 gp.

WARBLADES IN THE WORLD

“The clicks and scrapes echoed off the limestone blocks, warning ws of
danger ahead. The dwarfand L whispered, debating a vetreat, butour
third wasa warblade and a student of the Bright Annis. He charged,
slicong the wntbey hull's mandibles off, then striking it seven times
imore before the ereature’s jaw had dattered to the floor”

Dorrom Veshthazrell, swordsage of the Murient Temple

arblades Hye by muscle and steel, bur their threruct
it the campaign world i< nor limited ro trading sword
slashes for talon rakes. These characters are keenly aware of
their social standing, and for them, glory and honor are 8t
least as important as gold and gems, Because these precious
intangibles cannot be won by strength of blade alone; wars
blades constantly find themselves embroiled in liaisons with
generals, kings, princesses, archprelares, and others who can
confer the honor of an entire society upon a victorious heros
The whispers of courtesans, the badinage of bards, and the®
wit of aristocrats can be as significant to a warblade's careeras
the giants and phase spiders of the Sunspire Mountains—and
even more ferocious.
Warblades in adventuring parties must strike & balance
between group and individual goals. 1deally, the party's path
guarantees the warblade both the thrill of combar and the
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laurels of an acclaimed hero. In cases where only one or the
other is possible (such as astealth mission to extirparea reth
dekala cell operating in embarrassingly high government
circles, or a crucial escortmission in which the danger comes
not from flashing swords but from the wayward narure of a
dauphin), the warblade must bide his time and acceprthe
need to sacrifice one objective for another. Never for long,
however, does a prince of the sword allow himself to forgo
tasting the heady rush of combat and the sweeradulation of
the multitudes.

DAILY LIFE

A warblade must train constantly to maintain his puissance.
Thus, much of his day is spent working through forms, jab-
bing at woaden effigies, and swinging weighted swords. Many
warblades are affiliated with sword temples or dojos tharallow
them space to practice. While out adventuring, a prince of
swords often spends his time at night on watch practicing
his breathing exercises and stretches. The character taking
the next warch is likely to wake and find his predecessorin
the trees, meditating with measured breaths and supported
only by a branch under each far-flung ankle.

Once he has reached a respectable level of accomplish-
ment, a warblade mighr take the Leadership fear and begin
reaching his own pupils at a school—either his previons
academy or one he has founded. Teaching allows a warblade
to prove his worth to many students on a daily basis—and
the more prestigious they are, the better. Nobles' daughters
and sons are highly sought-after students. A positive word
from them, placed in the right ear, can earn a warblade honon
a royal audience, or even an honor guard and a ship for his
next journey.

NOTABLES

Famous warblades fall into two categories: those who recruit
followers to found a sword temple or form an adventuring
band, and those who operate independently. Among the
warblades who have founded their own schools, the one
known as the Bright Annis is [amous for her merciless
training techniques. Fewer than one in ten of her students
manage to complete her tutelage. Many perish while spar-
ring with their instructors or are lost in Bright Anniss
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ocious quest for the heads of clmw. whom she blames for RAbES

the death of a lover long ago. Among the warblades who
refuse to tie themselves to a particular school or demesne
are Allek Thrazt, an outcast of the hobgoblin masters of the
Tron Heartschool. He is known to trade his former school’s
secrets for bright gold. The charcoal-skinned dwarf sword
prince Mardilkuthor Pwarna, the scourge of the Seekers of
Reshar (a group that hopes to rediscover the Nine Swords
and hasten Reshar’s return). Whether Mardilkuthor's
motive is fear; jealousy, or an agenda he has managed 1o
conceal even from the Sage of Snow and Shadow, the dwarf
teportedly hunts down martial adepts who seek o reunite
the Nine Swords.

ORCANIZATIONS

Because of their independent and sometimes downright
chaoric natures, many warblades refuse to join tradirional,
hierarchical organizations, though they are nor averse ro
the greater glory of founding one. Thus, some warblade-
created organizations have one or more warblades in a
leadership position, while the rank and file consists of
fighters, rangers, and bards, who can record the deeds of the
organization's leaders

Mardilkuthor Pwarna has built up a netwerk of spies,
assassins, and rangers across the Sunspire Mountains and
the Deluge Jungle. These individuals meet in concealed safe
houses, tree blinds, and mountainside caves in the peaks
gathered at the skirts of the Mother Mountain, Koshtra
Amnorn. Members of this organization can advance through
the capture of any adepts secking the Nine Swords, but
Mardilkuthor maintainsan iron grip on command.

The Bright Annis welcomes all princes of the sword o
her open-air dojo in the southern fens of the Deluge Jungle.
A consummate teacher, she is harsh even by warblade stan-
dards, Her students are regularly required 1o make forays
into the dark places beneath the earth to hunr dark elves.
Any warblade who slays large numbers of drow is guaran-
tead advancement.

Countless other warblade organizations rise and fall
according to the mercurial fortunes of individual sword
princes. Most of these movements are dedicated o the
greater glory of their founders, although a fair number
dre, ostensibly at least, focused on amassing coin orarcane
power. Because the warlike natures of their leaders guar-
antee a high casualty rate, most such organizations are
always eager for new blood.

NPC REACTIONS

Governments, churches, and spy rings love 1o employ war-
blades, Easily motivated by promises of gold, glory, and land
~ lwhichever the employers possess a surplus of at the moment),
warblades can lend excellent, efficient muscle o any mission.
A wise patron sends companions of other classes along with
a warblade, though, to keep him on track. Many kings and
high priests haye been left cursing in their chambers when
waord reached them of their hired muscle’s fickle decision to
abandon the job, seize the goal for his own, or even change
o gain greater glory.

The stoic. taciturn, clan-oriented mindset of dwarvesis
anathema to the free-thinking, brash, and individualist
warblade. But even so, a surprising number of dwarves (often
outcasts from their clans) choose to take up this path. Con-
versely, warblades are often admired by the more gregarvious
races, including humans, halflings, and gnomes, for their
life-on-the-edge, devil-may-care artitude,

OTHER CLASSES
Fighters, paladins, and other front-line fighters welcnmec .;l"

warblades as brothers in steel. Mages, however, are often
suspicious of warblades and tend to give them a wide berth:
Rogues often see warblades as useful muscle, so eager for
glory and gold that they can easily be duped. In the absence
of other motives, most classes and races regard warblades
with 2 cautious and hesitant eye. The chaotic and individu-
alist nature of warblades means that they sometimes make
unreliable companions, ind no oné wants ro be caught i
the Sunspires while the party’s warblade pouts in his tent,
unsatisfied with his split of the last’bartle’s loor.

WARBLADE LORE

Characters with ranks in Gather Information or Knowledge
{nobility and royalty) can research warblades and learn more
about them. When a characrer makes a skill check, read or
paraphrase the following, including the information from
lower DCs.

DC 10: A warblade is a fighter with delusions of immor-
taliry. These glory-hounds think they can live forever ina
bard’s song!

DC 15: Warblades walk the Sublime Way, and few can
match theirskill with weapons. A warblade can learn combat
maneuvers from many different disciplines, so you can't
guess the strengths or weaknesses of any warblade you face
in bartle. He might move with the speed of thought, rumble
like a boulder through your ranks, oratrack with the savagery

2 beast.

DC 20: A warblade tends to be a chaotic creature, His
downfall is his pride—he cannot abide an affronr to his pres-
tige. The promise of honor and the laurels of a city are often
enough 1o enrice a warblade to risk his life. An enterprise's
possible reward—be it glory or gold—is much more impor-
tant to a warblade than the potential risks, which he often
disregards completely.

WARBLADES IN THE CAME

Combat is the natural campaign entry point for warblades.
With the sun glinting off their polished armor, these char-
acters lirerally shine in combat. The first warblades in your
campaign might be a brother and sister seeking to restore
their family name by defeating the most renowned fighterin
the area (one of the PCs). Their martial maneuvers have been
passed down in secret [or generations, and ar last these two
have chosen to reveal themselves in the name of redemption
and recovered honor. Alternatively, ifa PC is the first warblade
m your cnmpmgn wodd, he tnight experu:nce an eplph iy




Fardalak Axeébearer, a wandering warrior

sage, so that his first use of a martial maneuver becomes the
fulfiliment of a prophecy.

Once warblades have become an established part of a
campaign world, they find their niches on the battlefield,
in the royal court, and in the twin arenas of public opinion
and public entertainment. With their crowd-pleasing mar-
tial maneuvers, warblades make excellent gladiators, and
their thirst for glory often leads them ro the public games.
However, warblades are equally likely to become enmeshed
in the webs of court intrigue, playing cardinals off dukes
and infantas off dauphins in a game that they find nearly as
rewarding and exciting as swordplay. Whereas a rogue might
lament the loss of his riches and a cleric his loss of faith, a
warblade feels no deficiency more keenly than the loss of the
public's admiration.

ADAPTATION

Campaign worlds without large, established nations or
organizations can still offer warblades a chance at glory.
Becoming the hero of a village can be justas meaningful as
becoming the hero of a nation—especially if the warblade
Lnows every person in the village, can inquire about the
innkeeper’s grandchildren by name, and is met in the remple

VARDALAK AXEBEARER

its feet whenever l'u- an

fighting for fr(-edom rather than seekers ofpersonal glm‘}h
Their lack of magical skill plays well to the idea that war
blades are oppressed fighters working to subvert a powerful
arcane regime that denies the use of magic to all but its
chosen agents.

SAMPLE ENCOUNTER

Warblades stay in one place only as long as they receive con=
stant adulation. Once their fame begins to die down, they
are on the road again.

EL 5: The warblade Vardalak Axebearer wanders the land in
search of a master who can lead him to glory. He challenges
any warrior who seems skilled to a nonlethal duel. If he loses,
he swears to serve the victor fora week. Unfortunately, his
service is a mixed blessing. Vardalak is tough and useful in
a fight, bur his short rtemper, impetuosity, and rude narure
make him a burden outside of battle. His last two masters
broke camp early, leaving him snoring loudly at the side of
the road.

CRS
Male dwarf warblade 5

CN Medium humanoid

Init +4; Senses Listen +1, Spot +1; darkvision 60 ft.
Languages Common, Dwarven

AC 18, touch 11, flat-footed 18; +4 AC against giants,
uncanny dodge
(Dex +1, armor +5, shield +2)

hp 53 (5 HD)

Resist stability

Fort +7 (+9 against poison), Ref +3, Will +1; +2 on saves
against spells and spell-like effects

Speed 20 ft.

Melee +1 dwarven waraxe +10 (1d10+4/x3)

Ranged javelin +6 (1d6+3)

Atk Options +1 on attacks against orcs and goblinoids,
battle ardor {+1 to confirm critical hits)

Base Atk +5; Grp +8

Combat Gear 3 potions of cure light wounds

Maneuvers and Stances Known (IL 5th):

Stances—absolute steel stance (3rd), punishing
stance (1st)

Strikes—exorcism of steeli (3rd), rabid wolf strikef:
(2nd), steel windf (1st), steely strike (1st)

Boosts—sudden leap (1st)

Counters—wall of blades{ (2nd)

Disciplines: lron Heart, Tiger Claw

T Readied maneuver

Abilities Str 16, Dex 13, Con 16, Int 12, Wis 10, Cha 6

SQ stonecunning (PH 15), weapon aptitude

Feats Diehard, Quick Draw®, Weapon Focus (dwarven
waraxe)

Skills Balance +8, Concentration +11, Intimidate +6, Jump
+10, Martial Lore +5

Possessions combat gear plus +] mithral shirt, masterwork
heavy shield, <1 dwarven waraxe, 2 javelins




Resbar travels to the islands
beyond the dawn and masters
the way of the Setting Sun
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ACCESS TO maneuvers
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You can use this skill to participate in a duel of wills before
-—unl bcg'n~

Duel of Wills: ¥
moments before 2 fight breaks out and attempt to crush his
will, while he does the same to :

Immediately before initiative is rolled for either side, you
can instigate a duel of wills by selec 1ing a single eneémy
you are aware of within 30 feet. Only characters with
Intelligence scores of 3 or higher can engage in a duel of
wills, and rhe participanis must be able to see one another.
You can't atiempt to instigate more than one duel of wills
PEr eNncounfer.

When youanstigate the duel (usually by fixing a cold, steely
sfare qnjynur'épponpn_l), your adversary can respond in one

a potential enc nthe
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the Challenge: 1f your oppanentignores your challenge

inacontest of wills, make a DC 15 Intimidate check.

Eyou succeed, you gain a +1 morale bonus on attack rolls
“against that opponent for 1 round.

Participate: Both you and your chosen foe must make an
Intimidare check The character with the higher result gains
a4 +1 morale bonus on attack rolls and damage rolls against
the loser, and the loser takes a1 penalty on attack rolls and
damage rolls against the winner If the result is a tie, neither
character gainsany benefir. These bonuses and penalties last
for the duration of the encounter.

Action: None. Instigating a duel ofwills requires no acrion
and occuts before initiative is rolled:

Try Again: No, but you can instigate a second duel of wills
with the same target after 24 hours have passed.

Special: If you have the Unnerving Calm fear, you can
use your Concentration skill in place of your Intimidare skill
when engaging in a duel of wills,

KNOWLEDGE (LOCAL)
(INT; TRAINED ONLY)

You can use the Knowledge (local) skill to answer ques-
rions about various martial practitioners and traditions.
For example, you canartempt 2 Knowledge (local) check
to identify a monastic order or swordsage school known to
ptactice a particularmarrial discipline, to recall basic facts
about the philosophy or teaching practices of a particular
discipline, or to recall the adventures or expleits of famous
martial adepts.

MARTIAL LORE
(INT; TRAINED ONLY)

You can use thisskill to identify martial maneuvers as soon
as they are initiated.

Check: You can identify maneuvers and disciplines used
bya combatant, The DCs for Martial Lore checksrelating to
various tasks are summarized below.

DC Task

10+ maneuver level Identify a maneuver being
initiated by someone you can
see. No action required. No
retry.

Identify a maneuver recorded
on a martial script. One try

per day. Requires a full-round
action.

Determine all disciplines known
by a particular creature by
watching it Initiate at |east one
maneuver. No action required,
Retry only if the subject initiates
another maneuver.

10 + maneuver level

20 + targat's initiator level

Action: Varies, as noted above,

Try Again: See above.

Special: A swordsage gains a +2 bonus on a Martial Lore
‘check involying a maneuver in a discipline in which he has

scipline focus.
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Feats are the backbone of any warrior's combat prowess, and
martial adepts are no exception. The following fears expand
on the teachings and abilities embodied by the nine martial
disciplines. Other feats in this section allow characters to/
gain access to martial maneuvers without gaining levels as
a crusader, swordsage, or warblade.

ADAPTIVE STYLE

With just a short period of meditation, you can change your
maneuvers and tactics to meet the threat you currently face.

Prerequisite: Crusader, swordsage, or warblade level 1st.

Benefit: You can change your readied maneuvers at any
time by raking a full-round acrion. If you're a crusader, your
current granted maneuvers are lost and you gain new granted
maneuvers as if you had just readied your maneuvers for
the day.

Normal: You can change maneuvers only by spending §
minutes to do so.

AVENCING STRIKE

Your strength of will and strong sense of justice allow you
to smite your foes,

Prerequisite: Any good alignment.

Benefit: As a swift action, you can channel the power of
your faith and energy to enhance a single artack you make,
Yot gain a bonus egual to your Charisma bonus {ifany} on
the attack roll and damage roll for the next melee atrack vou
make against an outsider with the evil subtvpe. You can use
this ability a number of rimes per day equal to your Charisma
benus (minimum 1),

BLADE MEDITATION

You have learned a meditation rhat grants you insight inmo
the martial disciplines you have studied.

Prerequisite: Concentration 1 rank, base artack bonus +4,
one maneuver from any discipline.

Benefit: When you take this fear, choose a discipline.
You gain a +1 bonus on damage rolls with all the preferred
weapons of your chosen discipline when using a strike
combat maneuver, as well as a +2 bonus on checks involving
the discipline’s key skill. The save DCs of any maneuvers that
you perform from the chosen discipline are increased by I}
if they have a save DC.

The weapons and skills associated with each disciplineare
given below.

Desert Wind: Scimitar, light mace, light pick, spear, fal-
chionj Tumble.

Devoled Spiril: Falchion, greatclub, maul®, longsword,
Intimidate.

Diamond Mind: Rapier, shortspear, trident, bastard sword
(katana); Concentration.

[ron Heart: Bastard sword, dwarven waraxe, longsword,
rwo-bladed sword; Balance.

Setting Sun: Short sword, nunchaku, unarmed strike,
quarterstaff; Sense Motive.

Shadow Hand: Dagges; sai, siangham, short sword, spiked
chain, unarmed strike; Hide.




greataxe, heavy mace, unarm kd

Sreatsword, g

Stone Dragon: (
strike; Balance.

Tiger Claw: Kama, kukri, handaxe, claw, greataxe, unarmed
strike; Jump.

White Raven: Longsword, battleaxe, warhammer, grear-
sword, halberd; Diplomacy.

Special: A fighter can select Blade Meditation as a
bonus feat.

"Described in the Complele

DESERT FIRE

The power of the Desert Wind surge
find powerin the motion of the hot wind
that vou can channel into y
Prerequisite: One Desert W 'ind str
Benefit: [f
nal position before using
round. that strike deals an extra 1dé points of dar

DESERT WIND DODGE

Your training in the Desert Wind discipline allows you to
dance across the bartlefield like a

Prerequisite; Dex 13, one Desert Wind maneuver.

Benefit: If you move at least 10 feet from your original
position, you gain a +1 dodge bonus to AC a
pointoffire damage with any attack you make with a scimitar;
light mace, light pick, spear, or falchion. This benefit lasts
until the start of your next turn.

Warrion ":-t'!:‘}"[l"[ﬂr".'_-[

i, and you

our Desert

you move at least 10 feet away from your origi-

a Desert Wind strike i

blistering sirocco

nd deal an extra i

A swordsage uses Desert Wind Dodge
to avoid an ettin's blow:

Speciai' Desert Wind Dodge can be used in place of Dodge
to qualify for a feat, prestige class, or other special ability,
1f you already have Dodge when you select Desert Wind
Dodge, you can choose 1o lose the Dodge feat and gain a
new feat in its place. You must meet the prerequisite for
the new feat

EVOTED BULWARK

’6 -ause of your staunch devotion to your cause and your

Devoted Spirit training, you can stand your ground even in

the face of an enemy's resounding attack
Ptcrer.]uisite' One Devoted Spirit maneuver.
Beneﬁt If an enemy deals damage 1o you with

a melee
¢, you gaina +1 morale bonus to your AC Jn]’.ll the end

of v

OUr NEXT

D]WNE SPIRIT [DIVINE]

ervor and dedication of the Devoted Spirit discipline,

Turm

combined with your fanatical adherence 10 a divine power,

rurns you into a font of spiritual energy. With only

moment s focus, you can channel power 1o enhance your
nnng talents

P erequisite: Ability to turn or rebuke undead, one

Devoted Spirit stance,

".I I

Benefit: While in a Devoted Spirit stance, you can expend a
rurnorrebuke undead artemptas an immediate action 1o heal
yourself a number of hit points equal 1o 3 4 your Charisma
modifier, if any (minimum | point),

gl
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Adaptive Style

Avenging Strike
Blade Meditation’

Desert Fire

Desert Wind Dodge
Devoted Bulwark
Evasive Reflexes

Extra Granted Maneuver
Extra Readied Maneuver
Falling Sun Attack
Ironheart Aura

Martial Stance'

Martial Study'

Rapid Assault

Shadow Blade

Shadow Trickster

Song of the White Raven
Snap Kick

Stone Power

Sudden Recovery
Superior Unarmed Strike

Tiger Blooded
Unnerying Calm

Vital Recovery
White Raven Defense

Prerequisites
Crusader, swordsage,
or warblade level 1st
Any good alignment

Concentration 1 rank,
base attack bonus +4,
one martial maneuver
from any discipline
One Desert Wind strike

'Dax 13,
‘one Desert Wind maneuver
One Devoted Spirit maneuver

Dex 13

Crusader level 1st
Swordsage level 1st
Stunning Fist,

one Setting Sun strike
One Iron Heart stance

One martial maneuver

Base attack bonus +1

One Shadow Hand maneuver

Caster level 1st,
one Shadow Hand stance
Bardic music (inspire

Benefit
Change readied maneuvers with a full-round action

Add Cha bonus on attack and damage against an evil outsider
a few times per day

+1 damage on strikes, +2 on skill check, +1 save BC with
discipline-related weapons, skills, and maneuvers

+1d6 skirmish damage when using a Desert Wind strike
Move 10 feet, +1 AC, +1 fire damage

+1 AC when foe damages you

Instantly take 5-ft. step instead of an attack of opportunity
Ready one more maneuver from your maneuvers known
Ready one more maneuver from your maneuyers known

Make Setting Sun strike a stunning attack, +1 to DC of
stunning attacks and Setting Sun strikes

Adjacent allies gain +2 bonus on saves while you are

in an Iron Heart stance

Learn one martial stance

Gain the use of a martial maneuver

+1d6 melee damage in first round of combat

Use Dex modifier instead of Str modifier on damage rolls with
Shadow Sun weapons

+1 bonus on save DCs of illusions while in 2 Shadow Hand stance

Use inspire courage as swift action while in a White Raven stance

courage), one White Raven maneuver

Improved Unarmed Strike,

base attack bonus +6
Str 3,

one Stone Dragon maneuver

One martial maneuver

Improved Unarmed Strike,

base attack bonus +3

Ability to rage, wild shape,

Make an extra attack, all attacks at -2
Trade attack bonus for temporary hit points

Recover an expended maneuver as a swift action 1/day
Deal greater unarmed damage

Knock smaller foes back while raging or wild shaped

or shift; one Tiger Claw maneuver

Concentration 1 rank,

one Diarnond Mind strike

Two martial maneuvers

Use Cancentration in duel of wills, gain +2 banus on attacks
after successful duel for 1 round
Heal 3 + leve| points of damage when you recover a maneuver

One Whits Raven maneuver —+1 bonus to AC while adjacent to ally; adjacent allies gain +1 AC

while you wield a White Raven weapon

1 A fighter can select this feat as one of his fighter bonus feats.

EVASIVE REFLEXES

When an opponent gives you an opening in combat, you
knew exactly what to do: slip away.

Prerequisite: Dex 13.

Benefit: When an opponent gives you a chance to make
an arrack of opporrunity, you can instead immediately take
a 5-foot step.

Special: Evasive Reflexes can be used in place of Combar
Reflexes to qualify for a feat, prestige class, or other special
ability. You can take both this featand Combat Reflexes.

EXTRA GRANTED MANEUVER

You are especially devour or insightful, and you have more

gontrol over which of your martial maneuvers are currently
- granted than other crusaders.

. Prerequisite: Crusader level 1st.

Benefit: You begin each encounter with one additional
readied maneuver granted. This feat also applies when vou
determine a new set of granted maneuvers after recovering
expended maneuvers. For example, if you are a sth-level cru-
sader, you normally begin an encounter or finish recovering
expended maneuvers with two of your five readied maneuvers
granted, and the remaining three maneuverswithheld. With
this feat, three of your five readied maneuvers are granted, and
only two are withheld. Naturally, this benefit provides you
with a better array of maneuver options early in a bartle.

Special: You can rake this feat only once.

EXTRA READIED MANEUVER

You are an unusually perspicacious student of the Sublime
\Way, and you find it easy to keep alarge number of maneuvers
ready for use.

Prerequisite: Swordsage level st
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Divine Feat
Divine Spirit

Item Creation Feat
Scribe Martial Script

Psionic Feats
Instant Clarity

Psychic Renewal

Tactical Feats
Clarion Commander
Distant Horizon
Faith Unswerving
Cloom Razor
Perfect Clarity

of Mind and Body
Reaping Talons
Scorching Siracco
Shards of Granite

Stormguard Warrior

FABLE 2-1: NEW FEATS (CONT.)

Prerequisites

Ability to turn or rebuke

Benefit
Instantly heal yourseif while in a Devoted Spirit stance

undead, one Devoted Spirlt stance

Prereqmsﬁes
Crusader or
swordsage level Tst

Prerequisites

Concentration 7 ranks

Prerequisites

See feat description
See feat description
See feat description
See feat description

See feat description

See feat descrlpllon
See feat description
See feat description
See feat description

Benefit
Create martial scripts

Benefit :

Use swift action to gain psionic focus after initiating

a successful martial strike

Expend psionic focus and power points to recover a maneuver

Benefit

See feat description
See feat description
See feat description
See feat description
See feat description

‘See feat descnpnnn
See feat description
See feat description
See feat description

Benefit: Increase the number of maneuvers you can ready
for your swordsage levels by one. For example, a Sth-level
swordsage can normally ready six maneuvers. With this fear,
she can ready seven.

Special: You can take this feat only once.

FALLING SUN ATTACK

The discipline of the Setting Sun teaches you how to turn
an opponent’s strengths into weaknesses. You can identify
“precisely the correct spot on your opponent’s body to deliver
astunning attack.

Prerequisite: Stunning Fist, one Setting Sun strike.

Benefit: You can declare any Setting Sun strike delivered
with an unarmed strike to be a stunning attack. In addition,
add 1 to the save DC of your Stunning Fist attacks and 1 to the
save DC of your Setting Sun strikes. Using this feat expends
it use of your stunning atrack for the day.

INSTANT CLARITY [PSIONIC]

You have sharpened your concentration to the point that you can
focus your psionic abilities with just an instant's thought.

Prerequisite: Concentration 7 ranks

Benefit: You can rake a swift action to become psionically
focused after successfully initiaring a martial strike. You can
use this ability three times per day.

Normal: A character without this feat must take a full-
round action to become psionically focused.

Special: Instant Clarity can be used in place of the Psionic
Meditation feat (see Expanded Psionics Handbook) to qualify
for a feat, prestige class, or other special ability. You can take
both this fear and Psionic Meditation.

T
IRONHEART AURA

Your strength of spirit and martial training inspires those

ndd vou.
'u' o v

Prerequisite: One lron Heart stance.
Benefit: While you are in any Iron Heart stance, adjacent
allies gain a +2 morale bonus on saving throws.

MARTIAL STANCE

You have mastered the fundamentals of a martial discipline,
and you are now able to master one of its stances.

Prerequisite: One martial maneuver,

Benefit: When you gain this feat, you can select any
stance from a discipline in which you already know at lease
one maneuver. You must meet the normal prerequisite of
the stance, Your martial adept level for using this maneuver
is equal to your levels in martial adept classes (if any) + 1/2
your levels in other classes.

Special: You can choose this feat more than once. When
you take this fear again, you gain knowledge of a new
stance, You do not have to choose a stance from the same
discipline you selected the first time, but you must know
at least one martial maneuver from the discipline of the
stance you choose.

Special: A fighter can select Martial Stance as a bonus

fear.

MARTIAL STUDY

By studying the basics of a martial discipline, you learn to
focus your ki and perfect the form needed to use a maneuver,
As a resulr, you gain the use of 2 combat maneuver.

Benefit: When you gain this feat, you must choose 2
discipline of martial maneuvers, such as Desert Wind. The
key skill for the chosen discipline becomes a class skill for
all your classes (current and furure).

Selectany maneuver from the chosen discipline for which:
you meet the prerequisite. If you have martial adept levels,
th:s maneuver becomes one of your maneuvers known.
» martial adepr levels, you can use this




Ef ONCE Per encounrer
tor level equal to 1/2 your character level. [fyou do not
vie martial adept levels when you take this feat, and you
ter gain a level in a class that grants maneuvers known,
‘these new maneuvers can be used only once per encounter
and have no recovery method. If you later gain levels ina
martial adepr class (crusader, swordsage, or warblade), you
use the recovery method formaneuvers learned as a result
-~ of those class levels, but your previous mancuvers (gained
through this feat or through prestige class levels) do nor

. gain a recovery method.

A maneuver learned through this fear cannot be
exchanged for a different maneuver if you are a crusader,
swordsage, or warblade (see the class descriptions in Chapter
1 for details on swapping out maneuvers as you gain levels),
Once you choose a maneuver with this fear, you cannot
change it.

Special: You can take this fear up to three times. Each
time you take it after the first, you gain one of two ben-
efits. You can choose a fiew discipline, gaining one of its
maneuvers and its key skill as a class skill, as described
above. Alternatively, you can choose a maneuver from
a discipline ta which you have already gained access

by means of this feat In either case, you must meet the
maneuver's prerequisite.

Special: A fighter can select Martial Srudy 15 a bonus
feat.

PSYCHIC RENEWAL [PSIONIC]

Your mental strength and psionic abilities allow vou to
focus your mind on combat and use your most devastaring
maneuvers more frequently.

Benefit: As a swift action, you can recover any expended
maneuver by expending your psionic focus and spending
power points equal to the maneuver's level,

"= RAPID ASSAULT

Your hghting style emphasizes taking foes down with quick,
powerful blows.

Prerequisite: Base attack bonus +1.

Benefit: In the first round of combat, your melee attacks
deal an extra 1d6 points of damage

CRIBE MARTTAL SCRIPT
ITEM CREATION]

You know the secret of creating martial scripts—small slips
of paper into which you infuse your own martial power and
& skill. The user of a script you have created gains the ability
| D use 2 maneuver you know.

Prerequisite: Crusader or swordsage level 1st
Bcneﬁt: You can infll.’iﬁ' []'IE [-int‘l\k'l&‘dgt? Cl]‘i] ny maneuver
you know into a martial script (see Martial Scripts, page 147).
The market price of a martial script is equal to the initiator
level » maneuver level x 50 gp. You must spend 1/25 of this
‘market price in XPand use materials costing 1/2 the marker
_-n ice. Scribing a martial script takes one day for each 1,000

b of s marker price.
porion or scroll, a scripr can be used only once.

_"

s martial adepr wich an

e of yourtmning in the Shadow Hand disciplin
you learn o use your natural agility and speed ro augment
your attacks with certain weapons.

Prerequisite: One Shadow Hand stance,

Benefit: While you are in a Shadow Hand stance and
attack with one of the discipline’s preferred weapons, you
can add your Dexterity modifieras a bonus on melee damage
for artacks made with the weapon. )

Special: Shadow Blade can be used in place of Weapont
Finesse to l!l]lllit'\-' for a feat, prestige class, or other kpcall
ability, 1f this substitution allows you to gain a benefit thag
normally applies to all finesse weapons (those described in
the Weapon Finesse feat description), it instead applies only
to the Shadow Hand discipline’s preferred weapons,

SHADOW TRICKSTER

Yourmastery of the Shadow Hand discipline lets youaugment
your illusion spells with the stuff of shadow.

Prerequisite: Caster level 1st, one Shadow Hand strike.

Benefit: While youare in a Shadow Hand stance, the save
DC for any 1llusion spell you cast increases by 2.

You also gain a +2 bonus on damage rolls when making 4
sneak attack, a sudden strike (see the ninja class description,
page 8 of Complete Adventurer), or when you flank your target.

SONG OF THE WHITE RAVEN

The White Raven discipline shows you how to rouse dedicas
tion and fervor within your allies’ hearts. Such reachings can
augment and improve your musical ability,

Prerequisite: Bardic music (inspire courage), one White
Raven maneuver

Benefit: While you are'in'any White Raven stance, youl
can activate your bardic music ability to inspire courage as
a swift action. Your crusaderand warblade levels stack with
your bard levels to determine the bonus granted by youg
inspire courage ability.

SNAP KICK

You have continued to hone your unarmed combar skills, and
you deal mote damage with your unarmed strikes

Prerequisite: Improved Unarmed Strike, base artack
b[‘[lLlS +06.

Benefit: When you make a melee artack with one or morneé
melee weapons (including a standard artack, full arrack, or
evenastrike maneuver), you can make an additional arrack ar
your highest attack bonus. This artack is an unarmed arrack
that deals damage equal to your base unarmed attack damage
+1/2 your Strbonus, You take a—2 penalry on all artack rolls
you make this round.

STONE POWER
The principles of the Stone Dragon discipline teach you
how to gather and focus your raw, physical strength into
an attack,
Prerequisite: Str 13, one Stone Dragon maneéuver,
Benefit: When you use an artack action or a full 2t
tack action, or you initiate a Stone Dragon strike in melet
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Prerequisite: Ability ro rage,

shift (such as the shifter ability from

the EseRRON campaign setting or the

bloodclaw master prestige class fea-

ture; see page 96), or wild shape; one
Tiger Claw maneuver.

Benefir: While you are in

a rage, shifted, or wild shaped

into an animal form, you can

attempt to knock back 5 feeta

creature of your size category

or smaller that you hir with

a Tiger Claw strike unless it

succeeds on n Fortitude save

(DC 10 +1/2 your character level

+ your Str modifier). This move-

ment does not provoke arracks
of opportuniry,

UNNERVING
CALM

combat, you can take a penalty
of as much as —5 on your artack
rolls This number cannor ex-
ceed your base attack bonus.
You gain temporary hit points
equal to twice the number that
you subtract from your attack
rolls (to a maximum of +10).
These remporary hit points
lastuntil the beginning of
VOur next rurn.

Special: Stone Power
can be used in place of
Power Attack to qualify
for a feat, prestige class, or
other special abiliry. You
can take both this feat
and Power Attack.

SUDDEN
RECOVERY

Youcaninstantly recover
vour focus, balance; and
personal energy after us-
ing a martial maneuver.
Prerequisite: One martial
maneuver.
Benefit: Once per day as
a4 swift action, you can in-
stantly recover an expended
maneuver. Itis now ready again.
If you are a crusader, the maneuver
is also granted immediately.

SUPERIOR UNARMED
STRIKE

.Cgm-j_urupxy ¥ Q oy

You know that the secret to
defeating your enemies lies
within the still center of yourown
mind. When your enemies meet
your eyes, they see only calm and
certain death awaiting them.

Prerequisite: Concentra-
tion 1 rank, ene Diamond
Mind strike.

Benefit: You can use
your Concentration skill in-
stead of your Intimidare skill

when you engage in a duel of

wills (see page 27). You gain a +4
bonus onskill checks made to resolve
Your unarmed strikes have become increas- a duel of wills. If your enemy chooses 1o
ingly deadly, enabling you ro strike your  Tlbe dlood of a predator runs through  ignore your challenge, you gain a +2 morale

foes in their most vulnerable areas. the =eins of a Tiger Claw adept bonus on atrack rolls against that opponent
Prerequisite: Improved Unarmed Strike, for 1 round.
base attack bonus +3 Normal: Resolving a duel of wills requires an Intimidate
Benefit: You deal more damage with your unarmed sirikes,  check. You gaina +1 morale bonus on artack rolls againstan
g5 shown on the table below. opponent who ignores your challenge.
Character Level Unarmed Damage VITAL RECOVERY
3rd 1d4 Preparing yourself 1o execute more of your maneuvers gives
4th—7th 1d6

_ you the chance to catch 2 quick second wind and recover
?12}:;11;]:}1 11580 from damage you have sustained in the fight.
16th-20th 2ds Prerequisite: Two martial maneuvers.
Benefit: When you recover one or more expended maneu-
vers, you heal 3 points of damage 4 1 point per characterlevel.

ecial: If vou are a monk, you instead deal unarmed . F :
op " You can gain this benefir only once per encounter.

damage as a monk four levels higher.

GCER BLOODED WHITE RAVEN DEFENSE

The White Raven discipline has taught you to shine asa
gleaming beacon of hope and endurance amid the chaos
of battle. Not only do you aid your allies, but you also draw.
strength and support from them.

\ The Tiger Claw discipline teaches students to mimic the
L rampant, feral qualities of a wild animal. When you assume
" ananimal form, or at least descend into a wild, bestial state,
tike with superior sirength and accuracy.




tisite: One White Raven stance,

‘Benefit: When you are in 1 White Raven stance and
“adfacent to at least one ally, you gain a +1 bonus to AC, Fur-
thermore, when you are wielding one of the White Raven
discipline’s preferred weapons, eachally adjacent to you gains

a +1 bonus to AC. These bonuses don't apply when you're
flat-footed.

TACTICAL FEATS

Feats with the tactical descriptor allow characters to perform
a number of powerful manetvers.

1f you're playing a character who has a tactical fear, it's your
responsibility to keep track of the actions you're performing
as you set up the ability that the feat enables you to perform.
11's also a good idea to briefly mention to the DM that you're
working toward performing a tactical ability.

Some of the tactical feats refer to the first round, second
round, and so on. These terms refer to the timing of the abil-
ity, not the bartle as a whole. For example, you don't have to
use Combat Expertise in the first round of combat to begin
a tactical ability that uses that fear. The round in which you
use Combat Expertise to complete an ability is considered
the first round of the ability’s use.

CLARION COMMANDER

On the battlefield, you are a natural leader. You issue orders
and coordinate yourallies, but youalsa learn to take advantage
of their actions and maximize the fruits of teamwork. When
you attack a foe with your allies, the combined result of your
efforts can be devastating,

Prerequisite; White Raven Defense, base attack bonus
+6, two White Raven maneuvers.

Benefit: The Clarion Commander feat enables the use of
three tactical oprions.

Following Up: To use this option, you must make a success-
ful DC 20 Diplomacy check as a move action after hitting your
targetwith a melee attack. If you hit that targer again onyour
nextturn, the targer provokes an arrack of opportuniry from
anally of your choice (assuming at least one is in position to
make such an artack).

Perpetual Flank: To use this oprion, you make a DC 20
Intimidate check against an opponent as a standard action. If
this check succeeds and you make a successful melee artack
against the same foe on your next turn, you and your allies
can treat that enemy as flanked for 1 minute.

Pile On:To use this option, you must use the aid another
action (PH 154) to granr an'ally a bonus on his next attack
roll against an opponent both of you threaten. If your ally
attacks and hits that enemy, you can make an immediate
attack of opportunity against that rarget. You gain this
benefit if your ally hits the foe before the start of your next
turn. You gain the attack of opportunity only on the first
successful attack.

DISTANT HORIZON

An initiate of the Setring Sun sometimes learns a set of
' bt maneuvers that combine fo creare the DistantHori-
nfighting form. This form teaches you how to recognize an

current moment, as well as i

| the futtre, A blow struck now ruins an opponent’s defenses

against your next volley of attacks.
‘Prerequisite: Int 13, Falling Sun Attack, base attack bonus
&6, two Setting Sun maneuvers.

Benefit: The Distant Horizon feat enables the use of three
tactical options.

Continued Push: To use this option, you must move &l
opponent at least 5 feet with a bull rush artack or a Setting
Sun strike. On your next turn, you gain a +4 bonus on any
Strength, Dexterity, or grapple checks you make against
that foe,

Tupn the Tables: To use this option, a foe must charge you and
either miss you with his charge attack or be unable to attempt
the attack (perhaps because of your use of a maneuver). On
your next turn, you can make a charge artack against that
foe even if you cannot move more than 5 feet. You can also
make a charge atrack against that enemy even if you cannot
charge in a straight line.

Lasting Weak Spot: To use this option, you must hit a foe that
you flank with at least two melee attacks on your turn. On
your next turn, as a standard action, you can make a singlé
melee attack against your foe with a—2 penalty, 1fthis attack
hits, your foe takes an extra 1 point of damage from every
melee attack that hits him for the next minute.

FAITH UNSWERVING

The initiate of the Devoted Spirit knows that his fanaticism
and devotion 1o a cause are enough to carry him through
almost anything. This tactical featallows you to draw on this
reservoir of energy. As your foes injure you, you become 2
more daunting foe.

Prerequisite: Devoted Bulwark. base artack bonus +&, two
Devoted Spirit maneuvers.

Benefit: The Faith Unswerving feat enables the use of
three tactical options.

Keep Up the Pressure: To use this option, you must make 8
charge artack against a foe. 1fyou his, at any time before the
start of your next turn you can take an immediate action o
move up to your speed immediately after that foe moves, as\8
long as you end your movement adjacent to thar target.

Take One for the Team: To use this option, you must hirafy
opponent with a melee artack. Atany time before the start of
your next turn, you can take an immediate action to block g
melee artack made by that opponent if he rargets one of your
allies. You must be adjacent to the ally to use this ability,
and you must decide to use this ability before you know the
result of the enemy's attack roll. If the arrack hits your ally,
roll td20 and add your AC 1o the result. 1f the result of this
roll is greater than the opponent’s attack result, he hits you
instead, even if the arrack roll's result wouldn't normally be
high enough ro hit you,

One Last Strike: To use this option. you must be the subject
of an attack, spell, or ability thar reduces you to 0 or fewer
hit points. As an immediate action, you can move up to §
feet and make a single melee attack with a-+5 bonus on the
attack roll. You gain a bonus on your damage roll equal ro
your character level. This attack is considered a strenuou

-




action. chnnﬂess afthEtesult oF ynuramck wustill take REAP“\TG TALONS
the damage from the arrack thar triggered this ability, You

complete this immediate action before dropping 10 0 or fewer
hit points.

GLOOM RAZOR

The teachings of the Shadow Hand discipline allow you to
confise your enemies. Your attacks and parries are infused
with the stuff of shadow. Through careful training and
discipline, you learn to use your ki to inhibit a foe's fighting
ability with your shadowy nature.

Prerequisite; Hide 9 ranks, Shadow Blade, base attack
bonus +6, two Shadow Hand maneuvers.

Benefit: The Gloom Razor feat enables the use of three
tactical options.

Lingering Gloom: To use this option, your opponent must miss
'You duc | (%] concealment, On yOur next rurn, you can ITI'JI((‘ d
Hide check opposed by your foe's Spot check as a swift action
1f this check succeeds, you gain the benefit of an mvisibility
‘spell against that foe until the end of your rurn.

Mouving Shadows: To use this option, you must deal damage
to an enemy with a melee attack and move ar least 10 feet
during your rurn. On your next turn, you can treat thar
enemy as flar-footed against the first melee attack you make
in that round,

Shadow Slip: To use this option, you must make a successful
melee attack against an opponent you flank. On your next
tirn, you can make a DC 20 Tumble check if you are adja-
cent to your foe, If this check succeeds, as a free action you
¢iin move to any square adjacent to your opponent without
sprovoking attacks of opportunity from any opponent.

PERFECT CLARITY OF MIND
AND BODY

Your mastery of the Diamond Mind discipline allows you to

tap into reserves of spiritual and physical strength that other
warriors cannot imagine using. Through focus, dedication,
~and a heightened awareness of your inner talents, you push
syourself beyond your limits,

‘Prerequisite: Unnerving Calm, base attack bonus +6, two
,Diamond Mind maneuvers.

' Benefit: The Perfect Clarity of Mind and Body feat enables
the use of three tactical options.

Coiled Spring: To use this option, you must use the total
“defense action and move no more than 5 feet on your turn.
- On your next turn, you gain a +30-foot bonus to your land
'Speed and a +2 bonus to AC as you burstacross the battlefield.

L}
-

S You can make a single atrack after moving in this round, if

"Wou don't move more than double your modified speed.
-'Expcri Mind: To use this option, you must first defeatan
*ehem} in a duel of wills (see page 27). On your next turn,
WOU gain a +4 morale bonus on any mII you make to disarm,

Aeint, or trip that enemy.
-~ Press the Advantage: To use this option, you must damage,
lisarm, or Lrip an opponent. Onh your next turn, you can
" make a DC 20 Intimidate check against your opponent as &
action. If this check succeeds, your foe takes a -2 penalty
e olls or 1 ound.

When fighting with the Tiger Claw discipline’s preferred
weapons, you can use a variery of combat options that maxi-
mize the benefits of wielding two weapons.

Prerequisite: Two-Weapon Fighting, base attack bonus
+6, two Tiger Claw maneuvers.

Benefit: The Reaping Talons feat enables the use of three
tactical options.

Focused Assqult: To use this option, you must fight defen-
sively, use the total defense action, or use the Combag
Expertise feat to gain a +3 bonus to AC in return fora =3
penalty on artack rolls. You must also wield any two preferred
weapons of the Tiger Claw discipline and move no more than
5 feet. Keep track of each opponent that attacks you after you
take thataction. On your next turn, as a full-round action, you
can make a single melee artack against each of the opponents
that attacked you on the previous round ar your highest artack
bonus. You must still threaten the enemies you artack with
this option.

Carnered Predator: To use this option, you must hit your
foe with two attacks that each use one of the one-handed or
light preferred weapons of the Tiger Claw discipline (kukri,
kama, handaxe, unarmed strike, or.claw). On vour next turn,
you gain a +2 bonus on attack rolls against this foe for each
opponent that threatens you.

Talon Shield: To use this option, you must hit the your foe
with two artacks that each use one of the preferred one-
handed or light weapons of the Tiger Claw discipline (kukri,
kama, handaxe, unarmed strike, or claw). On your next turn,
if you fight defensively or use the total defense action, you
gain a +2 shield bonus to AC against that foe (in addition to
the normal AC bonus granted by that action).

SCORCHING SIROCCO

As a student of the Desert Wind, the burning fury of the
desert sirocco is at your command. In battle, you call upen
irs power to burn your enemy and lend you speed.

Prerequisite: Desert Wind Dodge, base artack bonus +6,
two Desert Wind maneuvers.

Benefit: The Scorching Sirocco fear enables the use of
three tactical options.

Ean the Flames: To use this option, you must deal fire damage
to a foe. On yournextturn, you can attempt a DC 20 Tumble
check as a move action. You must be adjacent to the target to
use this ability. 1f you succeed, your opponent catches fire
(DMG 303).

Mark of Fire: To use this option, you must deal fire damage
wa foe with a Desert Wind strike. On your next turn, you
must deal fire damage ro that foe again and make 2 DC 20
Spelleraft check. 1f you succeed, the flames spread across
vour target, granting your allies a +2 bonus on attack rolls
against her for 1 round.

Dance of Flames: To use this option, you must move at least
10 feet and initiate a Desert Wind stance. On your next turn,
you gain a +2 bonus on Tumble checks, 1f you succeed on a
Tumble check toavoid an attack of opportuniry, the opponent
whose nmu:k you avoided rakes 1d6 potnts of fire damage as
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DS OF GRANITE . TORMGUARD
£ the grear Stone Dragon, you hammer through , ; ) WARRIOR
puir opponents’ defenses using raw, brural \ The Stormguard Warrior feat
‘strength Each blow sunders steel, shat- encompasses a number of the

ters bone, and cleaves through
flesh. With each successive at-
tack you make, you hit with
greater force.

Prerequisite: Stone
Power, base attack bonus
+6, two Stone Dragon
maneuvers.

Benefit: The Shards
of Granite featenables
the use of three tacti-
cal options.

Battering Smash: To
use this option, you
must make a successful
meleeattack using one of the
preferred weapons of the
Stone Dragon discipline
(greatsword, greatnxe,
heavy mace. or unarmed
strike) and take a5 pen-
alty on the artack roll using
your Stone Power fear, If
you hit, you ignore the target’s
hardness (if any).

Eviscerating Strike: To use this
Opﬂ\__‘ln. yYou musthlt I}IE same crea-
ture at least rwo times in the same
round using one of the preferred
weapons of the Stone Dragon disci-
pline (greatsword, greataxe, heavy
mace, or unarmed strike),

On your next turn, you
ignore any penalty you
take on your attack roll
from your Stone Power
feat when making a roll to
confirm a critical hit.

Unstoppable Onslaught:To use
this option, you must make a
successful melee atrack using
one of the preferred weapons
of the Stone Dragon discipline
{greatsword, greataxe, heavy
mace, or unarmed strike),
and take a —5 penalty on the
attack roll using your Stone
Power feat. If you hit, your melee
attacks against that creature on

more advanced tactics and tech®
niques you would use as a student
of the Iron Heart school.
Prerequisite: Proficiency with an Iron Heart prefer
weapon ( bastard sword, dwarven waraxe, longsword, or twoe
bladed sword), Ironheart Aura, base attack bonus +6, two
Iron Heart maneuvers.

Benefit: The Stormguard Was
rior feat enables the use of three
tactical options.

Channel the Storm: To use this

option, you must choose to re-
frain from making one or more
available attacks of opportuni-
ty against a single opponent.
On your next turn, you gain
a +4 bonus on artack rolls
and damage rolls for each ar-
tack that you refrained from
making against the same
opponent. You gain this
bonus only against an op-
ponent that you refrained
from making an atrack of
opportuniry against in the
ptevious round.

Combat Rhythm: To use
this option, you can choose
to make melee rouch attacks

in place of normal melee
attacks againstan opponent.
These touch arracks deal no
damage. For each melee touch =
attack that hits, you gaina +5
bonus on melee damage rolls
against that same foe on your
next rurn.

Fight the Horde: To use thie
option, you must deal damage
to at least two different foes on
your turn with melee artacks
or Iron Heart strikes. On your

next turn, if you fight defen-
sively or take a —4 penalty on
your attack rolls with your

Combar Expertise feat (if

you have it), you gain a

+2 bonus on artack rolls

againstany foe youdamaged

YOUT Next [irn overcomes its dam- Not even an iron golem can withstand the onslanghbt with a melee attack or Iron Heart
age reduction (if any). of a swardsage armed with the Shards of Granite feat  strike du ring the previous rurn,




Reshar and bis apprentices found
the Temple of the Nine Swords
in the Sunspire Mountains

Player’s Ho
I stances and
mental self-discipline, :m-.l adherence  presents informationo
to distinct martial philosophies. Many with other game elements, such as spell resistance.
of the maneuvers of ;arious marti
disciplines aren't magic arall—they are simply onstra- _—___MARIIAL_MERS
tions of near-superhuman skill and rraining. Althoug Martial powers fall into two broad caregories: stances and
many of the maneuvers and methods raught by the Sublime maneyvers (which include boosts, counters, and strikes). A
mundane in execution and effect, the Irs ¢z nartial maneuver is a discrete extraordinary or supernatural
sometimes rival spells. The warriors who study thie nine =t thatis remporarily expended after use. A stance is never
2 sthools are capable of battlefield feats beyond thnse that  expended and is alwaye available to you.
et traditionally schoaled and trained warrior can hope to You can use a parricular stance or maneuver as many
| :_':-mumpllsh The typical ighter might display great skill'in times g8 you like in a single day, but each time you use a
WS Weapon's basic curs, thrusts, and parries, but astudentof  maneaver, youtemporarily expend it—you losea little of
.'ci}leSublimt‘ Way believes that mastering a weapon requires yolrr menmlfncus you exhitust some small portion of your
se[f-d:lsuplmc and spiritual austerity inaddition to learning persenal ki ergy, Dryaus:mplyﬁmsh the move out of
B thie correct physical postures and movements: _ pesitianand car Edmtaly]:uuch the same artack again
'ﬁli'schapter covers all the basic gui felines and rules fo witho 1 : mem:alstamﬁm




bat thut allows yols to recover one or more expended

uvers. The type of action necessary depends on what

of martial adeprt you are; see Chapter 1 for details on
each class’s maneuver recovery mechanism. As a result,
you can normally use each of your readied maneuvers once
per encounter, but somerimes you can recover one or more
maneuvers you used earlier in the encounter and use them
apain. You never expend or use up your stances, so they are
always available.

READYING MANEUVERS

You do not need ro ready your stances ahead of time. Every
stance you know isalways available ro you. However, maneu-
vers require preparation in the form of exercise, prayer,
meditation, or simple mental rehearsal. Therefore, you must
choose a selection of readied maneuvers from all the maneu-
vers you know. Only your readied maneuvers are available
for immediate use.

The number of maneuvers you can ready ar one time
depends on your class and level. 1f you do not have any levels
in a martial adepr class (for éxample, you learned a maneu-
ver by means of the Martial Study feat), you can ready each
maneuver you know. For example, if you have chosen the
Martial Study feat two rimes and know two martial maneu-
vers, you automatically ready both those maneuvers, and
you can use each of those maneuvers once per encounter.
You can take the Martial Study fear 2 maximum of three
times. If you are a martial adept and you have the Martial
Study feat, you do not gain any bonus to your ability to ready
maneuvers—the maneuver you learned with the feat is just
ene more maneuver known from which you can select your
readied maneuvers.

1f youadvanceina prestige class that grants you additional
maneuvers, that class details how many addirional maneu-
vers you can ready. These extra maneuvers readied add to
your maximum number of maneuvers readied, whether you
determine that number due to your class level in crusader,
swordsage, or warblade, or by the number of times you have
taken the Martial Study fear.

It is possible for a character to gain the Martial Study feat
before entering a class that grants a progression for powers

KEEPING TRACK OF READIED
AND EXPENDED MANEUVERS

You might find it useful to manage your currently available
maneuvers by using physical objects to represent the maneu-
vers you have readied. A set of index cards or playing cards
labeled with the names of your maneuvers works very well-
As you expend your readied maneuvers, simply turn the card
face-down or start a "discard pile” of expended maneuvers.

.~ When you recaover an expended maneuver, return it to your

“hand" of available maneuvers. You could also use tokens

such as poker chips in the same way, as long as you can label
deafly

're a crusader, you also need to track your granted ma-

Lab egch card with the name of a readied maneuver,

the class _'_“'_ﬁ"-o or 0 -.':C"'-" Ve
ifiers [rom prestige classes to the class’
number of maneuvers readied.

To ready maneuvers, you require a brief period of prace
tice, exercise, meditation, or prayer. The exact nature of
the exercise or meditation depends on your martial adepts
class, but each class requires 5 minutes of preparation tin
Since each martial maneuver requires a precise combinas
tion of techniques for gathering inner energy, training
muscle memory, speaking prayers or catechisms, and even!
focusing the mind on specific concepts or analogies, most
martial adepts can't keep every maneuver they know at
the forefront of their minds. You do not need to be well™

rested to ready your maneuvers, but you doneed to be able
to stand and move without restraint. As long as you are nog
physically disturbed during your exercise and meditation,
you can exchange your previously chosen set of readied
maneuvers for a new set of readied maneuvers. Unlike a
wizard preparing her spells, you cannot choose to leave a
readied maneuver slor unfilled.

INITIATING MANEUVERS
AND STANCES

To initiate a maneuver or astance, you must be able to move.,
You do nor need to be able to speak. Youinitiate a maneuver
by taking the specified initiation action. A maneuver might
require an immediate, swift, move, standard, or full-round
action to initiate. The process of initiating a maneuver is
similar to that of casting a spell or manifesting a psionic
power, although there are some key differences (see
below). You can only choose to initiate 2 maneuver that
is currently readied and unexpended. In addition, if you'
are a crusader, the maneuver you choose must be granted
to you—you can't choose to initiate a maneuver that is
currently withheld.

You initiate a stance asa swift action. A stance remainsin
effect indefinitely and is not expended. You enjoy the benefit:
your stance confers until you change to another stance you
know as a swiftaction. You can remain in a stance outside
of combat situations, and you can enjoy its benefir while'
exploring or rraveling.

Keep your cards face down. To determine which maneuvers are
granted to you, all you have to do is deal yourself a card. The
face-up cards in front of you represent your granted maneuvers;
the face-down cards are readied maneuvers that are currently
withheld. You recover your expended maneuvers when you go
to draw a card and there are nane left face down. At that paint,
shuffle all your maneuver cards together and draw new granted
maneuvers for the next round.

If you know more than one stance, consider doing the
same thing for your stances and keep a small hand of stances
alongside your hand of maneuvers. Indicate which stance
you are currently using by keeping that stance on top of the
others, When you change your stance, rearrange your stack of
stances accordingly.
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CONCENTRATION

Unlike with spells or psionic powers, you need not concen-
trate to initiate a maneuver or stance. Furthermore, ifyouare

‘injured or affected by hostile spells, powers, or maneuvers

while initiating a maneuver or assuming a stance, you don't
lose the maneuver or stance.

Enemy interference might make certain maneuvers
impossible 1o complete. For example, if an enemy who
readied an action to trip you when you started your turn
knocks you prone, you would not be able to use a maneuver
that required you to charge. Similarly, if you begin your
turn grappled or pinned, you might find that most of the
maneuvers available to you simply won't be of any use until
you ger free.

If you iniriate a maneuver and subsequently can't use it
during your rurn, the maneuveris still considered expended.
You are considered to have used its initiation action for the
purpose of determining what actions remain available to you
on your turn

You do not provoke attacks of opportunity when you initi-
ate a maneuver or stance unless its description explicitly says
ptherwise. Some maneuvers allow you to move, charge, and
take other actions that could provoke attacks of opportunity.
Unless the maneuver description specifically says that such
actions do not provoke attacks of opportunity, they do. For
example, if you use a maneuver to charge a [oe, and during
that charge you move in a way that provokes attacks of oppor-
tuniry, you provoke them as normal unless the maneuver
description explicitly says otherwise.

" INITIATOR LEVEL

Some maneuyers and stances have variable effects (such as
duration) thar depend on initiator level. However, maneu-
vers are not impacted as strongly by a user's level as spells
are. This difference in effect is primarily a balance and
game play issue. Since you can use maneuvers repeatedly,
they tend 1o scale poorly. As you artain higher levels, you
tisually use your low-level maneuvers less often (if you
haventalready traded them out for higher-level stances, as
described in the martial adepr class descriptions in Chapter
1). Many stances, boosts, and counters, however, remain
useful across all levels.

If you are a single-class character, your initiator level
equals your level in the class that provides access to martial
maneuvers (crusader, swordsage, or warblade). If you lack any
martial adept levels, your initiator level is equal to 1/2 your

character level.

- MULTICLASS CHARACTERS

-

Even when you gain levels in a class that does not grant

‘martial maneuvers, your understanding of the martial

'dtsr:lplmes still increases. A highly skilled fighter has the

:advanced maneuvers. If you are a

basic combat training and experience needed to master
a multiclass martial adept,

and you learn a new maneuver by attaining a new level in g
‘martial adept class, determine yourinitiator level by adding

yer your level in thar class + 1/2 your levels in all Other
Look up the result on the tnhle.belqwmd__ ern

the highest-level maneuvers you can take, You still haveto A

meet 2 maneuver's prerequisite o learn it.

For example, a 7th-level crusader/sth-level swordsage
has an initiator level of 9th for determining the highest-
level maneuvers he can take as a crusader. As a result, he
can take 5th-level crusader maneuvers. As a swordsage, his
initiator level is 8th, allowing him to take 4th-level sword-
sage maneuvers.

This process applies to all of a character's levels, whether
they are in martial adepr classes or other classes:

Prestige classes work a little differently. In most cases, you
add the full prestige class level 1o your martial adepr level ta
determine your initiator level. See the prestige class descrip-
tions in Chaprer 5 for details.

SELECTING MARTIAL MANEUVERS

Much like spells, martial maneuvers are organized by level,
Higher-level maneuvers are more powerful than lower
level ones. As you gain levels; you have the option to select
higher-level maneuvers. Your level in a martial adept class
determines the highest-level maneuvers you can select. For
example, a Sth-level warblade can select maneuvers of 3rd
level or lower.

TasLe 3—1: HiGHEST-LEVEL MANEUVERS KNOWN

Initiator
Level
Tst-2nd
3rd-4th
Sth—6th
7th-8th
9th-10th
Tith12th
13th-4th
i5th—16th
17th+

Maneuver Level
st
2nd
3rd
4th
Sth
6th
7th
&th
9th

RESOLVING A MANEUVER
OR STANCE

Once you have chosen a maneuver 1o initiate, you must
resolve its effects.

Attack Rolls: Many maneuvers include an arrack of
some kind. All offensive combat actions, even those that
don't damage opponents {(such as disarm and bull rush), are
considered attacks. All maneuvers that opponents can resist
with saving throws, that deal damage, or that otherwise harm
or hamper subjects are considered atracks.

Bonus Types: Some maneuvers and stances grant bonuses
to ability scores or Armor Class, on attacks or damage, on
saves, or on a number of other variables. Each bonus hasa type
thar indicares why or how it is granted. With the exception
of dodge bonuses, two bonuses of the same tvpe generally
don't stack.

If a maneuver or stance does not identify the type of bonus
conferred, irs effects stack with all other effects modify-
ing the same characteristic or arrribute. Untyped bonuses
always stack.

Actions during a Maneuver: The Initiation Action line
of a maneuver description provides the action required 1o
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mt charge maneuver is Al round action, Thus,
part of your full-round action, you bring about the effect
the maneuver descriprion. In this case, the maneuver
allows you to make a charge atrack with a number of
“additional benefits.

RECOVERING EXPENDED
MANEUVERS

You begin each encounter with all your readied maneu-
vers unexpended. When you initiate a maneuver, it is
expended—you cannot use it again until you recover it.
You can recover expended maneuvers in two ways; through
special actions or at the end of an encounter. You never
expend a stance.

Special Action: Most martial adepts can refresh some or
all of their expended maneuvers in the course of a battle by
taking a special action to do so. The type of special action
required depends on a martial adepr's class (or feat) selection,
as summarized below.

Crusader: A erusader recovers expended maneuvers when-
ever no more withheld maneuvers can be granted ro him
(the round in which his last withheld maneuver is granted
doesn't count).

Swordsage: A swordsage can recover one expended maneu-

ver of his choice as a full-round action.

Warblade: A warblade can recover all of his expended
maneuvers as'a swift action, followed by making a melee
attack or using a standard action to do nothing else in the
round. If he initiates a maneuver or changes his stance during
a round, he can't recover his expended maneuvers.

Multiclass Martial Adept: A character with two or more
martial adept classes keeps track of his readied maneuvers,
expended maneuvers, and recovery of expended maneuvers
separately for each class.

Character with the Martial Study feat: A character who knows
one or more martial maneuvers through the Martial Study
feat but does not otherwise have a level in a martial adept
class cannot recover expended maneuvers through any sort
of special action. He can only recover expended maneuvers
at the end of an encounter (see below).

End of the Encounter: When an encounter ends, a
martial adept automatically recovers all expended maneu-
vers. Even a few moments out of combat is sufficient to
refresh all maneuvers expended in the previous batile, In
the case of a long, drawn-out series of fights, orif an adept
is out of combat enrirely, assume that if a characrer makes
no arracks of any kind, initiates no new maneuvers, and
is not rargeted by any enemy attacks for 1 full minute, he
can recover all expended maneuvers. If a character can't
avoid attacking or being attacked for 1 minute, he can't
automatically recover his maneuvers and must use special
actions to do so instead.

. MARTIAL POWERS AND MAGIC

In general, martial maneuvers and stances that create super-
- natural effects are transparent to magic or psionics. However,
martial maneuvers rarely interact with spells or powers. Once

¢r i5 initiated, the effect lasts only for your turn

nity to coumer i,

n opponent little

Extraordinary or Supernatural Abilities: Martial
maneuvers and stances are never spells or spell-like abilities
Unless the description of the specific maneuver or stance.
says otherwise, treat it as an extraordinary ability. Thus;
these abilities work just fine in an antimagic field or a dead
magic zone. A maneuver or stance can't be dispelled of
counterspelled, and iniriating one does not provoke attscki
of opportuniry.

If a maneuver is overtly magical or otherwise uses a super-
narural power source, it is noted as a supernarural ability in its.
description. In this case, the maneuver obeys all the standard
rules for supernatural abilities.

Detecting Martial Maneuvers: Most maneuvers don'’t
create persistent or long-lasting effects, and the results are
obvious to any observer. However, identifying a specifie
maneuver, stance, or discipline requires the Marrial Lore
skill (see page 28),

Multiple Effects: Martial maneuvers and stances usually
work as described in Chapter 4, no matter how many other
powers, spells, or magical effects happen to be operating in
the same area or on the same subject. Whenever a maneuver
or stance has a specific effect on other maneuvers, powers, or
spells, its description explains the effect. Most martial adepts
can use only one stance ara rime, but some high-level adepts
might be able to use two stances at once.

Stacking Effects: Maneuvers or stances that provide
bonuses or penalties on attack rolls, damage rolls, saving
throws, and other attributes do not stack with each other
unless specifically noted within their descriptions.

MANEUVER AND

— STANCE DESCRIPTIONS

The various martial maneuvers available to practitioners of
the Sublime Way are described in Chapter 4: Maneuvers and'
Stances, The description of each power follows a standard
format, which is explained below.

NAME

This entry is the name by which the maneuver is generally
known, However, it's fairly common for various schools or
traditions of the Sublime Way to bestow their own names
on maneuvers. For example, the swooping dragon strike
maneuver might be known as the dragon’s pounce; the
gentle reminder, or something as esoteric as Liam falling
down the mountain.

MARTIAL DISCIPLINE

Each maneuver belongs to one of nine martial disciplines.
The maneuvers in a discipline are loosely linked by common
effects, philosophies, or funcrions. The second line of a
maneuver or stance description provides the name of the
relevant discipline, along with its type (see below).

Just like maneuver names, the names of marrial disciplines
vary widely from one locale ro another. In fact, the term disci-
pline is not universally used. Disciplines might be known as
schools, traditions, philosophies; regimens, teachings, -
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or styles. For example, the Desert Wind discipline might be
known in some areas as the Green Naga style or the Wakeful
Dreamer philosophy.

Each discipline is tied to a skill that might be used in the
execution of some of its maneuvers. In addition, various
weapons lend themselves to the philosophy or maneuvers of
different disciplines.

The nine disciplines include the following.

DESERT WIND
Speed and mobility are the hallmarks of the Desert Wind
discipline. Desert Wind maneuvers often involve blinding
flurries of blows, quick charges, and agile foorwork. Some

: maneuvers from this school, however, draw power from
} the supernatural essence of the desert and allow an adept
| practitioner to scour his foes with fire.

The key skill for Desert Wind maneuvers is Tumble. Weap-
‘ ons associated with Desert Wind include the scimitar, light
l mace, light pick, falchion, and spear.

DEVOTED SPIRIT

Faith, piety, and purity of body and mind are the wellsprings
of a warrior's true power. Devoted Spirit maneuvers harness
a practitioner’s spiritual strength and her zealous devotion to
a cause. This discipline includes energies baneful to a crea-
ture opposed to the Devoted Spirit student’s cause, abilities
that can keep an adepr fighting long after a more mundane
warrior would fall ro his enemies, and strikes infused with
vengeful, fanatical power.

Intimidate is the key skill for Devored Spirit. Devoted
Spirit associated weapons include the falchion, greatclub,
longsword, and maul.

DIAMOND MIND

True quickness lies in the mind, not the body. A student of
the Diamond Mind discipline seeks o hone his perceptions
and discipline his thoughts so that he can act in slivers of
time so narrow that others cannot even perceive them. A
corollary of this speed of thought and action is the concept
of the mind as the battleground. An enemy defeated in
his mind must inevitably be defeated in the realm of the
physical as well.

Concentration is the key skill for Diamond Mind. The
rapier. shortspear, bastard sword (katana), and trident are
the associated weapons for Diamond Mind.

IRON HEART

Abselure mastery of the sword is the goal of the Iron Heart
discipline. Through unending practice and study, the lron
Heart adept achieves superhuman skill with her weapons.
Iton Heart maneuvers are demonstrations of uncanny mar-
tial skill—weaving patterns of steel that dizzy, confuse, and
ultimately kill with no recourse.

The key skill for Iron Hearr is Balance, since a perfect
understanding of motion is essential to maneuvers in
this discipline. The bastard sword, dwarven waraxe, long-
sword, and rwo-bladed sword are the associated weapons
for Iron Heart.

aduidd, W5q Sr




!s an illusion. Adherents of the Serting Sun phi-
y understand that no warrior can hope to be stronger,
quicker, and more skillful than every one of her enemies. There-
fore, this discipline includes maneuvers that use an adversary's
power and speed against him. Setting Sun maneuvers include
throws and imitative strikes. The highest forms of the Setting
Sun require an adept to empty herself of preconception and
impulse to become a hollow vessel unhindered by want.
Sense Motive is the key skill for the Setting Sun discipline.
The associated weapons for Setting Sun are the short sword,
quarterstaff, nunchaku, and unarmed strike.

SHADOW HAND

Never show an adversary what he expects rosee. The Shadow
Hand discipline emphasizes deceprion, misdirection, and
surprise. The most effective blow is one struck against an
enemy who does not even know he is in danger. Because
the study of deceit as a philosophy often leads into darker
practices, some Shadow Hand maneuvers employ the super-
natural cold and darkness of pure shadow.

The key skill for the Shadow Hand discipline is Hide.
Shadow Hand associated weapons include the dagger, short
sword, sai, siangham, unarmed strike, and spiked chain.

STONE DRACON

The strength and endurance of the mountains epitomize
the Stone Dragon discipline, The methodical and relentless
application of force allows a student of this philosophy to
defear any foe, Strikes of superhuman power and mani-
festations of perfect, idealized force make up the Stone
Dragon maneuvers.

Balance is the key skill for the Stone Dragon discipline.
The associated weapons for Stone Dragon are greatsword,
greataxe, heavy mace, and unarmed strike.

TIGER CLAW

Consciousness is the enemy of instinct. The Tiger Claw dis-
cipline teaches that martial superiority can be achieved by
discarding the veneer of ¢ivilization, along with the higher
thoughts that fetter a warrior’s actions. Tiger Claw maneuvers
emulate the strikes, leaps, and pounces of animals. When
infused with ki power, some Tiger Claw maneuversalso
allow a martial adept to take on animalistic characteristics,
speed, and bloodlust.

Tiger Claw emphasizes strength and speed, so Jump is the
key skill for this discipline. The kukri, kama, claw, handaxe,
greataxe, and unarmed strike are the associated weapons for
Tiger Claw,

WHITE RAVEN
No warrior fights in isolation, Cooperation, teamwork; and
leadership can give rwo warriors the strength of five, and five
warriors the strength of rwenty. The student of the Whire
Raven masters maneuvers tharcombine the strengths of two
‘or more allies against a common foe. Shouts and bartlecries
e with ki are the signature maneuvers of the White

_nssuci"nt d weapons are :he longsword, bartlea
warhammer, greatsword, and halberd,

(TYPE)

Most martial powers fall into one of four categories: bo
counter, stance, or strike, Some maneuvers don't fall into
any of these categories, but these are exceptions to the
rile. The maneuver categories below refer to swift and’
immediate actions, a concept presented in earlier books
such as Expanded Psionics Handbook and Complete Adventurer.
If you are unfamiliar with them, see the Initiation Action
section below.

Boost: This category covers maneuvers thar allow a
warrior to focus himself, summon his ki energy or other
source of power, and unleash it through his melee arracks.
A crusader who draws a deep breath, shouts an invocation
to his god or cause, and then unleashes a mighty atrackis
using a boost.

A boost is a maneuver that grants a bonus, often on
attack rolls or damage rolls, for the duration of your turn.
A boost always requires a swilt action, usually allowing
you to initiate it before unleashing a standard action ora
full attack. Some boosts impart additional effects, such as
stun or fatigue, to your artacks, and others provide some
additional effect on an enemy you have just successfully
struck in bartle. If a boost affects your attacks, it applies
to all of your attacks for the round in which it was initi-
ated, but its effect ends at the end of your turn. A boost's
effect applies for its duration, no marter which weapon you
might wield in that round. Even if you switch weapons
in the middle of your turn, the effect of the boost applies
to your new weapon as readily as the previous weapon.
Each maneuver's description gives you the details of each
boost's effect.

A boost doesn't have to modify a melee artack. It could
provide a bonus on a skill check, ro your speed, and soon;
but such maneuvers are relatively rare.

Counter: A counter is a fast, usually defensive maneuver
that you use to foil your opponent’s actions. A swordsage who
dodges to just beyond a rampaging minotaur’s reach is using
a counter.

The Setting Sun school features many counters, because it
focuses on teaching students to turn an opponent’s strength
against him. Counters are immediate actions that you attempt
during a foe'’s turn. Usually, vour opponent must make a
specific action, such as an artack against you, for you 1o use
a counter,

Strike: A strike isa maneuver thatallows a special artack.
A warblade who delivers a single blow that slays an ogre is
using a strike. A strike imparts some advantage or bonus over
astandard attack, such as extra damage, an additional effect
such as blinding a foe, and so forth.

Strikes almost always require a standard or full-round
action to complete. Most of them involve a melee artack as
part of complering the maneuver. If the attack hirs, your
opponent typically rakes normal melee damage, as well as
suffering the effect of the strike. When making a strikes




you use your base drrack bonus, all artack and damage

modifiers, weapon damage, and so forth, as normal.

You can makea critical hit with astrike,and in a few

cases, a critical hit prants you additional benefits. You

l do not multiply extra damage from a strike with a
successful critical hit. You trear it just as you would
extra damage from another special ability, such as
sneak artack.

Because strikes allow fora specific form of attack,
you cannot benefit from spells or effects that grant
you extraattacks when making astrike (suchasthe
hastespell ora speed weapon). You are nor taking 2

' full atrack action when you initiate a strike, even
if its initiation action is 1 full-round action, In

i addition, you cannot combine special attacks

| such as sunder ot bull rush with strikes, even

if you have feats that make such special attacks

more potent. However, some strikes enable you

. to make special attacks as part of their initiation;

see the specific maneuver descriptions in Chaprer

4 for derails,

. Stance: A stance is not a maneuver, but a

» specific fighting method that you maintain from
round to round. So long as you maintain a stance,
you gain some benefit from it. A swordsage initiate
of the Shadow Hand school who creates a concealing

" shroud of shadow energy while he moves is using

a sfance.

You can initiate a stance as a swift action. When you
f enter a stance, you immediately gain its benefit. You
$ continue to gain the benefit of a typical stance as long
as you remain init. Some stances give you a benefironly
when you meet certain conditions. For example, a
stance mightgranta bonus when you move, when you
remain in the same spot, or if you attack a stunned
or flat-footed opponent.

You can use a single swift action to end one
stance and begin another, or you can choose 1o
simply end your current stance withour entering
different one. You continue to gain a stance’s benefits
until you switch to a new stance or end your current

]

one. At the start of your turn, you might be in a stance

that grants youa bonus on attack rolls. You could make

your attacks—gaining the stance’s bonus—then use

a swift action to switch to a stance that gives you a

bonus to AC.

Your stance ends if you are rendered helpless for

I any reason. If you later recover, you must use another
swift action to initiate your stance once again.

Stances are considered maneuvers for the purpose
of fulfilling prerequisites for learning higher-level
maneuvers, or qualifying for prestige classes or feats.
For example, if a Stone Dragon maneuver requires you
to know one Stone Dragon maneuver, and you know
the stonefoot stance (a 1st-level Stone Dragon stance),
you qualify to take the higherlevel maneuver.

Lo < |

Masters of the Iron Hears, Setting Sun, and Shadzw Hand



f the Stone Dragon, Tiger Clatw, and White Raven
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DESCRIPTOR|

Some maneuvers have descriptors that further define them.
These descriptors appear on the same line as the discipline
of the maneuver.

The descriprors that can apply to maneuvers are cold, elec
tricity, evil, fear, fire, force, good, mind-affecting, teleport,
and sonic. Most of these descriptors have no game effect by
themselves, but they govern how a maneuver interacts with
other maneuvers, powers, spells, or abilities.

LEVEL

This entry gives the martial adept class or classes that have
access to this maneuver: crusader, swordsage, or warblade. The
line also gives the maneuver's level within that class.

You can learn any maneuver you like by choosing the
Martial Study feat, regardless of class. However, you must
still meet the prerequisite of the maneuver.

PREREQUISITE

In addition to meeting the class and level requirements before
you can learn a maneuver, you must meet a certain set of
requirements to be able to choose that maneuver as one you
know. Stances are considered maneuvers for the purpose of
meeting a prerequisite to learn a new maneuver.

You can't learn a maneuver unless you gain a level in a
martial adept class, a level in a prestige class that grants
maneuvers known, or you take the Martial Study fear.

Maneuvers Known: Some of the more powerfull maneu-
vers require you to learn one or more other maneuvers in the
same discipline before they can be selecred.

INITIATION ACTION

This entry describes the type of action you must expend
to activate a martial maneuver. In some cases, you initiate
a maneuver, and its effect lasts for the rest of your turn
(or beyond). In other cases, maneuvers last only as long
as the action required to initiate them (1 swift action; 1
immediate action, 1 move action, 1 standard action, or 1
full-round action).

Swift Action: A swift action consumes a very small
amount of time, but represents a larger expenditure of effort
and energy than a free action. You can perform one swift
action per turn without affecting your ability to perform
other actions. In that regard, a swift action is like a free
action. However, you can perform only a single swift action
per turn, regardless of what other actions you rake. You can
take a swift action any time you would normally be allowed
to take a free action.

Casting a quickened spell or manifesting a quickened
power is a swift action, so you can't initiate a maneuver with
an initiarion action of 1 swift action in the same round that
you cast a quickened spell or use a quickened power.

Immediate Action: Much like a swift action, an imme-
diate action consumes a very small amount of time, but
represents a larger expenditure of effort than a free action.
However, unlike a swift action, an immediate action can be
performed at any time—even if it'’s not your rurn. Using
an immediate action on your turn is the same as using a
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swilt acton, and counts as your swilt action for the turn.
You cannot use another immediate action ora swift action
until after your next turn if you have used an immediate
action when it is nor currently your turn (effectively, using
an immediate action before your turn is equivalent ro using
your swiftaction for the coming turn).

You cannor use an immediate action if you are currently

flar-footed.
RANCE

A maneuver's range indicates how far from you it can reach.
Many maneuvers are treated as Personal-range effects,
because you initiate the maneuver to give yourselfa special
bonus or capability for the round.

Standard ranges include (but are not limited to) the
following:

Personal: The maneuver affects only vou (but might give
you an unusual power or ability that affects others for the rest
of your rurn).

Touch: You must touch a crearure or object to affectit. A
touch maneuver that deals damage can score a critical hit
just as a weapon can, although you do not multiply the extra
damage from a maneuver on a successful critical hit.

Melee Attack: The maneuver affects any crearure you
make a successful melee atrack against.

Adjacent: The maneuver affects creatures within | square
of you. Sometimes you only affect adjacent crearures at the
beginning of your turn or at the end of your turn, but other
maneuvers might affect any creature you move adjacent to

during the course of your turn. See the specific maneuver
descriptions for details.

Range Expressed in Feet: Some maneuvers have no
standard range category, just a range expressed in feet.

"TARGETING A MANEUVER

You might have to make some choice abour whom your
maneuver is to affect or where it will originate. This entry
describes the maneuver’s target or targets, its effect, or its
4rea, as appropriate.
Target or Targets: Most maneuvers affectaspecific creature
‘or object (or more than one creature or object) that you desig-
nate as your target or targets. You must be able to see or touch
‘the targer, and you must specifically choose thar target.
Some maneuvers can be initiated only on willing targets.
You ean declare yourself a willing target at any time (even
if you're flar-footed oritisn't your turn). Unconscious char-
acters are always considered willing, but a character who
15 conscious but immobilized or helpless is not automati-
cally willing.
Some maneuvers target you (but they mighrt confer an
S nusual ability to affect other creatures for the rest of your
furn). If the rarget of a maneuver is “You,” you do not receive
a saving throw—you receive the benefit of the maneuver
automatically as long as you meet any other requirements
~for initiating it successfully.
Other maneuvers affect a creature or creatures that you
' stlccessfully hitwith a melee attack, and some affecta creature

essfully hit with a melee or ranged t mtu:hatm:k.
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Area: Some maneuverscan affectan area. You might be
to choose the point where the maneuver's effect originates,
but otherwise you usually don't control which creatures or
objects an area maneuver affects.

Burst: A burst affects whatever it carches in its area, includ-
ing creatures you can't see. It can't affect creatures that have
total cover from its point of origin, The default shape fora
burst isa sphere.

Emanation: An emanation functions like a burst, except
that the effect continues 1o radiate from the point ofurig:lq_
(often you) for the durarion of the maneuver. :

Spread: A spread effectspreads out like a burst, but can turn
corners, You select the point of origin, and the effect spreads
out a given distance in all directions.

Effect: Some maneuvers create something rather than
affecting things thar are already present. You must designate
the location where these things are to appear, either by seeing
itor defining it. Range determines how far away an effect
can appear.

Line of Effect: Maneuvers that affect a targer other
than you require line of effect. A line of effect is a straight,
unblocked path that indicates what an effect can affect. A
solid barrier cancels a line of effect, but line of effect is
not blocked by fog, darkness, and other factors thar limit
normal sight.

You must have a clear line of effect to any rarget that you
initiate a maneuveragainst, or to any space in which you wish
to create an effect at range (if your maneuver allows thar). A
burst or emanarion affects only an ares, creature, or objects
to which it has a line of effect from its origin.

An otherwise solid barrier with a hole of ar least 1 square
foot through it does not block a maneuver's line of effect.

DURATION

A maneuver's duration tells you how long its effect lasts,

End of Turn: The maneuver’s effect lasts until the end of
your turn, then ceases to function.

Instantaneous: The effect of the maneuver comes and goes
the instant the maneuverisinitiated, though the consequences
might be long-lasting. For example, the moment of alacrity
boost takes only a swift action o initiate, but itimproves your
initiative count for the durarion of the combar.

One-Round Durations: Some durations are measured as
1 round. You gain the capability to perform whatever special
effect oratrack the maneuver permits on your turn. Immedi-
ately before your action in the round after you initiated the
maneuver, its effect comes to an end.

Stance: This duration indicates that the ability is a stance,
and therefore ends only when you will it to end, when you
become helpless, or when you fulfill a specific condition
described in the stance’s description.

Timed Durations: Many maneuvers last some number of
rounds or minutes. When the time is up, the energy sustain-
ing the effect fades, and the maneuvers effect ends.

No Duration: The effect of a maneuver withouta duration
lasisonlyas longasit takes you to initiate the maneuver. Some
maneuvers "lnst" less than afull rmmd Such is often :he




mage. For example, a strike with an initiation action

standard action would effectively have a duration of 1

standard action; the effect of the strike is tied to the actionof

‘making the attack. When this is the case, no duration enrry
s given,

*  SAVING THROW

Sometimes, a maneuver with a special effect or supernatural
augmentation thar targets an enemy allows the creature or
object to make a saving throw to avoid some orall of the effect.
The saving throw line in a maneuver description defines
which type of saving throw a maneuver allows.

Negates: The maneuver has no additional effect on 2
subject that makes a successful saving throw.

Partial: The maneuver causes an effect on its subject,
such as dearh. A successful saving throw means thatsome
lesser effect occurs (such as being dealt damage rather than
being killed).

Half: The maneuver deals damage, and a successful saving
throw halves the damage taken (round down).

None: [n a case where no saving throw is allowed, the
saving throw line is omitted.

Saving Throw Difficulty Class: The formula for deter-
miningasaving throwDC against a maneuver'sspecial effect
is provided in the maneuver's description.

| SPELL RESISTANGE

Unlike spell descriptions or power descriptions, martial
maneuvers don't have a spell resistance or power resistance
entry. Since maneuvers are extraordinary or supernatural
abilities, not spells or spell-like abilities, spell resistance does
not affecra maneuver,

DESCRIPTIVE TEXT

This portion of the maneuver description explains what the
maneuver does and how it works. It begins with asentence or
two of italicized “read-aloud" text that gives players an image
of how the maneuver does what it does, If one of the previcus
lines in the maneuver description included “see text," this
section is where you find the explanation.

LEARNING MANEUVERS
AND STANCES

Martial adeptsinitiate martial maneuvers and stances. These
maneuvers are manifestations of supreme marrial skill,
focus, and clarity. They also tap into a sublime universal
energy or ki; by performing a maneuver to perfection, a
martial adept can achieve amazing feats of martial and
athletic prowess.

Martial adepts do not have “spellbooks,” but they do ready a
selection of theirmaneuvers ahead of time. Unlike characters
who prepare spells, martial adepts can quickly choose a new
selection ofreadied maneuyers with a brief pause 1o exercise,

i"i udepts do not have to ﬂ 1K 11
own are available at all rimes,

ADDING MANEUVERS AND STANCES

Martial adeprs usually learn new maneuvers and stances
when they attaina new level. Notevery discipline is available
to every characrer,

Maneuvers and Stances Gained at a New Level: Martial
adepts train, meditate, and pracrice berween adventures and
while resting, When a martial adept learns a new maneuyer
orstance because she gained a level, you can assume that thig
new knowledge represents the effects of practice and study
over the course of days, weeks, or even months,

Independent Study: A martial adept can attempt to devise
a new maneuver or stance independently, adding to an exist-
ing discipline. A DM decides ifit’s possible fora character to
develop a new maneuver.

Ifa DM permits the creation of a new maneuver, observe
the following guidelines.

First, the martial adept requires a safe place ro meditare
and pracrice. This effort will take a number of days equal o
3« the maneuver’s level, so if the adept is devising a 7th-level
maneuver, the research will require 21 days. The adept pays 50
XP per day of study, which represents an intense regimen of
meditation, fasting, and practice designed to focus the mind
and spirit on the rask at hand.

A martial adept can't create a new maneuver of a higher
level than the adept is capable of learning,

At the end of the requisite rime for study and practice. the
martial adeptattempts a Martial Lore check (DC 25 + (2 x the
maneuver's level).

If the check succeeds, the character learns the maneuver
the next time she has an opportunity to learn 2 new maneu-
ver through level advancement or feat selection. If the check
fails, the new maneuver is not yet perfected, and she must
go through the study and pracrice time again if she wants
to keep trying (although she regains the XP she has spent
thus far).

A DM should work with the player before the artempt 10
develop a new maneuver begins, and give her guidance on
the parameters under which a new maneuver or discipline
might be acceptable (see Creating New Spells, DMG 35).

SPECIAL ABILITIES
Some creatures are naturally gifred in the Sublime Way and ean
make use of martial maneuvers without having levels ina martial
adept class. These inborn abilities function much like spell-ike
abilities or psi-like abilities. Characters using martial scripes
(see page 147) can also make use of martial maneuvers.
Initiating a maneuver through an innate ability, or by using
amagic item, works just like initiating a maneuver normally
does. You do not provoke attacks of opportunity, and your
maneuvers are not subject to spell resistance.
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Eachofthe ‘ay is cOmMpos

ofanumbero fic stances and maneuve

strikes, boosts, and counters, Much like a sorcerer’s

spells, each stance or maneuver is 2 specific ability that

a character might know, But while a sorcerer’s spells
rely on arcane power thatis depleted by continuous use.
martial adept’s abilities are always available to him as

as he has a few minutes to prepare the maneuvers

e wishes to use,

The rable below provides a summary of which disciplines
are available to each of the three martial adept standard
classes. The lists of maneuvers and stances that begin on
the next page are organized by level in ascending order; and
alphabetically by disciplinein each levels list. In these lists,
the d:sciphn ‘mames are truncated or reduced 1o one word
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Desert Wind
- Devoted Spirit
Dﬂm“d'Miﬂd
Iron Heart
Setting Sun
Shadow Hand
Stone Dragon

'lv":_(ﬁer Claw
White Raven

DISCIPLINE ACCESS BY CLASS

Crusader Swordsage Warblade
No Yes No
Yas No No
No Yes Yes
No No Yes
No Yes No
No Yes No
Yes Yes Yes
No Yes Yes
Yes No Yes

MANEUVER AND
STANCE LISTS

Desert

Shadow

1ST LEVEL

Blistering Flourish: Strike—Diazzle creatures
around you.

Burning Blade: Boost—Deal 1d6 fire + 1 /initiator
level.

Distracting Ember: Boost—Fire elementalappears,
flanks enemy.

Flame’s Blessing: Stance—Gain fire resistance
based on Tumble ranks.

Wind Stride: Boost—+10-ft. bonus to speed.
Crusader’s Strike: Strike—Successful arrack
allows you to heal 1dé + 1/initiator level.

Iron Guard's Glare: Stance—Enemies take —4
penalty on attacks against your allies.

Martial Spirit: Stance—Heal 2 hit points with
each successful attack.

Vanguard Strike: Strike—Allies gain +4 bonus
on attacks against target.

Moment of Perfect Mind: Counter—Use
Concentration check in place of Will save.
Sapphire Nightmare Blade: Strike—Opponent
flat-footed, +1d6 damage with Concentration
check.

Stance of Clarity: Stance—Gain +2 AC against
one foe, —2 against all others.

Punishing Stance: Stance—Artacks deal +1de
damage, but you have -2 10 AC.

Steel Wind: Strike—Arrack rwo opponents.
Steely Strike: Strike—+4 bonus on one artack,
enemies gain +4 bonus on attacks against you.
Counter Charge: Counter—Ruin charge attacs,
force charging foe to move away from you.
Mighty Throw: Strike—Grab foe, throw him up
to 10 fr.

Step of the Wind: Stance—Ignore difficult
terrain, gain bonus against foes in such terrain.
Child of Shadow: Stance—You gain concealment
as long as you move.

Clinging Shadow Strike: Strike—Foe su ffers
20% miss chance on attacks.

Island of Blades: Stance—You and allies flank
all adjacent foes.

shadow Blade Technique: Strike—Roll twa
atticks, use lower result to deal bonus cold
damage. '
Charging Minotaur: Strike—Charging bull rush
deals damage, ignores attacks of opportunity. '
Stone Bones: Strike—Gain DR 5/adamantine.
Stonefoot Stance; Stance—+2 bonus on Strength
checks, +2 bonus to AC against larger foes,

Blood in the Water: Stance— Gain <1 bonus &n
attacks and damage for each critical hit.

Hunter's Sense: Stance—Gain scent.

Sudden Leap: Boost—Jump as a swift action,
Wolf Fang Strike: Strike—Attack with twa
\\’(-.lpm‘i‘-.

Bolstering Voice; Stance—Allies gain +2 bonus
on Will saves, +4 against fear.

Douse the Flames: Strike—Target cannot make
attacks of oppertunity for 1 round.
Leading the Attack: Strike—Allies gain +4 honus
on attacks against foe you strike.

Leading the Charge: Stance—Allies deal +1
damage/initiator level on charge attacks.

2ND LEVEL

Desert

Diam

Shadow

Stone

Burning Brand: Boost—Gain +5-ft. reach, deal
fire damage.

Fire Riposte: Counter—Counter foe'sattack with
fiery touch that deals 4d6 damage.

Flashing Sun: Strike—Gain extra attack.
Hatchling's Flame: Strike—Cone deals 2d6 fire
damage.

Foechammer: Strike—Overcome foe's DR, deal
+2d6 damage.

Shield Block: Counter—Grant shield bonus +4
as AC bonus toally.

Action Before Thought: Counter—Use Con-
centration check in place of Reflex save.
Emerald Razor: Strike—Turn melee strike inio
touch artack.
Disarming Strike: Strike
attempt to disarm foe.
Wall of Blades: Counter
roll resuls.

Baffling Defense: Counter—Use Sense Motive
check to dodge attack.

Clever Positioning: Strike—Swap positions with
rarger of artack.

Cloak of Deception: Boost—Turn invisible until
the end of your turn.

Drain Vitality: Strike—Attack deals 2 points of
Constitution damage.

Shadow Jaunt: Teleport 50 ft. through shadows
as standard action.

Mountain Hammer: Strike—Deal +2dé damage,
overcome DR and hardness.

Stone Vise: Strike—Deal +1d6 damage, attack
immobilizes creature.

With successful attacks

Replace AC withattack
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deal +2dé damage.

Rabid Wolf Strike: Strike—+4 bonus on artack,
deal +2d6 damage, —4 AC for 1 round.

Battle Leader’s Charge: Strike—No attacks of
opportunity while charging, deal +10 damage.
Tactical Strike: Strike—Deal +2dé6 damage,
adjacent allies move 5 feet.

3RD LEVEL

Whire

Desert  Death Mark: Strike—Enemy takes extra fire
damage and explodes in a fiery spread.

Fan the Flames: Strike—Ranged touch attack
deals 6d6 fire damage.

Holocaust Cloak: Stance—Attackers take 5 fire
damage.

Zephyr Dance: Counter—+4 AC against single
artack.

Devo Defensive Rebuke: Boost— Foes you strike must
attack you or provoke attack of opportunity.
Revitalizing Strike: Strike—Successful artack
allows you to heal 3d6+ 1/initiator level.
Thicket of Blades: Stance—5-ft. steps provoke
atracks from you.

Diam  Insightful Strike: Strike—Use Concentrarion
check to determine damage.

Mind Over Body: Counter-—Use Concentration
check in place of Fortitude save.

Pearl of Black Doubt: Stance—Gain +2 AC each
time foe misses you.

Iron Absolute Steel Stance: Stance—+10-ft. bonus to
speed, +2 AC with movement.

Exorcism of Steel: Strike—Strike opponent’s
weapon, it deals—4 damage.

Iron Heart Surge: Remove effect, gain +2 morale
bonus on artacks.

Set Devastating Throw: Strike— Crab foe, throw
him using leverage. strength.

Feigned Opening: Counter—As an immediate
action, provoke an attack, then counter.
Giant Killing Style: Stance—+2 bonus onattacks
and +4 bonus on damage against larger foes,

- Shadow Assassin's Stance: Stance—Gain sneak arrack
+2ds.
Dance of the Spider: Stance—You climb walls
like a spider.
Shadow Garrote: Strike—Ranged rouch attack
deals 5d6 points of damage.
Strength Draining Strike: Strike—Your atrack
deals 4 points of Strength damage.

‘Stone  Bonecrusher: Strike—Deal +4dé damage, +10

bonus on attacks to confirm critical hits.
Crushing Weight of the Mountain: Stance—
Constrict for 2d6+1-1/2 times Str when grappling.
Roots of the Mountain: Stance—+10 bonus on
checks against bull rush, trip, and others, and gain
DR 2/—

Claw at the Moon: Strike—Make .lt_#milcheclr.

White

4TH LEVEL

Desert

Devo

Diam

Iron

Set

Shadow

Stone

Tiger

Stone Dragon's Fury: Strike—Deal +4dé da
against objects, constructs.
Flesh Ripper: Strike—Foe's attacks and AC have
—4 penalty.

Leaping Dragon Stance: Stance—+10 on Jump
checks, always considered running for jumps.
Soaring Raptor Strike: Strike—Artack largerfoe
from above with +4 bonus, deal +6dé damage.
Wolverine Stance: Stance—Use any weapons
while grappled .
Lion's Roar: Boost—Defeat enemy, allies deal
+§ damage.

Tactics of the Wolf: Stance—Youand allies deal+1
damage/2 initiator levels against flanked rarger.
White Raven Tactics: Boost—Ally's initiative
changes, he can act again.

Firesnake: Strike—Stream of fire rwists around
COrners.

Searing Blade: Boost—Attacks deal +2dé6 fire
damage + 1/initiator level

Searing Charge: Strike—Fly while charging, deal
+5d6 fire damage,

Divine Surge: Strike—Deal +8d8 damage.
Entangling Blade: Strike—Deal <2d6 damage,
target has —20-fr. penalty to speed.

Bounding Assault: Strike—Double move and
artack,

Mind Strike: Strike—Attack deals 1d4 Wisdom
damage.

Ruby Nightmare Blade: Strike—Attack deals
double damage with successful Concentration
check.

Lightning Recovery: Counter—Reroll an attack
that misseswith 42 bonus.

Mithral Tornado: Strike—Make atracks against
adjacent foe, +2 on each artack.

Comet Throw: Strike—Grab foe, throw him using
leverage, strength.

Strike of the Broken Shield: Strike—Attack
deals +4dé damage, makes target flar-footed.
Hand of Death: Strike—Touch renders foe
paralyzed for 1d3 rounds

Obscuring Shadow Veil: Strike—Deal +5d6
damage and foe has 50% miss chance on attacks
for 1 round.

Bonesplitting Strike: Strike—Attack deals 2
Constitution damage.

Boulder Roll: Boost—Gain +4 bonus on over
run attempts.

Overwhelming Mountain Strike: Strike—Deal
+2d6 damage, target loses move action.

Death From Above: Strike—Leap into the air,
attack foe from above, deal +4d6 damage.
Fountain of Blood: Boost—Defeat foe, cause fear
10 enemies.




e CoveringStrike: Boost—Every opponent you
strike cannot make attacks of opportuniry for
3 rounds.

White Raven Strike: Strike—Deal +4deé damage,
rarget becomes flat-foored.

5TH LEVEL

Desert

Shadow

Dragon’s Flame: Strike—Cone deals 6dé fire
damage,

Leaping Flame: Counter—Teleport adjacent to
foe who arracks you,

Lingering Inferno: Strike—Deal +2d6 fire
damage. and target takes 2d6 fire damage per round
for 3 rounds.

Daunting Strike: Strike—Target of artack
becomes shaken.

Doom Charge: Strike—Charge attack deals exira
damage against good, you gain DR 10/—,

Law Bearer: Strike—Deal +4d6 damage, +8artack
against chaotic enemy, gain <5 on saves and AC.
Radiant Charge: Strike—Deal +6d6 damage
against evil foes, gain DR 10/—.

Tide of Chaos: Strike—Charge attack deals extra
damage against law, grants you concealment.
Disrupting Blow: Strike—Successful artack
causes foe to be unable to act for | round,
Hearing the Air: Stance—Cain blindsense 30 ft.,
5 bonus on Listen checks.

Rapid Counter: Counter—Strike opponent who
provokes attack from you.

Dancing Blade Form: Stance—+5-f1, reach
during your turn.

Dazing Strike: Strike—Melee attack dazes
opponent.

Iron Heart Focus: Counter—Reroll save,
Mirrored Pursuit: Counter—You martch
opponent’s movement

Shifting Defense; Stance—s5-fi. step with each
missed attack against you.

Soaring Throw: Strike—Grab foe, throw him
using leverage, strength.

Stalking Shadow: Counter—Move into foe's
space as he rries to move away from you.
Bloodletting Strike: Boost—Strike deals 4
Constitution damage:

Shadow Stride: Teleport 50 ft. through shadows
as move action.

Step of the Dancing Moth: Stance
tertain, walk over liquid.

Elder Mountain Hammer: Strike—Deal +&ds
damage, overcome DR and hardness.

Giant's Stance: Stance—Deal damage as if you
are one size category larger.

Mountain Avalanche: Strike—Gain ability
trample foes.

Dancing Mongoose: Boost—Make one extraattack
with each weapon (max of two exira attacks).

lgnore

‘Flanking Maneuver: Strike—Hi flanked target,
allies gain free artack. :
Press the Advantage: Stance—Move +5 feet with

5-ft. step, move into difficult rerrain.

6TH LEVEL

Desert

Devo

Diam

lron

Shadow

Desert Tempest: Strike—Artack foes as you move
by them.

Fiery Assault: Stance—Melee arracks deal +1d&
fire damage

Ring of Fire: Strike
flame.

Auraof Chaos; Stance
damage dice.

Aura of Perfect Order: Stance
as 11.

Aura of Triumph: Stance—You and allies heal 4
points with each attack against evil.

Aura of Tyranny: Stance— Drain hit points from
allies.

Rallying Strike: Strike—Successful artack
allows you to heal 3d6 + 1/initiator level in 30+
ft. bursr.

Greater Insightful Strike: Strike—Use double
Concentration Chfck o dEIi‘rm! ne damage.
Moment of Alacrity: Boost—Gain +20 bonus on
initiative during battle.

Iron Heart Endurance: Boost—Heal hit points
equal to two times your level

Manticore Parry: Counter— Deflect attack and
redirect it against opponent.

Ballista Throw: Strike—Throw foe in 60-ft. ling,
deal 6d6 damage to all in area.

Scorpion Parry: Counter—Parry artack into
second opponent.
Ghost Blade:
flat-footed.
Shadow Noose: Strike—Ranged touch attack:
deals 8dé damage and might stun flat-foored
target.

Stalker in the Night: Strike—Move and artack
while remaining hidden.

Crushing Vise: Strike—Deal +4dé damage.
artack immobilizes creature.

Iron Bones: Strike—Gain DR 10/adamantine.
Irresistible Mountain Strike: Strike— Deal
+4d6 damage, target loses standard action.

Rabid Bear Strike: Strike—Gain +4 on atrack,
deal +10d6 damage, —4 AC with artack.

Wolf Climbs the Mountain: Strike—Enter
larger foe's space, deal +5d6 damage, gain cover
from foe.

Order Forged from Chaos: Allies move up @
their speed during your turn.

War Leader's Charge: Strike—No attacks of
opportunity while charging, deal +35 damage.

Surround foes with burning
Reroll and add maximum

Treat d20 resule

Strike—Targer becomes




Inferno Blade: Boost—Melee atiacks deal +3ds
fire damage + 1/initiator level.

Salamander Charge: Strike—Charge and create
trail of fire.

Castigating Strike: Strike—Deal ~8d6 damage
and trigger area blast.

Shield Counter: Counter— Shield bash cancels
foe's attack.

Diam  Avalanche of Blades: Strike—With each atrack
thar hirs, make another attack with increasing
penalty.

Quicksilver Motion: Boost— Use swift action to
complete move action.

Devo

lron Finishing Move: Strike—Gain extra damage
against weakened foe.

Scything Blade: Boost—Strike ene foe, [ree
attack against another one,

Set Hydra Slaying Strike: Strike—Foe is unable 1o
use full attack action.

Shadow Death in the Dark: Strike—Deal +15d6 damage
to surprised target.

Shadow Blink: Teleport 50 ft. through shadows
as swifraction.

Stone  Ancient Mountain Hammer: Strike—Deal
+12dé6 damage, overcome DR and hardness.
Colossus Strike: Strike—Strike deals +6dé
damage, knocks opponent baclward.

Tiger  Hamstring Attack: Strike—Artack deals 1ds
Dexterity damage, foe's speed has —10 penalty.
Prey on the Weak: Stance—Artack of opportunity
with each foe thar drops.

Swooping Dragon Strike: Strike—Jump over

. foe, deal +10de damage, stun.

White Clarion Call: Boost—If you drop a foe, allies

within 60 ft. can make free attack or rake move
action.

Swarming Assault: Strike
attacks against a foe you strike.

8TH LEVEL

Desert  Rising Phoenix: Stance—Hover on column of
super-heated air.
Wyrm's Flame: Strike— Cone of fire deals 10d6
fire damage.
Greater Divine Surge: Strike—Deal +6d8 damage.
also gain +1 on artacks and deal +2d8 damage per
point of Con damage you voluntarily take,
Immortal Fortitude: Stance—You cannot die
due to hit point damage
Diamond Defense: Counter—Gain save bonus
equal o level.
Diamond Nightmare Blade: Strike—Atrack
deals quadruple damage with successful Con-
centration check.

Allies make free

Iron
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Shadow

Stone

Tiger

White

Stance of Alacrity: Stance—Cain extra counter
each round.

Adamantine Hurricane: Strike—Two attacks
against each adjacent foe, +4 bonus on each
artack.

Lightning Throw: Strike—Use melee attack as
a line attack.

Supreme Blade Parry: Stance—Gain DR 5/—.
Fool's Strike: Counter—Reflect foe's artack.
Ghostly Defense: Stance—Enemies hit targerof
your choice while you have concealment.
Balance on the Sky: Stance—Walk on air.
Enervating Shadow Strike: Strike—Target of
strike gains 1d4 negarive levels.

One With Shadow: Counter— Become incor
poreal for 1 round.
Adamantine Bones:
20/adamantine.
Earthstrike Quake: Strike—Local quake knocks
énemies prone.

Strength of Stone: Stance—Gain immunity to
critical hits.

Girallon Windmill Flesh Rip: Boost—Gain
ability to rend with successful atracks.

Raging Mongoose: Boost—Make two extra
attacks with each weapon carried (max four
extra attacks).

Wolf Pack Tactics: Stance—Free 5-ft. step with
each successful atrack.

Swarm Tactics: Stance—Allies gain +5 on arracks
against enemy adjacent to you.

White Raven Hammer: Strike—Deal +6de
damage, stun opponent,

Strike—Gain DR

9TH LEVEL

Desert
Devo
Diam
Iron
Set

Shadow

Stone
Tiger

White

Inferno Blast: Strike—Burst of fire deals 100
points of damage

Strike of Righteous Vitality: Strike—Successtul
attack grants heal spell.

Time Stands Still: Strike—Take full artack action-
WO times.

Strike of Perfect Clarity: Strike—Deal +100
damage on single atrack.

Tornado Throw: Strike—Move and throw foes
repeatedly.

Five-Shadow Creeping Ice Enervation Strike;
Strike—Channel shadow into targer, causing hp
damage, abiliry damage, other effects,

Mountain Tombstone Strike: Strike— Arrack
deals 2dé Constirution damage.

Feral Death Blow: Strike—Leap upon foe, slay
him with a single strike.

War Master's Charge: Strike—You and allies
charge, no atracks of opportunity, deal extra
damage, stun.




) t Wind maneuvers focus on quick
mavemem and swirling, flaming strikes.
The scimitar, light mace, light pick,
spear, and falchion are the preferred
weapons of the Desert Wind discipline.
The complex spinning and slashing of
the curved blade incorporated into
many Desert Wind maneuvers are
in fact carefully honed gestures that
evoke the power of fire, if performed
correctly and with the proper focus.
Tumble is the key skill for Desert Wind,
providing the initiator with agility and
maneuverability. Desert Wind maneu-
vers are usable only by a swordsuge,
unless you take the Martial Study feat
(see page 31).

BLISTERING FLOURISH

Desert Wind (Strike)

Level: Swordsage 1

Initiation Action: 1 standard action

Range: 30 f1.

Area: 30-ft-radius burst centered
on you

Duration: 1 minute

Saving Throw: Fortirude negates

Your weapon buysts into flames as you bl
if over your head. Wiith a flourish, you cause
the fire to explode with a blinding flash.

When you use this strike, you gen-
erate a burst of brilliant light. Any
creatitre other than you caught in this
maneuver's area must make d Fortirude
save (DC 11 + your Wis modifier) or be
dazzled for 1 minute.

This maneuver is a supernatural
ability.

BURNING BLADE

Desert Wind (Boost) [Fire]
Level: Swordsage 1

Initiation Action: 1 swift action
Range: Personal

Target: You

Duration: End of turn

Your blade bursts info flame as 1l sweeps
toward your foe tn an elegant are.

A subtle yer precise twisting of your
blade unlocks the power of flame.
When you initiate this maneuver, fire
= fl'am your melee weapon. Forthe

. . -(-131 your me EE atml:.ks

deal an extra 1d6 points of fire
+ 1 point per initiator level.

This maneuver is a supernatural
ability.

:U

BURNING BRAND
Desert Wind (Boost) [Fire]
Level: Swordsage 2
Initiation Action: 1 swilt action
Range: Personal
Target: You
Duration: End of turn

Yotirweapon transforms info a roaring goul
of flame. As you swing your burning blade,
it stretches oul beyond your normal reach
ta scorch your foes.

When you initiate this maneuver, your
weapon turns into a burning brand
for the rest of your turn, The brand
increases your reach by 5 feet, and your
melee artacks made with the brand deal
fire damage equal to your normal melee
damage. You still gain all the normal
benefits from a high Strength score,
feats, and other effects that increase
vour melee damage. For example, an
attack with alongsword that normally
deals 1d8+4 points of slashing damage
would insread deal 1d8+4 points of fire
damage. You otherwise attack with
your weapon as normal.

This maneuver is a supernatural
abiliry.

DEATH MARK

Desert Wind (Strike) [Fire|

Level: Swordsage 3

Initiation Action: | standard action
Range: Melee artack

Target: One creature

Area: Variable spread; see rext
Duration: Instantaneous

Saving Throw: Reflex half; see text

As your weapon strikes your foe, his body
convitlsgs as wavesof flame rin down your
blade into his body. The five causes him fo
briefly glow with:a brilliant internal fire
before the flames erupt from his body in a
teyrible explosion.

When you use the strike, you channel
overwhelming fery energy into the
body of your foe. In addition to deal-
ing normal melee damage with your

ﬁ‘ﬂ VIND

atrack, youcause fire 1o erupt from ymu'

enemy’s body in a spread. The radius of
the spread is determined by the size of
the rarget creature, as indicated on the
table below. All crearures in the area,
including your enemy, take 6d6 poiis
of fire damage, with a Reflexsave (DO 12
+ your Wis modifier) for half This radits
is centered on the creature's position.
You have immunity to the fire damage
from your own death mark.
This maneuver is a supernatural
ability,

Size

‘Small or smaller
Medium

Large

Huge
Gargantuan

Colossal

Spread Radius
5 feet

10 feet

20 feet

30 feet

40 feet

50 feet

DESERT TEMPEST

Desert Wind (Strike)

Level: Swordsage &

Prerequisite: Two Desert Wind
maneuvers

Initiation Action: | full-round acrion

Range: Personal

Target: You

You move in a blur, leaving scorch miarks m
vour wake as you bwirl around the battle-
field, slicing mto your foes as you move.

As part of this maneuver, you move
up to your speed. Each time you exit
a square adjacent [0 an enemy, you
can first make a single melee atrack
against that foe. You cannor attack @
single enemy more than once with this
maneuver. Your movement provokes
attacks of opportunity, as normal.

DISTRACTING EMBER

Desert Wind (Boost)

Level: Swordsage 1

Initiation Action: 1 swift action
Range: 30 ft.

Effect: One summoned fire elemental
Duration: End of furn

A wave of heat sweeps over the area, forms
o small dust funnel, and fgnites into flame
next to your foe.

This boost allows you to conjure a Small
fire elemental (MM 99) 10 threaten




yout enemy, providing you or an ally
with the benefir of aflanking position.
You can use this ability to place the
elemental in any space within range,
The elemental remains unril the end
of your current turn. It threatens all
creatures within its reach. Ir takes
no actions or attacks of opporrunity
during your turn.

This maneuver is a supernatural
ability.

DRACON'S FLAME

Desert Wind (Strike) [Fire]

Level: Swordsage 5

Prerequisite: Two Desert Wind
maneuvers

Initiation Action: | standard action

Range: 30 ft.

Area: Cone

Duration: Instantaneous

Saving Throw: Reflex half

With a defiant voar, you summon yourki and
unleash if, igniting it with a combination of
your meditative focus and seething fury.

Asamaster of the Desert Wind advances
in his studies, he learns ro stoke raging
fires with his ki, This maneuver allows
youl to generate a gout of fire similar to
a dragon’s burning breath. With this
maneuver, you blast forth a cone of fire
that deals 6d6 points of fire damage 10
everything in the area. Creaturesin the
\area can attempt Reflex saves (DC 15 +
your Wis modifier) for half damage.
This maneuver is a supernatural

ability.

FAN THE FLAMES

Desert Wind (Strike) [Fire]

Level: Swordsage 3

Prerequisite: One Desert Wind
maneuver

Initiation Action: 1 standard action

Range: 30 f1.

Target: One creature

Flickering flame dances across your blade,
-~ then springs foward your largel as you
sweep your sword through ihe air,

* Askilled Desert Wind adept can gather
flame within his weapon and hurl it
through the air. When you initiate this
maneuver, you launch a fist-sized ball
of wh ite __!‘.Eatﬁre at a single opponent.

.

Ifyou make a'successful ranged touch
attack, your target takes 6dé points of
fire damage.

This maneuver is & supernatural

ability.

FIERY ASSAULT

Desert Wind (Stance) (Fire]

Level: Swordsage 6

Prerequisite: Two Desert Wind
maneuvers

Initiation Action: 1 swiftaction

Range: Personal

Target: You

Duration: Stance

Fire dances along yourarms and across your
weapon, lending burning energy to every
attack you make.

While you are in this stance, every
melee attack you make deals an extra
1dé points of fire damage.

This stance is a supernatural ability.

FIRE RIPOSTE

Desert Wind (Counter) [Fire]

Level: Swordsage 2

Prerequisite: One Desert Wind
maneuver

Initiation Action: 1 immediate action

Range: Personal

Target: You

Duration: Instantaneous

You focus the pain from a wound you
have just suffered into a frery manifesta-
tion of revenge:

When a creature successfully serikes
you with a melee or natural weapon, you
can use this maneuver o give yourself
the ability to make an immediate melee
touch attack. If your artack hits, your
target takes 4dé points of fire damage.

This maneuver is a supernatural
abiliry.

FIRESNAKE

Desert Wind (Strike) [Fire]

Level: Swordsage 4

Prerequisite: Two Desert Wind
maneuvers

Initiation Action: 1 standard action

Range: 60 ft.

Area: Special

Duration: Instantaneons

You drive yotir weapon into the ground, =

-

causing a gout of fire fo jet into the air, The
fire flows back to the ground and creeps ahead
like a serpent, sweeping over your enénties
and roasting them where they stand.

When you initiate this maneuver, you
cause a line of fire to twist across an
area to burn your enemies. This line is
60 feet long, Unlike a standard line, &
firesnake can bend and twist ro hit your
foes. A firesnake starts in an adjacent
square. It can move up to 60 feet each
round. It can move out of your line
of sight or line of effect, but you gain
no special knowledge of rhe areas it
moves into.

1f a1 firesnake moves into a creature’s
space, that creature rakes 6d6 points of
fire damage, with a Reflex save (DC 14
+ your Wis modifier) for half damage.
A creature can only take damage from
the firesnake once in 2 single round.
It makes the saving throw and takes
damage the first time thar the firesnake
touchesit. Afterthat; a firesnake hasna
effect on that creature.

A firesnake must move along the
ground. It cannot fly, and it pays the
standard movement penalties for dif-
ficult terrain and other effects.

This maneuver is a supernatural

ability.

FLAME'’S BLESSING

Desert Wind (Stance) [Fire]
Level: Swordsage 1

Initiation Action: 1 swift action
Range: Personal

Target: You

Duration: Stance

Five 1s niot your enemy, and it does nof
harm you.

You gain some resistance to fire as long
asyouremain in thisstance. The amount
of resistance is determined by your
ranks in Tumble. If you have 19 or more
ranks in Tumble, you gain immunity to
fire while you are in this stance,

This stance is a supernatural abiliry.

Fire Resistance

Tumble Ranks
4-8 5

5-13 10
1418 20

19+ Immunity

.




A swordsage wies the flashing sun manenver to strike the second wererat sneaking np bebind him

FLASHING SUN
Desert Wind (Strike)
Level: Swordsage 2
Prerequisite; One Desert Wind
maneuver
Initiation Action: 1 fullround action
Range: Personal
Target: You

Almost a blur of acceleration, your shining
blade flashes as you atiack with intpos-
sible speed.

Flashing sun allows you to make an
additional melee attack during this
round. As part of this maneuver. you
take a full attack action and make your
normal melee attacks. However, you can
make one additional attack this round
at your highest attack bonus. All the
attacks you make this round, including
the extra attack granted by this maneu-
ver, are made with a—2 penalty.

HATCHLING’S FLAME
Desert Wind (Strike) [Fire]
Level: Swordsage 2
‘Prerequisite: One Desert Wind
maneuver
[ni 1 Action: 1 siandard action

-

Range: 30 ft.

Area: Cone

Duration: Instantaneous
Saving Throw; Reflex half

You focus a burning aura of energy at the
end of your blade. [t formsa secthing sphere
ihat, after a moment; bursts into a forrent
of energy.

The Desert Wind discipline teaches
its students how ro unleash their ki
as burning energy. This maneuver
allows you to create a wave of fire that
sweeps over your enemies. When you
initiate this maneuver, you blast forth
a cone of flame that deals 2dé points
of fire damage.

This maneuver is a supernatural
ability,

HOLOCAUST CLOAK
Desert Wind (Stance) [Fire]
Level: Swordsage 3
Prerequisite: One Desert Wind
maneuver
Initiation Action: 1 swifraction
Range; Personal
Target: You
Durarion: Stance

Fire trails from your blade as you spm it
about, cloaking you in flames that leap out
to burn those whe attack you.

The flame from your weapon hangs
in midair, providing you with a fiery
defense against your attackers. An
adjacent opponent that hits yoo with a
melee attack while you are in this stance
takes § points of fire damage. Your holo-
caust cloak does not harm a creature
using a reach weapon to attack you.
This stance is a supernatural ability,

INFERNO BLADE

Desert Wind (Boost) [Fire]

Level: Swordsage 7

Initiation Action: 1 swift acrion
Range: Personal

Target: You

Duration: End of rurn

A blinding light flashes from your weapon,
and for a split second, it transforms into
burnimg magma.

You convert your fu inte fery energy,
allowing it ro How down your arms
and across your weapon. Until the end
of your turn, your melee attacks deal
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an extra 3d6 points of fire damage + 1
point per initiator Jevel.

This maneuver is a supernatural
ability.

INFERNO BLAST

Desert Wind (Strike) [Fire]

Level: Swordsage 9

Prerequisite: Five Desert Wind
maneuvers

Initiation Action: 1 full-round action

Range: 60 ft.

Area: 60-fr-radius burst centered
on you

Duration: Instantaneous

Saving Throw: Reflex half

Hot winds swirl aboul you, and a faint
aroma of brimstone sweeps over the aren.
A flickering yellow aura survounds you
and grows in intensity, shedding tremen-
dous heat and light. Creatures avound you
stumble back from the heat. With a howling
yoay, you unleash a hellish blast of fire that
?‘?wuf S!I.'l.'] I‘Uld warps stone.

Only true masters of the Desert Wind
school are capable of unleashing an
inferno blast. You focus your internal
ki into a blinding hot burst of fire
that deals 100 points of fire damage 1o
all creatures in the area. You are not
harmed by your own inferno blast.
This maneuver is a supernatural

LEAPING FLAME

~ Desert Wind (Counter) [Teleport]

Level: Swordsage 5

Prerequisite: Two Desert Wind
maneuvers

Initiation Action: 1 immediate action

Range: Personal

~ Target: You

Duration: [nstantaneous

As your foe attacks you, you disappear in a
burst of flame and smoke, only to reappear
as if out of thin air next to him.

* You instantly appear in a square adja-
centto a creature that attacks you with
# melee or ranged artack, after resolv-

‘ing the enemy’s attack. You cannot
‘move into a space that is occupied by
4 creature or object. You can move
‘up to 100 feet in this manner. If you

10F move adjacent to the target, this

maneuver fails to function but is still
considered used.

This maneuver is a supernatural
ability.

LINGERING INFERNO

Desert Wind (Strike) [Fire]

Level: Swordsage 5

Prerequisite: Two Desert Wind
maneuvers

Initiation Action: 1 standard action

Range: Melee attack

Target: One creature

Duration: 3 rounds; see text

A blue, dancing flame appears on your
weapon. As you strike your foe, this flame
slides off your weapon and covers your
enemy in raging fire.

You make a single melee attack rhar
deals an extra 2d6 pointsoffire damage.
In addition, if your sirike hits, the
flames upon your weapon bind to the
target, which takes an extra 2d6 points
of fire damage each round at the start
of its turn for 3 rounds.

This maneuver is a supernatural
ability.

RING OF FIRE

Desert Wind (Strike) [Fire]

Level: Swordsage 6

Prerequisite: Two Desert Wind
maneuvers

Initiation Action: 1 fullround action

Range: Special; see text

Area: Special; see text

Saving Throw: Reflex half

You move in a blu, your feet wreathed in
flaming energy. As you run, you leave a
trail of five behind you. You encircle a foe,
and the ring of fire you leave behind bursts
into an inferno that engulfs your enemy
and everything else in the area.

As part of this maneuver, you can move
up to two times your speed along the
ground. All of your movement must
be along continuous, solid ground.
You leave a trail of flames in your wake.
These flames have no effectunless they
form a closed area. Inthis case, ataging
inferno erupts within thararea. All crea-
tures within the area take 12d6 points of
fire damage, with a Reflexsave (DC 16 +
our Wis modifier)for balf

L - '

The inferno erupts the first time you
form a closed area. You cannot creaté
multiple areas in one move.

This maneuver is a supernatural
ability,

RISING PHOENIX

Desert Wind 8 (Stance) [Fire]

Level: Swordsage 8

Prerequisite: Three Desert Wind
maneuvers

Initiation Action: 1 swift action

Range: Personal

Target: You

Duration: Stance

Hot wind swirls about your feet, lifting you
skeyward as flames begin to flicker below.

A column of superheated air lifts you
into the air. While you are in this
stance, you can hover up to 10 feet
above any solid or liquid surface. You
gain a fly speed equal to your land
speed, with perfect maneuverability,
but you must remain within 10 feet of
the ground when you fly.

1f you hover in place and make a
full arrack, the column of air becomes
superheated, dealing 3dé points of
fire damage to creatures adjacent to or
within the column, including creatures
adjacent to your square. You are not
harmed by this effect.

You can move across shallow pits or
other such variations in terrain without
losing altitude, so long as your move-
ment wouldn't take you more than 10
feet above a solid or liquid surface. If
you are ever more than 10 feet above the
ground (such as if the floor drops out
from under you or you move over the
edge of a tall cliff), the rising phoenix
stance immediately ends and you fall
to the ground.

This stance is a supernatural ability.

SALAMANDER CHARCE

Desert Wind (Strike) [Fire]

Level: Swordsage 7

Prerequisite: Three Desert Wind
maneuvers

Initiation Action: 1 full-round action

Range: Special

Area; One 5-ft square per 5 ft. of
movement

Duration: Instantaneotis; § rnundsi-

-Seetext (D}




A balfling swordsage uses the
salamander charge manenvey fo zigzag
past an ogre bodyguard

You spin and twmnble about the battle-
field, a wall of raging flanme marking
your sieps,

You initiate this maneuver as part of
a charge attack. As with acharge, you
can move up to double your speed and
make a single atrack, gaining a +2 bo-
nus on the artack roll and a -2 penalty
1o your Armor Class while you move
and until your next turn. Unlike a nor

atge, however, your salamander

P

charge does not need
line and is not impeded by difficult
terrain, or even other creatures, You
can change direction as much as you
want during your movement, and you
can also use your Tumble skill to avoid
attacks of opportunity or to move
through opponents' squares during
the charge.
When you initiate a salaman-
der charge, a wall of shimmering,
spectral fire appears in each of the
squares along the path you take. A
creature standing in the wall takes
6dé points of fire damage at the be-
ginning of thar creature’s turn. A
creature occupying a square adja-
cent to the wall rakes 3dé points of
fire damage at the start of its turn.
Creatures that move into or through
the wall also rake 6dé points of fire
damage. The wall lasts up to 5
rounds. You can auromatically
dispel the wall with a wave of
vour hand (a swift action), and
the wall is automarically dispelled
if you initiate another salamander
charge. The wall does not block line
of sight or line of effect.

This maneuver is a supernatural
abiliry.

SEARING BLADE
Desert Wind (Boost) [Fire]

Level: Swordsage 4
Prerequisite: Two Deserr Wind
maneuvers
Initiation Action: | standard
action
Range: Personal

Target: You

Duration: End of turn

Your weapon lransforms inte a raging
torrent of flame, causing those around
you to recoil slightly from the tremen-
dous heal,

You convert your ki into fiery energy,
allowing it to flow down your arms
and across your weapon. Until the end
of your turn, your melee artacks deal
an extra 2dé6 points of fire damage + 1
point per initigtor level.

This maneuver is a supernatural
abiliry:

Desert Wind (Strike) [Fire]

Level: Swordsage 4

Prerequisite: One Desert Wind
maneuver

Initiation Action: 1 full round

Range: Personal

Target: You

Duration: Instantaneous

You rush through the air toward your fog,
fire streaming in your wake,

As part of this maneuver, you must
charge an opponent. You gain the
ability to fly ar your base land speed
with perfect maneuverability while
charging. Resolve your charge attack
normally: On a successtul hit, you deal
an extra 5dé points of fire damage ta
the target of your charge.

This maneuver is a supernatural
ability.

WIND STRIDE

Deserr Wind (Boost)

Level: Swordsage 1

Initiation Action: 1 swift action
Range: Personal

Target: You

Duration: End of rurn

A warm breeze swirls aboul you as you
move speedily away.

The desert wind envelops you and car-
ries you across the barrlefield, giving
youa burst of speed to move around and
through your enemies. Until the end off
your turn, you gain a +10-foot enhance-
ment bonus to your land speed.

WYRM'S FLAME

Desert Wind (Strike) [Fire]

Level: Swordsage 8

Prerequisite: Three Desert Wind
maneuvers

Initiation Action: 1 standard action

Range: 30 fr.

Area: Cone

Dauration: Instantansous

Saving Throw: Reflex half

You spin your blade in a whirling are. With
each revolution, seething flames build upon
its length. With a flourish, you bring your
blade to a halt, point 1t at your foe, and
wnleash a roaring wall of flame.
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spin their blades with such power that
they can evoke a great burst of fire. When
you execute this maneuver, you blast forth
acone of fire that deals 10d6 points of fire
damage toall in its area. Creaturesin the
areacan attempt a Reflex save (DG 18 +
your Wis modifier) for halfdamage.

This maneuver is a supernatural
ability.

Desert Wind (Counter)

Level: Swordsage 3

Prerequisite: One Desert Wind
maneuyver

Initiation Action: 1 immediate action

Range: Personal

Target: You

Duration: Instantaneous; see text

You spin gracefully away froma foe'sa
whirling like the desert zephyr racing aoros
the sands. Yourenemy's blade barely Iouchﬁ
your cloak as you nimbly dodge aside,

You gain a +4 dodge bonus ta AC
against a single attack. You can choose
to use this maneuver after an opponent
resolves his artack but before he deter
mines damage.

DEVOTED SPIRIT

4

Devoted Spirit maneuvers focus on
toughness, endurance, ripostes, and
abilities designed to defear a specific
alignment. Those who [ollow the
Devoted Spirit discipline seek ro support
acause by defending it, nurturing it, and
destroying its enemies. The falchion,
greatclub, longsword, and maul are the
Devoted Spirit discipline’s preferred
weapons, though many who follow this
school of battle embrace weapons tied
to the causes they follow. Intimidate is
the key skill for Devored Spirit.

AURA OF CHAOS

Devoted Spirit (Stance) [Chaos]

Level: Crusader 6

Prerequisite: Two Devoted Spirit
manetuvers

Initiation Action: 1 swift action

Range: Personal

Target: You

Duration: Stance

A coruscating aura of purple energy sur-
rounds you as chaos runs rampant m the
itrea inmediately around you.

While you are in this stance, your
attacks have the potential to be utterly
“devastating. When rolling damage for
# melee artack, you gain a special ben-
et from any damage die that rolls its

maximum amount (such as 2 result of

6 ona d6). When one or more of your
damage dice show a maximum possible
result, reroll each such die and add its
“result to the original damage roral. You
¢an continue to reroll as long as a die
shows its maximum possible result,
adding each new number to the damage
total until each die has shown less than
"2 maximum resulc

AURA OF PERFECT ORDER

Devoted Spirit (Stance) [Law]

Level: Crusader 6

Prerequisite: Two Devoted Spirit
maneuvers

Initiation Action: 1 swift action

Range: Personal

Target: You

Duration: Stance

A perfect; hazy square of golden energy sur-
rounds you as you enfer this stance. Onder
reigns supreme, drivimg away the whims

of chaos.

This stance allows you to treat a potential
d20resultasan 1. You must decide to use
this ability immediately before rolling
the d20. You can use thisability once per
round. Using this ability does not take
an action. You simply decide 1o invoke
it before rolling a d20 for any reason,
such as for an attack, save, orcheck.

AURA OF TRIUMPH

Devoted Spirit (Stance) [Good]

Level: Crusader 6

Prerequisite: Two Devoted Spirit
mianeuvers

Initiation Action: 1 swifraction

Range: Personal

Targets: You and one ally within 10 ft.

Duration: Stance

You channel the power of good through your
body and soul, mfusmg the area around you
with a soft, golden vadianze. With each blow
you strike agamst evil, you feel invigorated
and driven onward.

While vou are in this stance, you and
any ally within 10 feetof you borh heal
4 points of damage with each success-
ful melee armck enher of you makes

AURA OF TYRANNY

Devoted Spirit (Stance) [Evill

Level; Crusader &

Prerequisite: Two Devoted Spirit
mianeuvers

Initiation Action: 1 swift action

Range: Personal

Target: You

Duration: Stance

A sickly gray radiance surrounds you, sap-
ping the strength of your allies and funneling
it to you.

While you are in this stance, you drain
hit points from yourallies. At the end of
your turn, you can choose to deal 2 points
of damage to each willing ally within 10
feet. For each ally who takes this damage,
you heal 1 poinrof damage.

CASTIGATING STRIKE

Devored Spirit (Strike)

Level: Crusader 7

Prerequisite: Two Devored Spirit
Maneuvers

Initiation Action: 1 standard action

Range: Melee artack

Target: One creature

Area: 30-ft-radius burst; see text

Duration: 1 minute

Saving Throw: Fortitude partial;
see rext

With a howling battle cry, your weapon
crackles with energy. As you strike your
foe, that energy detonates in a burst thal
scythes through those who stand against
YOUT cause.

When you use this strike, make a single
melee artack. If you hit your opponent
and his alignment has at least one
componmtdﬂfmzm fmmyours ablast




ofimpact, The rarget of this
san extra 8de points of damage
and must succeed on a Fortitude save
(DC 17 + your Cha modifier) or take a2
* penalty on attack rolls for { minute.
All of your opponents within a 30-
foor-radius burst of the target creature
must also succeed on a Fortitude save.
Those who fail take sdé points of
damage and take a—2 penalty on attack
rolls for | minute. A successful save
results in half damage and negates the
artack penalty.

CRUSADER'S STRIKE
Devoted Spirit (Strike)
Level: Crusader 1
Initiation Action: 1 standard action
Range: Melee attack
Target: One creature

Divine energy surroumds your weapot as you
strike. This power washes over you as your
weapon finds itsmark, mending yourwoimds
and giving you the strength (o fight on,

As part of initiating this strike, you
must make a successful melee attack
against an enemy whose alignment has
at least one component different from
yours. This foe must pose a threat to you
oryour allies in some direct, immediate
way. If your artack hits, you or an ally
within 10 feet of you heals 1d6 points
of damage + 1 point per initiator level
{maximum +5),

DAUNTING STRIKE
Devoted Spirit (Strike)
Level: Crusader 5
Prerequisite: One Devored Spirit
maneuver
Initiation Action: { standard action
Range: Melee atrack
Target: One creature
Saving Throw: Will negates
Duration: { minute

You attack your foe with an ovenwhelming
strike, hammering through his shield and
armor o cleave into his flesh. This display of
vany power causes hinvlo stumble backward,
fear in his eyes.

As part of this maneuver, you make
a melee atrack against an opponent
you threaten. If this attack hits, your
L ake a Will save with a DC

equal oo the damage yol
shaken for 1 minute,

DEFENSIVE REBUKE

Devoted Spirit (Boost)

Level: Crusader 3

Prerequisite: One Devoted Spirit
maneuver

Initiation Action: | swiftaction

Range: Personal

Target: You

Duration: 1 round

You sweepyour weapon in-a wide, deadly
arc. When your blows strike home, you send
your foe tumbling back on the defensive. He
must deal with you first, or leave himself
open fo your deadly counter

Defensive rebuke allows you to excel
at controlling the battlefield around
yoil. Your enemies must pay heed to
the threat you pose. If they ignore you
in favor ofartacking other rargets, you
take advantage of their lapses with a
punishing counterartack,

Each enemy you strike after you
initiate this maneuver becomes vulner-
able to your further attacks. If such an
opponent attacks anyone other than
you in melee for the duration of the
maneuver, that attack provokes an
artack of opporiunity from you (each
separate attack a target makes provokes
an attack of opportunity, making this
boost especially lethal if you have
Combar Reflexes). Enemies you strike
become aware of the consequences of
the maneuver.

DIVINE SURGE

Devoted Spirit (Strike)

Level: Crusader 4

Prerequisite;: One Devored Spirit
maneuver

Initiation Action: | standard action

Range: Melee artack

Target: One creature

Your body shakes and spasms as unfettered
divine energy courses through it. This
power sparks off your weapon and courses
into your foe, devastating your enemy bul
leaving you drained.

As part of this maneuver, you make a
single melee attack that deals an extra
&d8 points of damage.

L e

DIVINE SURGE, CREATER

Devoted Spirit (Strike)

Level: Crusader 8

Prerequisite: Two Devoted Spirit
maneuvers

Initiation Action: 1 fullround action

Range: Melee attack

Targer: One creature

Duration: 1 round; see text

A torrent of divine energy courses throught
you, With supreme force of will, you chan-
nel the energy into a devastaling attack
even as i saps your mortal form.

As part of this maneuver, you make a
single melee attack that deals an exrea
6d8 points of damage. In addition,
before making this melee attack, you
can also decide to take a number of
points of Constitution damage equal
to your initiator level or lower. For
each point of Constiturion damage
you take, you gain a +1 bonus on your
attack roll and deal an extra 2d8 points
of damage. After using this maneuver,
you are considered flar-footed until the
beginning of your next turn.

DOOM CHARGE

Devoted Spirit (Strike) [Evil]

Class: Crusader §

Prerequisite: One Devoted Spirit
maneuver, evil alighment

Initiation Action: 1 full-round action

Range: Melee attack

Target: One creature

Duration: 1 round

You cloak yourself in a black, terrible aura®™
of contempt and spite.

You must make a charge attack as part
of this maneuver. If your targeris good=
aligned, your attack deals an extra 6d6
points of damage. In addirion, if your
charge attack hits and the rarger is
good-aligned, you become wreathed
in unholy energy. You gain damage
reduction 10/— until the beginning of
YOUT NEXT [Urn.

ENTANCLINC BLADE

Devoted Spirit (Strike)

Level: Crusader 4

Prerequisite: One Devoted Spirit
maneuyer

Initiation Action: 1 standard action

-




Range: Melee artack
Target: One creature
Duration: See rext

You hack mlo your foe’s legs, forcing his mouve-
ment bo slow and his resolution to falter,

As part of this maneuver, you
make a melee attack against an
opponent. Your attack dealsan
extra 2dé points of damage.
In addition, if your attack
hits, your target’s speed is
reduced by 20 feet until

the end of its next turn,
which might preventit

from moving entirely

This penalty applies to

all movement modes

A flying creature with a

fly speed of 0 feet falls to

the ground (and takes
falling damage appropri-
ately) ifivis subjectto this
effect while in the air.

FOEHAMMER
Devored Spirir (Strike)
Level: Crusader 2
Initiation Action: 1

standard action
Range: Melee attack
Target: One creature

Your throw yourself behind
your aitack, lending your blow
stigh great weight and force
that you leave injuries that even
magical deferses cannot mend.

Your devotion to your cause gives
you boundless energy thar allows
you to smash through supernarural
defenses. When you land an attack,
you hit with such force thar damage
reduction offers little resistance
against you.

When you use this maneuver, you
make a melee attack against asingle foe.
This attack automatically overcomes
the opponent’s damage reduction and
deals an extra 2dé points of damage.

IMMORTAL FORTITUDE

Devoted Spirit (Stance)

Level: Crusader 8

Prerequisite: Three Devoted Spirit
maneuvers

Initiation Action: 1 swift action
Range: Personal

Target: You

Duration: Stance

Using the foehammer manenver,
a crusader of Movadin evercomes
4 raksbasa’s natural defenses

Despite the horrific wounds you suffer, the
flash of searing spells, and the crash of a
foe's mighity altacks, you stand resolute on
the field. So long as the potential for victory

ex1sts, you .-r.ghr on

Death has little meaning to you in
light of the cause you fight for. So
long as the mission stands before you
uncompleted, or a battle remains in
doubt, you fight on, Stories abound
of crusaders who, while in the grips
of this stance, fought for days on end
to hold a mountain pass against orcs,

trolls, and othezﬁends.

So long as you remain in this stance,
you cannot be killed or incapacitated
by effects or artacks that reduce you to
0 or fewer hit points. If you take such
damage, vou can make a Fortitude save
with a DC equal to your negative hit
point toral. [f you fail this save, youdie
or fall unconscious (as appropriate). If
this save is successful, youare still
alive and conscious, with 1 hit

point remaining.

This stance provides no
protection against effects
that slay you withour deals
ing hit point damage, or
other effects that pertrify,
paralyze, and so forth. You
can still be slain by a coup

de grace if a spell or effect
renders you helpless,
Afteryou attempt three
saving throws to avoid
death orunconsciousness,
this stance automatically
ends. You can acrivate
it agaln on your turn as
normal. Even the toughest
crusader can endure only so
much punishment.

IRON CUARD'S
GLARE
Devoted Spirit (Stance)
Level: Crusader 1
Initiation Action: 1 swifr
action
Range: Personal
Target: You
Duration: Stance

With a quick snarl and a glare that would
stop a charging barbarian in his tracks, you
spoil an opponent’s attack. Rather than
strike his original targel, your enemy turns
his attention toward you.

While youarein thisstance, any opponent
that you threaten takes a —4 penalty on
artack rolls against your allies. This pen-
alty does notapply to attacks made against
you. Enemies you threaten become aware
of the consequences of the stance.

LAW BEARER

Devoted Spirit (Strike) [Law]
Class: Crusader 5

Prerequisite: One Devoted Spirit
maneuver, lawful alignment

PURASPION LA gy




Action: 1 full-round action
¢ attack
s Dne crearure
3 uration' 1 round

The atr around you lums wilh cosmic
energy as the power of pure law surges
thivugh you. Fov a mament, you take on
the aspect of a perfect being as you charge
forward to smite your foes,

You must make a charge attack as part
of this maneuver. If the target is cha-
otic-aligned, you gain a +8 bonus on
your attack (in addition to the charge
bonus) and your attack deals an extra
4de points of damage. In addition, if
yourcharge attack hitsand the mrgeris
chaotic-aligned, you become wreathed
In axiomatic energy. You gain a +5
bonus on saves and to AC unril the
beginning of your next turn,

- MARTIAL SPIRIT
Devoted Spirit (Stance)
Level: Crusader 1
Initiation Action: | swift action
Range: Personal
Target: You
Duration: Stance

Asyou cleave through your foes, each fero-
cious attack you nmake lends vigor and
strength fo you and your allies,

Wrhile you are in this stance, you or
an ally within 30 feet heals 2 poinis
of damage each rime you make a
successful melee arrack. This heal-
ing represents the vigor, drive, and
toughness you inspire in others. Your
connection 1o the divine causes such
inspiration to have a real, rangible
effect on your allies" health.

Each time you hit an opponent
in melee, you can choose a different
recipient within range (o receive this
healing.

B
RADIANT CHARCE
Devoted Spirit (Strike) [Good |
Class: Crusader §
Prerequisite: One Devoted Spirit
maneuver, good alignment
In.inatlan Action: 1 full-round action
R : Melee attack
Cine creature
round

You gather the py "y
discipline, survol udmgwurf# in an atira
af blinding glory:

You must make a charge artack as parr
of this maneuver. If the rargert is evil-
aligned, your attack deals an exrra 6dé
points of damage. In addition, if your
charge artack hits and the targer is
evil-aligned, you become wreathed in
holy energy. You gain damage reduc-
tion 10/— until the beginning of your
next turn.

RALLYINC STRIKE

Devoted Spirit (Strike)

Level: Crusader &

Prerequisite: Two Devoted Spirit
maneuvers

Initiation Action: | standard action

Range: Melee attack

Target: One creature

Your weapon blazes with divipe energy
as you smite your enemy. The enevgy dis-
charges in a great pulse, sweeping over your
allies and mending therr wounds.

As part of initaring this strike, you
must make a successful melee artack
against an enemy whose alignment has
at least one component different from
yours. This foe must pose a threat to you
or your allies insome direct, immedi-
ate way. I your attack hits, you and all
allies within 30 feer of vou heal 3dé
points of damage + 1 point per initiator
level (maximum +15).

REVITALIZING STRIKE

Devored Spirit (Sirike)

Level: Crusader3

Prerequisite; One Devoted Spirit
maneuver

Initiation Action: | standard action

Range: Melce atrack

Target: One creature

As you rear back to strike your foe, an
mira of divine energy surrownds you, As
your attack slams home, this aura dis-
sipates in a flash, knittimg your wounds
s 1l JH:‘hdl'gl'S.

As partofinitiating this strike, you must
make a successful melee attack against
an enemy creature whose alignment has
at least one component different from

NC ng
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oryourallies in some dxrecr, immediate

way. If your attack hits, you or an ally

within 10 feer of you heals 3dé points
of damage + 1 point per initiator level
(maximum +10),

SHIELD BLOCK

Devoted Spirit (Counter)

Level: Crusader 2

Initiation Action: 1 immediate action
Range: Personal

Target: You

Duration: Instantaneous

With a heroic burst of effort, you Hirust
your shield between your defenseless ally
and your enemy.

As an immediate action, you can
grant an AC bonus to an adjacent ally
equal 1o your shield’s AC bonus + 4.
You apply this bonus in response o
a single melee or ranged artack that
targets your ally. You can initiate rthis
maneuver after an opponent makes his
artack roll, but you must do so before
you know whether the artack was 2
success ora failure.

SHIELD COUNTER

Devoted Spirit (Counter)

Level: Crusader 7

Prerequisite: Two Devored Spirit
manetivers

Initiation Action: | immediate action

Range: Melee artack

Target: One creature

As your opponent prepares to malke his
attack, you bash him with your shueld and’
disrupt his attempt.

As an ll'['llnt_‘di;ut‘ acton, you can
attempt a shield bash againstan oppe-
nent you threaten. This attack is made
with a =2 penalty. If your shield artack’
hits, your rarget's nextartack automati=
cally misses.

You can use this maneuver imme
diately after an opponent declares an
artack, but you must do so before the
attack’s result has been determined.

STRIKE OF RIGHTEOUS
VITALITY

Devored Spirit (Strike)
Level: Crusader 9
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A crusader sf Aord relies

Prerequisite: Three Devoted Spirit
maneuvers

Initiation Action: | standard action

Range: Melee attack

Target: One creature

Asyourenemy reels from your mighty blon

an ally nearby s ssmultan healed
il deansed of its wounds by the powes

of your faith.

When you make this st

(&, you o1

oneally within 10 feet of vou gains the

benefit of a heal spell cast
your character level. To
ehit of this maneuver, you

an enemy creature whose a

has at least one compon ditferent

from yours. This foe must pose a threar
10 you or your allies in some direct,

immediate way.

S THICKET OF BLADES

eyoted Spirit (Stance)

L

on-ber thicket of blades starce to guard aga

Level: Crusader 3
Prerequisite: One Devoted Spirit

maneuver

Initiation Action: 1 swift action

Range: Personal
Target: You
Durarion: Stance

{ opportun
oke thisattack
before leaving the area you'threaten.
Your oppenents also cannot use the

withdraw action {PH 143) to trear the
1

square they start in asno longerthreat-

ened by you.

pack of shadew demons

TIDE OF CHAOS

Devoted Spirit(Strike) [Chaos]
Class: Crusader 5
Prerequisite: One

maneuver, chaotic
Initiation Action: 1 full-round action
Range: Melee attack

Target: One creature
Duration: | round

T A 47 L | - ) - |
e power of chaos swirls around you, lend-

g strength to your altacks as you cast your

fate 1o the whims of luck.

your attack (in addition to the charge
bonus) and yourattack deals an extra

4dé points of damage. In addition, if
your charge arrack hits and the target
15 lawful-aligned, you become wreathed
in anarchic energy. You gain total
concealmentagainst all arracks that
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NCUARD STRIKE
Devoted Spirit (Strike)
Level: Crusader 1
Iniriation Action: | standard action

Target: One creature

You batter aside your foes defenses wilh a
vicious, overwhelming altack, leaving him
vilnerable fo your allies' blows,

- _‘,
part of this maneuver, you mak

melee attack against an opponent you

threaten, If this attack hits, all your
allies gain a +4 bonus on ranged and
melee atracks against that targer ungil
the start of your next turn.

DIAMOND MIND

Diamond Mind maneuvers allow 4
warrior to use her cunning, intellecr,
and feel for the battlefield against her
enemies. Time seems to flow slower to
a Diamond Mind initiare. The bastard
sword (or katana), rapier, shortspear,
and trident are this discipline’s favored
weapons. Concentration is the Diamond
Mind discipline’s key skill.

ACTION BEFORE THOUGCHT
Diamond Mind (Counter)

Level: Swordsage 2, warblade 2
Initiation Action: | immediate action
Range: Personal

Target: You

Your supreme sense of the battlefreld,
unmatched martial training, and simple,
intuitive sense of danger allow you fo acl
faster than the speed of thought., When a
spell or other attack strikes you, you move
a split second before you are even aware of
the threat,

Your mind is a keenly honed weapon.
Other warriors rely on their physical
talents. You know thata mix of mental
acuityand marrial training, along with a
strong sword arm, isan unbeatable com-
bination. This maneuver epitomizes your
approach. Your mind, rather than your
raw reflexes, dicrates your defenses.
You can use this maneuver any time
you would be required to make a Reflex
save. Rolla Concentration check instead

of the Reflex save and use the result of

that check to determine the save's suc-
cess. You must use this maneuver before
you roll the Reflex save. A result of a
natural 1 on your Concentration check
ismot an automatic failure.

AVALANCHE OF BLADES

Diamond Mind (Strike)

Level: Swordsage 7, warblade 7

Prerequisite: Three Diamond Mind
neuyers

Range: Melee attack
Target: One creature

In a flashing blur of steel, you unleash a
devastating volley of deadly attacks against
your enemy, slriking il agam and again,

You lash at an opponent. If your attack
hits, you repeat the same artack again
and again at nezrly superhuman speed,
allowing you to score multiple hitsina
blur ofactivity. Unfortunarely, as soon
as an attack misses, your tempo breaks,
and this delicate maneuver crumbles
into a flurry of wasted motion.

As part of this maneuver, you make a
single melee attack against an opponent.
IE that attack hits. resolve your damage
as normal. You can then make another
artack against that foe with a—4 penalty
on your attack roll. If that attack hits,
you can make anotherartack against that
oppenent with a —8 penalty. You con-
tinue to make additional artacks, each
one with an additional —4 penalty, unil
you miss or youropponent is reduced to
—1 hir points or fewer. You must direct
all these attacks ar a single foe.

BOUNDING ASSAULT
Diamond Mind (Strike)
Level: Swordsage 4, warblade 4
Prerequisite: Two Diamond Mind

maneuvers

Initiation Action: 1 full-round action
Range: Melee attack
Target: One creature

You spring across the battlefield, usimg your
focus and ability to act quickly to make an
attack while moving.

You combine speed and power into a
deadly combination. With this maneu-
ver, you move across the bartlefield in

a blur, pausing only to deliver a fero-
cious attack.

As part of this maneuver, make a
double move. After you move, youcan

also make a melee attack. You gaina +2
bonus on this attack. This maneuveris
considered a charge artack when deters
mining if featsand other abilities apply
to your artack.

DIAMOND DEFENSE

Diamond Mind (Counter)

Level: Swordsage 8, warblade 8
Initiation Action: 1| immediate action
Range: Personal

Target: You

You steel yourself against an opponent’s
spell, drawing on your focus and fraining
fo overcome ils effect.

You can initiate this maneuverany time
you would be required to make a saving
throw. You gain a bonus on that save
equal to yourinitiator level. You must
use this maneuver before you roll the
saving throw.

DIAMOND NIGHTMARE
BLADE

Diamond Mind (Strike

Level: Swordsage 8, warblade 8

Prerequisite: Three Diamond Mind
maneuvers

Initiation Action: | standard action

Range: Melee attack

Target: One creature

You spot a single futal flaw in your oppo-
nent’s defenses, With a single atiack, you
put all the force of your supreme focus inta
a simgle, crippling blow.

You must make a Concentration check
as part of this maneuver. The DC of this
check is the targer creature’s AC. You
then make a single melee artack against
your target, also as part of the maneuver.
If your Concentration check sacceeds,
thisartack deals four times yournormal
melee damage. If your check fails, your
atrack is made with a -2 penalry and
doesn't deal any additional damage,




the multipliers as normal (PH 304)

DISRUPTING BLOW

Diamond Mind (Strike)

Level: Swordsage 5, warblade 5

Prerequisite: Two Diamond Mind
maneuvers

Initiation Action: ! standard action

Range: Melee attack

Target: One creature

Saving Throw: Will negates

Duration: 1 round

With a combimnation of brute force, keen
i By fniu ol g G, yi oL yo
timing md exa hing aim, you force you
opponent into an awleward postiion that

vuuins his next action

As part of this maneuver, you make a
melee attack. If this artack hits, your
rarget takes normal melee damage and
must make a Will save (DC 15 + your
Str modifier) or be unable o take any
gctions for 1 round. The targer does not
sttfer any other drawbacks or penalties
He can still make attacks of opportu
nity bur is unable to take immediare
actions untl his next turn,

Ifyourstrikeisacritical hir,youstack EMERALD RAZOR

Diamond Mind (Strike)

Level: Swordsage 2, warblade 2

Prerequisite: One Diamond Mind
maneuver

Initiation Action: 1 standard action

Range: Melee atrack

Target: One creature

(ot stare af your enemy, studying his cvery
move. You mentally probe his defenses in
search of a weakness. A lesser warrior could
spentlong minutes pondering this problen:,
but you see an opening and seize upon it in

an msiani,

Your understanding of combar, your
keenly honed mind, and your capabil
' 1

ity to read your opponents make you

a deadly combatant. When you focus
yvour ITHE‘.\}. even l]'l:' maost :‘lLI'-’.'\ ¢ Oppo-
nent becomes an easy target

As part of this maneuver, make a
single melee atrack against an oppo-
nent. This is a touch artack rather than
a standard melee artack. If vou hit, vou

K.
deal normal melee damage

A warblade senses the presence of invisible enemics by bearing the air

HEARING THE AIR

Diamond Mind (Stance

Level: Swordsage 5, warblade 5

Prerequisite: Two Diamond Mind
MANeuvers

Initiation Action: 1 swift action

Range: Personal

Target: You

Duration: Stance

Your perception becomes so fine thal you

can hear the tintest flutter of air moving

past vou. Invisible foes and other hidden

threals become as plain as day in the area
! .

’ UL
of your hewghtened senses

Drawing on your combat training,
sharpened senses, and capability to pre-
dict your enemy’s moves, you become a
taultlesssentinel on the bartlefield. Even
the smallest detail or stealthiest enemy
cannot hope to evade your norice,
While you are in this stance, you
gain blindsense ourt to 30 féet and a +5

insight bonus on Listen checks.

INSIGHTFUL STRIKE

Diamond Mind (Strike)
Level: Swordsage 3, warblade 3

dnggaany 4y 'gy)



m Action: 1 standard action
Aelee artack

get; One creature

You study your opponent and spot a weak
point in herarmor. With a quick, decisive
strike, you take advantage of this weakness
with & devastating allack.

Your mind rather than your physical
power allows you to deal grievous
injuries to your foes. When you attack,

physical threars
vour mind.

You can use this maneuver uny rime
you would be required to make a Forri-
rude save. Make a Concentration check
instead of the Fortitude save and use the
result of that check o derermine the
save's sticcess, You must use this maneu-
ver before you attempt the Fortitude save.
A result ofa natural 1 on your Concentra-
tion check is not an automatic failure.

ith the s

your training and mental focus allow MIND STRIKE

you to score a telling blow.

As part of this maneuver, make a melee
attack. 1f thisartack hits, you do not deal
normal damage. Instead, you make a
Concentration check and deal damage
equal ro the check result. Your Strength
modifier, yourweapon's magical proper-
ties (if any), and any otherextra damage
vou normally deal do not madify this
check (including extra damage from
class abilities, feats, orspells),

~ INSIGHTFUL STRIKE,

GREATER

Diamond Mind (Strike)

Level: Swordsage 6, warblade 6

Prerequisite; Two Diamond Mind
maneuvers

Initiation Action: | standard action

Range: Melee attack

Target: One creature

Your keen eye picks ott the slightest imper-
fecttion in your opponent’s defenses. Your
sweapon becomes a tool of your mind

This maneuver funcrions like insightful
strike, except that you deal damage equal
10 2 x your Concentration check result.

MIND OVER BODY

Diamond Mind (Counter)

Level: Swordsage 3, warblade 3
Initiation Action: | immediate action
Range: Personal

Target: You

Your traping and mental toughness allow
youl to use your focus to overcome physical
thyeals. By focusing your mind, you ignore
the effect of a deadly poison or debilitat-
ing sickness.

ddjgent training and intense mental
mbine to allow you to overcome

»

Diamond Mind (Strike)

Level: Swordsage 4, warblade 4

Prerequisite; Two Diamond Mind
Maneuvers

Initiation Action; 1 standard action

Range: Melee attack

Target: One creature

Saving Throw: Will negates

Youstrike your opponent’s head, vattling his
serises and causing him to lose fociis.

As awarriar who fights with your mind
as well as your brawn; you know that
attacking a foe's senses is just as valu-
able as sapping hisstrength. With this
attack, you leave an opponent befuddled
and vulnerable.

As part of this maneuver, make a
melee atrack. [f this attack hits, your
target must make a Will save (DC 14 +

your Str modifier) or take 1d4 points of

Wisdom damage. The targerignores the
Wisdom damage on a successtul save but
still takes weapon damage normally.

MOMENT OF ALACRITY

Diamond Mind (Boost)

Class: Swordsage 6, warblade 6

Prerequisite: Two Diamond Mind
maneuvers

Initiation Action: 1 swift action

Range: Personal

Target: You

Duration: Instantaneous

You step inlo a space between heartbeals
and act again while your enemies aye sill
reacting to your last strike.

You can improve your initiative count
for the nexr round and all subsequent
rounds of the current encounter. When
you initiate this maneuver, your initiative
count improves by 20, and your place in

Tlhls modifier applies ar the end of the'
round. Your place in rhe initiative ordes
changes to reflect moment of alacritys
effect starting with the next round,

MOMENT OF PERFECT MIND

Diamond Mind (Counter)

Level: Swordsage 1, warblade 1
Initiation Action: 1 immediate action
Range: Personal

Target: You

Your mental focus and martial study have
rendered your will mto an unbreakable
tron wall. When someone targels you with
a spell that secks to evode your willpawen
you steel yourself agamst the attack.

Between your devored study, iron will,
and supreme focus, you have learned
to resist arrempts to subvert your wills
power. When you feel such an effect ey
to cloud your mind, you can draw on
untapped reserves of energy to counter
the attempr.

You can use this maneuver any rime
you would be required to make a Will
save. Make a Concentration check
instead of the Will save and use the result
of thatcheck 1o determine the save'ssue
cess. Youmust use this maneuver befors
you attempt the Will save. A resultof'a
natural 1 on your Concentration check
is notan automatic failure

PEARL OF BLACK DOUBT

Diamond Mind (Stance)

Level: Swordsage 3, warblade 3

Prerequisite: One Diamond Mind
maneuver

Initiation Action: 1 swifr action

Range: Personal

Target: You

Duration: Stance

With every niss, youropponenls become mope
uncertain, theirdoubl growing like anirritats
ing pearl in the mouth of a helpless oyster,

You prey on your oppenents’ fear and
lack of confidence. Each failed attack
against you reminds them that their
skill cannot hope to match yours,
When you enter this stance, vou
become more difficult to hirwith eich
successive attack thar misses you. Each
time an opponent misses you with 2
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e attack, you gain a+2 dodge bonus
to AC. This bonus lasts until the start
of yournext turn and is cumulative for
the round. The bonus applies to any
attacks made by all opponents until
the beginning of your next rurn,

QUICKSILVER MOTION
Diamond Mind (Boost)
Level: Swordsage 7. warblade 7
Prerequisite: Three Diamond Mind

maneuvers

Initiation Action: 1 swift action
Range: Personal
Target: You

M

Int the blink of an eye, you make your move.
Your speed, reflexes, and boundless confidence
combine o allow you to make a fast, bold
mave that calches your foes off guard,

With a burst of energy, you move for-
ward to press an attack, draw an item
from your backpack, or take some other
move action. Your training, mental
acuity, and drive allow you to move
with greater speed and confidence than
otherwarriors.

This maneuver requires a swift action
to initiate. You can take a free move action
after you initiate this maneuver. You
can use any of the oprions available fora

youractions as normal. Forexample, you
could use this maneuver to move next to
aloe, then take a full attack action. You
could move, then make a charge attack,
sind so forth, The move action you gain
from this maneuver provokes attacks of
Opportunity as normal

RAPID COUNTER

"Diamond Mind (Counter)
Level: Swordsage 5, warblade 5
Initiation Action: 1 immediate action
Range: Personal
Target: You

Yot lash out, your weapon a blur, hammer-
ingal the shghtest gap that appears in your

foi's defenses.

This maneuver allows you to make a
free arrack against a reckless enemy.

‘oppartunity from you, you can initiate
this maneuver. As part of this maneu-
: make an immediate melee

move action. You can then use the rest of

When a foe provokes an attack of

- —

artack against the e thiat provoked
the attack of opporrunity. This artack

)

does not replace the normal attack of

opportunity you receive. You can also
use this maneuyer before making your
normal artack of opportunity when an
opponent provokes (or vice versa),

The artack granted by the maneuyeris
not an extraattack of opportuniry. You
can initiate this maneuver before, after,
in addition to, or instead of making an
attack of opportunity against an oppo-
nent (thus possibly saving your artack
of opportunity to use against another
enemy later in the round).

RUBY NICGHTMARE BLADE
Diamond Mind (Strike)
Level: Swordsage 4, warblade 4
Prerequisite:

maneuvers

Initiation Action: 1 standard action
Range: Melee artack
Targer: One creature

Two Diamond Mind

With a moment's thought, you instantly
perceive the deadliest place to strike your
enemy as you study her defenses, note gaps
in her armor, and read subtle but important
clues i how she carries herself or maintains
her fighting stance.

The ruby nightmare blade is a favored
finishing move of warriors who study
the Diamond Mind discipline. By
intently analyzing yourfoes stance and
moves, you find the precise spot that
you must strike to end the fight witha
decisive blow.

You attempt a Concentration check
as part of this maneuver, using the
target creature’s AC as the DC of the
check. You then make 2 single melee
artack against your target. This artack
is also made as part of this maneyver.
If your Concentration check succeeds,
this melee atrack deals double normal
melee damage. [f your check fails, your
attack is made with a -2 penalty and
deals only normal melee damage.

I your strike is a critical hit, youstack
the multipliers as normal (PH 304).

SAPPHIRE NIGHTMARE
BLADE
Diamond Mind (Strike)
Level: Swordsage 1, warblade 1

Initiatimp ction: 1 standard a

Range: Melee artack - Y
Target: One creature

Your study your enemy fora briefrﬂamagl.
watching his defensive maneuvers an
making a strike timed to take advmtlngtof
a lullin his vigilance.

The sapphire nightmare blade isoneof
the most basic, but important, manetis
vers thata Diamond Mind adept stud&‘ "
Itillustrates that a keen mind can plerce '
even the toughest defenses, '

Youartempt a Concentration checkas
part of this maneuver, using the target
creature’s AC as the DC of the check. You
then make a single melee attack against
yout target. The attack is also part of this
manetver. [fyour Concentration cheek
succeeds, the targetis flar-footed against
your attack, and you deal an extra 1d6
points of damage. If your check fails,
your attack i made with a -2 penalty
and deals normal damage

.,&
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STANCE OF ALACRITY
Diamond Mind (Stance)
Level; Swordsage 8, warblade 8
Prerequisite: Three Diamond Mind

maneuvers

Initiation Action: 1 swiftaction
Range: Personal
Target: You
Duration: Stance

Your mind and body meld, granting you
an edge in combal. You move slightly faster
than nermal due to a combmation of con-
fidence, traming, and clarity of mind. This
slight edge adds up with each action.

Your mental swiftness translates to
physical action on the battlefield. You 4y
are constantly on edge, allowing you
to react to multiple artacks and threars.
Most warriors can only manage a single
counter move each round.

While you are in this stance, you
can use one counter per round withour
takingan immediate action. You cannot
Luse Ihe same maneuver two times ina
round. In essence, one counter you use
during the round does not require an
immediate action. If you have already
taken an immediate action within the
past round, such as casting a feather fall
5pell, you can snli use this stance 1o




OF CLARITY
imond Mind (Stance)

Level: Swordsage 1, warblade 1
Initiation Action: 1 swiftaction
Range: Personal
Target: You
Duration: Stunce

You focus your efforts on a single opponent,
studying his maves and preparing an
attack. Your other opponents fade from sight
as your mind locks onto your farget.

This stance allows you ro focus on a
single opponent to the exclusion of
all others. You read your foe's fighting
stance, his favored attacks, and the
methods he used to train. By combin-
ing these factors into a single analysis
of his abilities, you se¢ how 1o foil
his artacks,

While you are (n this §

must choose asingle opponent as your
rarget at the start of your turn, You
gain a +2 insight bonus to AC against
that foe until you change the target of
this stance. You take a—2 penalty 1o AC
againstall other opponents while using
stance of clarity.

TIME STANDS STILL

Diamond Mind (Strike)

Level: Swordsage 9, warblade 9

Prerequisite: Four Diamond Mind
maneuvers

Initiation Action: 1 full-round action

Range: Personal

Target: You

The vaimdraps themselves stand still as you
act at the speed of thought. You move like
a blur, catching your enemies by surprise

witlt a complex action carrted out 1
tiny fraction of the time normally needed
to complete it.

In an unmatched burst of speed, agils
ity, anddecisive action, you move more.
quickly than the eye can follow. You
can lash our with your blade, striking’
your opponent so rapidly that observers:
can't keep track of your moves,

As part of this maneuver, you can
use a full attack action two rimes in
succession. Take your first full artack as
normal. Once you have resolved those
attacks, you can then take another full
attack action. You must resolve these
actions separately. You cannot combing
the attacks provided by both actions as
you wish, Instead, you must take them
separately and in orderas normal fora
full artack.

IRON HEART

The Iron Heart discipline focuses on
pure weapon skill. Its students learn
to complete fighting maneuvers that
border on the supernatural. The Iron
Heart's preferred weaponsare the bastard

sword, dwarven waraxe, longsword, and
two-bladed sword. Its key skill is Balance,
because body control, good footing, and
impeccable timingare important to com-
pleting Iron Heart maneuvers.

ABSOLUTE STEEL

Iron Hearr (Stance)

Level: Warblade 3

Prerequisite: One Iron Heart
maneuver

Initiation Action: 1 swift action

Range: Personal

Target: You

Duration: Stance

You shift yourweight to the back of your fect
and hold your blade carefully forward at the
ready, Your muscles twitch slightly as you
prepare fo dodge the next attack you face.

The absolute steel stance allows you
to enhance your mobility and speed.
You move quickly, keep a sharp eye on
your enemies;and are ready to instantly
sidestep any incoming attacks.

While you are in this stance, you
gain a +10-foot enhancement bonus to
your speed. Ifyou move at least 10 feet

A searblade strikes in the blink
of an ey¢ using time stands still

during your turn, you gain a +2 dodge
bonus to AC until the beginning of
your next turn

ADAMANTINE HURRICANE

Iron Heart (Strike)

Level: Warblade 8

Prerequisite: Three Iron Heart
maneuvers

Initiation Action: | standard action

Range: Melee attack

Targets: One or more adjacent crea-
tures you threaten
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I blur of miotion, you make a short, DAZINC STRIKE

tunsting leap m the aie A you turn,
your weapon flashes through the enenues
around you like a blazing comel. As you
drop back to the ground in your fighting
stance, your enemies cruniple fo the ground
around you.

You sweep your weapon in a circle
around you, striking out at nearby
enemies. You strike with the speed
and ferocity of a lighting bolt, forcing
your enemies to rely on their reflexes
for protection rather than their armor
and shields.

You make two melee attacks against
each adjacent opponent you threaten
when you initiate this maneuver. You
receive a +4 bonus on each of these
attacks, which are otherwise made with
your highest attack bonus.

'DANCING BLADE FORM
Iron Heart (Stance)
Level: Warblade 5
Prerequisite: Two

maneuvers
Initiation Action: 1 swift action
Range: Personal
Target: You
Duration: Stance

Iron Heart

Youl strike forward like a slithering snake,
exlending yourself almost beyond your
ability fo mamtain your balance, Your foe
stumbles backward, surprised that you could
reach him from such a great distance.

By carefully distributing your weight

and establishing a steady, rugged

L posture, you can reach out and strike

opponents with your melee attacks at

a greater than normal distance. A war-

rior with less training and expertise

would fall flat on his face attempting

this maneuver. You, on the other hand,

" have the grace, focus, and skill needed
to complete this complex move.

While you are in this srance, you

* gain a bonus to your reach during

ifpur turn. When you make a2 melee

artack, your reach increases by 5 feet.

* Your reach is not improved when it is

I not your turn, such as when you make

an attack of opportunity. You cannot

improve your reach by more than 5 feet

by using this ability in conjunction

Iron Heart (Strike)

Level: Warblade 5

Prerequisite: Two Iron Heart
maneuyers

Initiation Action: { standard action

Range: Melee artack

Target: One creature

Duration: | round

Saving Throw: Fortitude partial

Through focus, raw powen, and expert aim,
you make a mighty attack againsl your foe,
leaving him temporarily knocked senseless
by your aftack.

The proper application of force to just
the right part of a foe'sanatomy allows
you to disrupt his actions. While he
stumbles back, senseless, you press
the advantage,

You make a single melee attack as
part of this strike. If this attack hits,
the target takes melee damage normally
and must make a Forritude save (DC
15 + your Str modifier) or be dazed for
1 tound.

DISARMING STRIKE

Iron Heart (Strike)

Level: Warblade 2

Initiation Action: 1 standard action
Range: Melee atrack

Target: One creature

You chop al your foe’s hand, causing a
grievous injury and forang him to drop
his weapon.

This maneuver allows you to com-
bine a disarm attempt with a normal
attack. You make a single melee
artack as part of this strike. If this
attack hits and deals damage, you can
also artempr to disarm your opponent
(PH 155). This disarm attempt does
not provoke attacks of opportunity,
nor is there any risk that your foe can
disarm you,

EXORCISM OF STEEL

Iron Heart (Strike)

Level: Warblade 3

Prerequisite: One Iron Hearr
maneuver

Initiation Action: Standard action

Rang: Meleentmck

Duration: | minute
Saving Throw: Will half

You attaclk, striking nof your foe, bubhus
weapon, sending a shockwave up his arm
that leaves him unable to strike with
full force.

Your mastery of the Iron Heart style
has raught you much about the powsr
within a blade, and you can use this
knowledge to nor only enhance your:
own ability but also to deprive others
of that power.

When you initiate this maneuver,
you atrack your opponent’s weapon
(PH 158). This arrack does not provoke
artacks of opportunity. If you succeed,
vour foe takes a -4 penalty on melee
damage rolls for § minute. The wielder
of the weapon can attempt a Will save
(DC 13 + your Str modifier) to halve
this penalry,

You can use this manetveronly against
manufactured weapons. You cannotuse
it against natural weapons.

FINISHING MOVE

Iron Heart (Strike)

Level: Warblade 7

Prerequisite: Three Iron Heart
maneuvers

Initiation Action: | standard action

Range: Melee attack

Target: One creature

You deliver a devastaling sirike against o
wounded foe, aiming to finish him off onee

and forall.

Iron Heart teaches thar it is best o
finish off a foe with as lirtle effort
as possible, the better to save your
strength for your remaining enemies.
When you use this maneuver, you
throw yourself on the offensive with
lietle thought 1o your defenses. If this
artack strikes home, it mightend a fight
several crucial seconds early.

As partof this maneuver, you make
amelee attack against a creature. This
artack deals an extra 4dé points of
damage. If the target’s current hit
points are less than its full normal
hit points, the attack instead deals
an extra 6d6 points of damage. 1f its.
hn points are equal ro or less thm
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wrack instead deals an extra t4d6
points of damage.

JRON HEART ENDURANCE
Iron Heart (Boost)
Level: Warblade &
Prerequisite: Two lIron Heart

maneuvers

Initiation Action: | swift action
Range: Personal
Target: You

You push aside the pain of your inju-
ries to fight on past mortal limits.

If you have half or fewer of
your full normal hit points

remaining, you can initiare

this maneuver to heal hir points
equal to 2 « your level,

IRON HEART FOCUS

Iron Heart (Counter)

Level: Warblade 5

Prerequisite: Two Iron Heart
maneuvers

Initiation Action: 1 immedi-
ate action

Range: Personal

Target: You

With a last-second burst of
s_;:.';.i_ you summon reserves of
mental and physical will and
throw off the effects of your en-
emy’s atfack.

Your training in the lron
Heart discipline grants you
excellent reflexes, mental
toughness, and stamina. You
can draw upon your iraining
and focus ro overcome a
viriety of deadly effects.

As an immediate action,
vou can reroll a saving throw
you have just made, You must
accept the result of this second roll
even if the new result is lower than your
initial roll.

IRON HEART SURGE
Iron Heart
Level: Warblade 3
Prerequisite: One Iron
maneuver
nitiation Action: 1 standard action
) Personal

Heart

Targer: You

Duration: See text

By drawing on your menltal strength
and physical fortitude, you break free of
a debilitating state that might otherwise
defeal you

A balf-erc warblade initiates a finishing move

and rids the world of a fiendish foe

Your fighting spirit, dedication; and
training allowyou to overcome almost
anything to defeat your enemies. When
you use this maneuver, select one spell,
effect, or other condition currently
affecting you and with a durarion of 1
or more rounds. Thateffect ends imme-
diately. You also surge with confidence
and vengeance against your enemies,

g 2B ]

g 4 +2 morale bonus on araek
rolls until the end of your next rurny

LICHTNING RECOVERY

Iron Heart (Counter)

Level: Warblade 4

Prerequisite: Two Iron
maneuvers

Initiation Action: { immediate action’

Range: Personal

Target: You

Heart

Your foe twists out of the way of your initial
atlack, but your weapon bocomes a bluy
as you reverse direction and strike al lm
again with lightning speed, In'the blink
te your atlacl and

yesume your defensive posture

o) an £ye, you comy

This maneuver embodies the
ethos of speed and energy that
the Iron Heart tradition teach-
es. If one of your melee attacks
misses, you can initiate this ma-
neuver to reroll that attack rell
with a +2 bonus.

LIGHTNING THROW
Iron Heart (Sirike)
Level: Warblade 8
Prerequisite: Two lron Heart
Mmaneuvers
Initiation Action: { standard
action
Range: 30 fr
Area: 30-ft. line
Duration: Instantaneous
Saving Throw: Reflex half

You throw yourweapon through
the air, sending il flying end
over end to strike wath uncan=
ny accuracy and lerrible force. it
leaves in its wake a trail of bat=

!.'H'l{ CHEMIES.

The Iron Heart tradition’s more
Esorern '[.'.'H'._hlﬂg:' Jli‘_'l\\' a5t Hdt‘“[ o
[fi}l’.%llt‘rﬂ! a4ny mt:'ief \\-'L‘ﬁpﬂﬂ lntc‘ =
thrown projectile. By focusing your
conceéntration and attuning yoursenses
to your weapon’s balance, you can
throw almostanything.

When vou use this strike, you make
a single melee atrack (even though
you are throwing your weapon). You
deal damage to each creature in the
maneuver's area equal 1o your normal
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selee damage (including damage &om;
your Strength modifier, feats, magica
ahilities on your weapon,and so forthl,
plus an extra 12d6 points ot damage-
Each creature in the artack’s area can
" make a Reflex save witha DC equal 1o
the result of your artack rolL. Asuccess-
fil save halves the damage dealt.
Your weapon auromatically returns
1o your hand at the end of the round.

~ MANTICORE PARRY
Tron Heart (Counter)
Level: Warblade 6
Prerequisite: Two Iron Heart
maneuvers
Tnitiation Action: | immediate action
Range: Personal
Target: You

You block an enemy’s attack with a light-
wning-guick parry, then deflect if toward a
different target. Your foe can barely cantrol
Als momentum as its attack now slams
Anto an ally.

When you initiate this maneuver, you

can attempt to block an enemy's melee

attack that rargets youand redirectitto

another target adjacent to you. Make
-2 melee artack roll. If your resulr is
_greater than your foe's attack roll, you
‘hat aside the strike and direct it against
‘atarget of yourt choice thar stands adja-
‘cent 1o you. You must decide whether
' to initiate this maneuver after the
‘enemy attacks, but before you know
‘whether or not the atrack you are
ittempting to deflect acrually hits. 1f
‘the attack misses, you can still attempt
1o deflect it.
If you succeed in deflecting the
‘attack, use the result of your opponent’s
ck roll to determine if it strikes the
W rarget.

This maneuver functions only against
armed melee arracks. You cannot use it
Apainst unarmed attacks, natural weap-
“ons, or rouch spells.

MITHRAL TORNADO
fon Heart (Strike)

Level: Warblade 4

Prerequisite: Two Iron Heart

IMANeuvers

Initiation Action: 1 standard acrion

e: Melee artack

t: All adjacent opponents

M

Your weapon beconies ﬁ{ﬁiiﬁfmotiomz
yﬁu swing it in o fight areover your hea

Onge you build up enough speed. you explode

into @ sweeping attack that chaps mito the
enemies around you

When you initiate thisstrike, you make
2 melee attack agdinst every opponent
adjacent to you. Resolve each attack
separately. You gaina+2 bonus on each
of these attacks, which are otherwise
made at your highest attack bonus,

PUNISHING STANCE
Iron Heart (Stance)
Level: Warblade 1
Initiation Action: 1 swift acrion
Range: Personal
Target: You
Duration: Stance

You chop down violently with your weapan,
lending extra force to your blows, These
atlacks come at a cost, as your enemies slash
at your undefended legsand flanks.

You hold your weapon overhead, allow-
ing you to chop down with superior
force. However, this fghting stance
leaves you vulnerable to an opponent's
attacks. Only an inirate of the Iron
Heart tradition can manage the peril-
ous balance berween trading artack
power for defense. A lesser warrior
would leave himself nearly helpless to
resist an opponent’s artacks.

While youare in this stance, you deal
an extra 1dé points of damage with all
melee artacks. Youslsoake a2 penalty o
AC, because this fighting stance empha-
sizes power over a defensive posture,

SCYTHING BLADE
Iron Heart {Boost
Level: Warblade 7
Prerequisite; Three [ron Heart
maneuvers
Initiation Action: | swift action
Range: Personal
Target: You

You strike at one foc with a long, high back-
hand cut, thers make a quick tum toconbinue
the stroke agamst another nearby enemy.

Youswing yourweapon ina wide, deadly
arc. With your supreme skilland martial
rrainimg, you sim your attack so that

= e

o <
you strike one oppoRent, you sELyou
up perfectly to make a second attaci N
against a different foe. Asyour weapont
strikes one opponent, it Cuts into him,
then ricochets to your second @rget.

If the first melee attack you make
during your turn hits, you can immé
diately make a free attack at your
highest attack bonus against diffg.t-
entenemy tharyou threaten. Youcan : - !
only gain one free attack each ime -Q-.. M
vou initiate this maneuver, regardless '

of how many successful artacks you -
make in this round.

STEEL WIND
Iron Heart (Strike)
Level: Warblade 1
Initiation Action: 1 standard action
Range: Melee attack
Target: Two creatures

You swing your weapon in a broad,
deadly are, striking fwo foes with a single,
mighiy blow.

Through acombination of sheer power
and unmatched talent, you make an
attack thatinjures multiple opponents.
As you initiate this strike, you make
two melee artacks, each against a dif
ferent foe thar you threaten. Resolve
each attack separately.

STEELY STRIKE

Iron Heart (Strike)
Level: Warblade 1
Initiation Action: 1 standard action

Range: Melee artack .

Target: One creature Nl
Duration: | round; see text |
You focus yourself for a smgle, accurate : r

attack, shrugging off your opponent’s blows
and ignoring the need for defense as you
make your assault.

The Iron Heart discipline teaches focus,
allowing you to engage and defear
one opponent ar a time. Your other
enemies mean nothing to you as you
press your atrack.

You make a single melee artack as
part of this strike. You gain a +4 bonus
on the artack roll. All opponents other
than the one you attacked gain a +4



PERFECT CLARITY
t (Strike)
Level: Warblade o
Prerequisite: Four 1ropn Heart
~ maneuvers
- Initiation Action: { standard action
Range: Melee arrack
3 Target: One creature

Your supreme focus and perfect fighting
e Jform allow you to make a single, devastat-
' mg attack. You execute a flawless strike to
drop your foe with a single attack,

The ultimate Iron Heart maneuver
teaches the precise, perfect cut neces-
sary to slay almost any crearure, Only
the mighriest foes can withstand this
artack. Adepts of the Iron Heart rradi-
rion seek o use thisattack to end fights
as quickly as possible, You might opena
fight with a quick furry of attacks, but
onceafoeisinjured, youseek toendthe
battle with this decisive strike.
Youmake a single melee attack as part
of this strike. f yourartack hits, itdeals
an extra 100 points of damage (in addi-
tion o your normal melee damage).

SUPREME BLADE PARRY

fron Heart (Stance)

Level: Warb ey

Prerequisite; Three Tron
maneuvers

Initiation Action: 1 swift action

Range: Personal

Target; You

Duration: Stance

You drop into a reluxed pose, allowmg your
defenses to flow naturally and easily. Your
blade lashes out to absorh or deflect each
attack you face, blunting the force of your
enemies’ blows.

As a student of the Iron Heart disci-
pline, you learn thar a simple flick of
the wrist or turn of the blade can trans-
form a deadly strike into a wild miss.
In battle, you enter a steady rhythm
thar makes you frustratingly difficult
to fight. You disrupt each arrack with
a perfectly rimed counter, leaving your
foes’ strikes weak and ineffectual.

While you are in this stance, you
gain damage reduction 5/— against
any opponent that does not catch you
flar-footed. To gain rhis benefit, you
must be proficient with the weapon
you carry. You gain this benefit while
unarmed only if you have the Improved
Unarmed Strike feat,

o

BLADES
{ t (Counter)
Level: Warblade 2
Initiation Action: 1 immediate action
Range: Personal
Target: You

Your weapon sways back and forth
your hand, ready to block incoming blows
With the speed of a thunderboli, you dai_k:
Your weapon against your foe's blade as lie
attempis to attack,

Your weapon mastery transforms
your blade into an extension of your
arm, allowing you to wield ir with the
speed and timing needed to make a
precise block.

When an enemy makes a melee or
ranged artack against you, you can
initiate this counter to oppose that
artack by making an atrack roll with
any melee weapon you are holding.
Use the higher of your AC or your
attack roll as your effective AC against
the incoming attack. You can't use
this maneuver if you are denied your
Dexterity bonus to AC against your
attacker. You can decide to use this
ability after you learn the result of
your opponent’s artack.

SETTING SUN

The Setting Sun discipline teaches
its initiates to turn their opponents’
strength against them, With a quick
shift in stance and a carefully aimed
artack, a Setting Sun warrior sends a
charging enemy tumbling in a new
direction. Setting Sun's preferred weap-
ons are the quarterstaff, short sword,
nunchaku, and unarmed strike. The
discipline’s key skill is Sense Morive.

~ BAFFLING DEFENSE

Setting Sun (Counter)
Level: Swordsage 2

Prerequisite: One Serting Sun
'1-. -3 maneuver
- Initiation Action: 1 immediate action
Range: Personal
- Target: You
-
- Yout cvotich balanced on one foot, hands

Cheld high over your head. Your foe hest-
o5, aunsure of how fo attack you in this

ely stanice,

If your opponent strikes you on his
turn, you can replace your AC with
the result of a Sense Motive check as
an immediate action. You must decide
whether to initiare this maneuver
before you know the result of your
opponent’s attack (but after the attack
is declared). Your Sense Motive check
applies to only ane attack. You must be
aware of the attack o which you will
apply the effect of this maneuver If
you are flat-footed against the incoming
artack, you cannot use this maneuver.

BALLISTA THROW
Setting Sun (Strike)
Level: Swordsage 6

Prerequisite: Two Setfing Sun
maneuyers

Initiation Action: | standard action

Range: Touch and 60 ft;; see text

Target: Creature touched

Area: 60-ft. line

You grab your opponent and spin like o fopy
swingig him around before throwing hum
at your opponents like a bolt from a ballsstas

This maneuver functions like mighry
throw (page 73), except as noted hene 8
As part of this maneuver, you musg
succeed ona melee touch artackagainst
your foe. You can then make a trip
attempt against your enemy. You gain

a +4 bonus on the ability check.

If you succeed in tripping your foes
you throw him in a 60-foot line, The
rarget and all creatures in this area
take 6dé points of damage. The thrown'
creature lands prone at the end of this
line. You must place the target in an
empty space. If the space ar the end
of the line is occupied, your opponent
falls prone in the open space closest
the line's endpoint.

CLEVER POSITIONING

Setting Sun (Strike)
Level: Swordsage 2
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Initiation Action: 1 standard action
Range: Melee arrack

Target: One crearure

Saving Throw: Reflex partial

With a swift flurry of motion, you knock
youl foe off balance, slip info his space, and
force him into the spot you just occugpied.

You make a melee attack, and while
your opponent is slightly off balance
from vour blow, you find the leverage
needed to pull him into your space
while moving into his space.

As part of this maneuver, you make
asingle melee artack againsta targer. If
your attack hits, the target takes damage
normally and must make a Reflex save
{DC 12 + your Dex modifier), If this save
fails, you swap positions with the target.
If the target is Large or larger, you can
occupy any of the squares that make
up its space. The target must in turn
occupy the square, or one of the squares,
you previously occupied. You cannot
use this maneuver if you or the target
would end up sharing the same space as
anpther crearure or an impassable ter-
rain fearure, such as a wall. [fyour targer
occupies a larger space than you do, he
chooses his final position according to
the guidelines given above.

~ COMET THROW

e air ta crash into a sec-

tions like mighty throw

- edhere.

Serting Sun (Strike)

Level: Swordsage 4

Prerequisite: One
Serting Sun
maneuver

Initiation Action: 1
standard action

Range: Touch

Target: Crearuretouched;
See 1ext

Saving Throw: Reflex
partial; see text

You use your foe's mo-
mentum against him,
thrawing him through
ond enemy.

This maneuver func

{page 73), exceptas not-

As part of this maneuver, you must
succeed on amelee ouch attack against
your foe. You can then make a trip
attemnpt against your enemy. You gain
a+4 bonus on the ability check.

If you succeed in tripping your foe,
you throw him up to 10 feer away from
you in a direction of your choice. You
select your enemy's destination square.
The targer falls prone in that space and
takes 4d6 points of damage. For every S
points by which you win the opposed
check, you gain an addirional 5 feet of
throw range. Forexample, if you win by
10, you can place your foe in any space
within 20 feet of you. You can throw
youropponent into a space occupied bya
second foe. In this case, the opponent in
the target square also takes 4d6 points of
damage and isknocked prone. A Reflex
save (DC 14 + your Str modifier) halves
this damage and allows the second target
to remainstanding. The thrown creature
then falls prone in a clear space of your
choice adjacent to the second target.

COUNTER CHARGCE

Setting Sun (Counter)

Level: Swordsage 1

Initiation Action: 1 immediate action
Range: Melee attack

Target: One creature

With a quick sidestep, yout send a chavging
apponent sprawling.

A bughear rwardsage surprises bis foe with a devastating throw
| - - -

With this cotinter, you can attempt to
redirect a creature that intends 1o make
a charge atrack against you. Immeé=
diately before the creature makes its
charge attack, make your choice of an
opposed Strength or Dexterity check
against it. The targer makes its check
using the same ability you chose for
your check.

If you are of a larger size category
than the artacking creature, you use
your superior bulk to redirect your foe
and gain a +4 bonus on your Strength
check (if you opt fora Strength check),
If you are of a smaller size category, you
use leverage, misdirection, and rrickery
to gain a +4 bonus on your Dexterity
check (if you use that option).

If you succeed on the Strength or
Dexterity check, the creature does not
get to attack you. You can then move it
up to 2 squares in a direction of your
choice away from you.

If you fail the Strength or Dexterity
check, the crearure gains a +2 bonus
on its charge artack, in addirion 1o
the normal +2 bonus from taking the
charge attack action.

DEVASTATING THROW

Setting Sun (Strike)
Level: Swordsage 3
Prerequisite: One Serting Sun
maneuver
Initiation Action: 1 standard
acton

ll.l‘
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‘Creature touched
I izing your foe by the arm, you spin in a
“quick half-circle and hurl him headlong
away from you,

This maneuver funcrions like mighty
throw (page 73), except as nored here.

To ser up a devastating throw, you
must move at least 15 feer.

As part of this maneuver, you must
succeed ona melee touch arrack apainst
your foe. You can then make a trip
attempt against your enemy. You gain
i ++ bonus on the ability check.

If you succeed in tripping your foe,
youl throw him up to 10 feet away from
you, The target [alls prone in the des-
tination space and takes 2dé6 points of
damage. You choose where he lands. For
every 5 points by which you win the
opposed check, you gain an additional
§ feet of throw distance. For example,
if you win by 10, you can place your foe
inany space within 20 feet of you. You
must place the targer in an empty space.
I you lack the distance to throw your
target into a clear space, he falls prone

in his current space.

FEICNED OPENING

Setting Sun (Cotinter)

Level: Swordsage 3

Prerequisite: One Serting Sun
Inaneuver

Initiation Action: 1 swift action

Range: Personal

Target: You

You show your opponent a seemingly fatal
mistake i your defenses, but easily avoid
the ensuing attack and simultancously
draw your foe into overextending. As she
fights to regain her balance, you make a
swift counterattack,

You can use this maneuver when an
epponent attempts an attack of oppor-
runity against you. As you provoke the
attack of opportunity, you position
yourselfin such a way as to force your
oppenent to throw herself off balance to
strike you. Even if she succeeds in strik-
ingyou, your foe might regret herartack
2as your allies leap in to finish her.
When your enemy makes an artack
{ Ortunity againse yot, but before

yotr know the

you can initiate this maneuver. If her

attack misses, she proyokes an artack
of opportunity from you. If her artack
of opportunity hits you, she provokes
an attack of opportunity from any of
your allies who threaten her.

FOOL'S STRIKE

Setting Sun (Counter)

Level: Swordsage 8

Prerequisite: Three Serting Sun
maneuvers

Initiation Action: 1 immediate action

Range: Melec attack

Target: One creature

A creatuve strikes, but you turn the blow
straight back at it.

When an enemy attacks yot on its turn,
you can attempt to block the blow and
send it back ar that creature. You step into
the artack and redirectit. This maneuver
pits yourskill against that of your foe.

1fan oppanentattacks you, you canini-
tiate this maneuver to makean opposed
attack roll as an immediate action, If
your foe's result is higher, he atracks you
as normal. Ifyour resultis higher, your
foe rolls damage as normal for the attack
and takes that much damage.

GHOSTLY DEFENSE

Setting Sun (Stance)

Level: Swordsage 8

Prerequisite: Three Setting Sun
Maneuvers

Initiation Action: | swift action

Range: Personal

Target: You

Duration: Stance

You lurk within concealing mist, luring
your opponent into attacking you, only to
dodge ont of the wayand direct your enemy’s
blow at an unwitting ally.

You are a ghost in the mist, capable of
turning a foe against herallies. By gaug-
ing your opponent’s fighting stance,
timing your dodge correctly, and plac-
ing yourselfin the right position, you
can lead her into attacking one of her
allies rather than yvou. When your foe
strikes, you duck out of the way, As she
follows through with her artack, she
inadverténtly attacks an ally.

o miss chance, such as from conceal-
ment. Whenever an opponent’s meleeor
ranged attack misses you because of this
miss chance, you can choose to change
the targer of the atrack from you o
another eligible rarget (other than your
attacker). For a melee attack, the new
rarget must be within your opponents
reach and adjacent to you. For a ranged’
attack, the new rarger must be adjacent
to you, and your opponent must have
line of effect to him. Use the result of
the original attack to determine if it hits
the new target, Your foe does notcheck
again for a miss chance, as you guide the
attack directly to the new target. This
ability applies only once per attack. 1f
you use ghostly defense to redirect an
attack against a foe using this stance,
he does not have the oprion to redirect
the attack again.

You must be aware of an opponents
artack to gain the benefir of thisstance.
You cannor use it against artacks that
catch you flarfoored.

GIANT KILLING STYLE

Setting Sun (Stance)

Level: Swordsage 3

Prerequisite: One Serting Sun
maneuver

Initiation Action: 1 swift action

Range: Personal

Target: You

Duration: Stance

You dart between a giant’s legs, lashing af
his inner ankles and other vulnerable aveas
while staymg mside his reach where he
cannot II(‘;TC to parry your attacks.

The Setting Sun school teaches a ight
ing style that emphasizes using an
opponent’s strength and momentum
against him. The giant killing strike
epitomizes this approach. By sizing
up a larger opponent and studying his
fighting stance and tendencies, youaim
your strikes at vulnerable points on
his lower body that he cannor defend
effectively. You slice ar tendons on your
foe's feet, smash his knees, and cutinto
his hamstrings.

When you are in this stance, you gain
a+2bonus onartack rollsand a +4 bonus
on damage rolls against opponents of




“a larger size category than yours. This
bonus applies to all arracks you make
for the rest of your rtirn.

- HYDRA SLAYING STRIKE

Setring Sun (Strike)

Level: Swordsage 7

Prerequisite: Three Serting Sun
maneuvers

Initiation Action: 1 standard action

Range: Melee artack

Target: One crearure

Yo take stock of an opponent’s fighting siyle
and make a \r:tl:fl'. carefully aimed attack
that leaves the creature unable to make all
af its attacks.

You take careful aim ar an enemy crea-
ture, striking it with the precise amount
of force needed to push it off guard and
leave it unable to bring all of its attacks
to bear. Your opponent must spend
eritical seconds adjusting its guard and
reevaluaring its surroundings.

As part of this maneuver, make a
single melee attack. If thisattack hits,
your target takes normal damage and
cannot make a full arrack on its next
turn, Otherwise, it can act normally.

MIGHTY THROW

Serting Sun (Strike)

Level: Swordsage 1

Initiation Action: { standard action

Range: Touch
Target: Creature touched

You wse superior leverage and your Setting
St training to send an opponent tumbling
o the ground.

‘As part of this maneuver, you must
succeed on a melee touch artack against
your foe, Resolve the throw as a rip

sattempt (PH 158), but you do nor pro-
woke artacks of opportunity, and your
Opponent cannot try to trip you if you
lose the opposed check. You can use
your Dexterity or Strength modifier,

Swhichever is higher. You gain a +4
bonus on the ability check.

If you succeed in tripping your foe,
you throw it up to 10 feet away from
you. The rarget falls prone in the des-
fination space. You choose where it
hnds You must place the targetin an

/ space. If you lack the distance

to throw your target into & clear space,
it falls prone in its current space.

An enemy you throw with this
maneuver does nor provoke atracks
of opportunity for passing through
enemies’ threatened areas as part of the
throw, and you can throw an enemy
through occupied squares.

MIRRORED PURSUIT

Serting Sun (Counter)

Level: Swordsage 5

Prerequisite: Two Setting Sun
MmanewLvers

Initiation Action: 1 immediate action

Range: Personal

Target: You

Your movements perfectly mateh your foe’s,
allowing you tomave as she does. Try as she
might o escape, you remain al her side.

Your ability to study 2 foe and match
her motions allows you to remain
within arm's reach ar a1l times. Your
opponent cannot hope to escape you.

When an opponent adjacent 1o you
moves, you ¢an initiate this maneuver
toimmediately move toany square adja-
cent o her as soon as she stops moving,
as long as the distance you cover is
less than or equal 1o your speed. This
movement does not provoke atracks
of opportiinity.

SCORPION PARRY

Setting Sun (Counter

Level: Swordsage 6

Prerequisite: Two
maneuvers

Initiation Action: 1 immediare action

Range: Personal

Target: You

Setting Sun

You knock your opponent’s attack aside,
gurding Ius weapan mio one of his allies.

Your keen eye and ability to discern a
foe's motives and intentions allow you
to deflect an incoming attack inro a
different rarget.

Ifan opponentatiacks you, you can ini-
tiate this maneuver to make an opposed
artack roll asanimmediate action. lfyour
foe's result is higher, he attacks you as
normal. 1f your resultis higher, youcan
choose a creature adjacent 1o you and

wnh:nymrn PP on

The chosen crearure is the new target
of your foe's artack. Use your enemy’s
original attack roll result 1o determing

if he strikes the new rarget.

SHIFTING DEFENSE

Setting Sun (Stance)

Level: Swordsage 5

Prerequisite: Two Serting Sun
maneuvers

Initiation Action: 1 swift action

Range: Personal

Target: You

Duration: Stance

You duck and move as you dodge your
opponent’s attacks. Slowly but surely, each
attack grves you the opportunity to move
across the battlefield.

Your ability to read your opponents’
moves and use their strength against
them allows you to shift your position
during a battle. Each failed artack gives
you the split-second you need to move
without drawing attacks.

While you are in this stance, you can
make an immediate 5-foot step each
time an opponentattacks you. Moving
in this manner consumes one of your
attacks of opportunity in the currrent
round. You cannot move in this manner
if you have no attacks of opportunity
remaining. This movement does not
provoke attacks of opportunity.

SOARING THROW

Setting Sun (Strike)

Level: Swordsage 5

Prerequisite: Two Serring Sun
maneuvers

Initiation Action: 1 standard action

Range: Touch

Target: Creature touched

With a great showd, you send your opponent
soaring through the air in a high arc. He
slams back lo the ground with a bone-
crushing thud.

As part of this maneuver, you must
succeed on a melee touch artack against
your foe. Resolve the throw as a trip
attempt (PH158}, but you do not pro-
voke attacks of opportuniry, and your

opponent cannot try to trip you if you
lose the appased check. You can use
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jeris befter. You gaina +4 bonus

< « ability check.
I you succeed in tripping your
ﬁ':e, you throw him up to 20 feet away
from you. The target falls prone in
the destination space and takes 8dé
points of damage. You choose where
he lands. For every 5 points by which
you win the opposed check, you gain
an additional 5 feer of throw distance.
For example, if you win by 10, you can
place your foe in any space within 30
feet of you. You must place the targetin
anempry space. [fyou lack the disrance
to throw your target into a clear space,
he falls prone in his current space.

An enemy you throw with this
maneuver does not provoke attacks
of opportunity for passing through
enemies’ threatened areas as part of the
throw, and you can throw an enemy
through occupied squares.

1

. STALKING SHADOW

Serting Sun (Counter)
Level: Swordsage 5
Prerequisite; Two

Serting Sun

maneuvers
Initiation

Action: |

immedi-

ate action

Range: Personal
Target: You

When the creature you are batthng triesio
back away, you step next lo i in the blink of
an eye, foreing il to stand and fight or suffer
the consequences of withdrawal.

Using your watchful eye and yourabil-
ity to judge an opponent’s actions, you
move at precisely the same time your
enemy begins ro move.

Ifan opponent in a square adjacent to
you moves, you can initiate this maneu-
verto miake a S-foot step into the space
(orone of the squares) it occupied. This
movement does not provoke arracks
of opportunity.

STEP OF THE WIND
Setting Sun (Stance)
Level: Swordsage 1
Initiation Action: 1 swift action
Range: Personal
Target: You
Duration: Stance

You wall ncross rubble and other bro-
ken ferramn with deceptive

You are so closely attuned to your envi
tonment that you easily pick our steady
spots in rough terrain. While others
struggle ro move over broken ground,
you slip across it with ease. When you
fight on rough ground, you turn the
uneven footing into an advantage. Byt
gauging how an opponent distributes
his weight. you strike at just the right
moment and in the precise spor needed
to send him tumbling to the ground:

While you are in this stance, you
ignore penalties to speed, movement,
or skill checks associated with move-
ment (such as Tumble, Jump, and Climb
checks) incurred by moving through
difficulr terrain. If you attack an oppo-
nentstanding on difficult terrainwhile
you are in this stance, and if that foe
takes a movement penalty for moving
through difficult terrain, you gaina +2
bonus on attack rolls and a +4 bonus
on Strength or Dexterity checks made
as part of a bull rush or trip attempt
against thatenemy. You gain this bonus
on checks made to eitheraccomplish or
resist a bull rush or trip.

STRIKE OF THE BROKEN

ease, allowing you to  SHIELD

take advantage of your
opponents as they
struggle to move

at full speed.

Serring Sun (Strike)

Level: Swordsage 4

Prerequisite: Two Serting Sun
maneuvers

A dwarf swordsage easily avoids a frost giant’s blows using shifting defense
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Range: Melee attack
Targer: One creature
Saving Throw: Reflex partial

You study your opponent and deliver an
attack precisely aimed to ruin his defenses
i fovee him to scramible for hes balance:
While he strugglesto ready himself, he becomes
maore vulnerable to your attacks,

As part of this maneuver, make a single
melee attack. This atrack dealsan extra
4dé points of damage. In addition, the
target must make a Reflex save (DC
14 + your Str modifier) or become flar-
footed until the start of his next turn.
The target takes damage (normal melee
damage plus the extra damage) even if
his save succeeds. If the target cannot
be caught flac-foored (he has uncanny
dodge, for example), he still takes the
gxtra damage from the strike but oth-
erwise suffers no ill effect.

TORNADO THROW

Setting Sun (Strike)
Level: Swordsage 9

Prerequisite: Five Setting Sun
maneuvers

Initiation Action: | full-round action

Range: Melee artack

Target: One or more creatures

Like a whirlwind, you twist and spin
across the battlefield, tossing foes away left
and right.

As part of initiating thismaneuver, you
move up to your opponent, throw her
aside, and move again. You must move
at least 10 feet before making your
throw. This movement 2nd your move-
ment after vour throw provoke artacks
of opportunity as normal. You can
move up to double yourspeed as part of
this maneuver. If you fail in your throw
attempt, you can still move afrerward.
After every 10 feet you move, you can
attempt another throw against the same
oppenent or a different foe.

To make your throw attempt, you
must succeed on a2 melee touch arrack,
Resolve the throw asa trip attempt (PH
158), but you do not provoke attacks of
opportunity, and your opponentcannot
try to trip you if you lose the opposed

check. You can use your Dexterity
or Strength modifier on this check;
whicheveris better. You gain a +2 bonus
on this check for every $ feer that you
have moved during your turn

If you succeed in tripping your
foe, you throw him up ro 10 feet away
from you, The target falls prone in
the destination space and rakes 2d6
points of damage. You choose wherg
he lands. For every § points by which
you win the opposed check, you gain
an additional 5 feet of throw distance
and the rarget takes an additional 1dé
points of damage. For example, if you
win by 10, you can place your foe in
any space within 20 feet of you, and he
takes a total of 4dé points of damage:
You must place the target in an empty
space. 1fyou lack the distance to throw
your target into a clear space, he falls
prone in his current space.

An enemy you throw with this
maneuver does not provoke attacks
of opportuniry for passing through
enemies’ threatened areas as partof the
throw, and you can throw an enemy
through occupied squares.

SHADOW HAND

The Shadow Hand discipline teaches
the aris of stealth, deception, and
ambush. Its maneuvers allow a war-
rior to take on a shadowy aspect or to
channel dark energy 1o sap an enemy’s
strength. This discipline's preferred
weapons are the dagger, sai, short sword,
spiked chain, siangham, and unarmed

* strike. Its key skill is Hide.
ASSASSIN'S STANCE

Shadow Hand (Stance)

- Level: Swordsage 3

Prerequisite: One Shadow Hand
maneuver

Initiation Action: 1 swift action

Range: Personal

“Target: You

Duration: Stance

As your foe struggles to regain his defensive
your| 88 g .
posture, you line up an exacting strike that hifs
with supertor accuracy and deadly force.

A shadcrw cast by a gap between two
: e 0r a crease in a creature’s

s to your weapon, allowing

you o strike with deadlyaccuracy against
an unprepared opponent.

While youare in thisstance, you gain
the sneak attack ability, if you do not
already have it, which deals an extra
2d6 points of damage. If you already
have the sneak attack class feature,
your existing sneak artack abiliry deals
an extra 2dé points of damage. See the
rogue class feature (BH 50) for a com-
plete description of sneak artack.

BALANCE ON THE SKY

Shadow Hand (Stance)

Level: Swordsage 8

Prerequisite: Three Shadow Hand
maneuvers

Initiation Action: | swift action

Range: Personal

Target: You

Duration: Stance

With arms spread wide, you step onfo the mv.

You gain the ability to use air walk (PH

196) on yourself only l'ou. must lusqm

stance. Moving upward requires you
to spend 10 feet of movement for each
s feet of elevation you gain

You gain the benefit of air walk only
while vou maintain this stance. If for
some reason your stance ends while you
are in midair, you fall to the ground.

This stance is a supernatural abiliry,

BLOODLETTING STRIKE

Shadow Hand (Strike)

Level: Swordsage 5

Prerequisite: Two Shadow Hand
maneuvers

Initiation Action: 1 standard action

Range: Melee artack

Target: One creature

Saving Throw: Fortitude partial

Spinning your blade in a butterflylike pat-
tern, you administer a dozen precise cuts
in aneyeblink. Blood flows from your foe's
operned veins.

As part of this maneuver, you make
i smgle melee auack. If this attack




ofComstitution damage in addition 1o
- - - [

Wour attack's normal damage. A suc-
cesstul Forritude save (DC 15 + your
Wis modifier) reduces this Constitution
damage 1o 2 points, although the foe still
takes full normal melee damage

CHILD OF SHADOW
Shadow Hand (Stance)
Level: Swordsage |
Initiation Action: | swilt action
Range; Personal
Target: You
Duration: Stance

As you move, shadows flutter and swarm
around you. Even under the bright desert
sun, you ate difficult to

spol as long as you

remam i moion,

As an initiate of
the Shadow Hand
school, you learn
to channel and
control dark,
shadowy ener-
gies. This energy
tlows around
you like a con-
t'f:;ihng r‘jb':.
hiding you
from your
oppenents as
they attempt to
strike you,

If you move at
least 10 feet during your
turn, you gain concealment
against all m