A VARIANT PLAYER’S HANDBOOK
BY MIKE MEARLS




IRON HEROES

A VARIANT PLAYVER'S HANDBOOK BY MIKE MEARLS

Requires use of the Dungeons & Dragons® Third Edition Core Books, published by Wizards of the Coast, Inc.
This book utilizes updated material from the v. 3.5 revision.

ADDITIONAL CREDITS
Editing and Typesetting: Sue Weinlein Cook ¢ Creative Direction: Monte Cook
Cover Art: Jeremy Jarvis ® Interior Art and Concept Art: Kev Crossley
Cover Design and Interior Page Design: Lisa Chido
Indexing: Lori Ann Curley ¢ Proofreading: Scott Holden
Special Thanks: Monte Cook, Jonathan Tweet, and Skip Williams

For supplemental material, visit the Iron Heroes Website:
www.fierydragon.com/ironheroes



2 IRON HEROES

TABLE OF CONTENTS

INTRODUCTION: ACTION FANTASY! SIDEBAR: IRON HEROES TOKEN Pools . .31 SKILL DESCRIPTIONS .............. 79
WHAT Is THis Book? ............. 4 ARCHER ... ol % s, "l o o, Y 31 SIDEBAR: CHANGES TO CRAFT ....... 84
ComBaT: OPTIONS AND CHOICES . ...5 ARMIGER ....vivitiinnieinnenn, 36 SIDEBAR: ROLEPLAYING AND
CHARACTER CLASSES .. ..ovvvvnnn.. 6 BERSERKER?. ... .oon. ¥, o 0, 40 DipLoMACY CHECKS . ....ouunnn. .. 88
Focus oN SKiLLs ... ...l 7 EXECUTIONER™: .o, %, og®", Sy, 45 SiDEBAR: CHANGES TO DipLOMACY .. .88
MORE FEATS .................... 7 SIDEBAR: SNEAK ATTACKS ABILITY CHECKS ..o m
AN IMPLIED SETTING . ............. 8 WiTH JoKENWUSE 78, . 40k 35 ) 4 47
GETTING STARTED . .....vvvvnnn.. 10 KIARRIER®:, . 9%, "% 4. . % o ff 50 CHAPTER FIVE: FEATS
CREATING CHARACTERS . ........... 1 HUNTER-, . M oL s, ot LS 53 GAINING FEATS ...l 14
GAINING LEVELS . ... ...l 12 MAN-AT-ARMS .. ... 58 GENERALLFEATS: 980, T 2% %, 40X 14

THier §%. ... 185 ... J. % .. 1 60 GENERAL FEAT DESCRIPTIONS ... .... 14

CHAPTER ONE: ABILITIES WEAPON MASTER . ............... 64 SipeBAR: CONVERTED FEATS ........ ny
ABILITY MODIFIERS .. ............. 13 SPECIAL SPELLCASTING CLASS: MaSTERY EEATS . 0 o . B8 B 18
THE ABILITIES ...t 13 THE ARCANIST ... 68 MASTERY FEAT DESCRIPTIONS .. ..... 19
GENERATING ABILITY SCORES ....... 17 MULTICLASSING .. ...t 72 SIDEBAR: PARRY TOKEN PooL ....... 127
ABILITY SCORE BONUSES AND DAMAGE .17 SIDEBAR: WHY A BASE DEFENSE SIDEBAR: STRATEGY TOKEN PooL ....143

PENALTYZ S, b s ot L s 72

CHAPTER TWO: TRAITS CHAPTER SIX: ROLEPLAYING IRON HEROES
SELECTING TRAITS . ....ovvvvnnn... 18 CHAPTER FOUR: CoMBAT WITH PERSONALITY ........ 148
TRAIT CATEGORIES . ..o ovvnnn... 18 SKILLS AND ABILITY CHECKS SiDEBAR: DEFINING CHARACTERISTICS . 149
TRAIT DESCRIPTIONS . ........o.... 19 USINGrSKILLSHE™: K- % | £ 0, 73 BACKGROUND AND GOALS:

EXTENDED SkiLL CHECKS .......... 76 THE Ties THATBIND ..o oL 149

CHAPTER THREE: CHARACTER CLASSES COMBINING SKILL ATTEMPTS ........ 76 SIDEBAR: A CHARACTER
LEVEL-DEPENDENT ABILITIES ........ 28 SKILL CHALLENGES . . ... .vvvvnn... 76 QUESTIONNAIRE .. vveeeee 150
EXPERIENCE AND LEVELS ........... 30 SKILLGROUPS .. ...t 78 THE FINAL DETAILS .. ... ...t 150
New Crass CONCEPTS ............ 30 BASE ATTACK CHECKS ............. 79 YOUR CHARACTER'S WORLD ... ...... 151

Fiery Dragon Productions and the Fiery Dragon logo are trademarks of Fiery Dragon Productions, Inc. All rights reserved. All other content is ©2007 Adam Windsor. The mention of or reference to any
company or product in these pages is not a challenge to the trademark or copyright concerned. This book is compatible with 3rd Edition and Revised 3rd Edition rules. This edition of /ron Heroes is pro-
duced under version 1.0a and/or draft versions of the Open Game License and the System Reference Document by permission of Wizards of the Coast. Subsequent versions of this product will incorpo-
rate later versions of the license and document.

Designation of Product Identity: The following items are hereby designated as Product Identity in accordance with Section 1(e) of the Open Game License, version 1.0a: Any and all Henchman
Productions logos and identifying marks and trade dress, such as all Henchman Productions product and product line names including but not limited to /ron Heroes, Mastering Iron Heroes, The Iron
Heroes Bestiary; any specific characters and places; capitalized names and original names of places, artifacts, characters, races, countries, geographic locations, gods, historic events, and organizations;
any and all stories, storylines, histories, plots, thematic elements, and dialogue; and all artwork, symbols, designs, depictions, illustrations, maps, and cartography, likenesses, poses, logos, or graphic
designs, except such elements that already appear in final or draft versions of the d2o System Reference Document or as Open Game Content below and are already open by virtue of appearing there.
The above Product Identity is not Open Game Content.

Check out Fiery Dragon online at <www.fierydragon.com>.



TABLE OF CONTENTS 3

How Is AN /RON HEROES SETTING HEALING AND RESERVE POINTS . ..... 187 CHAPTER TEN: MAGIC
DIFEERENT % » . S 8% . A N ) . {4 Space OccupieD IN COMBAT ....... 188 Basic PRINCIPLES OF MAGIC ........ 220
SiDEBAR: COMBAT AND HIGH MOVEMENT . .......oviiinn... 189 THE MECHANICS OF MAGIC . ........ 221
ADVENTURE . ....ovvvininnnnnnnn 154 OTHER MOVE ACTIONS . ........... 194 SIDEBAR: TRACKING MANA .. ........ 221
SIDEBAR: CREATING THE FIRST ... .. .. 154 FREEACTIONS ...... ...t 194 CASTING SPELLS ..o vvvieeeennnn. 223
SPECIAL ATTACK ACTIONS . ......... 194 SIDEBAR: SHAPABLE AREAS

CHAPTER SEVEN: EQUIPMENT SAVING THROWS . ................ 202 AND EFFECTSY,. .. %, (VI 226
COINSEp =, o 5 L iy . 156 MouNTED COMBAT ............... 202 SIDEBAR: LINE OF EFFECT ... ........ 227
WEAPONS ... 156 Macic IN COMBAT ............... 203 SIDEBAR: SPELLS AND SAVE DCs ... .. 228
ARMOR AND SHIELDS . ............. 165 COMBAT CHALLENGES . ............ 205 SPELL METHODS ... ovvvevennn.. 228
SIDEBAR: ARMOR AND SPELLCASTING . .165 SiDEBAR: FOR DMS—CHALLENGES SiDEBAR: A SAMPLE CONJURATION
GOODS AND SERVICES . ............ 169 ON THERLA . ot i 8, 205 METHOD CREATION SPELL .. ........ 233
MOUNTS AND RELATED GEAR ....... 172 STUNTS . LA F K2 N ) & . 207 SIDEBAR: A SAMPLE DIVINATION

SIDEBAR: CHALLENGES AND STUNTS .. .207 METHOD SCRYING SPELL . .......... 234

CHAPTER EIGHT: COMBAT SIDEBAR: SKILLS VERSUS STUNTS .. ... 208 SIDEBAR: A SAMPLE ENCHANTMENT
WHAT'S NEW? . ................ .. 173 SipesAR: OpTIONS, OPTIONS, OPTIONS .209 METHOD ALTER MIND SPELL .. ... ... 235
AcTIONS IN COMBAT .............. 174 STATES AND CONDITIONS .......... 209 SiDEBAR: A SAMPLE EVOCATION METHOD
INITIATIVE "B, ¥ n S8, 7 176 SIDEBAR: STUNTS AND CHALLENGES— ELDRITCH BLASTSPELL . ........... 238
SURPRISE®, S, Cp#8, =Y, & 4 177 AN EXAMPLE OF PLaY ............. 210
Amracks] ... LML .. S RN LS 178 APPENDIX:
SIDEBAR: STACKING MODIFIERS ... ... 179 CHAPTER NINE: ADVENTURING CAMPAIGNS AND CONVERSIONS
DEFENSE 9%, . %% ™. S oo™ 181 CARRYING CAPACITY .............. 213 RUNNING IRON HEROES ........... 247
SIDEBAR: STATIC DAMAGE REDUCTION . .183 MOVEMENT ..................... 214 CONVERSION RULES .. ............. 248
SIDEBAR: NATURAL ARMOR AND VISIONAND LIGHT . ... L 217 CHARACTER SHEET ............... 250
DAMAGE REDUCTION .......... ... 184 BREAKING AND DESTROYING INDEXSHY. . . e, vy 251
DAMAGE, INJURIES, AND DEATH .. .... 185 OBJECTS™ . o, e Mo L g5 218 OPEN GAME LICENSE .. ............ 254

Designation of Open Game Content: Subject to the Product Identity designation above, the following portions of /ron Heroes are designated as Open Game Content: the “Before You Start” section of
the Introduction; the entirety of Chapters One and Four; the class advancement tables and “Class Features” sections of Chapter Three; the feats in Chapter Five in their entirety; the names, spell param-
eters (range, duration, etc.), and game mechanics of the spell methods in Chapter Ten; and anything else contained herein which is already Open Game Content by virtue of appearing in the System
Reference Document or some other Open Game Content source. In Chapters Seven, Eight, and Nine, all the material that also appears in the System Reference Document is open, and all other material
is not.

Some portions of this book which are Open Game Content originate from the System Reference Document and are ©1999—2005 Wizards of the Coast, Inc. The remainder of these Open Game
Content portions of this book are hereby added to Open Game Content and if so used, should bear the COPYRIGHT NOTICE “/ron Heroes ©2007 Adam Windsor.” This material is
protected under the copyright laws of the United States of America. Any reproduction, retransmission, or unauthorized use of the artwork or non-Open Game Content herein is prohibited without
express written permission from Adam Windsor, except for purposes of review or use of Open Game Content consistent with the Open Game License. The original purchaser may print or photocopy
copies for his or her own personal use only.

This document is a work of fiction. Any similarity to actual people, organizations, places, or events is purely coincidental.



4 IRON HEROES

INTRODUCTION:

ACTION FANTANSYI

Welcome to Iron Heroes, a variant player’s handbook. This book takes the basic rules you already
know and introduces a set of expansions designed to promote a different style of play.

\‘-l
e

I ron Heroes focuses on action and adventure. Your charac-

ter’s talents and abilities, rather than his equipment,

determine his capabilities. Magic in Iron Heroes is a dan-
gerous force, one that is as likely to harm its user as his ene-
mies. Before you get started with the rules, this introduction
gives you an overview of what you can expect from this book.

WHAT IS THIS BOOK?

Iron Heroes is a handbook for people who want to play a fanta-
sy roleplaying game. It contains all the information you need
to create a character, fight foes, and play out adventures.
Although this book is a stand-alone work, you can use it
alongside other player’s handbooks, mixing and matching the
races, classes, skills, feats, spells, and even some of the rules, if
you wish. This book expands your available roleplaying
options dramatically.

It should be noted that this book is intended for those who
have already played roleplaying games in the past. Beginners
looking for a simplistic, tutorial-style game book should look
elsewhere. This is an advanced rulebook.

Here's what you'll find in each chapter of Iron Heroes:

Chapter One: Abilities. This chapter contains all you
need to know about Strength, Intelligence, and a charac-

ter’s other abilities, plus how to generate them for your
character.

Chapter Two: Traits. Iron Heroes player characters (PCs) are
defined by their traits rather than a specific race. A tall war-
rior from the northern, arctic wastelands has different traits
than a lithe, scimitarwielding horseman of the desert. The
trait system allows you to define your character’s physical and
mental attributes with superior precision.

Chapter Three: Character Classes. From the deadly exe-
cutioner to the dauntless armiger, the 10 character classes in
Iron Heroes present you with a set of heroic templates that you
can customize with the innovative new feat system.

Chapter Four: Skills and Ability Checks. Danger and
combat are the meat and drink of a heroic warrior, and as
such the core skills receive new rules that cover their use
in such situations.

Chapter Five: Feats. More than simple abilities, the new
rules for mastery, feat categories, and descriptors bring unpar-
alleled flexibility, excitement, and customization to the game.

Chapter Six: Roleplaying Iron Heroes. This chapter cov-
ers guidelines on creating your character’s personality, back-
ground, and the nonrule qualities that make him interesting.
It also presents brief notes on a typical Iron Heroes campaign
setting.

Chapter Seven: Equipment. This chapter gives you new
types of weapons and armor, plus all the basics.

Chapter Eight: Combat. The core structure of the game
remains familiar to established roleplayers, with a few variant
twists for experienced players or for those who simply want
to take advantage of advanced development of the rules. Of
special interest are challenge and stunt systems that allow
players to accomplish amazing tasks.

Chapter Nine: Adventuring. This chapter includes many
of the basic rules needed for a variety of adventuring situa-
tions, from determining how much equipment you can carry
to keeping track of how much light a torch casts over an area.

Chapter Ten: Magic. Magic exists in Iron Heroes, but don't
rely on it to save the day. There are no formulaic spells.
Instead, casters summon magical energy, attempt to shape it
to their desire, and unleash it upon the world. Sometimes a
spell works perfectly. Most of the time, it causes as many
problems as it solves.



Appendix. Finally, the appendix offers suggestions for DMs
to mix and match Iron Heroes rules with standard d20 System
rules and provides additional gamemastering tips.

The rules in this book are entirely compatible with other
fantasy roleplaying supplements you might own. In most cases,
these rules remain the same as those in games compatible with
the d20 System, although various sections of this book discuss
some changes you need to learn. While [ron Heroes contains
all you need to play the game, you will find mentions of some
basic game concepts (such as certain conditions or specific
magic items) explained more fully in the DMG. You will also
read some references to monsters found in the MM.

Bonus source material and ideas to augment the information
in Iron Heroes appear online at <www.fierydragon.com/ironheroes>.
This rulebook is protected content except for items specifically
called out as Open Game Content on the title page. For full
details, please turn to page 254. Open content is not other-
wise marked in the text of this book.

COMBAT: OPTIONS AND CHOICES

Iron Heroes focuses on fantasy action and adventure. As such,
combat plays an important role in the system. At its core, com-
bat works the same as in the core rules. Initiative, critical hits,

. .
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attack rolls, and saving throws remain unchanged. Some por-
tions of the rules, such as attacks of opportunity, appear here
in simplified forms. In most cases, the changes simply add to
the game system rather than truly alter how things work.

The Iron Heroes combat rules—and, by extension, character
classes and feats—are designed with the idea that options
and choices make a game fun. While you can simply charge
into a fight and hack at an opponent, Iron Heroes supports a
variety of styles. It does this in a number of ways.

First, combat challenges are additional benefits you can apply
to an attack in return for a penalty on your roll. You can also
accept penalties to your defensive abilities in return for other
benefits. For example, you can take a penalty to an attack for
the chance to force your opponent to move away from you. In
this case, you make a wild, powerful swing that knocks your
target backward if you hit. If you accept a penalty to your
defenses, you can go on the offensive to gain a bonus to
attacks and damage. These challenges allow you to weigh the
benefits and drawbacks of an aggressive attack or a passive
defense. If a foe is near defeat, you can cast aside caution and
throw everything into an attack to finish him off. When the
battle goes against you, just dig in, defend yourself, and wait
for allies to rescue you. The challenges are open to everyone;
you do not need any special abilities or feats to use them.

L 3
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The rules for stunts give you the tools to cover a wide range of actions
beyond the scope of the standard combat rules. Stunts are effect based,
which means you first figure out the stunt’s result in game terms, then
build a description around it. When you attempt a stunt, you make a
skill or ability check. The total result of the check determines your
stunt’s effectiveness. You can use stunts to gain a bonus to attacks and
damage, inflict a penalty to an opponent’s actions, knock a foe prone,
and other benefits. In essence, stunts are free-form actions that aid
your attack actions.

Defense, a measure of your ability to dodge and parry blows, replaces
Armor Class. Armor in Iron Heroes provides you with damage reduction,
the ability to reduce the damage you suffer from an attack. Your defense
bonus measures your ability to avoid your opponent’s attacks. Like your
base attack bonus, it increases with level. Also like the attack bonus, it
increases at a rate determined by your class’ focus on defense, speed,
and agility. This change has two important effects on the game. Touch
attacks become less of a sure thing, since most characters are now much
better at avoiding attacks. On the other hand, being caught flat footed
is a recipe for disaster. When you aren’t on your guard, you lose your
class defense bonus. Thus, it pays to keep active watch for hidden ene-
mies and stay alert.

Combeat in Iron Heroes is designed to bring out your creativity. It
offers you more options than in other games, so approach it with a cre-
ative flair that leads you to take actions you might never have consid-
ered before.

CHARACTER CLASSES

The character classes in Iron Heroes each embody a particular style of
fighting rather than professions or roles. They are intentionally divorced
from any tight connections to a specific ethos, culture, or organization.
Instead, they form distinct sets of tools that your character uses to
interact with the world. A thief is a clever trickster who thrives on
deception. The berserker fuels his attacks with his inner fury. The harri-
er dashes across the battlefield, dodging and tumbling past enemies
with deadly, elegant speed. Choosing a class is a matter of finding the
fighting style that suits your taste.

Many of the classes use token pools to reflect their talents. Tokens
encourage you to embrace your class’ favored tactics. When you follow
these tactics, you build up tokens that you can spend to activate special
abilities. Think of the tokens as an abstract method of representing a
combination of maneuvers that yields a result greater than the sum of
its parts.

For example, the “parry” token pool allows you to build up tokens
when an opponent attacks and misses you. This represents your ability
to turn aside blows and set up a foe for a devastating counterattack by
knocking his weapon aside or luring him into overextending himself. As
you evade more attacks, you can take greater advantage of your oppo-
nent’s frustration and increasingly risky attacks.

Character classes in Iron Heroes have a few other distinctive features as
well. They have much better saving throws than classes from other games,
and their base attack bonuses and skill ranks are higher than normal,
too. Iron Heroes characters have far more hit points, plus they have
about twice as many feats as the average character from other games.

With these advantages, you might expect that Iron Heroes classes are
far more powerful than classes from other fantasy games. In some ways,
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this is true. However, the Iron Heroes classes are designed with the
assumption that the characters do not have access to magic items. In
the implied setting of Iron Heroes, magic is dangerous, unpredictable,
and almost impossible to control. Arcane power is the province of pow-
erful monsters, strange beings from other worlds, and deadly villains.
The characters must rely on their training, clever tactics, and natural
abilities to defeat their enemies. You'll never have a magic wand, a
scroll, or a magic sword waiting in your backpack to save the day. What
you do have is your talent, training, and inventiveness.

FOCUS ON SKILLS

Without access to reliable magic spells and powerful enchanted items,
skills play a big role in defining what your character can do. The skill
challenges are the main addition to how skills work in Iron Heroes. In
exchange for a penalty to your skill check or an increase in the skill
attempt's Difficulty Class, you gain added benefits from a successful
result. You can climb faster than normal, search an area for traps and
disarm them in a single action, or use a skill as a free action.

Skills are also critically important to completing stunts. When you
attempt a stunt, you must pick a skill relevant to the task at hand.
You might use Climb to scramble up a giant's back, or Knowledge
to figure out how to send a pillar tumbling to the ground. Think of
skills as flexible tools you can use to overcome your problems. As
with combat, let your imagination help you apply your skills in
interesting new ways.

Iron Heroes makes no distinction between class and cross-class skills.
Instead, any character can spend ranks in any skill without penalty.
However, each class grants access to different skill groups. A skill group
is a set of connected abilities that have a natural synergy. If you are a
strong and athletic swimmer, you can probably climb and jump better
than normal. Skill groups reflect this fact by allowing you to develop
your ability in several skills at once. If you spend ranks to improve a
skill group as a whole, you gain ranks in all the skills it covers.

Thus, characters in Iron Heroes tend to have ranks in a greater
number of skills than characters in other games.

This emphasis on skills ties back into the idea that, when
you play Iron Heroes, you must develop imaginative and cun-
ning uses for your character’s talents. Your skills are only as
good as the work you put into using them

MORE FEATS

Building on the idea of options, characters in Iron Heroes gain =]
far more feats than those in other systems. Feats in Iron Heroes

grow with your character as the PC gains levels. Each feat includes

a variety of expanded options you can select to improve the base

feat. At 1st level, the Weapon Focus feat grants a +1 bonus to your
attacks. By 20th level, you can spend additional feat slots on it to raise
that +1 bonus to a +5 bonus to attacks and a +6 bonus to damage.
Other feats grant access to new combat maneuvers, special attacks,

and other abilities. -

- -

— e - ’
Iron Heroes introduces the concept of mastery, a measure of your skill o e 3
.. . . e . ch “_-‘.-Fr 1, ?;‘ \.:—
and training in a specific area. Many feats are rated in a mastery catego- h R !" = 7
ry. In order to take the feat, you must have the minimum mastery rating v
in the proper category. As your mastery increases with your character

level, you can take more powerful feats or improve in your current ones.
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The mastery ratings replace the standard prerequi-
sites for feats.

Some feats work only with certain weapons. These
rules are meant to create vivid, distinct character
concepts. A warrior who fights with a greatsword uses
different tactics than a swashbuckler who favors the
rapier. In Iron Heroes, a feat’s prerequisite determines
the type of weapon you can use to gain the feat’s full
benefits.

AN IMPLIED SETTING

Iron Heroes features an implied setting rather than an
explicit overview of one particular fantasy world. This
book contains few references to locations, history, or
gods. Instead, Iron Heroes is ruled by a general feel and
tone that guided the rules’ creation. Four basic state-
ments encapsulate this tone and feel.

1. AcTions, NOT WORDS

Characters in Iron Heroes are defined by how they act. A
berserker is a warrior who draws on his inner anger to
beat down his enemies. An executioner hides in the
shadows and slices her victims apart with cruelly
placed cuts. You define your character by what he
does rather than by what he believes or says. There are
no alignments, and the gods are at best unknowable.
There are no clerics or other divine spellcasters, leaving
the world without any direct physical evidence of the
presence of godly powers.

The game mechanics reflect this factor. For
instance, without magic items and spells to fall back
on, you must apply your talents, skills, and feats
in inventive ways to defeat your enemies.
Therefore, you gain tokens by taking actions
consistent with your character’s fighting

style.

2. CHARACTERS AS MOVERS
AND SHAKERS

The player characters are a cut above
other warriors. The gap between the
nonplayer character (NPC) and play-
er character classes in Iron Heroes is
steep. Anyone with PC class levels is
noteworthy and important. By the
same token, there are few such folk in
the world. A 10th-level weapon master
is one of the dozen most skilled warriors
in even a large city. The commander of the
local militia is probably no more than a 3rd-
level warrior. Even a 1st-level player character
could defeat him.
Since the player characters are more skilled
than the typical person, they invariably become



enmeshed in the most important events of the age. If a drag-
on emerges from the mountains to menace the land, the king
sends messengers to the player characters asking for help.
This isn't a matter of a plot device or a convenient hook.
Chances are, the player characters are the only ones in the
land both qualified to fight the wyrm and concerned about
the realm’s best interests.

As a player character gains levels, he invariably becomes a
force to be reckoned with. A mighty warrior can defeat dozens
of opponents, tipping the tide of a battle. A skilled executioner
can fell kings by her hand, while a talented thief has the abili-
ties to seize control of a realm through political wrangling and
manipulation. The few high-level characters in the world are
important movers and shakers. Few bother to wander the land
in search of adventure, making the PCs stand out even more if
they remain independent. Whether they like it or not, high-
level player characters attract a lot of attention—both from
those who fear their power and from those who want to turn
them into useful assets. If the characters don’t shape their own
destiny, someone else will do it for them.

9. OPTIONS AND DECISIONS
The Iron Heroes mechanics are laced with options and choic-
es. Thus, player characters in Iron Heroes make their own fates.

Venal monarchs may court their favor, powerless serfs may

INTRODUCTION: ACTION FANTASVI g

beg for their defense, and rivals may arise who perceive them
as threats. While these outside forces conspire to control or
manipulate the PCs, in the end, the characters are masters of
their own destinies. You set your plans, you decide on your
goals, and you determine your fate.

As a character in Iron Heroes, you always make your own
decisions. There are no gods or similarly powerful figures to
boss you around. If anything, those with power seem suspi-
cious of you. Whether you use your abilities for good, ill, or
your own selfish ends, you have the potential to turn the tide
of global events. Not only are you important in the grand
scheme of the world, but part of your importance derives
from your independence.

4. THE UNKNOWN AWAITS
The world of Iron Heroes is relatively young. The great
nations of man have yet to arise. Few wanderers have
returned from over the horizon. The upper peaks of the
mountains remain unexplored. The land beyond the limited
boundaries of civilization is almost completely unknown.
When the player characters wander into the wilds, chances
are good that they are the first ones to find the strange
ruins, bizarre sites, and dangerous monsters they encounter.
This aspect of Iron Heroes ties into the first three points
above. With civilization so limited and the world at the dawn
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of history, society has not yet had the chance to calcify into a
rigid hierarchy. The characters are so powerful and notewor-
thy because they number among the first of their kind. There
are no great emperors, no endless legions of warriors, and no
conclaves of archmages to claim power over the land. The few
self-styled kings or warlords are accomplished adventurers
who, through force of arms or clever planning, seized power
for their own.

Civilization is fragile. It exists in a few shards scattered
across the world. In many areas, barbarism reigns supreme.
Mankind is its own worst enemy, as the few pockets of civ-
ilization face assaults not only from terrible monsters and
humanoid tribes, but from barbarians who would loot, pillage,
and slay for their own short-term benefit. The small, stunted
cities remain havens for tricksters, thieves, and beggars.
Noble families scheme for power, resorting to murder, intimi-
dation, and other low tactics to gain it. While barbarians and
monsters assail humanity from without, corruption, greed,
and arrogance tear it apart from within.

Onto this stage step the player characters. With their
tremendous skill, talent, and ambition, they stand to leave
their mark upon the world. Whether they will go down in his-
tory as heroes, villains, or something in between is up to you
to decide.

GETTING STARTED

If you have played other games that use the same general
Open Game License (OGL) mechanics as Iron Heroes, start
with Chapter Three to get an understanding of the character
classes and how they work. Then skim over Chapter Four:
Skills and Ability Checks and Chapter Eight: Combat to brush
up on the new rules. Finally, when you are ready to create a
character, browse through Chapters One through Seven to get
an idea of the possibilities available to you. Then come back
to the “Creating Characters” section on the next page.

Don't worry about learning all the new rules at once. When
you begin, focus on getting a feel for the tone of Iron Heroes.
Don't think you have to memorize everything. Once you have
made a character or two and perhaps tried a few mock com-
bats, you should have a good feel for the changes.

THE BAsics

If you need a refresher on the basic rules available through
the Open Game License, keep these important concepts and
assumptions in mind as you read through Iron Heroes.

Dice NOTATION
The rules in this book use the following die notations:
d10 = ten-sided die
d12 = twelve-sided die
d20 = twenty-sided die
d% = percentile dice

d2 = a coin toss

d4 = four-sided die
d6 = six-sided die
d8 = eight-sided die

Die rolls are expressed in the following format:
[#] die type [+/- modifiers]

Example: 3d6 + 2 means “Roll three six-sided dice. Add the
result of the three dice together. Then add 2.”

ROUNDING FRACTIONS
In general, if you wind up with a fraction, round down, even if
the fraction is one-half or larger.

Exceptions: When dividing to determine the mana cost for
casting a spell (as described in Chapter Ten: Magic), always
round up.

In addition, certain rolls, such as damage and hit points,
have a minimum of 1, which may prevent you from rounding
down.

MULTIPLYING

Sometimes a special rule makes you multiply a number or a
die roll. As long as you're applying a single multiplier, multi-
ply the number normally. When two or more multipliers apply,
however, combine them into a single multiple, with each extra
multiple adding 1 less than its value to the first multiple.
Thus, a double (x 2) and a double (x 2) applied to the same
number results in a triple (x 3, because 2 + 1 = 3).

BAsIC TASK RESOLUTION SYSTEM

These rules assume a standardized system for determining
the success or failure of any given task. That system is as
follows:

d20 roll + any modifiers = result vs. a target number

The modifiers and target number are determined by the
type of task. If the result of the d20 roll plus the modifiers
equals or exceeds the target number, the task is successful.
Any other result means a failure. For example, on a saving
throw or a skill check, the target number is the Difficulty
Class (DC).

A “natural 20" on the die roll is not an automatic success.
A “natural 1" on the die roll is not an automatic failure. The
only exception to this are attack rolls.



CREATING CHARACTERS

More than anything, this book is a guide to help you create
fantasy characters. It also offers the rules you need to have
these characters take on challenges, such as engaging in com-
bat and casting spells.

When creating a player character, use a photocopy of the
character sheet on page 250. Review Chapter Six: Roleplaying
Iron Heroes while you follow these steps:

1. Come up with a concept. This is the most important
step. Don't think in terms of game mechanics or stereotypes.
Come up with your own idea for a character. Don't use easy
hooks like “good” and “evil,” but imagine a realistic personali-
ty and outlook. Think in terms of the character’s background,
his goals, and his likes and dislikes.

2. Figure ability scores. To assign ability scores to your
character, start with a base number for each ability and spend
points from a pool as described in the “Generating Ability
Scores” section of Chapter One: Abilities. While you do this,
flip ahead to Chapters Two and Three to be aware of how your
ability scores will affect your traits and class. Use a pencil as
you write your ability scores on your character sheet, so you
can switch them around later if you need to. If you'd prefer
not to calculate the ability scores yourself, select from the

precalculated quick stats at the end of Chapter One or use
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the 1st-level character starting packages for each class found
in Chapter Three.

3. Choose your traits and class. This step often takes
place after you roll the dice in Step 2 but before you assign
the scores to abilities. However, do it the way it feels most
natural. Every character starts with two traits (refer to
Chapter Two) and one class (see Chapter Three). Make any
necessary adjustments to your character’s ability scores based
on your selected traits.

After you choose, fill in the appropriate spaces on your
character sheet with special trait and class abilities, your base
attack and defense bonuses, and initiative modifier. Your sav-
ing throw modifiers each are equal to your experience level
(+1 for now). If you've chosen to play an arcanist, jot down
the schools you can access and their mastery ratings, as well
as your mana limit, available mana, and the save Difficulty
Class of your commonly used spell methods.

If your class grants you any token pools, note them where
indicated on your character sheet.

4. Buy skills. Every class has a number of starting skill
points you can use to buy skills for your character. Remember
that spending points on skill groups allows you to gain ranks
in all the skills in the group at the same time. Select your
skills from those described in Chapter Four, adjusting them as
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needed based on your chosen traits. Note your skills and
ranks on your character sheet.

5. Choose feats. Every character starts out with two feats.
You'll find feats described in Chapter Five. Choose general
feats or mastery feats for which you have the required mastery
rating, or one of each. Select only from the feat categories
allowed by your class. Add your selections to your character
sheet where indicated and note your mastery ratings.

If your feats grant you access to any token pools, list them
on your character sheet where indicated.

6. Figure hit points. Each class has an associated Hit Die
listed in Chapter Three. Assume that you rolled the highest
number on the die, then add your Constitution modifier to
the total. The result is your hit point total at 1st level. Note it
on your character sheet, along with the same number of
reserve points.

7. Buy equipment. Roll 5d4 and multiply the result by 10.
That's your starting number of gold pieces to buy equipment.
You'll want to make sure you get a weapon to complement
your class and feats (or perhaps two—one for melee and one
for ranged attacks), as well as some armor, as befits your class.
See the equipment listed in Chapter Seven. Once you've listed
your equipment on your character sheet, you can also deter-
mine your defense rating and carrying capacity. Note your
remaining gp on your sheet under “Money.”

8. Complete your character sheet. Now that you know
your character’s basic abilities and skills, and you have an
idea of what he owns and what he can do, you can fill out
the rest of your character sheet. Refer to the questionnaire
in Chapter Six to work out aspects of your character’s per-
sonality. Name your character, and jot down some details
about his defining qualities, background, age, appearance,
and personal goals.

GAINING LEVELS

You gain new levels by earning experience points (xp), as

described in Chapter Three. When your character has earned
enough experience points to advance a level, follow these steps:

1. Choose a class level. When you gain a level, the most
common thing to do is to take the next higher level in your
current class. However, you are free to take the first level in
another class. Taking levels in two or more classes is called
multiclassing. You can advance in as many classes as you wish,
but you can only gain a level in one class at a time.

2. Apply changes to base attack and defense bonuses,
base saving throw modifiers, and feat mastery ratings. Refer
to the tables associated with the class in Chapter Three for
your new base attack and defense bonuses and masteries. Your
saving throw modifiers are equal to your total character level.

3. Record any new class abilities. Many classes gain special
abilities when they acquire a new level. Arcanists should review
their mana limit and mastery ratings for new schools of magic.

4. If the level is even numbered, choose a new feat. All
characters get a new feat when they achieve a new even-num-
bered level. Some characters gain additional bonus feats based
on their class. Remember, you can choose an expanded mastery
level of a base feat you already possess or an entirely new feat.

5. If the level is 4th, 8th, 12th, 16th, or 20th, add a point
to one ability score. At these levels, you can add 1 point to
any ability score you choose. If the change alters your modifier,
make sure you change all other relevant scores, such as skill
bonuses, saving throw bonuses, attack bonuses, and so on.

6. Buy skills. Use your class’ skill points to buy new ranks in
skills and/or skill groups. Make sure not to exceed your maxi-
mum ranks as noted at the start of Chapter Three in any skill.

7. Roll for hit points. Each class has an associated Hit Die.
Roll the die, add your Constitution modifier to the result, and
add that result to your hit point and reserve point totals.
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CHAPTER ONE:

ABILITIES

Ability scores are the foundation of your character’s talents and capabilities. If you have played games
compatible with the d20 System, you already have a clear idea of how abilities work in Iron Heroes.
This game uses the standard six ability scores and the standard method for determining an ability
score’s modifier. In addition, the six abilities cover the same areas, govern the same skills,

and fill the same basic roles as in games you're already familiar with.

he average score in an ability is 10. As a rule of
T thumb, 50 percent of humans have a score of 10 in a

given score, 25 percent have lower scores, and 25
percent have higher ones. Player characters in Iron Heroes are
a cut above the rest of the population, however. Most of them
have one or two scores of 16 or above. Rules for generating
ability scores for both player characters and normal folk
appear at the end of this chapter (see page 17).

ABILITY MODIFIERS

After you make the necessary adjustments based on your
character’s traits (see Chapter Two: Traits), each ability has
a modifier ranging from -5 to +5. The modifier applies to
checks made with that ability, skill attempts related to that
ability, and so forth. For example, to push a heavy rock up a
hill, you need to make a successful Strength check. In this
case, you would roll a d20 and add your Strength score’s
modifier to the result. If your total is greater than or equal
to the Strength check’s target number, or Difficulty Class,
you succeed. If the total instead is below the Difficulty
Class, you fail.

A positive modifier is called a bonus, and a negative modi-
fier is called a penalty. This distinction is important, since in
some cases you might be asked to ignore a bonus or a
penalty that an ability score can provide. If an opponent
catches you by surprise, for instance, you might lose your
active bonus to defense. However, you would not ignore a
Dexterity penalty to defense—the rules specifically cite your
Dexterity bonus in this case (see “Surprise,” Chapter Eight:
Combat). A situation can cause you to lose the benefits an
ability score provides, but it might not remove a penalty.
The opposite situation, though rare, sometimes comes into
play as well.

An ability score modifier equals your score -10, divided by
2, rounded down if the result is positive. If the result is nega-
tive, round it away from zero. The following table computes
the modifiers for you:

'
B
e
Score Modifier Score Modifier
1 -5 24-25 +7
2-3 -4 26-27 +8
4-5 -3 28-29 +9
6-7 -2 30-31 +10
8-9 -1 32-33 +11
10-11 0 34-35 +12
12-13 +1 36-37 +13
14-15 +2 38-39 +14
16-17 +3 40-41 +15
18-19 +4 42-43 +16
20-21 +5 44-45 +17
22-23 +6
THE ABILITIES

Each of the six abilities describes your character and affects
some of his or her actions. Think of the abilities as your char-
acter’s foundation. Each character class (discussed in Chapter
Three) favors different abilities. The berserker thrives with a
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good Constitution score, while a high Dexterity score serves
an archer well. None of the classes requires minimum ability
scores, but in some cases, if your scores don't match a class’
strengths, you might lose out on special abilities or have
trouble making use of your character’s talents.

STRENGTH (STR)
Strength measures your character’s muscle and physical
power. It modifies melee attacks and damage rolls. A character
with a good Strength score has a natural talent for power
weapons—bulky, punishing armaments such as greatswords,
mauls, and axes. Strength also limits the amount of equip-
ment your character can carry. The man-at-arms and the
weapon master need good Strength scores to wield their
weapons. A berserker with a high Strength is a fearsome foe
indeed, as his massive, heavy weapons can cleave through
armor and bone.
You apply your character’s Strength modifier to these
situations:
®  Melee attack rolls.
®  Grapple checks.
®  Damage rolls when using a melee weapon or a thrown
weapon (including a sling). For off-hand attacks, apply
only half the character’s Strength bonus, but for two-
handed attacks, apply one and one-half times the
Strength bonus. A Strength penalty (but not a bonus)
applies to attacks made with any bow other than a
composite bow. Remember, Iron Heroes makes a clear
distinction between ability bonuses and penalties.
®  Climb, Jump, and Swim checks. Strength is the key
ability for this Athletics skill group. Skills that rely on
raw athletic power rather than finesse or speed draw

on Strength.

[ Attempts to break down doors, push a rock off a wall,
or win an arm-wrestling contest. Strength measures
your raw physical power. Use this score to move a
heavy object or overcome an opposing physical force.

®  Stunts that demand raw power or that draw on
Strength-based skills. Your character needs a good
Strength score to jump over a wall and tackle a flee-
ing assassin, for example.

DexTeRITY (DEX)
Dexterity measures hand-eye coordination, agility, reflexes,
and balance. Thieves, executioners, and harriers thrive on a
good Dexterity score. They rely on speed to catch their oppo-
nents by surprise, and they favor light, fast weapons such as
daggers and rapiers.

You apply your character’s Dexterity modifier to these situ-
ations:

®  Ranged attack rolls, including those for attacks made
with bows, crossbows, throwing axes, and other
ranged weapons.

[ Defense, provided that the character can react to the
attack. This benefit is an active bonus to defense.
(Active bonuses are described in full detail in Chapter
Eight: Combat.)

®  Reflex saving throws, for avoiding explosive spells and
other attacks that one can dodge.

[ Balance, Escape Artist, Hide, Move Silently, Open
Lock, Ride, Sleight of Hand, Tumble, and Use Rope
checks. Dexterity is the key ability for the Agility and
Stealth skill groups.

®  Attempts to jump off a collapsing tower before it
crashes to the ground, leap onto a speeding wagon,
or slide under a gate before it shuts.
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®  Many stunts rely on Dexterity, particularly those that demand agili- d.ﬁi‘\-‘."}'

e
\J

ty, speed, and timing. If you want to roll between a cave giant's legs
and slash at its hamstrings, you had better have a good Dexterity.

ConsTituTtion (Con)
Constitution represents your character’s health and stamina. A Constitution

bonus increases a character’s hit points—a measurement of his or her :
physical condition—so this ability is important for all classes. In particular,
armigers need a good Constitution score to make the most of their defen-
sive abilities. They excel at wearing down an opponent’s endurance slowly.
The toughest armigers can hang in a battle longer than normal.

If a character’s Constitution score changes enough to alter his or her
modifier, the hit points also increase or decrease accordingly. Apply any
changes immediately. For example, say a monster with 10 HD has 8 hit
points remaining after a hunter strikes it with a poisoned arrow. The crea-
ture suffers 2 points of temporary Constitution damage from the poison,
reducing its bonus by 1 point. Its maximum and current hit points both
drop by 10 points to reflect the change in its modifier. The monster falls,
its hit points reduced to -2.

You apply your character’s Constitution modifier to these situations:

®  Each roll of a Hit Die, though a penalty can never drop a result
below 1. You always gain at least 1 hit point each time you advance
in experience level.

[ Fortitude saving throws to resist poisons, diseases, and similar
threats that your body’s natural defenses or your sheer toughness
can overcome.

®  Concentration checks. Constitution is the key ability for Concen-
tration, an important skill to spellcasters and warriors who rely on
mental focus.

®  Attempts at such actions as marching across a desert with a heavy
pack, thrusting one’s hand into a pot of boiling water to recover a
dropped key, or winning a long-distance foot race.

®  Stunts that push your physical endurance to its limit. If you want to
run through a burning building to attack the mad wizard within,
you must attempt a stunt that uses Constitution.

INTELLIGENCE (INT)

Intelligence determines how well your character learns and reasons. This
ability is important for arcanists, as it helps them master a variety of lore.
Hunters and executioners also benefit from a good Intelligence score, since
some of the special abilities they can select depend on study, training, and

3
3
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memorization. A hunter who wants to dabble in poisons needs a sharp mind
to mix venoms properly. Intelligence is also important for any character who

wants a wide assortment of skills (see Chapter Four).
An animal has an Intelligence score of 1 or 2. A creature of humanlike
intelligence has a score of at least 3.
You apply your character’s Intelligence modifier to these situations:
®  The number of languages you know at the start of the game.
®  The number of skill points gained at each experience level, though
you always get at least 1 skill point per level. If your Intelligence
score changes, you do not retroactively gain skill points. You only
gain bonus skill points for levels that you subsequently gain. The
reverse is also true; if your Intelligence drops, you do not lose ranks
that you already gained.
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[ Appraise, Craft, Decipher Script, Disable Device,

Forgery, Knowledge, Search, and Spellcraft checks.
Intelligence is a key ability for the Academia skill group.

®  Attempts to remember a password, memorize a poem,
or defeat an opponent in a game of chess.

®  Stunts that require a clever mind or good planning. A
fiendish sorcerer’s lab is a playground or a battlefield
for a character with a high Intelligence. You can use
stunts to improvise explosive alchemical mixtures or
pick out just the right vial of chemicals to hurt a
demon.

Wispom (Wis)
Wisdom describes a character’s willpower, common sense,
perception, and intuition. While Intelligence represents one’s
ability to analyze information, Wisdom reflects how well one
is in tune with one’s surroundings. The weapon master bene-
fits from a good Wisdom, as does any character who uses a
fighting style that seeks out and exploits an opponent’s weak-
nesses. A high Wisdom makes it easier to notice that a foe
favors on side over the other, or that a villain uses a pre-
dictable series of cuts and parries. If you want your character
to have acute senses, put a high score in Wisdom.

You apply your character’s Wisdom modifier to these
situations:

e  Will saving throws to resist mental attacks and other
abilities that pose a psychic threat. Will saves allow a
character to overcome illusions, a hypnotic sorcerer’s
attempt to beguile, and so forth. It also helps a char-
acter fight on in the face of a daunting, fearsome

enemy. In general, it measures one’s mental toughness.

[ Heal, Listen, Profession, Sense Motive, Spot, and
Survival checks. Wisdom is a key ability for the

Perception skill group—these skills all rely on your
awareness of the environment and perception.

®  Attempts to realize that your friend has been replaced
with a simulacrum or to pick up the proper terms of
address in a foreign court.

[ Stunts that draw on perception, intuition, or mental
toughness. A good Wisdom score would help you fire
an arrow into a creature’s maw just as it opens its
mouth to roar.

CHARISMA (CHA)
Charisma measures a character’s force of personality, persua-
siveness, magnetism, leadership, and physical attractiveness.
This ability represents actual strength of personality, not mere-
ly how others perceive you in a social setting. Charisma is
most important for thieves, as they favor trickery and use ruses
to throw off an opponent’s defenses. It also matters to arcan-
ists, who can use their fearsome talismans to intimidate others.
Every creature has a Charisma score.
You apply your character’s Charisma modifier to these
situations:
[ Bluff, Diplomacy, Disguise, Gather Information,
Handle Animal, Intimidate, Perform, and Use Magic
Device checks. Charisma is the key ability for the
Social skill group.
®  Checks to influence others. If you want to convince
the queen that her minister schemes against her, you
may need to attempt a Charisma check.
®  Attempts to entertain a crowd, capture an amorous
merchant’s attention, or lie convincingly.
e  Stunts that draw on the force of your personality. A hulk-
ing berserker might use Charisma to loose a terrible roar
that causes his skittering mutant foes to flee in terror.



GENERATING ABILITY SCORES

Characters in the world of Iron Heroes are heroic figures.
They are stronger, tougher, and faster than normal people.
They may develop these talents through hard work, a
demanding life, or natural ability. In any case, player charac-
ters have higher than normal ability scores.

You start with a core of 10 in all six ability scores. You have
a pool of additional points that you may spend to improve
your scores. Each point you spend increases a single ability
by 1 point until that score reaches 15. For each point above
15, it costs 2 points to improve an ability. For each point
above 17, it costs 4 points to improve an ability by 1.

In addition, you can pick one of your scores as a weakness.
In such a case, you drop that score to 8 and cannot spend
points to improve it at this time. In return, you gain 2 bonus
points to spend on your abilities.

Player characters start with 24 points to spend on their
ability scores. You cannot purchase a score higher than 18 in
this way. Of course, your DM may change these values to
reflect the campaign’s particular tone and focus. Tougher
campaigns have lower point values, while heroic ones offer
more points to spend and allow one to purchase scores above
18. Villains, important enemies, and other foes that charac-
ters might face also have 24 points to spend.

The average person (not a PC or villain) starts with an 8 in
each ability score and may spend 16 points to improve them.
Thugs, soldiers, and other common warriors that one might
meet usually generate their ability scores in this manner.

Quick STATS

If you don't want to go to the trouble of spending points to
create your character, you can use the following standard
point distribution. Simply assign the following scores to your
abilities as normal. In addition, each character class in
Chapter Three has a fully generated 1st-level sample charac-
ter that includes ability scores.

Standard Ability Scores: 16, 16, 14, 14, 12, 10

The standard spread above gives a character a balanced
set of abilities and talents. It allows one to excel in several
areas.

What follows are several different variations you can
choose from when constructing your character.
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Focused Character Scores: 18, 16, 14, 12, 10, 8

The focused spread above gives you one very good ability
score, one poor one, and one average score. If you want a
character who focuses on a single talent or ability, this is a
good spread of scores.

Jack of All Trades: 14, 14, 14, 14, 14, 14

The jack-of-all-trades spread of abilities has no weaknesses,
though it lacks any particular advantages. If you want a char-
acter who performs above average in a broad range of areas,
this is a good choice.

ABILITY SCORE BONUSES
AND DAMAGE

During the game, one’s ability scores may undergo temporary
or permanent changes. As a character gains levels, she earns
a bonus to ability scores. A sorcerer might curse a character
to rob her of Strength until she fulfills a certain task. A mon-
strous spider’s venom saps one’s health, reducing one’s
Constitution score until after rest and recovery.

In most cases, when an ability score changes, you update
your character’s modifier based on the new value. If the
Dexterity score goes down, the defense bonus drops or
becomes a penalty. Apply such changes immediately. If a
monster’s first attack targets a character’s Dexterity, the
reduced defense applies to its next attack. Note that you do
not alter the character’s total number of skill ranks due to a
change in Intelligence score. The new Intelligence modifier
affects one’s skill checks and the ranks one gains at later
levels. Ignore temporary Intelligence score damage when
determining how many skill ranks a character gains at a new
level.

If one’s ability score—other than Constitution—drops to
0, the character is in dire peril. She becomes immediately
incapacitated, unable to take actions. Any additional ability
score damage reduces one’s Constitution score. If the char-
acter’s Constitution drops to O or lower, she immediately
dies.

Temporary damage to ability scores heals at a rate of 1
point per ability per day. Permanent ability score drain does
not heal naturally. Instead, drained characters must find a
skilled healer to tend them back to health.
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CHAPTER TWO:

TRAITS

In the face of a terrible foe, a dauntless warrior battles on even as his allies flee in terror. A clever thief,
born and raised in the great cities of man, knows exactly where to go to find the right informant. A
towering berserker uses his long, powerful arms to cut down opponents before they can reach him. All of
these adventurers take advantage of talents they were born with or abilities they developed early in life

as core parts of their personalities. Regardless of the career they choose—adventurer, baker, or laborer—

these characteristics define them.

uch personality and background characteristics are

called traits. Traits allow you to define your character in

terms of background, personality, and physical facets.
In terms of game mechanics, traits function in a manner sim-
ilar to racial skills: They grant you a special ability or a bonus
in specific situations. In the case of traits, these bonuses and
abilities tie into the characteristics they describe.

Traits cover your character’s important personal talents
that, in most cases, will stand no matter which class you
choose. They describe notable physical, emotional, and men-
tal aspects of a character. You can also select traits that
reflect your character’s origin.

SELECTING TRAITS

Every character starts with two traits. There are a few limits
on how you can select your traits, based on the three trait
categories. (See the table, above right.)

Background traits relate to your character’s history and ori-
gin. They cover different climates, terrain, and social posi-

tions. You can select no more than one background trait, and
you do not have to take one if you don't want to.

Mental traits describe a character’s emotional and intellec-
tual talents. Precise memory, bravery, or an iron will all fall
into this category. You can use from zero to two of your trait
selections on this category.

Physical traits cover a character’s natural talents. They apply
to exceptional height, inherently superior strength or
endurance, and so forth. You don't have to select any physi-
cal traits, or you can use both your trait selections on them if

you wish.
Trait Type Maximum Allowed
Background 1
Mental 2
Physical 2

Once you select your traits, you cannot change them. You
cannot take additional traits later on, as these abilities define
characteristics that you developed over the course of many
years or as part of your childhood or adolescence.

The sections that follow offer more discussion of the three
trait categories. Descriptions of each trait appear alphabeti-
cally in a general listing starting on page 19.

TRAIT CATEGORIES

See the Traits by Category table on the next page for a look
at the traits available in Iron Heroes. All traits are extraordi-
nary abilities, unless otherwise noted.

BACKGROUND TRAITS

As discussed earlier, you cannot select more than one back-
ground trait. These traits each cover one climate, terrain,
social environment, or similar type of origin. Your DM may
disallow certain background traits depending on the cam-
paign world. For example, on a world covered with searing
hot deserts, you probably shouldn't play a character who
grew up in a frigid arctic environment.



TRAITS BY CATEGORY

CHAPTER TWO: TRAITS ] O

Q)

Name Category Description

Arctic Born Background You hail from a land of endless ice and snow.

Artisan Background You trained in a craft before becoming an adventurer.

Child of Faith Background You were raised in a strict, religious environment.

City Rat Background You grew up in the slums of a great city.

Desert Born Background Your homeland is a searing hot desert.

Forest Born Background You grew up among the trees of a great forest.

High Born Background You are of noble blood, though you lack an official title.

Jungle Born Background You grew up in a tropical jungle.

Mountain Folk Background The great mountains are your native home.

Nomad Background Your people are great horsemen and wanderers.

Sea Child Background You grew up on the shores of the sea.

Shadow Born Background Your parents have a sinister reputation for arcane doings.

Bewitching Mental You can bend others to your will for a short time.

Bloodthirsty Mental When you slay a foe, you gain +1 bonus to damage and a +2 bonus to Will saving throws.
Brave Mental You are immune to fear.

Charismatic* Mental You gain a +2 bonus to Charisma.

Eidetic Memory Mental You have perfect, photographic recall of events.

Faithful Friend Mental You gain a +1 bonus to attacks, checks, and saves, when a friend is in danger.
Inspiring Presence Mental You grant a bonus to attacks or checks equal to your Charisma bonus.
Intelligent* Mental You gain a +2 bonus to Intelligence.

Master of Lore Mental You may use your Intelligence bonus as ranks in untrained Knowledge topics.
Perceptive Mental You have a good sense for noticing disguises and hidden items.

Weapon Bond Mental You gain proficiency with a certain weapon and may use an alternate key ability with it.
Wise* Mental You gain a +2 bonus to Wisdom.

World Traveler Mental You enjoy a +2 bonus to Diplomacy checks and two bonus languages.
Dexterous* Physical You gain a +2 bonus to Dexterity.

Lithe Acrobat Physical You can Tumble at your normal speed without penalty.

Mighty Build Physical You can use Large weapons.

Nondescript Physical You can use Hide to escape notice in social situations.

Resilient Toughness Physical You heal from your reserve pool as a full-round action.

Savage Appearance Physical You may draw attacks from allies and can cause a Spot penalty.

Short Physical You are size Small.

Stout Physical You gain a +1 natural bonus to defense.

Strong* Physical Your powerful build grants you a +2 bonus to Strength.

Tall Physical Your great height grants you improved reach in combat.

Tough as Iron* Physical You gain a +2 bonus to Constitution.

* These traits come with a drawback. See the trait descriptions.

QD

MENTAL TRAITS

Mental traits focus primarily on aspects of a character’s per-
sonality, but they also include intellectual talents such as
eidetic memory. Such talents are born rather than made,
making them suitable options only for 1st-level characters.

PHYSICAL TRAITS

The physical traits focus on notable qualities that define a
character and dictate how others view him. Thus, these traits
tend toward extreme, exaggerated characteristics rather than
subtle ones.

TRAIT DESCRIPTIONS

The mechanics and detailed descriptions for all three types
of character traits appear below in alphabetical order. Each
of the three dozen descriptions includes the trait’s name,
category, a basic overview of what it provides a character, its
mechanics, and any applicable options.

ARcTIC BORN [ BACKGROUND |

You were born to the ice and snow of the arctic. The bitterest
cold has little effect on you, and you excel at traveling in
areas similar to your homeland.
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Mechanics: You gain a +4 bonus on all saves against cold effects. You treat
heavy snow as normal terrain rather than difficult terrain. You gain a +2 bonus on
Survival checks and can use that skill trained, even if you lack ranks in it, while
traveling through snowy areas.

In addition, select one of the following trait abilities:

Bear’s Toughness: You can heal nonlethal damage with your reserve pool as a full-
round action even during combat. You can spend a number of reserve points equal
to your Constitution score in this manner per day. Points spent using this special
ability heal nonlethal damage as normal, but they do not heal regular damage.

Ice Water Veins: You remain stoic even in the face of danger. After surviving howl-
ing blizzards and spending months at a time inside your clan home, you have
developed mental toughness. You enjoy a +2 bonus on saves against mind-affecting
effects.

Wanderer at the Edge of Creation: Your curiosity always drove you to penetrate far-
ther and farther into the arctic wastes. You gain a +2 bonus on all Balance, Climb,
and Survival checks to reflect your experience.

ARTISAN | BACKGROUND |

You trained as a blacksmith, a cobbler, or in some similar craft before becoming an
adventurer. Perhaps you never intended to have this life, but circumstances placed
a sword in your hand and granted you the enduring drive to make a name for your-
self with it.

Mechanics: You gain 4 ranks in Craft at 1st-level and 1 bonus rank to spend
upon it at each subsequent level. You can purchase goods that you can make with
your Craft skill at a 10 percent discount, as you know enough about your trade to
find bargains on quality goods.

In addition, select one of the following trait abilities:

Clever Worker: Your long apprenticeship and many hours at work have taught you
efficiency. When you take 20 on a skill check, you use half the normal time. You
can use this ability on any skill check where you are able to take 20.

Materials Expert: You have a keen eye for spotting flaws in objects. When you
damage an inanimate object, you inflict 1.5 times your Strength bonus in damage
with a one-handed weapon, or twice your Strength bonus in damage with a two-
handed one.

Merchant’s Eye: You have an almost uncanny ability to spot valuable items. You
gain a +2 bonus to Appraise checks and can sell items at 10 percent more than
their normal price.

BEWITCHING [ MENTAL]

You have an uncanny ability to manipulate others, perhaps due to an alluring
physical trait. Your eyes may be a strange color that captivates men and women, or
you simply have a talent for twisting others around your finger.

Mechanics: When dealing with NPCs whose starting attitude toward you is not
hostile, you can choose to use this ability to temporarily improve their attitude
toward you by a greater degree than normal.

When making your diplomacy check, treat the NPCs starting attitude as one
level higher than it actually is for the purpose of determining their new attitude.
That is, you would treat an unfriendly individual’s starting attitude as indifferent,
or an indifferent individual’s starting attitude as friendly.

If you choose this option, the NPC’s new attitude lasts only for a number of min-
utes equal to your Charisma score. After that time, it returns to the state it held
before you made your Diplomacy check. If circumstances in the interim have ren-
dered the NPC violent or hostile, such as if you attacked him, he remains there
rather than returning to his original state.

You do not have to use this trait when dealing with an NPC. You can choose to
make a normal Diplomacy check instead, in which case the NPC'’s change in atti-
tude is more lasting, at the cost of a higher DC to achieve the change.



BLOODTHIRSTY [ MENTAL]
The sight of blood stirs you to a minor frenzy. Perhaps you were exposed
to violence at a young age, or you may simply like inflicting pain on foes.
Mechanics: If you deliver an attack that immediately causes an oppo-
nent to die by dropping to —10 hit points or lower and failing her
Fortitude save, you gain several benefits. You gain a +1 morale bonus to
damage and a +2 morale bonus on Will saves. These benefits last until the
end of combat.
Note that you must deliver a blow that slays a conscious, active oppo-
nent. You cannot coup de grace or kill a helpless foe to gain this benefit.

BRAVE [ MENTAL]
You have always stood and fought when others have turned and run away.
Whether it is because of an insane sense of invulnerability, religious faith,
or a relentless desire to win, you never give up.

Mechanics: You are immune to fear effects.

CHARISMATIC [ MENTAL]
Through a combination of good looks and a powerful personality, you
excel at winning the hearts and minds of others. However, your sense of
intuition suffers as a result.
Mechanics: You gain a +2 bonus to Charisma and a -2 penalty to
Wisdom. While you can manipulate others, you tend toward self-absorption.
Special: If you spend both of your trait selections on this trait, you gain
the +2 Charisma bonus but ignore the associated Wisdom penalty.

CHILD OF FAITH [ BACKGROUND |
You were raised in strict observation of religious tenets. You might even be
a priest of the faith, though you are an adventurer now.

Mechanics: As long as you have a holy symbol of your religion on your
person, you are filled with resolution and faith that your god watches over
you. You gain a +2 bonus against all fear effects and, once per day, may opt
to gain a +2 bonus on a single d20 roll of your choice. In addition, you
enjoy one of the following trait abilities:

Fanatic: You fight in the name of your god, and your faith drives you for-
ward against the enemy. Once per day, you gain a +4 bonus to damage on
a single attack as you strike with strength fired by your faith.

Inquisitor: You gain a +2 bonus to all Sense Motive checks. As part of your
religious training, you learned how to detect heresy among the faithful.

Ordination: You are ordained as a priest of the faith, though your rank is just
above that of a lay person. When dealing with others of your faith, they must
obey your orders within reason. They do not fight for you unless the need is
dire, and they do not sacrifice themselves. You can expect them to treat you
as a valued friend, such as by offering information, giving you a place to stay,
feeding you for at least a few days, and so forth. A title may come with this
position. Consult with your DM for information on religions in the campaign.

City Rat [ BAckGROUND |
You grew up on the tough streets of a city. From a young age, you learned
to scavenge and survive at the shadowy edge of the cradle of civilization.
Mechanics: You can make Survival checks in the city with a +2 bonus,
even if you lack any ranks in that skill. You can use Survival to track down
any specific dealers and informants. When searching for a specific item,
you can make a Survival check (DC equal to the cost of the item you seek
divided by 50 gp) to uncover a dealer who offers it.

CHAPTER TWO: TRAITS 2]
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In addition, select one of the following trait abilities:

Bravo: You are an experienced street fighter. You gain the ability to
sneak attack for 1d6 points of damage. If you already have sneak attack,
increase its damage by 1d6 points. See the executioner or thief class in
Chapter Three for an explanation of sneak attack.

Burglar: You gain a +2 bonus to Hide and Move Silently. In your
younger days, you relied on theft to keep yourself fed.

Face in the Crowd: You know the value of blending into the crowd to
escape notice. While in a large group, you can make a Disguise check as
a standard action rather than spending long minutes preparing your dis-
guise. You cannot use this benefit if the crowd is hostile or if you do not
share the same basic dress or ethnicity.

DESERT BORN [ BACKGROUND |
While others see the endless dunes of the desert as a daunting obstacle,
to you they are home. Intense heat has little effect on you.

Mechanics: You enjoy a +2 bonus on all saves against fire effects. You
treat Survival as a trained skill while in the desert and gain a +4 bonus to
all Survival checks made in that environment. You can survive on half the
standard amount of food and water; if you carry a three-day supply of
food and water, for instance, it lasts you six days.

In addition, select one of the following trait abilities:

Dunestalker: You can run across the shifting sand dunes with ease,
while others might slip or stumble in the sand. You gain a +2 bonus to
all Balance and Tumble checks.

Camel’s Tenacity: The desert is a deadly environment, and several times
you have survived dust storms and long periods without water through
sheer willpower. Each round your hit points are O or fewer, you can
attempt a Fortitude save (DC 15 + your negative hit point total). If this
save succeeds, you can take a standard action that round, and you do not
fall unconscious.

You continue to lose one hit point each round while your hit points are
below 0. Additionally, you automatically fall unconscious at —10 hit points
and may die as normal thereafter.

DEexTEROUS [ PHYSICAL]
You are quick and agile, though your body might be thinner than normal
or otherwise prone to injury.

Mechanics: You gain a +2 bonus to Dexterity and a -2 penalty to
Constitution. While you are lithe and flexible, your bones are somewhat
brittle and susceptible to injury.

Special: If you spend both of your trait selections on this trait, you
gain the +2 Dexterity bonus but ignore its associated Constitution
penalty.

EipETIC MEMORY [MENTAL]
You have perfect recall, allowing you to remember minor details from an
event that others have long forgotten.

Mechanics: You enjoy a +1 bonus to all Knowledge checks. You gain a
+2 bonus on Spot checks to detect a disguise. If you have any questions
about an event, such as a person’s name or exactly what happened, your
DM must tell you the details even if you, as a player, have forgotten them.
You cannot remember extremely fine details, such as the text of a book
left open on a desk, but you can remember the general gist of the book
or the topic the passage covered. You always remember faces, names, and
the basic sequence of events.



FAITHEUL FRIEND [MENTAL]
You are true to your friends to the bitter end. When they
need your help the most, you are at your best.

Mechanics: You may designate up to six people as close
friends. These individuals do not have to be player charac-
ters. When one of your friends is rendered helpless in any
way, you gain an immediate +1 morale bonus to attacks,
checks, and saves until he is safe. A friend is safe if he no
longer remains helpless or if he is somehow removed from
danger. You gain this benefit until the end of the encounter.

You can change your faithful friends over time. Once you
remove someone from this list, you must wait 24 hours
before adding a new person. You can drop one person from
your list of friends per day.

FOREST BORN [ BACKGROUND |
You grew up among the towering trees of the forest, where
you are at your best. Perhaps you feel uncomfortable in a
situation where you can see the horizon.

Mechanics: You gain a +2 bonus to all Survival checks
in forested areas and may use Survival untrained in such

regions. In addition, select one of the following trait abilities:

Ghost in the Green: You can step into a forested area and
effectively disappear in the blink of an eye. Your talent for
finding cover in foliage is born of years spent in the woods.
You can take 10 on Hide checks in the forest at any time,
even during combat or other stressful situations.

Tree Runner: From a young age, you have spent as much
time climbing trees as wandering the forest floor. You gain a
+4 bonus on all Climb checks and retain your active bonus
to defense while climbing.

HiGH Born [ BACKGROUND |

You were born into the nobility and enjoyed a life of simple
leisure. However, for some reason you have been denied the
true fruits of your birthright. Perhaps you were the second
or third born and thus have no claim to an inheritance, or
maybe your realm was overrun by invaders. Despite this set-
back, you still enjoy many of the advantages of your station.

Mechanics: You gain a +2 bonus on all Diplomacy checks
when dealing with nobles and officials. Your bearing shines
through in formal circumstances. You also start with double the
normal amount of gold to purchase equipment (see Chapter
Seven). In addition, select one of the following trait abilities:

Title: You bear an official title in a nation or domain cho-
sen by the DM. While in this land, you can access the upper
levels of the nobility or government. You might not gain an
audience with the king, but you can speak with an official or
minor noble, if you wish.

Well Educated: You studied a wide range of topics in your
youth. You gain 4 bonus skill ranks at 1st level and 1 bonus
rank at each subsequent level. These ranks are in addition to
the normal ranks you gain. Add them to your total ranks after
accounting for your Intelligence bonus or penalty, not before.
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INSPIRING PRESENCE [ MENTAL]

You possess an innate ability to bring out the best work in
others. With a few words of encouragement from you or your
determined effort to lead the way, your allies perform much
better than normal for a brief time.

Mechanics: As a standard action usable three times per
day, you can grant an ally a morale bonus equal to your
Charisma bonus. This bonus applies to one single attack or
skill check of your choice. When you activate this ability, you
must choose a target. Until your next turn, you can opt to
grant the bonus to a single d20 roll the target attempts. You
must choose to apply the bonus before the roll.

The target of this trait must be able to see, hear, and
understand you in order for it to take effect.

INTELLIGENT | MENTAL]
You have a keen, well-honed mind, but your physical fitness
has suffered from your bookish obsession with learning.
Mechanics: You gain a +2 bonus to Intelligence and suffer
a -2 penalty to Strength. While your mind is powerful, your
body’s might lags behind.
Special: If you spend both of your trait selections on this
trait, you gain the +2 Intelligence bonus but ignore its asso-
ciated Strength penalty.

JUNGLE BORN [ BACKGROUND |

Born and bred in the tropics, you wander the dense rain
forests and jungles with the same ease that civilized folk
stroll down a street.

Mechanics: You gain a +2 bonus to Survival checks and
may use that skill trained in jungle and rain forest terrain.
Heat and humidity have little effect on you. You gain a +2
bonus to Fortitude saves made to resist high temperature
conditions. In addition, you may choose one of the following
trait abilities:

Ape’s Agility: While climbing, you can fight without penalty
or retain the benefits of a shield you carry. You have learned
to fight and defend yourself while perched in a tree.

Emerald Sentinel: If you have time to prepare an ambush
site, you can create face paint and arrange the area to better
hide your companions. If you spend 10 minutes preparing an
ally, he uses your Hide bonus until he moves.

Friend of Snake and Spider: You gain a +2 bonus on all saves
against poisons. Many creatures of your homeland have ven-
omous bites, and you have built up a stronger than normal
resistance to them.

LiTHE ACROBAT [ PHYSICAL]
You are graceful, flexible, and acrobatic. You move with excel-
lent coordination and complete difficult acrobatic maneu-
vers with relative ease.

Mechanics: You gain a +2 bonus to all Tumble checks. In
addition, you can use Tumble to move at your normal speed
without penalty.
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MASTER OF LORE [ MENTAL]
You have spent years studying a variety of topics, granting

you a broad though not necessarily deep education.

Mechanics: You may make Knowledge skill checks on
topics that you do not have currently have access to as if
you had ranks in that type of Knowledge equal to your
Intelligence bonus. For instance, if you had an Intelligence
18 (a bonus of +4) and 2 ranks in Knowledge, you attempt
Knowledge skill checks by applying your Intelligence modifi-
er of +4 instead of your 2 Knowledge ranks to the d20 roll +
key ability bonus (Intelligence) as normal.

If your Intelligence bonus is zero or less, you gain no ben-
efits from this trait.

Should you fail a Knowledge check, you can try again
after eight hours of rest. As you relax, you might gain an
insight into a half-forgotten lesson or an ancient text you
once inspected.

MiGHTY BuiLbd [PHYsICAL]

Your solid, broad build allows you to use tools and weapons
that others would find unwieldy. While an enormous sword
might pull someone else off balance, you have the steady feet
and powerful arms needed to use it properly.

Mechanics: You can wield weapons up to one size cate-
gory larger than normal for you without penalty. You still
suffer the normal penalties for weapons above that size and
for smaller ones. For example, if you are Medium, you can
use a Large weapon without penalty. However, you suffer
the full penalties for a Medium creature using a Huge
weapon; you do not act as a Large creature using a Huge
weapon.

The benefits of this ability do not extend to shields. You
cannot shield bash with larger shields than normal.

MounTAIN Fork [ BACKGROUND |

You hail from the towering mountains. Traversing the steep
slopes, jagged cliffs, and perilous trails of the peaks seems no
more daunting to you than a simple walk through a cleared
green field.

Mechanics: You gain a +2 bonus to all Survival checks
made in the mountains. In addition, you are steady on your
feet from long hours spent walking along narrow paths. You
gain a +2 bonus to any check or saving throw you make to
keep yourself from being knocked prone.

You may select one of the following trait abilities as well:

Mountaineer’s Luck: If you should fall from any height, you
immediately may make a Reflex save (DC 10) to grab hold of
a ledge or similar outcropping (assuming such is available).
Success means you stop falling and suffer no damage. You
dangle in the air and lose your active bonus to defense until
your next action.

Rock Hurler: You can throw rocks with unerring accuracy. You
are proficient with them and treat them as thrown, two-handed,
simple weapons with a 10-foot range increment. The stones
inflict damage based on their size. Your DM judges the stone’s
size by comparing it to other weapons. Normally, a Medium
stone is large enough that a human must hoist it in two hands.

Picking up a stone to throw it is a move action.

Stone Size  Thrown Stone Damage
Tiny 1d2
Small 1d4
Medium 1d6
Large 2d6
Huge 3d6
Gargantuan 4d6
Colossal 6d6
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Tough as Stone: The mountains have bred toughness and tenacity into you. ==
You gain +3 hit points at 1st level and +1 hit point at each subsequent level.

NOMAD [ BACKGROUND |
Your people wandered the steppes on horseback, going where they pleased and
robbing, herding, and conquering as they saw fit. You were born into the saddle.

Mechanics: You gain a +2 bonus to all Ride checks, as you have spent
more time on horseback than on your own feet since you were born. In
addition, select one of the following trait abilities:

Cavalry Warrior: You learned to fight in the saddle from an early age. Given
enough time to form a bond with your horse, you fight with deadly efficiency. If
you spend more than two days with a normal horse, it counts as a warhorse while
you ride it. You gain a +1 bonus to attacks when fighting from horseback with a
horse that you have ridden into combat for at least one week and two battles.

Horsemaster: Under your care, a horse becomes stronger, faster, and
tougher than normal. Through a combination of exercise and training, you
grant any horse that you own for more than a week a +2 bonus to Strength,
Dexterity, and Constitution. This bonus fades if the horse leaves your posses-
sion for more than a week. Only one horse can gain these benefits at a time.

NONDESCRIPT [ PHYSICAL]

You have a face that seems to blend into crowds. You lack any noteworthy
features or characteristics that would make you easy to identify. If you wish,
you can remain nearly anonymous.

Mechanics: During any noncombat situation, you can make a Hide check
modified by your Charisma rather than Dexterity to fade into the back-
ground. Make a Hide check, while everyone present attempts a Spot check to
oppose it. Those who succeed note your presence and act accordingly.

Those who fail simply do not notice you. They are too absorbed in other o\ o T ',\.
things. Unless you take some noteworthy action or someone seeks you out, 1 )
those nearby fail to note your presence unless they must physically interact oF p QJ o il
with you. Should you move within 5 feet of someone, your presence immedi- ; : / -'Q\‘ %lt-d;vrﬂ:; I

ately becomes apparent, unless you remain physically hidden or out of sight.

Otherwise, people in the area act as if you are not there. They might speak
freely about secret topics or fail to notice as you draw a dagger and move to
attack. Anyone in the area who specifically wants privacy may make a Spot check
each round to notice you as a free action. For each consecutive round a charac-
ter attempts the check, she gains a cumulative +2 bonus. On the first round,
the bonus is 4+0; on the second round it is +2; third round +4; and so forth.

You do not gain the benefits of this trait if anyone actively seeks you out
or is on watch for intruders. For example, you could not use this ability to
walk past a pair of guards. You could use it to blend into a crowd at a tavern
and spy on someone, however.

PERCEPTIVE [ MENTAL]
You possess an uncanny ability to notice tiny details that others would miss,
even if you do not actively seek them out.

Mechanics: The DM makes Spot, Search, and Sense Motive checks for you
in secret whenever such a check would reveal a falsehood or hidden object or
person. If the check succeeds, you learn that something is amiss. You must
make another normal check yourself to determine the exact nature of the
deception; the first check gives you only its general location or nature.

For example, if a woman in a disguise walked past you, you might notice

that something is amiss about her dress or appearance.
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RESILIENT TOUGHNESS [ PHYSICAL]
You can overcome pain and injuries that would leave others
in battered, defeated heaps. You have an almost superhuman
capacity to fight through pain and ignore wounds.
Mechanics: As a full-round action, you can spend a num-
ber of points from a reserve pool up to to your Constitution
score to heal yourself. You can use this ability as many times
per day as you want, but the total points you transfer cannot
exceed your Constitution score.
Special: If you possess the Diehard feat, you may activate
Resilient Toughness while disabled as a standard action.

SAVAGE APPEARANCE [PHYsICAL]

You wear war paint, have a bizarre haircut (such as a mohawk),
are covered in elaborate tattoos, or carry a gruesome war ban-
ner. In any case, your appearance promises bloodletting on the
battlefield. Consciously or not, your opponents pay more
attention to you in a fight than to your allies.

Mechanics: During combat, any opponents who can see
you suffer a -2 penalty to Spot checks as they find their
gazes invariably drawn to your strange appearance. This
opening may allow your allies to sneak into position. If an
opponent threatens you and one or more of your allies, you
may attempt to force the foe to attack you as a free action.
The foe must make a Wisdom check opposed by your
Charisma check. If you successfully oppose the check and
he chooses to attack your allies, he must attack you at least
once during the attack. You may use this trait ability once
per round.

Special: Note that, in the case of the berserker class,
absorbing attacks is an excellent way to build up fury tokens
(see Chapter Three: Character Classes).

SEA CHILD | BACKGROUND ]

The sea is your home, whether you grew up on the coast or

have spent more time aboard ship than on dry land.
Mechanics: You ignore any penalties to fighting aboard

ship due to heavy seas or swaying decks. You gain a +2
bonus to all Balance checks.

In addition, you may select one of the following trait
abilities:

Dolphin’s Agility: An expert swimmer, you can slip through
the water with unmatched agility. When you attempt a Swim
check, roll two d20s and take the higher of the two die results.

Fisherman: When you were younger, you cast a net to haul
in fish for dinner or to sell at market. Now, you use a net to
entangle your enemies. You gain Exotic Weapon Proficiency
(net) as a bonus feat.

Marine: You know the seas are dangerous to any who travel
them. From sea serpents to pirates, danger always lurks over
the horizon. You gain a +1 bonus to attacks with scimitars,
crossbows, and clubs.

SHADOW BORN [ BACKGROUND |

Your forebears were noted for their mysterious dealings, sin-
ister reputation, and aptitude for magic. From a young age,
you displayed strange talents that, it is whispered, derived
from a diabolical pact between your parents and an other-
worldly being.

Mechanics: You gain a +2 bonus on all Knowledge checks
with the arcana field of study and Spellcraft checks due to
your arcane upbringing. In addition, your blood is tainted with
demonic influence—one of your ancestors was from beyond
the veil of reality. Select one of the following trait abilities:

Arcane Nature: You gain a +2 bonus to your mana limit
each day, allowing you to gather more energy without penal-
ty. (See Chapter Ten: Magic.)



Infernal Glower: You exert a strange influence over others, as
your unusual ancestry shines through when you are angry or
upset. Your eyes may glow for a brief moment, or the scent of
brimstone briefly wafts through the room. The phenomenon
grants you a +4 bonus to Intimidate checks.

Precognition: You enjoy the peculiar ability to catch brief
glimpses of the future. Once per day, you can ask a question
about the results of an action that you might take. There is a
percentage chance equal to 60 + your Charisma score that
you receive a brief insight about this action’s result. Your DM
informs you if the action will yield a result that is good, ill, or
both good and ill.

SHORT [PHysIcAL]
You are much smaller than normal—so much so that you
count as one size category smaller than other humans.
Mechanics: You are size Small if you ordinarily would be
size Medium, Medium if you would be Large, and so forth. As a
Small creature, you gain a +1 size bonus to passive defense, a
+1 size bonus to attacks, and a +4 size bonus to Hide checks.
You suffer your choice of either a -2 square (-10 foot) penalty
to your base speed or a -2 penalty to Strength. You must make
this choice immediately and cannot subsequently change it.
You also must wield weapons one size smaller than normal.
Special: The short trait cancels the benefits of the tall trait,
if you select both of them. Note that the strong trait effectively
trades in the Strength penalty above for a -2 modifier to
Intelligence and one other ability score.

Stourt [PHysIicAL]
You are stocky, compact, or even overweight. Your body might
be bulkier than normal, but the added mass is muscle and
thick bones, not just flab. You resist damage better than others
do.

Mechanics: You gain a +1 natural bonus to defense. If you
already have natural armor, its bonus improves by 1 point.

STRONG [PHysICAL]

Your bulging, powerful muscles allow you to push aside materi-
al obstacles with ease. But this physical mastery comes at the
cost of mental acuity.

Game Mechanics: You gain a +2 bonus to Strength but suf-
fer a -2 penalty to Intelligence and a -2 penalty to a second
ability score of your choice other than Intelligence.

Special: If you spend both of your trait selections on this
trait, you gain the +2 Strength bonus but you may ignore one
of its associated ability score penalties. You still must accept
the -2 penalty to either Intelligence or one other score of
your choice.

TALL [PHysicAL]

Your long arms and legs let you tower over others. In battle,

your height grants you improved reach, a key advantage.
Mechanics: You gain a +2 size bonus when making

grapple checks. If you already have a size bonus, increase it by

2 points. In combat, you threaten one additional square

beyond your normal threatened area. This square must be
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adjacent to a square you threaten, but it cannot be adjacent to
you. You must have line of sight and line of effect to the
square you choose. You do not threaten this square if you do
not threaten any other space. You must decide which extra
square you threaten on your action. Until you designate a
square, you do not threaten an extra space. You can change
the square you threaten to a different one on your next action.

TouGH As IRON [PHYsICAL]
You can withstand pain and terrible conditions for far longer
than other people, though your solid frame is less flexible than
normal.

Mechanics: You enjoy a +2 bonus to Constitution, but you
suffer a -2 penalty to Dexterity.

Special: If you spend both of your trait selections on this
trait, you gain the +2 Constitution bonus while ignoring its
associated Dexterity penalty.

WEAPON BOND [MENTAL]

You have a natural talent for wielding a single, specific type of
weapon such as a longsword or crossbow. From a young age,
you demonstrated an advanced mastery of its use.

Mechanics: Select a single simple, martial, or exotic weapon
from Chapter Seven. You are automatically proficient with this
weapon, even if your class does not normally grant access to it.

You feel so comfortable with the weapon, it feels like an
extension of your body, personality, and intellect. You may
choose an ability score other than Strength to modify your
attacks and damage with the bonded weapon; consider the
chosen ability score’s bonus your Strength bonus for these
purposes. For example, you still gain 1.5 times the ability’s
bonus to damage when using a two-handed weapon.

You do not gain the bonus for Strength and your chosen
ability when using your bonded weapon type. You gain the
benefits of only one of them, and you may switch between the
two as a free action.

Wi st | MenTAL]

You are insightful, well attuned to your surroundings, and
given to delving correctly into the motivations of others.
However, at times you allow your intuition to override your
sense of how to relate to others.

Mechanics: You enjoy a +2 bonus to Wisdom but suffer a
-2 penalty to Charisma. While you can read emotions, you
sometimes have trouble turning your gut instincts into com-
pelling arguments.

Special: If you spend both of your trait selections on this
trait, you gain the +2 Wisdom bonus but you may ignore its
associated Charisma penalty.

WORLD TRAVELER | MENTAL]
You traveled far and wide from your childhood on, exposing
you to a tremendous variety of cultures. You fit in even in
strange social circumstances and have mastered a variety of
dialects.

Mechanics: You enjoy a +2 bonus to Diplomacy checks and
gain two bonus languages.
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CHAPTER THREE:

CHARACTER CLASSES

A character class is the basic vehicle for defining your character. Rather than covering various unique
professions and roles found in a game’s setting, the classes in Iron Lore each represent a different fighting
style, from a berserker’s reliance on fury and strength to the weapon master’s unmatched expertise. The
classes relate to the setting only in that people within the world use the methods of each class in battle.

at best, rare in the world. The vast majority of NPCs have

l ron Heroes character classes cover fighting styles that are,

levels in warrior, aristocrat, commoner, and expert, as
described in Chapter Four: Nonplayer Characters of the
DMG. These classes reflect the typical abilities that a town
guard, the lord mayor, or a merchant might develop. Anyone
with levels in the Iron Heroes character classes is a notable
and important person. The training and focus required to
master the talents of these classes exceed the abilities of the
typical person.

LEVEL~-DEPENDENT ABILITIES

A character’s experience level represents his talent, skill, and
adventuring history. A higher-level character is more power-
ful than a lower-level one. As you advance in level, your
fighting ability improves, you learn to resist dangers better,
and you gain new special abilities. The tables on the next
page summarize the benefits you gain at various levels in
different categories.

SAVING THROW'S

Iron Heroes uses three different saving throw types: Fortitude,
Reflex, and Will. Fortitude saves allow you to resist disease,
poison, and similar threats. Reflex saves measure your ability
to dodge powerful attacks, while Will saves indicate your
mental toughness. For a more thorough discussion, see
“Saving Throws” in Chapter Eight: Combat.

A character in Iron Heroes has a base saving throw bonus in
all three save categories equal to his level. Unlike other d20
games, Iron Heroes characters do not have weak or strong
saves. On average, their base saves are much higher than
normal, though they cannot boost them with magical items.

See the table on the next page for saving throw modifiers
by level.

BAse ATTACK BONUS

Your base attack bonus measures your fundamental ability to
strike an opponent in combat. It normally applies to attacks with
a sword, a bare fist, an arrow fired from a bow, and so forth.
Some classes grant a character more than one base attack
bonus to reflect mastery with different sorts of weapons. For
example, the archer has a better attack bonus with a bow or
sling than with an axe.

Base attack bonus is divided into three categories: poor,
average, and excellent. Characters in Iron Heroes use one of
these progressions, based on the class.

See the table opposite for base attack bonuses by level.

BAsE DEFENSE BoNus

Your base defense bonus measures your talent for deflecting
attacks with skilled parries, dodges, and other defensive
maneuvers. When an opponent attacks you, your defense
determines if her swing connects. See “Defense” in Chapter
Eight: Combat, for more details.

Characters in Iron Heroes use either the poor, average, or
excellent progression for their base defense bonuses, as
shown on the table on the next page. Some classes focus
on defense, while others see the best defense as a good
offense.
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SAVING THROW, BASE ATTACK, & BASE DEFENSE BY LEVEL (.X‘,
Saving Poor Average Excellent Poor Average Excellent
Level Throws Base Attack Base Attack Base Attack Base Defense Base Defense Base Defense
1 +1 +0 +1 +1 +0 +1 +1
2 +2 +1 +2 +2 +1 +2 +2
3 +3 +2 +3 +3 +2 +3 +3
4 +4 +3 +4 +5 +3 +4 +4
5 1 +3 +5 +6 +3 +5 +5
6 +6 +4 +6 +7 +4 +5 +6
7 +7 +5 +7 +8 +5 +6 1/
8 +8 +6 +8 +10 +6 +/ +8
9 +9 +6 +9 +11 +6 +8 +9
10 +10 +7 +10 +12 +7 +9 +10
1 +11 +8 +11 +13 +8 +10 +11
12 +12 +9 +12 +15 +9 +10 +12
13 +13 +9 +13 +16 +9 +11 +13
14 +14 +10 +14 +17 +10 +12 +14
15 +15 +11 +15 +18 +11 +13 +15
16 +16 +12 +16 +20 +12 +14 +16
17 +17 +12 +17 +21 +12 +15 +17
18 +18 +13 +18 +22 +13 +15 +18
19 +19 +14 +19 +23 +14 +16 +19
20 +20 +15 +20 +25 +15 +17 +20
GAINING SKILL RANKS SKILL, FEAT, & ABILITY IMPROVEMENTS GBZ)
In Iron Heroes, you can use skill points to purchase up to a
maximum of your level + 3 ranks in any skill. Your class Level  Max. Skill Ranks  Feats Ability Score
determines your access to skill groups, closely related skills 1 4 1st, 2nd —
that fit into a single category. Rather than spend points on 2 5 3rd —
skills individually, you can spend a point on a skill group to 3 6 — —
gain 1 rank in each skill within that group. For all other 4 7 4th +1 to any ability score
skills, you must spend points on a 1-point-spent for 1-rank- 5 8 — —
earned basis. 6 9 5th —
Please note that Iron Heroes does not distinguish between 7 10 — —
class and cross-class skills. Any character can purchase ranks 8 1l 6th +1 to any ability score
in any skill as described above without penalty. 9 12 — —
10 13 7th —
GAINING FEATS n 14 — —
Feats are special talents that expand upon your basic talents. 12 15 8th +1 to any ability score
The average Iron Heroes player character gains many feats. 13 16 — —
You gain two feats at 1st level and one more at every even- 14 17 9th —
numbered level thereafter. Some character classes described 15 18 — —
in this chapter grant additional feats as well. 16 19 10th +1 to any ability score
17 20 — —
IMPROVING IN ABILITY SCORES 18 21 1th —
As you gain levels, you hone your natural abilities. A berserk- 19 22 — —
er grows stronger as he uses his savage fury to mow through 20 23 12th +1 to any ability score

his opponents, while a skilled thief hones his speed and

reflexes. You gain a +1 bonus to an ability score of your @)
choice at 4th, 8th, 12th, 16th, and 20th levels.
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Level XP Needed Level XP Needed
1 0 n 60,500
2 1,100 12 72,600
3 3,300 13 85,800
4 6,600 14 100,100
5 11,000 15 115,500
6 16,500 16 132,000
7 23,100 17 149,600
8 30,800 18 168.300
9 39,600 19 188,100
10 49,500 20 209,000

QD

EXPERIENCE AND LEVELS

Characters in Iron Heroes need more experience points (XP) to
gain a level than their counterparts in other games. The
table below summarizes the experience point values needed
to gain each new level in Iron Heroes.

CHARACTER LEVEL vs. CLAss LEVEL

“Class level” refers to the number of levels a character has in
a single class. For single-classed characters, class level is the
same as character level. For multiclassed characters, charac-
ter level is the total of all the levels the character has in vari-
ous classes. For example, a 7th-level archer has seven class
levels of archer and a character level of 7th. A 5th-level exe-
cutioner/3rd-level hunter has five class levels in executioner
and three in hunter, but a character level of 8th.

In the class descriptions in this chapter, “level” refers to
class level (that is, the number of levels a character has in
that specific class) unless it specifically says character level,
in which case it means total levels in all classes.

NEW CLASS CONCEPTS

Each of the 10 character classes in this chapter follows the
same basic format. The classes begin with a brief overview of
the strengths and features of the fighting style they follow.
After this introductory section come the relevant game
mechanics and descriptions of class abilities. All class abilities
are extraordinary abilities, unless otherwise noted. Tables outline
the class features and feat mastery progressions. The final sec-
tion discusses some basic strategies and models for playing
the class, and rounding out each class is a starting package
for a sample 1st-level character.

You need to grasp two new concepts before you can fully
understand the character classes.

FEAT MASTERY

Iron Heroes uses a system of feat mastery to reflect each class’
affinity for different types of feats. Each class offers different
mastery rating progressions for the various feat categories
(finesse, lore, projectile, social, etc.). Chapter Five: Feats
explains how mastery works; for now, just remember that
high mastery in a category grants you access to more power-
ful feats.

TOKENS

During an encounter, many of the classes allow you to build
up tokens, which you can use to power class abilities or cash
in for special maneuvers. You earn tokens when you take
actions in keeping with your class’ tactics and fighting style.
Tokens also serve as abstract representations of actions you
take to position yourself for a special maneuver.

For example, an armiger earns tokens based on how much
damage his armor absorbs. The armiger’s fighting style
involves taking advantage of an opponent whose weapon
strikes his armor. Thus, when a foe hits his armor, he gains
tokens. When he gains enough tokens, he can spend them to
power different class abilities.

A character assembles his tokens in a token pool. Each class
that uses tokens has access to one particular type of token
pool—the aforementioned armiger has an “armor pool,” for
example. Characters of certain classes get more efficient at
accessing their token pools as they gain levels, meaning they
can earn tokens more quickly at 13th level than they did at 3rd.

For instance, archers have an “aim pool” that grants them
tokens based on how long they spend taking aim at their tar-
get before making a shot. Taking aim for a standard action
earns our archer 2 aim tokens, which she can turn around
and spend to enhance her attack. Her token-powered poten-
tial attacks against her target include such options as an
“armor-piercing shot” or a “distant shot.”

Available token pools are described in the “Class Features”
section of each class that uses tokens. Some classes—the
harrier, man-at-arms, and thief—do not have token pools;
they make good character choices for players who would
rather not get involved with the token concept. And even
these classes can choose to access token pools through the
use of certain feats, as described in Chapter Five.

The easiest way to keep track of tokens is to use a pool of
pennies, poker chips, or chits that every player draws on.
When you earn a token, take a penny from the pile. When
you spend a token, return a penny to the pile. Having a small
stack of coins or chips serves as a useful visual reminder of
your token pool.

TOKEN MECHANICS

While the different types of token pools allow you to build up
and use tokens in different ways, a few standard mechanics
apply to all of them. Those rules are as follows.

You can never have more tokens than 10 + your level in a
pool at once. You lose any extra tokens you build up above
this limit.

Many token pools allow you to spend an action to gather
tokens. You can take only one action per round to do noth-
ing but build up tokens, even if it is a free action. This does
not apply to events or conditions that, in addition to their
normal effects, allow you to build up tokens. For example, the
berserker gains fury tokens whenever his foes strike him.
There is no cap on the number of times he can gain tokens
in this way (though he must obey the limit given above), but
he could not spend two move actions to stoke his fury simply
to build up tokens.



ARCHER

The archer is a master with ranged weapons. Though the
name of this class indicates a close connection to bows,
many “archers” prefer to fight with thrown weapons, cross-
bows, or slings.

The archer excels at long-range combat. If you choose to
play an archer, you should focus on keeping away from the
enemy. You are at your best when your enemy cannot reach
you—and you can rain arrows, daggers, or bolts upon him.
Either find adventuring companions who can occupy your
opponents while you fight at range, or seek out inaccessible
firing points, such as in a tree, atop a boulder, behind cover,
and so on.

Dexterity is the archer’s most important ability, as it
improves your chances of hitting with ranged weapons.

Hit Die: 1d4+4/level

SKILL GROUPS

Archers learn to fight on the run, and their long hours of
practice with ranged weapons hone their senses to a fine
edge. They gain access to the Agility, Athletics, and Per-
ception skill groups and may purchase skills from other
groups as normal.

An archer needs good Spot and Listen skill ranks to notice
enemies before they can draw too close. Agility and Athletics
allow her to escape from dangerous situations or reach spots
that offer excellent sniping opportunities.

Skill Points at 1st Level: (4 + Intelligence modifier) x4

Skill Points at Each Additional Level: 4 + Intelligence
modifier

FEATS

Archers focus on ranged combat and, as such, they gain excel-
lent mastery with Projectile feats. They gain average mastery
with Defense feats, as they learn to avoid blows and flee melee
for a safe firing position. They gain some mastery in Finesse,
too—when they must fight in melee, they generally prefer
light weapons that take advantage of their excellent agility.

CLAss FEATURES

The archer’s class abilities revolve around access to the aim
token pool. The aim pool represents an archer’s genius at
locking onto one target, taking careful aim, and firing a single
dart with incredible precision. A skilled archer not only hits
her target, she strikes him at the exact point she chooses.

Weapon and Armor Proficiency: Archers are proficient
with all simple weapons, all thrown and projectile martial
weapons, and light armor. As an archer, you trained to hit
opponents from a distance. You studied melee combat only
as a tactic of last resort.

Ranged Base Attack Bonus: Archers focus much of their
training on bows, crossbows, slings, and thrown weapons.
When using a projectile weapon or throwing a thrown
weapon, use the ranged base attack bonus on the Archer
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IRON HEROES TOKEN POOLS*

Here’s a handy list of the different types of tokens characters can earn
and use in Iron Heroes, and how they gain access to them.

Type Granted By...

Aim Archer class

Armor Armiger class

Cleave Cleave expanded mastery ability (8)+

Deception Devious Manipulator feat+

Dodge Dodge feat+

Execution Executioner class

Fury Berserker class, Cleave expanded mastery ability (6)

Lore Beast Lore featt

Manipulation Political Mastermind feat+

Parry Combat Expertise expanded mastery abilities
(3.4,6,7 8)t

Popularity Political Mastermind expanded mastery ability (2)+

Strategy War Leader feat; Tactics of the Mind expanded

mastery ability (2, 3, 4, 6, 9)1
Stun Stunning Strike feat

Tactical Hunter class
Venom Venom Mastery feat+
Weapon Weapon master class

* You can accumulate a maximum number of unspent tokens for any token pool equal
to your level + 10.

+ See Chapter Five: Feats
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Class Features and Mastery table (see page 33). When armed
with any other sort of weapon, or using a thrown weapon in
melee, use the normal base attack bonus. If you take levels of
other classes, add the ranged base attack bonus to your other
class’ base attack bonus to determine your modifier when
using projectile weapons and when throwing thrown weapons.
Add in the archer’s normal base attack bonus for all other cir-
cumstances.

Aim Pool: At the start of your turn, you may designate a
single opponent that you can see (a creature or object) as
the target of your aim token pool. You earn 1 aim token
against him if you spend a move action doing nothing but
aiming at him. You earn 2 aim tokens if you spend a standard
action doing nothing but aiming at him. You earn 4 aim
tokens if you spend a full-round action drawing a bead on
him, doing nothing but aiming.

In addition, you automatically earn an additional aim token
if your target did not move between your last action and your
current one. You can take aim against a motionless enemy
with ease. You gain this token at the start of your action.

You spend aim tokens to power various archer class abili-
ties, described below. The longer you aim, the better your
shot. In other words, if you spend more aim tokens on an
attack, it garners more powerful effects.
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You keep building up aim tokens until you select a differ-
ent opponent as the target for your aim pool. You can never
have more tokens than 10 + your level in a pool at once. You
lose any extra tokens you build up above this limit. At some
point, additional aiming fails to improve your accuracy.

When you select a new foe as your target, you lose the aim
tokens you have built up and must start accruing them again.
Aim tokens that go unspent upon a particular target grant
you no special benefits; you must discard them and may
begin accumulating new tokens against a different target.
You cannot carry aim token pools against more than one tar-
get at the same time.

Action Spent Aim Tokens

Aiming Gained
Move 1
Standard 2
Full-round 4

Opponent remains still 1

Deadeye Shot: Each time you gain deadeye shot (at 1st,
3rd, 5th, 7th, and 9th levels), you select a new ability from
those listed below. Each deadeye shot ability costs a number
of aim tokens to use. You spend aim tokens as a free action
and apply the effects to the shots you take for the rest of
your turn. You can complete this free action before taking a
shot, but you cannot use aim tokens to benefit more than
one deadeye shot ability in a given attack.

Unless otherwise stated, a deadeye shot ability costs 1 aim
token to use. You can spend more than one aim token on a
single ability to gain its benefits multiple times. For example,
if you spend 2 tokens on distant shot, you reduce the range
penalty to your attacks by 4. You cannot reduce a penalty
beyond O to turn it into a bonus. Where noted below, certain
abilities are not available to use more than once in a single
attack.

Unless otherwise stated, a deadeye shot inflicts normal
damage in addition to the effect described below.

You can gain the benefits of deadeye shot abilities only
against the target of your aim pool.

Accurate Shot: You take aim at the smallest bit of an
exposed foe, hitting him despite cover. Accurate shot reduces
your opponent’s defense bonus due to cover by 2 points for
each token spent. You cannot reduce the defense bonus of
an opponent who enjoys full cover from you if that cover
blocks your line of sight to him.

Armor Piercing Shot: You take aim at a chink in your oppo-
nent’s armor, hoping to overcome his defenses by hitting a
poorly defended spot. Your shot inflicts a —1 penalty to your
foe's damage reduction for each token spent. However, you
cannot reduce the damage reduction below 0.

Deadly Shot: Your ranged attacks are particularly damaging.
By spending 2 aim tokens, your next attack gains a bonus to
damage equal to half your Dexterity bonus. You cannot use
this ability more than once on a given attack. This is not
precision-based damage: it applies in full against creatures
which are immune to critical hits, and to all projectiles fired

as part of single attack, such as when using Volley Shot (see
page 34).

Disrupting Shot: You shoot an arrow at an opponent’s hand,
weapon, talon, or paw to disrupt his attacks. Rather than inflict
damage, you cause him to suffer a —1 penalty to his attacks
until the end of his next action for each token spent, unless he
succeeds in a Fortitude save (DC equal to your attack’s result).

Distant Shot: Even at long range, your shots hit with
uncanny accuracy. You reduce the range penalty to your
attacks by 2 points per token spent.

Hamstring Shot: To use this ability, ready an action to fire at
your target when he moves. If your readied attack hits, your
opponent must succeed at a Fortitude save (DC 10 + half your
archer level + number of tokens spent on this shot) or move
at half his normal speed until the end of his current action.

Storm of Arrows: As a full-round action, you fire a volley of
arrows at your target and the area around him. You fire four
additional arrows for every 2 aim tokens spent. You rain
shots upon the area where your foe stands and immediately
around him, forming a great cloud of darts. Resolve your
attack as normal, but compare the attack result against your
target's defense and the defense of every opponent adjacent
to him. On a hit, your target suffers normal damage, but any
adjacent targets who are hit suffer 1 point of damage per
additional arrow fired. An adjacent target cannot suffer dam-
age greater than your Dexterity bonus.

You inflict damage for only one shot against your target,
regardless of how many arrows you actually put into the air.
The storm of arrows represents a great stream of shots falling
from the sky.

Unerring Shot: Before you resolve your attack, your oppo-
nent must attempt a Reflex save (DC 10 + half your archer
level + number of tokens spent on this attack). If his save
fails, he loses his active bonus to defense against your next
shot. This ability does not apply to subsequent shots.

Bonus Feats: At 2nd, 6th, 10th, 14th, and 18th levels, you
gain a bonus feat that must come from the Projectile feat
category. You can spend this selection on any Projectile feat
of your choice, provided that you meet its mastery require-
ments.. Bonus feats are in addition to the feat a character
gets at every even-numbered level.

Improved Aim Pool: You can now fill your aim pool faster
than before, as you quickly assess a target and prepare to
fire; see the table below for the improved token values for
time spent aiming. Note that you can take a free action to
aim only once per round.

Action Spent Aim Tokens

Aiming Gained
Free 1
Move 2
Standard 3
Full-round 5
Opponent remains still 2

Sniper Shot: Each time you gain sniper shot (at 11th, 13th,
and 15th levels), you may select one of the abilities described
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Class Base Ranged Base Base Special Defense Feat Finesse Feat Projectile Other Feat
Level  Attack Bonus Attack Bonus  Defense Bonus  Abilities Mastery Mastery Feat Mastery =~ Mastery
1 +0 +1 +1 Aim pool, deadeye shot 1 — 2 —
2 +1 +2 +2 Bonus feat 1 — 2 —
3 +2 +3 +3 Deadeye shot 2 1 3 —
4 +3 +5 +4 — 2 1 3 —
5 +3 +6/+1 +5 Deadeye shot 3 2 4 1
6 +4 +7/+2 +5 Bonus feat 3 2 4 1
7 +5 +8/+3 +6 Deadeye shot 4 3 5 2
8 +6/+1 +10/+5 +7 — 4 3 5 2
9 +6/+1 +11/+6/+1 +8 Deadeye shot 5 4 6 3
10 +7/4+2 +12/+7/+2 +9 Bonus feat, improved 5 4 6 3
aim pool
1 +8/+3 +13/+8/+3 +10 Sniper shot 6 5 7 4
12 +9/+4 +15/+10/+5 +10 — 6 5 7 4
13 +9/+4 +16/+11/+6/+1 +11 Sniper shot 7 6 8 5
14 +10/+5 +17/412/+7/+2 +12 Bonus feat 7 6 8 5
15 +11/+6/+1 +18/+13/+8/+3 +13 Sniper shot, supreme 8 7 9 6
aim pool
16 +12/+7/+2  +20/+15/+10/+5 +14 — 8 7 9 6
17 +12/+7/42  +21/+16/+11/+6 +15 Killing shot 9 8 10 7
18 +13/48/4+3  4+22/+17/+12/47 +15 Bonus feat 9 8 10 7
19 +14/+9/+4  +23/+18/+13/+8 +16 Killing shot 9 8 10 7
20 +15/+10/+5 +25/+20/+15/+10 +17 Legendary shot 9 8 10 7

below or one of the deadeye shot abilities above. You spend
your aim tokens on sniper shots in the manner described for
deadeye shot abilities. You may spend tokens on both a dead-
eye shot and sniper shot ability at the same time.

Arrow Ladder Shot: Unlike other aim pool-based abilities,
you can use this option only against objects or creatures at
least one size category larger than you. You earn your aim
tokens against such targets as normal. In the case of objects,
you earn aim tokens as normal if they are motionless.

When you make your attack, you may spend 1 aim token
for every 5 feet of the creature’s height to create a “ladder”
of arrows. You perforate the target with projectiles that you
and your allies can then use as rungs to climb up the target
(Climb check, DC 5). You use 2 arrows per 5 feet of height;
completing this attack requires a full-round action. If your
attack misses, the “rungs” are spaced too far apart to be usable,
or perhaps some of the arrows loosen and fall. You can start
an arrow ladder on one round and complete it on the next.

This attack inflicts damage for one ranged attack as nor-
mal. If the damage fails to beat an object’s hardness, you fail
to form the ladder. Your weapon must inflict piercing dam-
age to use this ability. You can choose to create a persistent
ladder, or it can fall apart after one use.

As a tactical note, when planning an ambush, you can use
this ability to sow arrow ladders around the area in advance.
This option also ensures that you almost always have a con-
venient escape route.

Critical Shot: If you take careful aim against an opponent,
you can make a deadly shot to his eyes, throat, or other vul-
nerable spot. With some luck, you can strike a foe dead in
one shot. Using this ability requires an expenditure of 8 aim
tokens. Make a single attack as a full-round action. If your
attack succeeds, you automatically cause a critical hit. You
cannot use this ability more than once on a given attack.

Daunting Shot: You fire an arrow that nicks a creature’s ear,
creases his skull, sticks directly in the center of his coat of
arms, or otherwise demonstrates your uncanny accuracy.
Your target must make a Will save (DC 10 + half your archer
level + the number of aim tokens spent) or become shaken
for 2d4 rounds. You cannot use this ability to impose a con-
dition worse than “shaken” upon a creature.

Flanked Shot: When your target is flanked or denied his
active bonus to defense, you can inflict extra damage if you
are within 30 feet of him. For every 2 aim tokens spent, your
attack causes +1d6 points of damage. Do not multiply this
damage on a critical hit. Creatures immune to criticals are
also immune to this ability.

Sundering Shot: You can shoot small items off a creature’s
body, cut belts, and destroy similar little items. By spending
4 aim tokens, you may make an attack against a single item
carried by your target; the item must have a hardness of 2 or
lower. Your shot suffers a —4 penalty. On a success, you dam-
age the item as normal. You can choose to damage an item
directly, thus possibly destroying it, or sever a belt or pouch
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to knock it to the ground at the target’s feet. You cannot use
this ability more than once on a given attack.

Volley Shot: You use your first shot to guide the rest of your
attacks as part of a full-attack action. If your first arrow
strikes home, the rest will almost invariably follow into the
target. If it misses, your arrows hit nothing but air. Before
making your attack, spend 4 aim tokens.

Roll a single attack against your opponent as normal. For
your iterative attacks (the extra attacks you gain from having
a high base attack bonus), use the following method to deter-
mine whether they hit: Subtract 3 points from the first attack’s
result. This total is the result for your second arrow. Subtract
another 3 (6 total) for the third arrow’s result, and 3 more (9
total) for the fourth arrow’s result. Use this method in place of
rolling your attacks and using your iterative attack bonuses.

When using a volley shot, you cannot employ feats that
grant you additional attacks. You may use this ability only
once on a given attack. Regardless of the number of projec-
tiles you fire or throw, apply precision-based damage, such as
sneak attacks, only once. If you score a critical hit, only the
first shot deals critical damage, while all others deal regular
damage.

Vulnerable Shot: To use this ability, you must spend 2 aim
tokens and ready a ranged attack for when your target suffers
damage from any other source. Your target loses his active
bonus to defense against your readied attack. In addition,
you inflict bonus damage equal to your Dexterity bonus. You
may use vulnerable shot only once on a given attack.

Supreme Aim Pool: As with the improved aim pool ability,
above, you gain even more tokens for spending actions to
aim, as shown in the following table.

Action Spent Aim Tokens

Aiming Gained
Free 2
Move 4
Standard 6
Full-round 10

Opponent remains still 4

Killing Shot: Each time you gain a killing shot (at 17th
and 19th levels), you can select one of the abilities described
below or one of the deadeye or sniper shot abilities above.
You spend aim tokens on killing shots in the manner
described for deadeye shot abilities. You may spend tokens on
a deadeye, sniper, and killing shot ability at the same time.

Death Shot: You put an arrow into a foe’s eye, skewer his throat,
or pierce his heart. Using this ability requires an initial expendi-
ture of 8 aim tokens. Then you must spend additional tokens
to establish this attack’s Fortitude save Difficulty Class (DC 10
+ half your archer level + number of additional tokens spent).

Make a single ranged attack as a full-round action. If you
hit and inflict damage, your target must succeed at the
Fortitude save described above or immediately fall to -1 hit
points. This ability remains a favorite of snipers and others
who can hide and observe a target for several minutes. You
cannot use this ability more than once on a given attack.

Improved Deadly Shot: By spending 2 aim tokens, you gain a
bonus to damage equal to your Dexterity bonus on all your
ranged attacks against your target. This bonus lasts until
your next action. You cannot use this ability more than once
on a given attack.

Power Shot: You may spend 2 aim tokens to use your ranged
weapon as a melee weapon against your chosen target. You
threaten him if he is within your natural reach. You do not
provoke attacks of opportunity for making ranged attacks
against him while he is within your natural reach. You gain
double your Strength bonus to damage on shots made in this
manner if you wield a weapon that allows any Strength bonus
to damage. You gain this benefit even if your bow normally
has a cap on the bonus damage. You cannot use this ability
more than once on a given attack.

Ranged Disarm: You fire an arrow to knock a weapon from
an opponent’s hand. Spend 4 aim tokens and make a single
attack as a standard action; your foe makes an opposed
attack. If your result is higher, you knock his weapon to the
ground in his current space. The target gains a +4 bonus if
his weapon is two-handed. If his weapon is larger than yours,
he gains an additional +4 bonus for each size category of
difference between his weapon and yours. You do not gain a
benefit if you wield a larger weapon. You cannot use this
ability more than once on a given attack.

Ranged Trip: As a normal attack, you may spend at least 4
aim tokens to attempt to trip a target. Resolve your attack as
normal. If you hit and inflict damage, your target must suc-
ceed at a Reflex save (DC 10 + half your archer level + num-
ber of tokens spent) or be knocked prone. He gains the ben-
efits of being prone (and the drawbacks, if applicable)
against the rest of your attacks on your action.

Legendary Shot: The legendary shot, gained at 20th level,
is the stuff of epic tales. It is the ultimate expression of the
archer’s talents, and those who witness these demonstrations
of supreme mastery rarely forget them.

To attempt a legendary shot, you must spend 10 aim
tokens before your attack. You then may fire at your chosen
target with one of the following special benefits:

® Al of your shots for the rest of your action hit, as

long as you have line of sight to your target. Do not
roll to resolve your attacks.
®  Any shot that hits automatically inflicts maximum dam-
age. Treat all damage dice rolled as maximum values.

®  You may take a single shot at an opponent who is out
of your line of sight by banking and ricocheting shots.
You suffer a —4 penalty to all your attacks, and your
opponent must have been in your line of sight on your
previous action. This attack assumes that a clear, phys-
ical path exists between you and your target.

4 You may attack your target at up to double your

weapon’s maximum range without range penalties.

Choose one benefit from the list above; you cannot spend
tokens to gain more than one of them at the same time. You
may combine a deadeye, sniper, or killing shot ability with a
legendary shot.



PLAYING AN ARCHER

Archers fit into almost any culture that develops ranged
weapons, such as bows, crossbows, or even thrown weapons.
Their expertise makes them valuable allies and deadly ene-
mies. The archer’s talent for ranged fighting makes her stand
out from the other classes. No one else is as good at launch-
ing an effective attack at long range.

Some cultures might celebrate archery as the ultimate fight-
ing art. On the open plains or desert, a warrior who engages
her opponent at a distance has a tremendous advantage. The
archer reigns supreme in areas with little cover or other
obstructions. While you might think of the berserker as the
best class to model a barbaric civilization, nomadic archers
could use horses to swoop down on civilization, launch a dead-
ly raid, and disappear before the town guard can engage them.

The archer also makes an ideal assassin. In times of war, a
single archer can wreak havoc on an army by sniping its gener-
als and other leaders. Even the mightiest emperor fears an
archer’s barbed arrows, and a monarch’s guards must spread
far and wide to ensure that an archer does not lurk in a nearby
tower or building. Some rulers might ban ranged weapons pre-
cisely because of the threat that archers pose to public figures.

CAMPAIGN MODELS

Thanks to her unique talents, the archer stands in contrast
to the other classes in Iron Heroes. The focus and dedication
this class demands make it a distinct path of training.

Frontier Warriors: In this campaign model, the archer’s
fighting style contrasts with methods commonly employed in
cities and towns. Perhaps the longbow is a recent invention,
one that frontier settlers have learned to use to deadly effect
against monsters that lurk at civilization's edge. With their
newfound fighting talents, the settlers push for independ-
ence and greater political power, causing simmering tension
with the civilized regions whence they sprang. The archer is
seen as a rural warrior, an unrefined, poorly trained rabble
who doesn't know enough to fight with a sharp sword and
stout shirt of chainmail. She also could be seen as a rebel,
the fighting arm of a band of outlaws and revolutionaries
similar in style to Robin Hood. In this case, the archer is a
warrior of the lower classes, a champion of the people who
stands against the landowners and other nobles.

Masters of the Bow: The archer’s focused training and
rigorous study are available only in small, secretive dojos. In
monasteries, hidden academies isolated in the wilderness,
and assassin’s guilds that hide behind unassuming facades,
archers train in their craft. They study under revered masters,
learning not only the way of the bow but the mental and
physical exercises to become one with their weapons.
Archery is much like the martial arts, with different archers
focusing on various schools of training. In this model,
archers are mysterious warriors with talents built around and
refined by a distinct spiritual and intellectual philosophy.

Slayer’s Brotherhood: The archer’s craft is one of killing
from a distance, and most archers hunt the rich and powerful
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on behalf of their employers. In this model, archers are
feared and mistrusted. Their talents make them deadly war-
riors in the secret battles between rival criminal gangs, trade
cartels, and noble families. An archer is an assassin, one spe-
cialized in silencing her patron’s enemies with a single well-
placed arrow. The best archers eliminate their targets from a
distance and in utter quiet, leaving their victims’ corpses
undiscovered for hours or even days.

ARCHER STRATEGY

Playing an archer is a study in contrasts. As you will see in
Chapter Five, many of the Projectile feats give you additional
attacks as part of a full-attack action. Early in the encounter,
identify your target and build up as many aim tokens as pos-
sible. When he draws near, and you no longer suffer a range
penalty to attacks, pour your tokens into a powerful volley.
Getting the drop on your foe is critical for an archer.

In terms of position, find a spot where you can avoid
melee attacks while dishing out volleys. While taking cover
behind your friends may seem like an obvious tactic, it has
its drawbacks. Any opponent with enough ranks in Tumble
can slip by them to attack you, and there may be times when
an ally must rush forward and leave you behind. Seek out
high points in encounter areas, especially ones that require
Climb checks to reach. Safe in your perch, you cut off easy
approaches to you while gaining a bird’s-eye view of the
action.

ARMIGER CLASS FEATURES AND MASTERY

ARCHER STARTING PACKAGE

Ability Scores: Str 14, Dex 18, Con 13, Int 10, Wis 14,
Cha 10

Skill Groups: Agility, Athletics, and Perception 4 ranks
each.

Skills: One more at 4 ranks.

Feats: Point Blank Shot plus one more feat of player’s
choice.

Armor: Studded leather armor (DR 1d3).

Weapons: Composite longbow (1d8 damage, x3 critical),
dagger (1d4 damage, x2 critical)

Gear: Backpack, bedroll, quiver, arrows (40), torches (4),
flint and steel, waterskin, 5d4 gp.

Traits: Choose two and apply their modifications, if any.

ARMIGER

While other warriors rely on speed or canny parries to
defend themselves, the armiger trusts in his armor. Armigers
create their own protective gear and improve it over time.
They can stand before dozens of opponents, confident that
their armor will shield them from harm.

The armiger wins battles by wearing down his foes. If you
decide to play an armiger, keep close to your friends but stay
near the front of every battle. Ideally, the most powerful
monsters and opponents you face focus their attacks on you.
This may sound suicidal, but the armiger excels at defending
himself. Attacks that barely faze you could seriously injure

(00 )

Class Base Attack Base Special Armor Feat Power Feat Tactics Other Feat
Level Bonus Defense Bonus Abilities Mastery Mastery Feat Mastery Mastery
1 +1 +0 Master armorer, tough as 2 1 — —
nails, armor mastery
2 +2 +1 Bonus Feat 2 1 — —
3 +3 +2 Armor pool, armor ability 3 2 1 —
4 +4 +3 Uncanny dodge 3 2 1 —
5 +5 +3 Armored redoubt 4 3 2 1
6 +6/+1 +4 Bonus Feat 4 3 2 1
7 +7/+2 +5 Armor ability 5 4 3 2
8 +8/+3 +6 — 5 4 3 2
9 +9/+4 +6 Reinforced defenses 6 5 4 3
10 +10/+5 +7 Bonus Feat 6 5 4 3
1 +11/+6/+1 +8 Armor ability 7 6 5 4
12 +12/+7/+2 +9 Improved uncanny dodge 7 6 5 4
13 +13/+8/+3 +9 Armor as second skin 8 7 6 5
14 +14/+9/+4 +10 Bonus Feat 8 7 6 5
15 +15/4+10/+5 +11 Armor ability 9 8 7 6
16 +16/+11/+6/+1 +12 — 9 8 7 6
17 +17/412/+7/+2 +12 Armor ability 10 9 8 7
18 +18/+13/+8/+3 +13 Bonus Feat 10 9 8 7
19 +19/+14/+9/+4 +14 Armor ability 10 9 8 7
20 +20/+15/+10/+5 +15 Supreme reinforced defenses 10 9 8 7




your friends. As your foes’ attacks harmlessly rebound off
your armor, you wear down their stamina and position your-
self for a devastating counterattack.

Constitution is the armiger’s most important ability. He
needs lots of hit points to survive. Plus, in some cases, he can
use Constitution rather than Strength as his key ability.

Hit Die: 1d4+6/level

SkiLL GrRoups
Armigers gain access to the Athletics skill group. They also
gain free ranks in the Craft skill, as described below. Armigers
focus on fighting and armorcrafting to the exclusion of almost
all else. The other skills they cultivate derive from their per-
sonal interests rather than their studies and traditions.
Skill Points at 1st Level: (4 + Intelligence modifier) x4
Skill Points at Each Additional Level: 4 + Intelligence
modifier

FEATS

Armigers focus on defense above other pursuits, granting
them excellent mastery in both the Armor and Defense feat
categories. When they fight, they prefer Power weapons over
other options, as their heavy armor makes light, agile
weapons impractical.

CLAss FEATURES

Armigers craft their own armor, allowing them to create cus-
tom-fit pieces that provide far superior protection when com-
pared to normal defensive equipment. An armiger’s abilities
focus on his armor token pool. He can wear down an oppo-
nent’s strength by absorbing attacks. While an enemy wastes
energy trying to smash through an armiger’s armor, the
armiger carefully waits for the precise moment to attack.

Weapon and Armor Proficiencies: Armigers are profi-
cient with all simple and martial weapons, all armor, and all
shields.

Armor Mastery: Drawing on his ability to modify armor
and his uncanny talent for using it to absorb blows, the armiger
is the unquestioned master of armored fighting. When he wears
armor, he improves its abilities according to the Armor Traits
and Ratings table. Its headers are explained below.

Max. Dex Increase: You increase the maximum Dexterity
bonus to defense for your armor by the listed amount.

Armor Check Reduction: When you wear armor, it is like a
second skin to you. You can move and maneuver in it with
unmatched speed and grace. Reduce the armor’s check
penalty by the listed amount, down to a minimum of 0.

Speed Category: You move much faster than normal while
wearing armor. Treat your armor as one category lighter from
class levels 1 to 10, and two categories lighter from class lev-
els 11 to 20 for the purposes of determining your speed.
Otherwise, its category type remains unchanged. You cannot
reduce armor’s category to less than light. For example, a 1st-
level armiger in medium armor moves as if he wore light armor,
while one in heavy armor moves as if he wore medium armor.

Master Armorer: Armigers gain access to the special Craft
(Master Armorer) skill that allows them to create armor. This
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Class Max. Dex Armor Check Speed
Level Increase Reduction Category

1 +0 0 1 category
2 +0 0 1 category
3 +0 0 1 category
4 +0 0 1 category
5 +0 1 1 category
6 +1 1 1 category
7 +1 1 1 category
8 +1 1 1 category
9 +1 2 1 category
10 +1 2 1 category
1 +2 2 2 categories
12 +2 2 2 categories
13 +2 3 2 categories
14 +2 3 2 categories
15 +2 3 2 categories
16 +3 3 2 categories
17 +3 4 2 categories
18 +3 4 2 categories
19 +3 4 2 categories
20 +3 4 2 categories

skill grants you ranks in Craft equal to your armiger level + 3,
but you can use these ranks only to create and repair suits of
armor and shields. To expand into other Craft areas, you
must purchase the skill as normal using your skill points.

If you choose, you can apply your Constitution modifier
rather than your Intelligence modifier when using your Craft
(Master Armorer) skill.

Tough as Nails: Armigers can carry heavy loads that
would reduce others to exhausted wrecks. When determin-
ing how much equipment you can carry (see “Carrying
Capacity” in Chapter Nine: Adventuring), use either your
Strength score or your Constitution + your Strength modifi-
er, whichever is higher. Using sheer toughness and determi-
nation, you shoulder your equipment with relative ease.

Bonus Feats: At 2nd level and every 4 levels thereafter
(6th, 10th, 14th and 18th) you gain a bonus feat that must
come from the Armor category. You can spend this selection
on any Armor feat of your choice, provided that you meet its
mastery requirements. Bonus feats are in addition to the
feat a character gets at every even-numbered level.

Armor Pool: The armor token pool represents your abil-
ity to wear down opponents by absorbing their blows. Your
implacable stance frustrates your enemies and pushes
them to adopt overly aggressive tactics. By waiting for the
right moment to strike, you can deal a grievous injury
when a foe oversteps her defenses. Your opponent may
take a wild, uncontrolled swing out of frustration or tire
herself out as she throws herself against your unyielding
defense.
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Starting at 3rd level, whenever you suffer an attack, keep track of
the damage your armor absorbs. For every 10 points it soaks up,
you earn 1 armor token to spend against that foe.
You can accumulate armor tokens against all the oppo-
nents who attack you. Use the tokens from this pool
throughout the encounter against any opponent you
like, as long as the foe has hit your armor. You lose all
unspent tokens at the end of an encounter.
Armor Abilities: Armor abilities are special combat
options. Beginning at 3rd level, you may spend
tokens on them to activate them in battle. They repre-
sent the tactics you attempt with your armor, the
strategies armigers employ to defeat their enemies.

When you activate an armor ability, you may

select any opponent within your threatened area.

In addition, the target must have made at least

one attack against you during the encounter. You

can spend armor tokens as a free action, but you
cannot use more than one armor ability per
round. If you use an armor ability, you cannot
use another one until the start of your next
action.
Many armor abilities are defensive in nature.
You activate them in response to an opponent’s
attacks, actions, or as the result of a strike, and
thus they often do not take effect on your own
turn.
Each time you gain an armor ability (at 3rd,
7th, 11th, 15th, 18th, and 19th levels), select a new
ability from those listed below.

Armored Trap: You prepare a counterattack against
an opponent, timing your strike to coincide with
hers. You must spend 1 armor token to use this
ability, then ready an action to attack when an
enemy hits you with a melee attack. When you take
your readied action, you may spend additional
armor tokens to gain a competence bonus to your
attack equal to the number of tokens spent. On a hit,
you gain a bonus to damage equal to the amount of
damage your armor absorbed from your opponent’s

attack.

Combat Magnet: You assume a combat stance
devised to draw attacks to you while defending your
allies. As a full-round action, spend 2 armor tokens to
enter this stance. After this preparation, should an ally
adjacent to you suffer a melee attack, you may imme-
diately spend 1 armor token to force that attack to be
resolved against you instead. Each individual attack

requires the expenditure of a separate token, and you
must spend the token before resolving the attack. You
earn additional armor tokens as normal for the damage
your armor absorbs from these attacks. This combat
stance lasts until your next action. You cannot make
attacks of opportunity while you act as a combat magnet.



Defensive Stance: As a full-round action, you assume a
defensive stance and wait for your enemies to expose them-
selves to your counterattacks. Each time an opponent attacks
and hits you, you may spend 1 armor token to make an
immediate attack of opportunity against her. You cannot
make more than one attack of opportunity against a target as
normal, but attacks you make in this manner do not count
against your normal limit on attacks of opportunity. You gain
the benefit of your defensive stance until the start of your
next action. You must make your attack of opportunity before
your opponent resolves her attack.

Distracting Lure: By making yourself a tempting target, you
lure an opponent into attacking you at the expense of
defending herself against your allies. You spend 4 armor
tokens as a free action to activate this ability and designate a
single foe as its target. When your chosen foe attacks you,
you immediately spend additional tokens to force her to
make a Will save (DC 10 + half your armiger level + your
Constitution modifier + number of additional tokens spent).
Upon a failure, she loses her active bonus to defense against
the next attack that targets her. You have made yourself
enough of a target that your opponent throws all her energy
into hammering home her strikes.

Draining Defense: You coax your opponent into wasting her
strength on wild, uncontrolled strikes. With each attack, you
sap her stamina until she is left vulnerable to your counter-
attack. You must designate a single foe as the target of this
ability and spend at least 2 armor tokens as a move action.
The target then attempts a Will save (DC 10 + half your level
+ your Constitution modifier + number of tokens spent).
Failing the save means that, if she attacks you, she automati-
cally takes an amount of nonlethal damage equal to 1d4 +
your Constitution modifier (up to once per round). The tar-
get cannot suffer this damage more than once per round.
She wastes energy on her attacks, or you step into her blows
to jar her with a body check or similar harassing attack. The
effects of this ability last until the start of your next action.

Indomitable Wall of Tron: As your enemy’s attacks rebound
off your armor, she slowly grows more frustrated and impa-
tient. You are an easy target to hit, but a difficult one to
injure. Your opponent must succeed at a Will save (DC 10 +
half your level + your Constitution modifier + number of
tokens spent on this ability) or suffer a -2 morale penalty to
attacks against you and to defense against all attacks for the
rest of the encounter. Your foe loses faith in her ability and
makes wild attacks at you while ignoring her own defense.
Indomitable wall of iron is a mind-affecting effect.

Iron-Sheathed Counterattack: You lock an opponent’s weapon
in your steely grasp, pulling the foe off balance. You can acti-
vate this ability once per round as a free action by spending 4
armor tokens. You can use it when an opponent hits you with
a melee weapon and fails to inflict enough damage to beat
your damage reduction. Your enemy provokes an attack of
opportunity from you. If you choose to disarm or trip her, she
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gets no chance to trip or disarm you on a failed attack. By
catching your opponent’s weapon in a gauntleted hand, coax-
ing her into overextending herself and losing her balance, you
can make a quick attack as her own strike rebounds from your
armor and forces her backward for a moment.

Sentinel’s Defense: You use your armor’s weight to your
advantage in close combat. You may spend 4 armor tokens as
a free action to activate this ability. For a number of rounds
equal to your Constitution modifier, you gain a bonus to
your grapple checks, Strength checks, and base attack checks
equal to your armor’s damage reduction. Roll the damage
reduction along with your normal d20 roll and add the two
together. (See Chapter Eight: Combat.)

Uncanny Dodge: A 4th-level and higher armiger can
react to danger before his senses normally would allow
him to do so.

You retain your active bonus to defense when you are
caught flat footed, but not in other circumstances which
deny you your active defense bonus. If you already have
uncanny dodge from a different class, you instead gain
improved uncanny dodge (see below).

Armored Redoubt: Beginning at 5th level, when you
occupy a space, you hold it against your enemies like a walk-
ing fortress. Any allies who gain cover from you gain an addi-
tional 4+2 cover bonus to defense, for a +6 bonus total. You
gain a +4 bonus on defense, checks, or saves to resist any
attack that would force you to move or knock you prone.

Reinforced Defenses: Part of the defensive value of your
armor comes from your ability to wear it effectively. Starting
at 9th level, you learn how to roll with attacks, absorb strikes
in heavily plated areas, and otherwise lessen the force of
combat. If an opponent strikes you with a weapon that would
normally ignore your damage reduction (such as a demon'’s
claw), you may still roll your normal damage reduction
(including any armor feats or effects of challenges you have
taken) and apply half of the result, rounded down, against
the damage from the attack. Even though the weapon cleaves
through your armor, you still twist and dodge to reduce the
force of its impact.

This benefit also extends to energy attacks and spells that
inflict damage in hit points.

Improved Uncanny Dodge: Due to your training and
heavy armor, starting at 12th level you cannot be flanked
while you wear your suit of armor. If you do not have it on
you do not gain this ability.

This defense prevents the use of sneak attack and other
precision-based attacks that require flanking, unless the
attacker’s base attack bonus is 5 or more points higher than
your base defense bonus.

Armor as Second Skin: From 13th level forward, you have
grown so adjusted to wearing your armor—plus you have
made modifications for comfort—that you can sleep in it
without penalty.
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Supreme Reinforced Defenses: At 20th level, when facing
an opponent whose weapons or attacks would normally
ignore your armor’s damage reduction, you gain the full bene-
fit of your damage reduction. Otherwise, this ability functions
as the reinforced defenses ability and replaces that ability’s
lower value.

PLAYING AN ARMIGER

Armigers’ reliance on heavy armor makes them most likely to
develop within civilized areas, particularly those with the
technology to produce heavy armor and weapons. The class
tends to arise in regions with cities and towns, as creating
heavy armor requires training that only a skilled artisan can
provide. Nomads, barbarians, and others on the borders of
civilization usually lack the resources, organization, and
social system to support such skilled laborers.

The armiger often takes on a role similar to that of a
knight. He needs sufficient resources to build or purchase a
suit of armor, or at least to find one to train in. Thus, the
armiger is related to a landed noble, the possessor of a title,
or linked to a wealthy, powerful organization that can sup-
port him. Few armigers are self-made: Most rely on some out-
side source to get their start. However, the self-made armiger
is all the more unique and notable if he can master heavy
armor without the typical resources needed to acquire a suit.

CAMPAIGN MODELS
The armiger’s unique position makes him relatively easy to
place within the context of a campaign.

Knights of the Realm: In this model, the armiger is the
champion of the throne, a defender of the land chosen from
an early age to protect its borders. Armigers might come
from long familial lines trained in the art of fighting in
heavy armor. Others could be chosen in their youth for
induction into holy or civic warrior brotherhoods, where
the faithful or the crown provides them with their armor
and training. Such armigers likely have special titles, sym-
bols, and an official position within the hierarchy of their
order or noble strata. The classic armored knight is an
excellent example of this model.

Steel Warriors: Perhaps heavy armor is a relatively new
development in your campaign world. The first armigers are
also the first smiths to produce platemail. By combining their
superior craftsmanship with their fighting talents, these war-
riors usher in a new generation of fighting arts. In this
model, armigers might arise from the commoners or appear
spontaneously. Their armor is a patchwork of different styles
and combinations as each armiger seeks to perfect his abili-
ties. Mass produced heavy armor is rare, if it even exists,
meaning that most NPCs in heavy armor are armigers who
produced their own gear. The armigers might represent a
powerful new political and military force, as they throw their
support behind particular factions. Other warriors remain
suspicious of them, as their new tactics demand that other
martial traditions develop viable counters.

ARMIGER STRATEGY

In battle, focus on moving to the front and drawing as
many attacks as possible. You are at your best when you
absorb attacks meant for your comrades. Not only can you
take the punishment better than they can, but your effort
also saves them from serious injuries that could make them
less effective. If the enemy focuses on you, the entire party
benefits.

You earn armor tokens as long as you suffer attacks, so go
ahead and swing away with your weapons. If you are sur-
rounded by many foes, try to allow the weakest ones to attack
you first. Delay your initiative or ready an action to set this
up, as it maximizes the number of armor tokens you can
bring to bear against the tougher, more important targets.

One of the advantages you have over other characters is
that you collect tokens for your class abilities regardless of
your own actions. So long as enemies attack you, you slowly
build up your pool. Sometimes, it might pay to maneuver
into a good position, absorbing a few attacks of opportunity
in the process, to set up a flank and collect armor tokens in
the process. Best of all, the enemy cannot save those attacks
for other, less heavily armored members of your party.

ARMIGER STARTING PACKAGE

Ability Scores: Str 16, Dex 12, Con 18, Int 12, Wis 10,
Cha 10

Skill Groups: Athletics at 4 ranks.

Skills: Craft (Master Armorer) with 4 ranks, four more
skills with 4 ranks each.

Feats: Armor Mastery plus one more of player’s choice.

Armor: Chainmail armor (DR 1d6/magic), heavy shield
(Medium shield, +3 defense).

Weapons: Longsword (1d8 damage, 19-20, x2 critical),
dagger (1d4 damage, 19-20, x2 critical).

Gear: Backpack, bedroll, 50 feet of silk rope, torches (6),
flint and steel, waterskin, 5d4 gp.

Traits: Choose two and apply their modifications, if any.

BERSERKER

Driven by raw fury, the berserker cleaves through his enemies
with a combination of heavy weapons, powerful strength, and
an endless well of fury. The berserker epitomizes the idea
that the best defense is a good offense.

This character overcomes his enemies by hammering them
with powerful blows. His defenses are almost nonexistent, but
his emotional fury and relentless fighting style allow him to
ignore wounds that would leave other warriors mere crumpled
lumps of agony.

Strength and Constitution are equally important to
berserkers. Strength allows their attacks to hit more often
and deal more damage, while Constitution increases their hit
point totals. Since berserkers absorb many attacks, they need
lots of hit points to survive.

Hit Die: 1d4+8/level



SkiLL GrRoups
Berserkers gain access to the Athletics skill group. They
have little formal training in acrobatics, trades, and other
skills. Instead, they tend to learn such talents as a result
of their cultural upbringing or personal interests. Few
berserkers have any use for formal schooling or intellectual
pursuits.
Skill Points at 1st Level: (4 + Intelligence modifier) x4
Skill Points at Each Additional Level: 4 + Intelligence
modifier

FEATS
Berserkers lack much of the elegant training and combat
expertise of other classes. They can use Power weapons with
average ability, but otherwise they rely on their endless fury
to overcome their enemies. Elegance and expertise are the
dead opposites of the berserker’s chosen methods.
Berserkers also have special access to the Armor category
of feats. You can select and use Armor feats at the mastery
level given in the table below if you use them with your
berserker damage reduction (see below). While wearing
armor of any sort, reduce your Armor feat mastery by 2.

CLAss FEATURES
Berserkers rely on their emotions and relentless fury to over-
come their enemies. Regardless of the injuries they suffer,
they battle on. Berserkers are like avalanches or onrushing
floods in battle. They cannot be stopped, merely endured
until they have vented their boundless energy.

Weapon and Armor Proficiencies: Berserkers rely on
brute force rather than elegant tactics or training to defeat

BERSERKER CLASS FEATURES AND MASTERY
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their enemies. Thus, they rarely master complex weapons.
They are proficient with all simple weapons and with three
martial weapons of their own choosing. They have no profi-
ciency with armor or shields.

Berserker DR: Berserkers gain damage reduction just as if
they wore armor, though it derives from their natural ability
to ignore injury rather than any sort of protective gear. They
lose this damage reduction if they wear any armor. Just like
armor, this damage reduction provides no defense against
magical weapons or monsters whose claws or fangs are
imbued with arcane energy.

This rating represents your ability to block out the pain
from an injury. From 1st to 10th level, you enjoy DR 1d4.
After that, the rating increases to 1d6.

As mentioned above, you suffer a -2 penalty to your effec-
tive Armor feat mastery while you wear armor of any sort.
However, the benefits of those feats apply to your berserker
damage reduction as normal.

Fury Pool: A berserker relies on his raw emotional fury to
carry his attacks to the enemy. While a weapon master draws
on his training and practice, a berserker allows his inner ani-
mal instincts to guide his attacks. Some berserkers black out
in battle. Their adrenaline and intense emotions overwhelm
their rational minds. (And, in many cases, berserkers are
barely rational even in peaceful circumstances.)

As a berserker, you gain access to the fury token pool. You
spend these tokens to fuel your inner rage. Some actions you
commit—and some your enemies commit—allow you to
build up more fury tokens. This pool represents the growing
rage in your mind as a battle progresses.

(00 )

Class Base Attack Base Special Armor Feat Power Feat Other Feat
Level Bonus Defense Bonus DR Abilities Mastery Mastery Mastery
1 +1 +0 1d4 Fury pool, bonus berserker ability — 1 —
2 +2 +1 1d4 — — 1 —
3 +3 +2 1d4 Berserker ability 1 2 —
4 +4 +3 1d4 Uncanny dodge 1 2 —
5 +5 +3 1d4 Berserker ability 2 3 1
6 +6/+1 +4 1d4 — 2 3 1
7 +7/+2 +5 1d4 Berserker ability 3 4 2
8 +8/+3 +6 1d4 Heedless charge 3 4 2
9 +9/+4 +6 1d4 Berserker ability 4 5 3
10 +10/+5 +7 1d4 Improved fury pool 4 5 3
1 +11/+6/+1 +8 1d6 Berserker ability 5 6 4
12 +12/+7 /42 +9 1d6 — 5 6 4
13 +13/+8/+3 +9 1d6 Berserker ability 6 7 5
14 +14/+9/+4 +10 1d6 Improved uncanny dodge 6 7 5
15 +15/+10/+5 +11 1d6 Berserker ability 7 8 6
16 +16/+11/+6/+1 +12 1d6 — 7 8 6
17 +17/412/+7/+2 +12 1d6 Berserker ability 8 9 7
18 +18/+13/+8/+3 +13 1d6 Bounding charge 8 9 7
19 +19/4+14/+9/+4 +14 1d6 Berserker ability 8 9 7
20  +20/+15/4+10/+5 +15 1d6 Ultimate battle rage 8 9 7
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You earn fury tokens for a variety of actions and events
that are summarized below and on the table under Improved
Fury Pool (see page 44). These tokens last till the end of the
encounter, and you may use them against any foe. You may
have, at most, a number of unspent fury tokens equal to 10 +
your class level.

Action Tokens Gained
Friend defeated 5

Suffer attack 1/attack that hits
Stoke fury 1/move action
Stoke fury 2/standard action
Stoke fury 4/full-round action

Friend Defeated: If any ally suffers injuries that drop her to
0 or fewer hit points, you immediately gain 5 fury tokens as a
desire for vengeance wells up within you.

Suffer Attack: As you withstand pain, animal fury naturally
rises in you. Like a cornered creature, you summon an inner
reserve of courage and anger to defend yourself. You gain
1 fury token for each attack that hits you. If you wear armor,
the attack must inflict damage of some sort. If you rely on
your berserker DR, the attack does not have to make it
through your damage reduction.

Stoke Fury: You bite your shield, howl, stomp your feet,
and cut yourself with your weapon to stoke the inner fire
of rage that burns within you. Each round, you can use a
move action to arouse your fury. When you do so, you gain
1 fury token. You gain 2 fury tokens if you stoke your fury
as a standard action, and 4 if you opt for a full-round
action.

Berserker Abilities: At every odd-numbered level in this
class, including 1st level, you gain a berserker ability chosen
from those described below. Your fury tokens power these
abilities. You can spend tokens on any combination of
berserker abilities at once; spending them is a free action.

At 1st level, you gain an extra berserker ability (for a total
of two), selected from the following list: berserk mind,
berserk speed, or berserk strength (see below).

Berserk Mind: While in the grip of your rage, your mind
becomes a cloud of hatred, bloodlust, and fury. By spending
2 fury tokens, you can enter this almost mindless state of
being. You become immune to all mind-affecting effects and
spells and gain a +2 bonus on all saving throws. This state
lasts for a number of rounds equal to 2 + your Constitution
modifier. You can use this ability once per encounter. You
can extend its duration at any time by 2 rounds by spending
a single fury token. There is no limit to the total duration you
may extend it to. You can choose to end this state at any time
as a standard action.

Berserk Speed: By spending 2 fury tokens, you enter a rag-
ing state that makes you as quick and deadly as a tiger. You
gain a +2 bonus to Dexterity and a +2 square (10-foot)
bonus to movement for a number of rounds equal to 2 +
your Constitution modifier. You gain all the benefits of an
enhanced Dexterity as normal. You can use this ability once

per encounter. You can extend its duration at any time by 2
rounds by spending a single fury token. There is no limit to
the total duration you may extend it to. You can choose to
end this state at any time as a standard action.

Berserk Strength: This ability represents the stereotypical
berserker state. It transforms you into a snarling, foaming
madman who can cleave through enemies with relative ease.
By spending 2 fury tokens, you gain a +2 bonus to Strength
and a +2 bonus to Constitution for a number of rounds equal
to 2 + your (newly improved) Constitution modifier. You gain
additional hit points, and lose those hit points, as normal (see
the rules for gaining and losing Constitution points under
“Temporary Hit Points” in Chapter Eight: Combat). You can
use this ability once per encounter. You can extend its dura-
tion at any time by 2 rounds by spending a single fury token.
There is no limit to the total duration you can extend it to. You
can choose to end this state at any time as a standard action.

Berserk Toughness: When you empty your mind and allow your
instinctual rage to guide you, you have a prodigious capacity
to absorb wounds that would leave others in terrible pain.

You may use this ability only while under the effects of
berserk mind, above. For each fury token you spend on this
ability, you can transfer 2 points from your reserve pool
immediately to heal your injuries. This healing applies only
to hit points of damage. You cannot spend more than 4 fury
tokens on berserk toughness per round.

Blade Dancer: You may use this ability while under the effects
of berserk speed, above. Each time you drop an opponent to
below 0 hit points, you may spend 1 fury token to move one
square (5 feet) as part of your attack action. You can then take
your move action or complete your full attack action as nor-
mal. This movement counts toward your movement allowance
for the round, and it provokes an attack of opportunity (or not,
if you move one-quarter of your speed or less) as normal.

Blind Rage: You pay little mind to your surroundings as you
hack away at your opponents. In this state, you risk acciden-
tally attacking anyone who draws near. It is best to use blind
rage while your allies keep their distance.

You may spend 2 fury tokens on blind rage, but only while
under the effects of berserk strength, above. You gain an addi-
tional +4 bonus to Strength and Constitution from this abili-
ty, but at the same time you limit your combat options. You
attack a randomly selected opponent in your threatened area
using a full-attack action. Should that opponent fall while you
still have iterative attacks remaining, you attack a different,
random foe. If you no longer threaten any opponents, you
charge the closest living creature that you can reach. You
never attempt to charge through impassable or deadly terrain.
If no such target exists, simply move toward the nearest crea-
ture each round. You can take no other actions, though you
can continue to spend fury tokens as normal (for example, to
renew the effects of other berserker abilities).

You must use your attack of opportunity against the first
creature, whether friend or foe, that provokes one from you.
If you have more than one attack of opportunity, you strike



the second (and third, fourth, and so on) creature that
provokes one.

This state of blind rage lasts until the start of your next
action. You can spend tokens on your next action to con-
tinue gaining its benefits and drawbacks.

Furious Strike: For each fury token you spend on this
ability, you gain a +1 bonus to damage on a single attack
you make. You must spend these tokens before resolving
your attack.

Furious Throw: You rear back and throw a weapon that is
not normally designed for ranged combat. The raw power
of your rage allows you to deliver an effective attack at
short range. You may throw any one-handed weapon to a
range of 20 feet as a normal attack without penalty. You
must spend 1 fury token for each attack made in this
manner. If you spend 1 additional token, you can first
pick up a weapon on the ground in your space (though
not one on your belt or in a sheath) as a free action. For
example, if you hacked down two guards, you could pick
up their swords and throw them using this ability and 4
fury tokens.

March of Ruin: You focus your efforts on a single oppo-
nent, bearing down upon her with such grim determina-
tion that few would willingly stand in your way. You can use
this ability while under the effects of berserk mind, above.

Pick a single target within your line of sight for your
march of ruin. If a foe stands between you and your target,
you move into the foe’s square as described in the overrun
combat action (see “Overrun” in Chapter Eight: Combat)
as part of a move action. You must pay 1 fury token for
each space you enter in this way. In addition, an opponent
who wishes to block you must succeed at a Will save (DC
10 + half your level + your Strength modifier). If she fails,
she must choose to avoid you. If you wish, you may force
an opponent who avoids you to move into the last space
you occupied. The rest of this ability is as discussed in the
overrun combat action.

Overpowering Assault: You bear down upon a single oppo-
nent, overwhelming her with your raw fury. You move into
your opponent’s square, provoking an attack of opportunity
in the process. However, while you occupy this space, you
reduce your opponent’s reach by one square (5 feet). If this
drops her reach to 0, she can only attack opponents in her
square. Attempting to leave the square provokes an attack
of opportunity from you. Your reach becomes O regardless
of its original value.

You must spend 2 fury tokens to activate this ability and
use one square (5 feet) of movement to enter your foe’s
space. Anyone who makes an attack into this square may
hit either you or your foe; use the rules for attacking into a
grapple to determining which combatant was hit.

Overwhelming Charge: When using a charge action, you
can spend 2 fury tokens to hurtle into the fray with little
concern for your safety or defenses. You literally throw
yourself into your opponent. In addition to the standard
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benefits of a charge, you may make a free trip attack before or
after your strike, even if you normally cannot trip a foe with
your weapon. If your attempt fails, your foe can try to trip you
as normal. Apply the benefits of a charge to this attack.

Primal Howl: You unleash a ferocious animal scream that
strikes terror into your enemies. All enemies within 60 feet of
you must attempt Will saves (DC 10 + half your berserker
level + your Strength or Charisma modifier + tokens spent).
Upon a failed save, any creature with fewer Hit Dice than you
becomes frightened, and those with Hit Dice equal to or
greater than your own total become shaken. Shaken crea-
tures do not become frightened because of this ability, nor
do frightened ones become panicked. The effects of primal
howl last a number of rounds equal to 2 + your Constitution
bonus. Using the primal howl as a standard action costs a
minimum of 2 fury tokens; using it as a move action costs a
minimum of 6 tokens; and using it as a free action costs a
minimum of 10 tokens.

Relentless Attack: You continue to fight even when your hit
points fall below 0. By spending 4 fury tokens each round, you
can carry on fighting and acting as normal until you die. You
lose hit points and make Fortitude saves to stabilize as normal.

Splintering Strike: Your attacks land with such tremendous
force that armor and shields can barely turn them aside. You can
use this ability only while under the effects of berserk strength.

You must pay 2 fury tokens for each splintering strike you
make. If the attack misses an opponent but would have hit if
she did not carry a shield, roll damage as normal and apply it
to the shield. If your opponent wears armor and the attack
hits, she suffers nonlethal damage equal to half the amount
absorbed by her armor. Your attacks land with such force
that they cause bruises and other minor injuries despite the
protection afforded by armor.

Storm of Fury: Rage clouds your mind, causing you to swing
with little accuracy, but your anger sends renewed vigor
surging through your arms. You can use this ability only
while under the effects of berserk speed (see above).

Using storm of fury, you deliver a flurry of attacks against
your opponent. For every 4 fury tokens you spend, you may
make an additional melee attack at your best base attack
bonus as part of a full attack action. You suffer a -2 penalty
to attacks and damage and a —1 penalty to defense for each
bonus strike. The penalties last for the entire round. There is
no limit to the total number of additional attacks you can
gain from this ability, though you must have enough fury
tokens to pay for them all.

Suicidal Assault: You pay little heed to your defenses as you
rage, slamming into foes with unmatched power. For every
fury token spent on the suicidal assault, you gain a +1 bonus
to attacks and suffer a —1 penalty to your base defense bonus.
You cannot reduce your defense to below O in this manner.
This bonus and its penalty last until your next action.

Uncanny Dodge: Beginning at 4th level, you retain your
active bonus to defense when you are caught flat footed, but
not in other circumstances which deny you your active
defense bonus. You do not enjoy this benefit if you wear

armor of any kind.

If you already have uncanny dodge from a different class,
you gain improved uncanny dodge instead (see below).

Heedless Charge: Upon reaching 8th level, when you use
the charge attack action, you can forgo your defenses in favor
of a more accurate and deadly strike. By taking a —4 penalty to
defense rather than the typical -2 penalty, you increase the
benefits of charging to either a +4 bonus to your attack or a
+2 bonus to your attack and a +4 bonus to damage. These
benefits apply only to the attack made as part of your charge,
but the defense penalty persists until your next action.

Improved Fury Pool: At 10th level, you become more
adept at drawing out your inner rage using the stoke fury
action described above.

Action Tokens Gained
Friend defeated 5
Suffer attack 1/attack that hits

Stoke fury 2/move action
Stoke fury 3/standard action
Stoke fury 5/full-round action

Improved Uncanny Dodge: Starting at 14th level, you
cannot be flanked when you wear no armor of any sort. Your
animalistic combat instincts allow you to dodge and twist to
prevent enemies from taking advantage of a flank.

This defense prevents the use of sneak attack and other
precision-based attacks that require flanking, unless the
attacker’s base attack bonus is 5 or more points higher than
your base defense bonus.

Bounding Charge: Beginning at 18th level, you leap into
battle with long, loping strides. When using the charge
action, you may move up to triple, rather than double, your
movement. However, if you do so, you increase the charge
penalty to defense by an additional -2.

Ultimate Battle Rage: By 20th level, you have become a
walking engine of destruction. You automatically gain 1 fury
token per round of combat at the beginning of your action.
In addition, the ability score, movement and saving throw
bonuses provided by the berserk mind, berserk speed, and
berserk strength abilities increase by +4 each.

PLAYING A BERSERKER

Wild and uncontrollable, most berserkers hail from a barbar-
ic land far from civilization. In such conditions, a man's base
animal tendencies can flourish. With his uncontrolled rage
and simple fighting techniques, the berserker makes the per-
fect barbarian.

However, even in the civilized realms, the berserker fight-
ing style can take root. Rural cults, particularly those dedi-
cated to worshipping animal totems, might place a doctrinal
emphasis on setting aside the trinkets of civilization and
embracing the wild. Such a berserker may seem like any other
normal civilized man—until his battle madness overtakes him.

Berserkers are likely to draw suspicion and fear. Civilized folk
may wonder whether a berserker is on the edge of entering a
murderous rage, for even the simplest bar fight can turn into



a bloodbath if a berserker takes things too far. On the other
hand, the berserkers’ love of battle may drive civilized folk to
recruit them as shock troops. A town on the border of two war-
ring neighbors might be overrun with these warriors, while a
rich, prosperous realm could employ entire legions of them.

CAMPAIGN MODELS

Most gamers approach the berserker as a barbarian forced to
contend with civilization. While the clichés of a rough man
in the city can be a lot of fun, here is another idea that you
can use with this class.

Berserker Cults: Berserkers gain their skills through
intense meditation, a diet that includes hallucinogenic
mushrooms and roots, and strict adherence to their cult’s
dictates. Each cult worships an animal totem, such as the
bear or wolf. When a berserker enters his rage, he taps into
that totem and allows its savage nature to cloud his human
judgment. The berserker cults are feared and mistrusted.
However, these militaristic groups are too deeply rooted in
rural areas for direct persecution to prove viable. Berserkers
might serve in special military units or as mercenaries. The
cult leaders wield tremendous political power, as they com-
mand, in essence, a small army of elite warriors.

As another option, berserkers might be members of a
fanatical cult within a larger established religion. They could
be flagellants, ascetics who whip themselves as a method of
atoning for their sins. Inured to pain and driven by a relent-
less desire to purge their faults, these berserkers resemble a
cross between psychotic warriors and paladins.

BERSERKER STRATEGY

The berserker is not a character class for timid players or for
those afraid to spend their resources as quickly as they gain
them. The key to handling a berserker lies in attracting as
many attacks as possible to build up fury tokens. As soon as
you can activate the berserker abilities that persist for more
than 1 round, do so. In many cases, it is best to gain all three
of them—berserk mind, berserk speed, and berserk
strength—as quickly as possible and use them in response to
the battlefield situation. You might use berserk mind to bet-
ter resist an arcanist’s magic, then berserk speed to close the
gap to her hiding place, and finally berserk strength to send
her to the pits of Hell.

You gain fury tokens based on the volume, rather than
quality, of the attacks you face. Thus, berserkers tend to do
better against large groups of weaker creatures rather than a
single mighty opponent. If the party faces a villain guarded
by a mob of goblins, leap into the monsters’ midst while the
weapon master or archer deals with the boss. Once the gob-
lins are down, you should have a nice store of fury tokens to
unleash upon their leader.

In any situation, if you are not at the front of the battle,
you are probably doing something wrong. You must rely on
your berserker damage reduction and high hit points to
carry you to victory. The more attacks you soak up, the fewer
that will target your friends and the more tokens you can
spend to beat down your enemies.
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BERSERKER STARTING PACKAGE

Ability Scores: Str 18, Dex 12, Con 17, Int 10, Wis 10,
Cha 10

Skill Groups: Athletics at 4 ranks.

Skills: Three more skills at 4 ranks each.

Feats: Cleave plus one more of player’s choice.

Armor: None.

Weapons: Greatclub (1d10, x3 critical).

Gear: Backpack, bedroll, 50 feet of hempen rope, torches
(6), flint and steel, waterskin, crowbar, sledge. 5d4 gp.

Traits: Choose two and apply their modifications, if any.

EXECUTIONER

The assassin. The killer in the night. The cold-blooded slayer
who sees death and bloodletting as an art. These are execu-
tioners, warriors who rely on their knowledge of anatomy and
precise, vicious cuts to overcome their enemies. Executioners
work best when they surprise opponents or when their allies
distract them. These precise, deadly attacks require careful
planning and exact aim to complete successfully.

The executioner defeats her foes by delivering just the
right amount of force in the correct spot. A slash of an exe-
cutioner’s dagger can sever a tendon, pierce a bone, or
destroy an eye. While other warriors rely on brute force, the
executioner prefers an accurate strike.

Dexterity and Wisdom prove critical to executioners. Dexter-
ity improves their ability to hide from foes, and they need it to
land a killing blow. Wisdom gives them the insight and per-
ception to locate the exact point of an enemy’s weakness.

Hit Die: 1d4+4/level

SkiLL GROuUPS
Executioners gain access to the Athletics, Perception, and
Stealth skill groups. Their training focuses on using skills to
enter an opponent’s lair from an unexpected direction while
evading detection. The Perception group is critical, as execu-
tioners must be able to read their foes for clues to their vul-
nerabilities. Most executioners also delve into a variety of
other areas, particularly skills such as Bluff and Diplomacy
that let them talk their way past enemies.
Skill Points at 1st Level: (6 + Intelligence modifier) x4
Skill Points at Each Additional Level: 6 + Intelligence
modifier

FEATS
Executioners learn a variety of tricks and tactics with their
weapons. They see swords, axes, and bows as the tools of
their chosen form of artistry. Thus, they tend to gain com-
paratively high levels of mastery in fighting forms.
Executioners enjoy a special feat-related ability: They are
the only class able to ignore the power weapon restriction on
Power feats (see Chapter Five). They can use normal or
finesse weapons to gain the benefits of Power feats. This rule
reflects the executioner’s focus on precision to deal tremen-
dous damage with light, agile weapons.
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EXECUTIONER CLASS FEATURES AND MASTERY ‘.X"
Class Base Attack Base Sneak Special Finesse Feat Lore Feat Power Other Feat
Level Bonus Defense Bonus Attack Abilities Mastery Mastery Feat Mastery Mastery
1 +1 +1 1d6 Execution pool, execu- 1 — 1 —
tioner’s eye, hindering cut
2 +2 +2 1d6 — 1 — 1 —
3 +3 +3 2d6 Armor-piercing strike 2 1 2 —
4 +4 +4 2d6 — 2 1 2 —
5 +5 +5 3d6 Create distraction 3 2 3 1
6 +6/+1 +5 3d6 — 3 2 3 1
7 +7/+2 +6 4d6 Bleeding cut 4 3 4 2
8 +8/+3 Y 4d6 — 4 3 4 2
9 +9/+4 +8 5d6 Improved hindering cut 5 4 5 3
10 +10/+5 +9 5d6 — 5 4 5 3
1 +11/+6/+1 +10 6d6 Crippling strike 6 5 6 4
12 +12/+7/+2 +10 6d6 — 6 5 6 4
13 +13/+8/+3 +11 7d6 Deathstroke 7 6 7 5
14 +14/4+9/+4 +12 7d6 — 7 6 7 5
15 +15/+10/+5 +13 8d6 Improved bleeding cut 8 7 8 6
16 +16/+11/+6/+1 +14 8d6 — 8 7 8 6
17 +17/+12/+7/+2 +15 9d6 Hamstring 9 8 9 7
18 +18/+13/4+8/+3 +15 9d6 — 9 8 9 7
19  +19/+14/+9/+4 +16 10d6 Improved crippling strike 9 8 9 7
20 +20/+15/+10/+5 +17 10d6 Execution blow 9 8 9 7

QD

You gain this benefit only with Power feats that have a
mastery rating at or below the mastery granted by your exe-
cutioner class levels, not by your combined mastery from
more than one class.

Executioners also have a knack for Lore feats, as they must
study anatomy to learn the best killing techniques. Many of
them also create poisons, useful for quickly overcoming pow-
erful targets.

CLAss FEATURES

Executioners rely on stealth and their precise, deadly attacks.
Their class abilities grant them the options they need to
move into position for an attack.

Weapon and Armor Proficiencies: Executioners train
with a variety of weapons, though they focus on light, fast
ones. They are proficient with all simple and martial weapons
and light armor.

Sneak Attack: Executioners study anatomy and learn to hit
opponents where it hurts. You gain the ability to inflict addi-
tional damage when you hit an opponent you flank or one
who has lost his active bonus to defense. This bonus damage
appears on the Executioner Class Features and Mastery table.
You inflict +1d6 points of damage at 1st level and an addi-
tional 1d6 points at every odd executioner level after that.

Ranged attacks can count as sneak attacks only for targets
within 30 feet of you. You do not multiply sneak attack dam-
age on a critical hit.

You can deal nonlethal instead of lethal damage with a
sneak attack if your weapon inflicts nonlethal damage, such
as a sap or an unarmed strike. You cannot use a weapon that
deals lethal damage to inflict nonlethal damage in a sneak
attack—not even with the usual -4 penalty.

A creature immune to critical hits is not vulnerable to
sneak attacks. You cannot sneak attack while striking a crea-
ture who has concealment or while hitting the limbs of a
creature whose vitals are beyond reach.

Execution Pool: Executioners excel at gauging an enemy,
picking out a weak spot, and delivering a deadly stroke that
leaves the foe incapacitated. To represent these capabilities,
members of the executioner class build up tokens they can
spend to gain benefits to an attack or action.

As an executioner, you gain access to the execution token
pool. Drawing on the lore you have already learned is the first
way you earn these tokens. At the start of an encounter, you
automatically gain a number of execution tokens based on your
level (see table, next page). These tokens represent your accu-
mulated knowledge of killing. An inexperienced executioner has
little to draw upon, while a veteran can combine her practical
knowledge with her understanding of anatomy and human
tendencies—after a quick glance at the combatants in an
encounter, she sees how they may fight or defend themselves.

You can use tokens earned in this manner against any
opponent. However, not all creatures are vulnerable to the
executioner’s token-driven attacks (see next page).



Class Level Tokens/Encounter
1-2 1
3-4 2
5-6 3
7-8 4

9-10 5
11-12 6
13-14 7
15-16 8
17-18 9
19-20 10

To use execution tokens, you must spend them before
resolving an attack. If your attack hits, you gain additional
benefits on top of the normal damage you inflict (as
described for the specific class abilities below). To resist
these extra effects, your opponent usually has to make a
Fortitude save with a Difficulty Class based in part on the
number of tokens you spent on the attack.

You can benefit from only one token-driven class ability on
a given strike; you cannot combine them in a single attack.

Executioner’s Eye: In addition to earning tokens as
described above, you can earn them by studying a foe, gaug-
ing his combat strategies through observation. To do so,
make a Sense Motive check as a free, move, standard, or full-
round action—your check gains modifiers based on how
long you spend on it (see table below). The target opposes
your check with a base attack check or, if he knows you are
studying him, a Bluff check or a base attack check, whichever
is higher. On a successful check, you gain 2 execution tokens
against him.

Sense Motive

Action Type Check Modifier
Free -10

Move -5
Standard +0
Full-round +5

You can accumulate tokens in this manner against only
one opponent at a time. You must use the tokens you earn
against the target of your Sense Motive check. Should you
try to acquire tokens against a new target, you lose the ones
you earned for the previous target.

Hindering Cut: You slice at an opponent’s arms or legs,
leaving him with an injury that makes it hard for him to attack
or defend himself. Before you attack, you must spend at least 1
execution token and announce that you are using this ability.
If your attack hits, your foe must make a Fortitude save (DC 10
+ half your executioner level + your Wisdom modifier + num-
ber of tokens spent + any sneak attack dice of damage). Those
who fail suffer a -1 penalty to attacks and defense ora —1
square (5-foot) penalty to speed. These penalties last for one
minute and stack if a victim suffers multiple hindering cuts.

Armor-Piercing Strike: Starting at 3rd level, an execution-
er’s ability to study opponents and find their weak points
allows her to discover flaws in a target’s armor.
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Before you make an attack of any sort, including one tied to
a class ability, you can spend execution tokens to reduce the
target's damage reduction from armor. You cannot use this
ability against damage reduction derived from other sources.

Activating this ability, which applies only to your next
attack, requires the expenditure of 2 tokens. You can use
armor-piercing strike once per round as a free action. The tar-
get’s damage reduction penalty depends on your class level:

Class Level DR Penalty
1-5 1
6-10 1d4
11-15 1d6
16-20 1d8

Create Distraction: Beginning at 5th level, you can make
a flurry of attacks that distract your opponent, allowing you
to slip into hiding. For instance, you slash at his eyes, deliver
a dozen quick strikes to confuse his defenses, or stun him
briefly with a blow to the head.

When you make a melee attack, you may spend 2 execu-
tion tokens to activate this ability. Resolve your attack as nor-
mal. If you hit, your opponent must make a Spot check (DC
10 + half your executioner level + your Wisdom modifier +
number of additional tokens spent) or he loses track of you
until the beginning of his next action. You gain this benefit
in addition to damage from the successful attack. You do not
need to choose to spend additional tokens until after you
have made your attack roll.

Until the beginning of his next action, the foe does not
threaten you. If you move at least three squares (15 feet)
after your distracting attack, you can make a Hide check to
evade the victim's notice, as if you were unobserved by him.
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SNEAK ATTACKS WITH TOKEN USE

When you spend tokens on an executioner class ability attack, extra
benefits may come into play if you inflict sneak attack damage along
with the strike.

For most executioner class abilities described here, inflicting sneak
attack damage in a token-driven strike increases the save DC for the
class ability used in the attack. Add the dice of sneak attack damage to
the save DC, if your attack gained them. Do not add the total result of
the sneak attack damage dice, add only the number of dice used. For
example, a 3rd-level executioner inflicts 2d6 points of sneak attack
damage. She would add a +2 bonus to the save DC, not 2d6, if the
ability added her sneak attack ability to the Difficulty Class.

Many token-driven attacks enjoy extra benefits when made along with
sneak attack damage. These benefits differ with each ability; check the
individual ability descriptions when you make your attack for the spe-
cific details.

000000000000000(JE00000000000000
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Bleeding Cut: Starting at 7th level, a careful twist of your
weapon allows you to leave a wound that bleeds freely and
saps your foe's strength. Before you attack, spend at least 2
execution tokens and announce that you are using this abili-
ty. If your attack hits, the target must make a Fortitude save
(DC 10 + half your executioner level + your Wisdom modifier
+ number of tokens spent + any sneak attack dice of dam-
age). On a failed save, the target suffers 1d6 points of dam-
age at the start of his action for 3 rounds. Hitting an oppo-
nent with this attack more than once increases the extra
damage he suffers.

Targets immune to sneak attack damage are also immune
to bleeding cuts.

Improved Hindering Cut: From 9th level forward, you
inflict a greater penalty with a hindering cut attack. When
you make an attack, you can spend additional tokens to
improve the target’s penalty to attacks and defense. For every
2 tokens spent beyond the first, increase the penalty by 1
point. You cannot improve the penalty to speed. Otherwise,
this ability functions just like hindering cut.

Tokens spent to improve the penalty you inflict do not
increase this ability’s save Difficulty Class.

Crippling Strike: Starting at 11th level, you can drive your
weapon into an opponent’s joint, slice one of his muscles to
shreds, or deliver a grievous wound that saps his vitality.
Before you attack, spend at least 4 execution tokens and
announce that you are using this ability. If your attack hits,
the target must make a Fortitude save (DC 10 + half your
executioner level + your Wisdom modifier + number of
tokens spent + any sneak attack dice of damage). If he fails,
he suffers 2 points of temporary ability damage to Strength,
Dexterity, or Constitution (your choice).

Against a single target in a given encounter you can inflict
up to your class level in damage to one ability score. For
example, a 12th-level executioner could use crippling strike
to damage a target’s Strength six times, for a total of 12
points of temporary Strength damage. She could then begin
to target the foe’s Dexterity. As an executioner gains levels,
she learns more ways to cripple an opponent.

Targets immune to sneak attack damage are also immune
to this ability.

Deathstroke: Upon reaching 13th level, you can draw upon
your executioner training to deliver a blow far deadlier than
normal when you strike with a sneak attack. Before you make
an attack that gains sneak attack damage, you can increase
your sneak attack by 1d6 points for every 2 execution tokens
you spend in the attempt. You cannot exceed your normal
sneak attack damage value in bonus dice. For instance, an exe-
cutioner with an 8d6 sneak attack could add up to 8d6 more
dice of damage by spending 16 tokens. Your target gains no
save against this ability, though it must be vulnerable to sneak
attack damage for the deathstroke to have an effect.

Improved Bleeding Cut: Starting at 15th level, when you
slice into an artery or other major blood vessel, you can
leave an injury that bleeds even worse than usual. With a
twist of your blade, you make an elegant incision that causes

massive hemorrhaging. For every 2 additional tokens you
spend on this ability, you increase the bleeding damage by
1 point. You can inflict, at most, bleeding damage equal to
half your executioner level.

Tokens spent to improve bleeding damage do not increase
this ability’s save Difficulty Class.

Hamstring: Beginning at 17th level, you slash at an oppo-
nent’s legs, wings, or similar limbs, leaving him unable to
move and possibly rendering him vulnerable to additional
attacks. When making a melee attack, announce that you
are using this ability and spend 6 execution tokens. If your
attack hits, the target must make a Fortitude save (DC 10 +
half your executioner level + your Wisdom modifier + num-
ber of tokens spent). Should this save fail, you connect in a
painful strike to the target's limbs that reduces his speed
to zero for a number of rounds equal to 1 + your Wisdom
modifier.

Improved Crippling Strike: From 19th level forward, your
attacks to critical areas wreak more damage than normal. You
increase the temporary ability score damage you inflict with
crippling strike by 1 point for every 4 additional tokens you
spend on this attack. You can cause a maximum amount of
ability damage equal to your executioner level, with no cap
on the ability damage inflicted per ability or per target.

Tokens spent to improve the ability damage you inflict
do not increase the strike’s save Difficulty Class.

Execution Blow: A 20th-level executioner can slash
across a foe’s neck, plant her weapon through his eye sock-
et, or otherwise deliver a single deadly strike that kills an
enemy with a single attack.

Using this ability requires you to spend at least 15 execu-
tion tokens and make an attack that allows you to gain sneak
attack damage. If you hit, your target must succeed at a
Fortitude save (DC 10 + half your executioner level + your
Wisdom modifier + additional tokens spent + any sneak
attack dice of damage) or die instantly. The target drops to —10
hit points and is dead as if he failed his Fortitude save upon
dropping to that hit point level.

PLAYING AN EXECUTIONER

The executioner, like the arcanist (see page 68), almost com-
pels a reaction from the commoners she meets. A trained
assassin and murderer, she wields deadly arts that are out-
lawed in many lands. The executioner might pose as a simple
warrior to avoid drawing suspicion. Only in the presence of
trusted comrades or in a dangerous situation does she allow
her true skills to shine through.

Most executioners belong to a cult, organization, or guild
of hired killers. Their talents are too esoteric for them to
develop spontaneously. Rather, they require intensive study
and training. Hidden, isolated dojos accept only the most
promising students, and their combat training could include
as much religious and mystical study as physical exercise. Of
all the classes, the executioner is the most likely to be tied to
a specific organization.
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The executioner's training might color how she dresses, her out-

look on life, and her attitude toward others. Some assassin cults
place a tremendous weight on personal honor. This group’s mem-
bers must show the utmost obedience to tradition and to their

superiors. When ordered to eliminate a target, they must set aside
all else. Other executioner guilds might embrace a more freewheel-
ing attitude, but this is unlikely unless the class is common in your
game. In such a situation, the executioner’s abilities might spread

far and wide without strict control by the elder guild members.

CAMPAIGN MODELS
This section describes some ideas for how executioners can fit
into your campaign.

Assassin Cults: Secretive, powerful, and rightly feared,
assassin cults train their members from childhood to master
the art of murder. These groups might be illegal, but a few
could operate within the boundaries of the law. For example,
an assassin cult attached to a prominent local religion
might have free reign to kill enemies of the faith against
whom the religious hierarchy has issued a writ of death.

Other cults take a mystical view of their abilities that
ties to religious worship. For example, the Initiates of the
39 Sins believe they are the reincarnated forms of the
first to commit murder. By killing criminals, tyrants, and
other evil folk, they hope to atone for their ancient sins
and win admittance to the afterlife. Until then, they face
reincarnation and a return to their quest. They wear
porcelain masks fashioned to resemble angelic children
to represent the pure state they seek to achieve.

Brotherhood of Slayers: This model replaces the
executioner’s mystical origin with cold, hard econom-
ics. Warring noble families, competing religious cults,
and rival kingdoms may hire members of an assassin’s
guild to eliminate rivals who have tarnished their
honor, enemies who threaten their holdings, and any-
one else who stands in their way. In this model, assas-
sination is a common tool of the ruling class. Anyone
who demonstrates the intellectual and physical tools
to join an assassin’s guild can gain admittance.

The guilds range from prestigious institutions to
simple gangs of thugs that kill for a few silver coins.
Shadowy wars erupt between the guilds as they compete l
for contracts. Over time, some guilds form an affinity \
for one power bloc or another, creating natural rival-
ries between groups. If a war or open struggle recently :
ended, the assassin guilds could face pressure to dis-
band—because they represent a highly organized,
deadly resource, the nobility might feel they pose
too much of a threat in a time of peace.

EXECUTIONER STRATEGY

The executioner’s primary strength lies in the
tokens she earns. Unlike other classes, you start
each encounter with a supply that you can use
to hinder your enemies. You work best when



5O RON HEROES

you team up with another warrior to flank an opponent.
Since you lose your tokens without benefit if your attacks
miss, you should try to hold off on spending them until you
can flank an enemy. At that point, open up with your attacks.

Your key weakness lies in defense: You have an average
progression, light armor, and few defensive abilities. Yet, you
normally must move to flank an opponent to make the most
of your abilities. On top of that, you can't select Defense
feats until 5th level. Your best bet is to judge carefully when
you can move ahead to attack.

Armigers are your best friends, since they can wade into
the midst of the enemy and create flanking opportunities
while you remain on the edge of the fray.

Your best bet is to focus on a single, powerful figure and
use your talents to wear down his fighting ability. You don't
fight well against large groups of monsters or enemies rough-
ly equal in power, since your special abilities hinder only one
creature. Think of it this way: The longer an opponent lasts
during an encounter, the more benefit you gain from the
penalties you place upon him. A goblin likely falls to a single
blow, but a stone giant can pound on the party round after
round. Thus, focus on the big, tough targets.

Against such foes, your winning strategy is to sneak up
on them, launch a devastating attack, then move away using
your create distraction ability to prepare another ambush.

EXECUTIONER STARTING PACKAGE

Ability Scores: Str 14, Dex 18, Con 12, Int 14, Wis 11,
Cha 10

Skill Groups: Athletics, Perception, and Stealth at 4 ranks
each.

Skills: Five more skills at 4 ranks each.

Feats: Weapon Finesse plus one more of player’s choice.

Armor: Leather armor (DR 1d2).

Weapons: Greatsword (2d6 damage, 19-20, x2 critical),
dagger (1d4 damage, 19-20, x2 critical).

Gear: Backpack, bedroll, 50 feet of silk rope, grappling
hook, torches (6), flint and steel, waterskin.

Traits: Choose two and apply their modifications, if any.

HARRIER

Harriers are scouts, rangers, and bushwhackers who rely on
speed and agility to overcome their enemies. A harrier is at
her best when she is on the move. Unlike other warriors, who
might stand in place to use full-attack actions, the harrier
fights best when she dodges between opponents, slips into
their ranks, and delivers attacks from multiple angles as she
speeds by. She is the fastest warrior on the field and, while
her attacks may lack the crushing force of a berserker’s axe,
she slips beyond a foe’s grasp before he can counter-attack.

Harriers overcome their opponents by never giving them a
chance to strike. They slip in, deliver attacks, and speed away
from harm. They prefer open spaces lacking in difficult ter-
rain, but even in tight situations they can excel.

Dexterity is critical to a harrier. Harriers rely on a variety
of skills such as Tumble and Balance to evade attack, and to

make use of these skills, they disdain heavy armor that might
protect them from attacks. A good Strength score also helps
a harrier, as it gives their attacks extra power.

Hit Die: 1d4+4/level

SkiLL GROuUPS
Harriers gain access to the Agility and Athletics skill groups.
In addition, they commonly train in skills such as Hide and
Move Silently to aid them in setting up ambushes. Many har-
riers wander the wilderness, as they feel most comfortable in
open terrain. Thus, they often carry ranks in Ride, Survival,
and similar skills.
Skill Points at 1st Level: (8 + Intelligence modifier) x4
Skill Points at Each Additional Level: 8 + Intelligence
modifier

FEATS

Harriers gain access to fewer feats than other character
classes, as they tend to focus on the special abilities covered
below. They have a talent for Finesse fighting and Defense
and enjoy some ability with Projectile attacks. Otherwise,
they tend to dabble in a variety of areas.

CLAss FEATURES

Harriers rely on mobility and maneuverability to overcome
their enemies. They can move faster and slip past even the
toughest defenses. In combat, they tend to swarm around a
foe, landing attacks from a variety of angles as they move
before retreating to safety.

Weapon and Armor Proficiencies: Harriers learn to use a
variety of weapons, from longbows to harass enemies at a dis-
tance to light scimitars that can cut them down at close
range. They enjoy proficiency with all simple weapons and
with all martial weapons that are either finesse or projectile
arms. They also gain proficiency with light armor.

Combat Speed: You gain the bonus to your speed listed in
the Harrier Class Features and Mastery table while in combat. It
does not apply while traveling long distances but functions only
during combat and similar situations where tactical movement
matters. You cannot maintain this speed for more than 10 con-
secutive minutes, and you must move at your normal speed or
slower for double the amount of time you used this ability.

You lose this bonus speed if you wear anything heavier than
light armor or if you carry enough equipment to reduce your
speed.

Combat Mobility: Harriers excel at avoiding blows in
combat. Whenever you provoke an attack of opportunity due
to movement, you gain a +4 bonus to defense. This bonus
applies only against the attack of opportunity. In addition,
you can move at normal speed while using the Tumble skill
without penalty and you gain double your Dexterity bonus to
Tumble checks.

You cannot use combat mobility if you wear anything
heavier than light armor or if you carry enough equipment
to reduce your speed.



CHAPTER THREE: CHARACTER CLASSES ]

L))

HARRIER CLASS FEATURES AND MASTERY (.X‘,
Class Base Attack Base Combat Special Defense Feat  Finesse Feat Projectile Other Feat
Level Bonus Defense Bonus Speed* Abilities Mastery Mastery Feat Mastery Mastery

1 Shal +1 +2/10 feet Combat mobility 1 1 — —
2 +2 +2 +2/10 feet — 1 1 — —
3 +3 +3 +2/10 feet Mobile assault 2 2 1 —
4 +4 +4 +2/10 feet — 2 2 1 —
5 +5 +5 +2/10 feet Mobile defense 3 3 2 1
6 +6/+1 +5 +4/20 feet — 3 3 2 1
7 +7/+2 +6 +4/20 feet Whirling attack 4 4 3 2
8 +8/+3 +7 +4/20 feet Running assault 4 4 3 2
9 +9/+4 +8 +4/20 feet Rapid assault 5 5 4 3
10 +10/+5 +9 +4/20 feet — 5 5 4 3
1 +11/+6/+1 +10 +6/30 feet Superior mobility 6 6 5 4
12 +12/47/+2 +10 +6/30 feet Steel dancer 6 6 5 4
13 +13/+8/+3 +11 +6/30 feet Cross attack maneuver 7 7 6 5
14 +14/+9/+4 +12 +6/30 feet — 7 7 6 5
15 +15/+10/+5 +13 +6/30 feet Swooping assault 8 8 7 6
16 +16/+11/4+6/+1 +14 +8/40 feet — 8 8 7 6
17 +17/+12/+7/+2 +15 +8/40 feet Superior running assault 9 9 8 7
18 +18/+13/+8/+3 +15 +8/40 feet — 9 9 8 7
19  +19/+14/+9/+4 +16 +8/40 feet Tumbling assault 9 9 8 7
20  +20/+15/+10/+5 +17 +8/40 feet Superior rapid assault 9 9 8 7

* Speed in squares/feet.

QD

Mobile Assault: The 3rd-level and higher harrier fights
best while on the move. Your enemies have trouble defending
themselves as you come at them from an unexpected angle or
with the added momentum of your movement. When you use a
move action to move and then a standard action to attack, you
gain a bonus to your attack equal to the number of squares
you moved. This bonus lasts until the start of your next action.

Note that your mobile assault bonus equals the number of
squares you actually move, not the amount of movement you
spend. For example, if you move across two squares of diffi-
cult terrain, you would spend four squares of movement and
gain a +2 bonus on your attack.

You gain the bonus only for unique squares that you enter.
The maximum bonus you can gain from this ability equals
your harrier level. You cannot gain the benefits of any Power
feats when you use mobile assault.

You cannot use this ability if you wear anything heavier
than light armor or if you carry enough equipment to reduce
your speed.

Mobile Defense: Starting at 5th level, you spin, dodge,
and maneuver to avoid attacks as you move. When you move
as part of your turn, you gain an active bonus to defense
equal to half the number of squares you moved. This bonus
lasts until the start of your next action. You gain the bonus
regardless of your movement mode, provided you are not
denied your active bonus to defense.

You gain the bonus only for unique squares that you enter.

As with mobile assault, your bonus equals the number of
squares you physically move, not the amount of movement
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HARRIERS AND THE MOBILITY FEAT

The benefits from the harrier's combat mobility and superior mobility
class abilities stack with those of the mobility feat.

Possession of the combat mobility class ability does not qualify the har-
rier to take the mobility feat’s expanded masteries. They must take the
base Mobility feat mastery in order to take the expanded masteries.
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you spend. If you climb three squares up a wall, spending six
squares of movement to do so, you gain a +1 bonus to defense.

You cannot use mobile defense if you wear anything heav-
ier than light armor or if you carry enough equipment to
reduce your speed.

Whirling Attack: Beginning at 7th level, when you pounce
upon an enemy, you twist, turn, and maneuver around him to
confound his defenses. When you use the Tumble skill to
move through an opponent’s threatened area without provok-
ing an attack of opportunity as part of a move action, and
then attack him with your standard action, you gain a +2
bonus to your attack and deal +1d6 points of damage.

Running Assault: The 8th-level and higher harrier can
move and attack as a single action. As a full-round action,
you can move your normal speed. At any point during this
movement, you can use a standard action to attack. You can
move both before and after this attack. You gain the benefits
of abilities such as mobile assault based on the squares you
moved before your attack.
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You cannot attempt a running assault if you wear anything
heavier than light armor or if you carry enough equipment
to reduce your speed.

Rapid Assault: Starting at 9th level, when you use a stan-
dard action to attack, you gain an additional attack in return
for attacking with a penalty. You make your second attack at
your best base attack bonus, but those attacks, and all other
attacks you attempt until your next action, suffer a -4 penal-
ty. In addition, you must carry a light or a finesse weapon to
use this ability.

You cannot attempt a rapid assault if you wear anything
heavier than light armor or if you carry enough equipment
to reduce your speed.

Superior Mobility: Beginning at 11th level, you enjoy a
+6 active bonus to defense when you provoke an attack of
opportunity due to moving. This bonus counts only against
attacks of opportunity.

In addition, you can move at full speed when using the
Climb and Balance skills without penalty. You cannot use supe-
rior mobility if you wear anything heavier than light armor
or if you carry enough equipment to reduce your speed.

Steel Dancer: Against lumbering creatures, harriers of
12th level and higher can take advantage of clumsy attacks. If
an opponent attacks you with a weapon one size category
larger than your own size, you can dash over him just as his
attack is about to fall upon you. You might also tumble
beneath him or dodge his weapon, allowing it to dig into the
ground, then run up the haft to attack.

To use this ability, you must use the Tumble skill to move
through the threatened area of an opponent with an appro-
priately sized weapon.

If he attempts to gain an attack of opportunity against you,
make your Tumble check against his Base Attack Check as
normal. If you beat your opponent by 5 points or more, you
must spend movement to enter his space. This does not pro-
voke an attack of opportunity.

You then attack him without his active bonus to defense,
using a standard action. You may continue your move as nor-
mal after completing this attack.

Cross Attack Maneuver: Harriers of 13th level or higher
who succeed by 5 points or more in a Tumble check to avoid
an attack of opportunity can lure an opponent into striking at
a different target. You can force your foe to resolve his attack
against any target that both you and he threaten from your
current square. You can use this ability once per round.

Swooping Assault: Starting at 15th level, when you maneu-
ver on the field of battle, you can build up the momentum to
crash into a foe with increased force. When you use an action
to move before attacking, you gain a bonus to damage equal
to the number of squares you just moved. However, this bonus
replaces your Strength bonus to damage. You do not multiply
it by 1.5 if you wield a two-handed weapon.

You gain the swooping assault bonus only if you use an
action to move, then a second action to attack. As with
mobile defense and mobile assault, the bonus equals the
number of squares you physically move.

You cannot attempt a swooping assault if you wear any-
thing heavier than light armor or if you carry enough equip-
ment to reduce your speed.

Superior Running Assault: From 17th level forward, you
can use your running assault ability to spread your attacks
over several spaces. As a full-round action, you can use a full
attack action while moving your full speed. If you gain multiple
attacks, such as through the rapid assault ability, you can
resolve each attack at different times along your movement.
For instance, you can move two squares, attack, move three
more squares, and attack again. Normally you would have to
resolve both attacks together.

If you enjoy any benefits to your attacks based on the dis-
tance you moved, your bonus derives from the movement you
took up until the current attack.

You cannot make a superior running assault if you wear
anything heavier than light armor or if you carry enough
equipment to reduce your speed.

Tumbling Assault: Starting at 19th level, you can slip past an
opponent’s defenses, moving with such speed that he unknow-
ingly leaves himself open to a deadly attack. When you Tumble
through an area occupied by a foe without provoking an attack
of opportunity, you enjoy multiple benefits: You gain a +4
bonus to attacks and a +2d6 bonus to damage against the foe
whose space you moved through. This benefit applies to an
attack you make immediately after using an action to move
through your foe’s space. (Normally, you must use a move
action to tumble, and then a standard action to attack.)

Superior Rapid Assault: At 20th level, when you make a
rapid assault, you may take two bonus attacks in return for a
-6 penalty to all three attacks, as well as on all subsequent
attacks you attempt until your next action.

PLAYING A HARRIER
The harrier is speed personified, making members of this class
ideal scouts, skirmishers, and raiders. They strike fast and hit
hard. Against their foes, harriers are best served by swooping
in for repeated strikes, neutralizing their enemies’ fighting tal-
ents by dancing beyond sword reach after each strike.
Compared to the other classes, the harrier’s fighting style
is one of the most likely to arise from a specialized set of cul-
tural or training conditions. Some harriers might simply be
barbarian warriors who have hardened themselves to days
and nights of endless running. Their rigorous training forges
their legs into iron pistons, allowing them to move with
unmatched speed and agility.

CAMPAIGN MODELS
The harrier’s fighting style differs enough from the other
classes’ that its origin bears some investigation.

Harrier’s Debt: Deep in the wastelands there stands a
solitary tower. It is said that only those who burn with
vengeance for a crime committed against them or their loved
ones can find this place, and even then only after they sur-
vive weeks in the wastes. A wizened crone lives here amid
artifacts and relics from an age undreamed of. When peti-
tioners arrive at her door, she demands their food, water,



clothes,

and everything
else they carry. For a
week, they wait on her
doorstep, shivering in the cold

of the night and burning in the
noonday sun. If they persevere, she
takes them into her home. After months
of training, rituals, and invocations that
they are sworn to keep secret, the crone releas-

es them into the world. Thus, new harriers seek to avenge the
loss that sent them to the crone’s tower. In return for the
secrets of the harrier’s fighting arts, the petitioners agree to
perform one service for the crone. Whether this deed will be
for good or ill, none can say.

What is known is that many harriers simply disappear
when the time comes for them to pay this debt. Without a
word of explanation or farewell to her comrades in arms, the
harrier departs to fulfill the bargain. Some return after
months away, but most are never seen again.

War Dancers: The harrier’s fighting style is the product of
a tradition passed down from generation to generation. Built
upon an elaborate set of dances adapted into a martial art,
the war dancers act out ancient battles from myth and leg-
end. Each cut, parry, and riposte springs from legend. To a
harrier, a battle is actually a performance of an elaborate
epic that spans the ages. According to their lore, the dances
tell of battles fought before the rise of mankind and the
great struggles of humanity. This focus on the precise steps
of the dance, along with their phenomenal physical condi-
tioning, allows harriers to attain levels of speed and agility
impossible for lesser mortals.

HARRIER STRATEGY

As should be obvious from the rules described above, harriers
must keep moving to maximize their class abilities. It is imper-
ative that you put ranks into Tumble so you can avoid your
opponents’ attacks of opportunity. If you cannot move, you
become far less effective as a fighter.

Seek out areas that are relatively open and focus on keep-
ing clear avenues for movement. If you allow an opponent to
corner you, you either cannot move or you have to waste
movement tumbling through a foe’s space. You must pay

close attention to the terrain, particularly anything that can

block your progress.

Don't write off the benefits of using Balance and Climb to
move at your normal movement rate. If you are cornered or
need to escape a tight situation, you can scramble up a wall
or move across a rope or similar narrow path.

HARRIER STARTING PACKAGE

Ability Scores: Str 14, Dex 18, Con 14, Int 10, Wis 13,
Cha 10

Skill Groups: Agility and Athletics at 4 ranks each.

Skills: Six more skills at 4 ranks each.

Feats: Dodge plus one more of player’s choice.

Armor: Padded armor (DR 1).

Weapons: Scimitar (1d6 damage, 18-20, x2 critical),
javelins (4) (1d6 damage, x2 critical), dagger (1d4 damage,
19-20, x2 critical).

Gear: Backpack, bedroll, 50 feet of silk rope, torches (6),
flint and steel, waterskin, 5d4 gp.

Traits: Choose two and apply their modifications, if any.

HUNTER

Hunters are tough, independent warriors who use their strong
grasp of tactics and clever stratagems to defeat their ene-
mies. Many hunters wander the wilderness alone. When out-
numbered or facing a single powerful beast, they make the
most of the terrain and their talents to survive.

While hunters often work alone, they also make excellent
leaders. A hunter may lack the social graces and winning
smile of a thief, but he has the knowledge and battle lore to
help others work together as a team. A hunter’s timely advice
can mean the difference between victory and defeat.
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Wisdom and Intelligence are both important to a hunter.
Intelligence helps him formulate good plans, while Wisdom is
the key to anticipating an enemy’s moves and countering
them with a good plan. Of all the warriors in Iron Heroes, the
hunter is the smartest, savviest, and most cunning.

Hit Die: 1d4+4/level

SkiLL GrRoups
Hunters gain access to the Athletics, Perception, Stealth, and
Wilderness Lore skill groups. Their broad range of experi-
ences and their adaptability help them cultivate a wide vari-
ety of talents.
Skill Points at 1st Level: (6 + Intelligence modifier) x4
Skill Points at Each Additional Level: 6 + Intelligence
modifier

FEATS

Hunters excel at using their mind to overcome their enemies.
They are the only class with advanced access to the Tactics
feat category, and their mastery of Lore feats lets them create
poisons or defeat specific creature types that they have stud-
ied. Hunters also can select one category of weapon feat that
matches their preferred fighting style: either Power, Finesse,
or Projectile. They gain a mastery progression in their cho-
sen area as shown in the Hunter Class Features and Mastery
table.

CLAss FEATURES

Hunters are the ultimate tacticians. They excel at turning dif-
ficult situations into an advantage. During a battle, they are at
their best when they coordinate their allies’ actions and use
their knowledge to defeat their enemies. A hunter may lack a
barbarian’s strength and an executioner’s deadly attacks, but
he always seems to know when and where to strike.

Weapon and Armor Proficiencies: Hunters focus on light
weapons and armor. They prefer mobility to heavy protection
and versatile weapons to massive axes and maces. Hunters
gain proficiency with all simple and martial weapons and
light armor.

Tactical Pool: Like many other classes, hunters build up a
pool of tokens they can use to power special abilities.
However, a hunter’s tokens work slightly differently than
those of other classes. Hunters have two main talents: They
can use the terrain to their advantage, and they can help the
party fight together as an effective team. The hunter’s tacti-
cal tokens allow him to accomplish these goals.

You earn a pool of tactical tokens at the beginning of an
encounter based on your hunter class level, as shown on the
table, above and to the right. This represents the accumula-
tion of hunter’s lore you have gained through experience and
can bring to bear on the battle at hand.

You may use tactical tokens against any opponent to power
class abilities, as described below. At the end of the encounter,
you lose any remaining tokens you have built up. Your pool of
unspent tactical tokens cannot exceed 10 + your hunter level.

Level Tokens/Encounter
1-2 1
3-4 2
5-6 3
7-8 4

9-10 5

11-12 6

13-14 7

15-16 8

17-18 9

19-20 10

Hunter’s Eye: In addition to the tokens gained at the start
of an encounter, hunters earn additional tactical tokens by
studying the battlefield (see table below). Studying the battle-
field is either a move action or a standard action, your

choice. Tactical Tokens
Action Used Gained
Move 1
Standard 2

Terrain Advantage: A smart hunter uses the terrain to his
advantage. During a battle, he sees where he should position
himself to fire upon an enemy or spots a good place to take
cover.

When you gain a cover bonus to defense due to terrain,
you can spend 1 tactical token to increase that bonus by +1.
You cannot increase the cover bonus to more than double its
initial value. Any allies who gain a cover bonus from the same
terrain feature also enjoy this benefit if you use a free action
to advise them. For example, you might tell your allies to
duck to the left or lean right to avoid enemy arrows.

If an opponent takes cover, you can reduce the defense
bonus she gains from it by 1 point for each token spent. This
reduction applies only to your attacks, unless you extend it to
your allies by using a free action to tell them where or how to
attack an enemy with cover.

When you enter a difficult square (see “Difficult Terrain”
in Chapter Eight: Combat), you can spend 1 token as a free
action to treat that square as normal terrain for movement
purposes—in effect, you locate a clear path. The terrain still
retains all its other features. For example, if you step into a
pool of boiling water, you still suffer damage. If you use a free
action to tell your allies about the clear path you found, they
can treat the exact path you took as normal terrain as well.

The token-granted benefits last until the start of your next
action; by that time, your opponents might fire from differ-
ent angles, or a target under cover may shift to account for
your tactics.

Tactical Insight: Starting at 3rd level, hunters can provide
their allies with insightful counsel that helps them perform
better in combat. They might advise an archer as to an oppo-
nent’s weak points or speak carefully chosen words to fire a
berserker’s rage.

As a free action at any time during a round, you can give
tactical tokens to an ally within 30 feet of you. These tokens
become a type of the ally’s choice, and she may spend them
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HUNTER CLASS FEATURES AND MASTERY (. "
Class Base Attack Base Special Lore Feat Tactics Feat Weapon Other Feat
Level Bonus Defense Bonus Abilities Mastery Mastery Feat Mastery Mastery

1 +1 +1 Tactical pool, hunter’s eye, 1 2 — —

terrain advantage

2 +2 +2 — 1 2 — —
3 +3 +3 Tactical insight 2 3 1 —
4 +4 +4 Assess opponent 2 3 1 —
5 +5 +5 Woodsman'’s senses 3 4 2 1

6 +6/+1 +5 — 3 4 2 1

7 +7/+2 +6 Fortuitous insight 4 5 3 2
8 +8/+3 +7 — 4 5 3 2
9 +9/+4 +8 Improved terrain advantage 5 6 4 3
10 +10/+5 +9 Wolf pack tactics 5 6 4 3
1 +11/+6/+1 +10 Improvised attack 6 7 5 4
12 +12/+7/+2 +10 — 6 7 5 4
13 +13/+8/+3 +11 Woodsman'’s reflexes 7 8 6 5
14 +14/+9/+4 +12 — 7 8 6 5

15 +15/4+10/+5 +13 Improved tactical insight 8 9 7 6
16 +16/+11/+6/+1 +14 — 8 9 7 6
17 +17/412/+7/+2 +15 Brilliant tactician 9 10 8 7
18 +18/+13/+8/+3 +15 — 9 10 8 7
19 +19/+14/+9/+4 +16 Swarm tactics 9 10 8 7
20 +20/+15/+10/+5 +17 Supreme terrain advantage 9 10 8 7

on any abilities she possesses that require tokens. She can-
not violate the cap on unspent tokens. These tokens disap-
pear at the end of the encounter.

When you use tactical insight, your ally gains 1 token for
every 2 tokens you spend on it. You may make this free
action at any time during a round, as long as you are neither
flat footed nor incapacitated (paralyzed, asleep, etc.).

You can also use tactical insight on yourself, if you have
access to token pools other than the tactical pool. This
works exactly like granting tokens to an ally.

Assess Opponent: Beginning at 4th level, a hunter can use
his keen senses to quickly determine the tendencies, tactics,
and abilities of a monster he faces and to gain a key edge.

You study an opponent’s demeanor, movements, and fight-
ing style to create an appropriate counter. For every tactical
token you spend against a foe, you gain a +1 active bonus to
defense against her attacks and a +1 bonus to attacks
against her, but the total bonus you gain cannot be greater
than half your hunter level. These benefits last until the end
of the encounter. The maximum total bonus you can gain
equals half your class level.

Assessing an opponent is a standard action. You can assess
a single foe multiple times, increasing your total bonus each
time. If you attempt to assess an additional foe, you lose your
benefits against the first one.

Woodsman'’s Senses: The 5th-level and higher hunter is
well attuned to his environment. Little escapes his notice,

from a minor detail in the pattern of a tapestry to the assas-
sin lying in wait behind it.

Each round as a free action, you may make Spot and Listen
checks as a free action to notice hidden enemies and other
details detectable with those skills. Outside of combat, you
always gain the benefits of taking 10 with Listen and Spot,
even if you do not explicitly attempt to use those skills. For
example, if an executioner hides in a nearby alley, you take
10 on a Spot check to see her, even if you do not explicitly
look down the alley in search of an opponent.

Fortuitous Insight: From 7th level on, the hunter’s keen
mind, sharp senses, and combat experience shows him
advantages on the battlefield that others would ignore. For
instance, when an ally attempts to trip an opponent, the
hunter might notice a root sticking out of the ground. A
quick word of advice from the hunter allows the ally to take
advantage of that otherwise minor aspect of the terrain.

You can spend 1 tactical token to grant yourself or an ally
a +1 circumstance bonus to an attack, skill check, saving
throw, or ability check. You can spend a maximum number of
tokens at one time equal to half your class level. You can use
fortuitous insight once per round as a free action on your
turn or an ally’s turn. For an ally to receive the bonus, you
must be able to see and speak to her.

Outside of combat, your fortuitous insight grants yourself
and your allies a +2 competence bonus to all Strength-,
Dexterity-, and Wisdom-based ability checks. Your allies gain
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these bonuses as long as: (1) they stay within 60 feet of you;
(2) you can see them; and (3) they can hear you offer advice
to help them with their tasks. In the chaos of combat, you
cannot be so free with guidance while maintaining your wits.
This use of fortuitous insight carries no token cost.

Improved Terrain Advantage: Starting at 9th level, a
hunter can use his terrain advantage ability to increase or
reduce the defense bonus provided by cover by 2 points for
each token spent, rather than just 1 point. In addition, the
hunter can increase the bonus provided by cover to up to
triple its base value.

Wolf Pack Tactics: Beginning at 10th level, hunters culti-
vate an excellent sense for striking at just the right time.

While fighting alongside your allies, you can time an
attack to take advantage of the momentary distractions they
create. Once per round, if a foe you threaten suffers damage
from any source other than yourself, you can make an attack
of opportunity against him. This attack of opportunity is in
addition to your normal attacks of opportunity for the round
and does not count toward your limit on attacks of opportu-
nity against that target. Using wolf pack tactics carries no
token cost.

Improvised Attack: Drawing on his experience, keen sens-
es, and knack for turning mundane conditions into tactical
advantages, the 11th-level and higher hunter uses the terrain
to confound and injure opponents.

As a full-round action, you can use an attack action that
normally targets one creature against multiple opponents.
You must spend 2 tokens for each additional target, and you
also need some logical way to exploit the terrain to your
desired end. You might pull on a rug to send two ruffians
sprawling to the ground (a trip attack) or knock a sturdy
branch from a tree to smash into the goblins beneath it.

You can trip opponents or damage them as normal in this way.
For each token you spend on the improvised attack beyond the
ones required to target foes, you gain an additional +1 bonus
to attack rolls, checks, and damage made as part of the attack.

Some examples of improvised attacks include shooting
loose stones from a wall, throwing a cask of cooking oil at an
area to slip up your foes, and so forth.

You can use melee or ranged weapons to damage a group of
enemies, but you can only trip the ones you threaten in melee.
Woodsman’s Reflexes: From 13th level forward, hunters
have an intuitive sense for trouble, one that keeps them from

stumbling into danger.

During a surprise round, you may use the result of your
Spot or Listen check in place of your initiative, provided that
you are not surprised. On later rounds, use your normal ini-
tiative result.

Improved Tactical Insight: Starting at 15th level, hunters
can use their tactical insight ability to grant an ally 1 token
for each tactical token spent. In addition, the hunter may
grant an ally more tokens than she normally can have
unspent until the end of her next action. At that time, she
loses any tokens above her maximum. As with tactical
insight, the hunter can use this ability on himself, if he has
access to token pools other than the tactical pool.

Brilliant Tactician: Beginning at 17th level, the hunter’s
grasp of small-unit tactics and his uncanny ability to read
and react to a situation allow him to organize his allies
quickly into an effective fighting force.

At the start of your action, you earn a bonus token that you
can either keep or grant to a single ally within 30 feet. The
token may be of any type of the recipient’s choice.

Swarm Tactics: From 19th level forward, a hunter can lead
his allies in a swarm attack against a chosen foe.

For each tactical token you spend as a free action, you
grant yourself and all your allies a +2 bonus to attacks
against a single target that you threaten. You must select this
target when you use this ability, which you can do only once
per round. The total bonus you grant cannot exceed your
class level. If for any reason you no longer threaten the tar-
get, you and your allies no longer enjoy this bonus. The
bonus lasts until the start of your next action.

Supreme Terrain Advantage: The 20th-level hunter’s
superior sense of terrain and uncanny ability to use it to his
advantage helps him lure enemies into difficult situations.

By spending 4 tactical tokens, you gain one of the follow-
ing advantages:

J An enemy who charges you must make a Reflex save
(DC 10 + half your hunter level + your Wisdom modi-
fier) or fall prone in a square of your choice along the
path of her charge. You have positioned yourself so
that an opponent must move across an area of dicey
foothold. Even if the ground is clear, your position
requires the foe to move across a barely noticeable
pothole, an exposed root, or similar hazard.

. You or an ally of your choice gain an immediate
attack of opportunity against an opponent of your
choice who is currently taking their turn. You can use
this ability at any time during an opponent’s turn.
This attack of opportunity counts towards the recipi-
ent’s normal attack of opportunity limits.

J You immediately cancel an attack of opportunity
against yourself or an ally within 30 feet. One foe of
your choice loses the chance to use such an attack
against the target of this ability. (His attack of oppor-
tunity does not count as used for that round, howev-
er.)

You can use your supreme terrain advantage once per
round.

ROLEPLAYING A HUNTER
The hunter might seem like the class most likely to thrive at
the edge of civilization, but his talents allow him to adapt to
almost any environment. In an urban setting, the hunter
tracks down lawbreakers, navigates the criminal underworld,
and stalks the streets and alleys. Hunters serve as guides into
almost any sort of terrain, from deep jungles to the areas of
town that even the city guard are loath to enter. Their ability
to lead, and their talent for combining lore with combat pro-
ficiency, make them ideal leaders or independent scouts.
While hunters resemble the other warrior classes in many



ways, their emphasis on mind over brawn makes them worthy
of separate consideration. Hunters are likely to become pow-
erful politically and socially, as they extend the same tactical
and strategic lessons they learned in combat to other arenas.

CAMPAIGN MODELS
Here are some ideas for fitting hunters into your game setting.
Elite Organization: Hunters might belong an elite group
of outriders, rangers, and scouts that works to turn back the
tide of evil humanoids, demons, or other monsters. This
secretive organization swears allegiance to no crown, nation,
or god. Instead, it works across all borders to serve the greater
good. While many members are hunters, characters of other
classes are also welcomed—if they prove themselves. The
hunter is a good match for such a group because of the class’
ability to lead in combat and due to its self-sufficient nature.
Rugged Frontier Folk: In this model, hunters as a class
arose only recently. Their unique blend of skills and talents
emerged at the edge of civilization, where folk must rely on
each other for survival. Not only are the hunter’s talents new
to the world, but they also represent a possible shift in power.
As the borderlands stabilize on their own, they come to see the
city folk and merchants as meddling fools. The hunters could
lead a revolt against their rulers in a bid for independence,
making any member of this class a potential revolutionary.

HUNTER STRATEGY

As a hunter, you are the group’s expert tactician. Many of your
class abilities have a 30-foot range, making it important that
you stay near the middle of the group and maintain line of
sight to your friends. That way, your allies have the best
chance to benefit from your counsel.

Terrain of any sort is your friend. Seek out every opportuni-
ty to take cover against your enemies. You can either use your
abilities to reduce your target’s benefit from the cover or ren-
der yourself nearly untouchable by making the most of it.
Always keep your abilities in mind, and try to maximize your
benefits. Since you start each encounter with a pool of
tokens, spend them freely. At low levels, you can use a move
action to earn more tokens and a standard action to attack or
move. At higher levels, you start with enough tokens that you
can spend them throughout the battle.

The hunter is perhaps the most difficult class to play in Iron
Heroes. As a leader, you sometimes must put the needs of oth-
ers ahead of your own. The solo hunter rarely finds glory, but
he excels at helping the group as a whole win difficult victo-
ries against long odds.

HUNTER STARTING PACKAGE
Ability Scores: Str 14, Dex 15, Con 14, Int 16, Wis 14,
Cha 10
Skill Groups: Athletics, Perception, Stealth, and Wilderness
Lore at 4 ranks each.
Skills: Five more skills at 4 ranks each.
Feats: Tactics of the Mind plus one more of player’s choice.
Armor: Leather armor (DR 1d2).
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Weapons: Longsword (1d8 damage, 19-20, x2 critical),
longbow (1d8 damage, x3 critical), dagger (1d4 damage, x2
critical).

Gear: Backpack, bedroll, 50 feet of silk rope, torches (6),
flint and steel, waterskin, 5d4 gp.

Traits: Choose two and apply their modifications, if any.

MAN~AT~ARMS

The man-at-arms is fairly skilled in a variety of fighting tech-
niques. He learns to use heavy axes, light rapiers, bows, and
thrown weapons, but his ability to use them never matches
that of an archer or a weapon master. Yet, the man-at-arms
enjoys an important advantage over such specialists: He can
alter his tactics to fit the situation at hand, thanks to his
broad range of techniques.

The man-at-arms defeats his enemies by choosing the best
weapon or fighting technique to quash them. If he faces a war-
rior armed with daggers, he pulls out a longspear and keeps his
foe at bay. Against an archer, he readies a tower shield, draws
his short sword, and advances across the field of fire. Whether
he must ride a horse into battle or don light armor to sneak
into an enemy fortress, he is ready to meet the challenge.

Strength is the man-at-arms’ most important ability. It

SkiLL GROUPS

A man-at-arms learns a wide range of skills. This class grants

access to any three skill groups of the player’s choice. Some

men-at-arms train as scouts and explorers, while others must

learn to navigate the treacherous social waters of a royal court.
Skill Points at 1st Level: (6 + Intelligence modifier) x4
Skill Points at Each Additional Level: 6 + Intelligence

modifier

FEATS

Unlike other classes, the man-at-arms grants access to all of
the feat categories. The Man-at-Arms Class Features and
Mastery table lists the feat mastery that a man-at-arms uses
for all of the feat types. Men-at-arms focus on a broad range
of fighting styles, making this the most adaptable and cus-
tomizable character class.

CLAss FEATURES

A man-at-arms practices many abilities. This class grants a
number of bonus feats, allowing you to pick and choose abil-
ities as you want them. In addition, the man-at-arms some-
times recalls a bit of training briefly, enough to fulfill a par-
ticular role for a short time.

improves his chances of landing hits and dealing damage in

melee, and it also allows him to carry a broad array of

weapons and armor without worry.

Hit Die: 1d4+6/level

MAN-AT-ARMS CLASS FEATURES AND MASTERY

Weapon and Armor Proficiencies: You are proficient with

all simple and martial weapons, all armor, and all shields.
Bonus Feats: At 1st, 3rd, 7th, 9th, 13th, 15th, 17th, and
19th levels, the man-at-arms gains a bonus feat that may

come from any feat category. You can spend this selection on

any feat of your choice, provided that you meet its mastery

requirements. Bonus feats are in addition to the feat a char-

acter gets at every even-numbered level.

Class Base Attack Base Special All Feat
Level Bonus Defense Bonus Abilities Mastery
1 il sl Bonus feat 1
2 +2 +2 — 1
3 I+ I+ Bonus feat 2
4 +4 +4 — 2
5 +5 +5 Wild card feat 3
6 +6/+1 +5 — 3
7 +7/+2 +6 Bonus feat 4
8 +8/+3 +7 — 4
9 +9/+4 +8 Bonus feat 5
10 +10/+5 +9 — 5
1 +11/4+6/+1 +10 Wild card feat 6
12 +12/47/42 +10 — 6
13 +13/4+8/4+3 il Bonus feat 7
14 +14/49/+4 +12 — 7
15 +15/4+10/+5 +13 Bonus feat 8
16 +16/4+11 /+6/4+1 +14 — 8
17 +17/+12/+7 /42 +15 Bonus feat 9
18 +18/4+13/4+8/+3 +15 — 9
19 +19/+14/+9/+4 +16 Bonus feat 9
20 +20/+15/+10/+5 +17 Wild card feat 9

S
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Wild Card Feats: At 5th, 11th, and 20th level, you gain access to a wild card
feat, a feat that can change each day. This represents the broad range of training

and fighting styles to which you have been exposed. f!
You can pick a feat to fill the “wild card” slot as a standard action. You / r
retain this feat for the rest of the day. After you rest for eight hours, the /’, /

wild card slot resets to empty, allowing you to choose a different feat to /A
fill its place. The wild card feat represents the broad, varied nature of /
your training. 1
You may choose to retain the same feat already selected for a fur- -
ther day, rather than allowing the wild card feat slot to become A ¢
empty. When you do this, you retain all benefits of your chosen wild e
card feat, including any accumulated tokens associated with that L r
feat. When you allow a wild card feat slot to become empty, you
lose all of these benefits, including any unused tokens.

You must make the choice whether to allow the wild card feat
slot to become empty as soon as you wake from your 8 hours’ rest.
A feat chosen in this manner can have a mastery equal to your

current maximum mastery 2. If your feats (other than wild card
feats) come from three different categories, your wild card feat
can have a mastery equal to your maximum rating -1. If your /el el it g8 e | _ o
feats come from six different categories, your wild card feat
can have a mastery rating equal to your normal maximum.
For example, a group of orcs atop a castle wall pin down
Thorsten the 12th-level man-at-arms with arrow fire.
Thinking fast, Thorsten pulls out his bow and takes cover
behind a large boulder. As a 12th-level man-at-arms,
Thorsten has two wild card feats. He has not yet used either
one. He spends 2 rounds to purchase Point Blank Shot at
mastery 1 and 2, then returns fire. Thorsten retains those
two feats until he rests for eight hours. After resting, his two
wild card feats reset. He can now spend them on new feats.

PLAYING A MAN~AT~ARMS

The backbone of any fighting force, the man-at-arms is a war-
rior’s warrior. He learns to handle a wide variety of weapons,
studies the tactics and lore needed to outthink a foe, and
incorporates new stratagems to help him defeat his ene-
mies. A true martial omnivore, the man-at-arms is the

most flexible of all the classes.

In terms of the campaign, a man-at-arms is likely to arise
from an individual’s desire and potential rather than a
focused school of the fighting arts. After all, the entire point
of the man-at-arms is that he spurns the idea of a single
mode of fighting. He prefers to use whatever tool grants him
the best chance of winning the day.

CAMPAIGN MODELS

The man-at-arms concepts focus on the idea that the mem-
bers of this class are self-taught or have an innate talent to
master a wider range of talents than normal.

The Prodigy: A man-at-arms is born, not made.
Occasionally among those who take up the study of arms
there arises one student who instinctively understands the
handling of a sword, the proper positioning in a duel, and
the fundamentals of tactics. Each day, the sword masters
watch this pupil excel in all areas. Sometimes, the student
even surprises the master with a new maneuver never before
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mastered by one so young. These prodigies are said to be
reincarnations of warriors who refused entry into the after-
life in favor of returning to the mortal world and its continu-
al wars. In time, these students grow weary of the academy'’s
slow pace. They leave, perhaps taking a weapon and a suit of
armor, to seek their fortunes. The battlefield calls, promising
to teach them secrets of blood and iron that their instructors
can never impart. These men-at-arms travel the world, con-
tinually seeking new challenges, new methods, and new foes.

The Veteran: Most soldiers are simple warriors. Trained to
handle a few weapons, strap on a breastplate, and fight in
formation, these dregs count on their numbers to defeat
their foes. Compared to weapon masters, harriers, execution-
ers, and other classes, they are poorly trained and utterly
outmatched. Yet, sometimes one arises from their number
who displays a knack for survival. His natural instincts and
innate talent for fighting quickly distinguish him. Lacking
any formal training, the veteran learns what tricks he can. In
many cases, he invents abilities and tactics that took the
established fighting traditions decades to learn. Once his
term of service ends, the veteran cannot turn his back on
this path. His future is written in battle, and his talents push
him to master new methods of fighting. While he may not
hail from a revered martial tradition, he has survived the
toughest academy of all: the battlefield.

MAN-AT-ARMS STRATEGY

Coming up with a single generic strategy for a man-at-arms
is almost impossible. This class is far too flexible to fall into
such an archetype. You should decide early on what sort of
feats to take. Planning ahead when selecting feats lets you
either specialize in one particular area or develop a wide
range of talents.

Regardless of the path you take, Quick Draw is an excellent
feat choice. It allows you to quickly reconfigure your weapon
load to handle a new opponent.

The man-at-arms’ key strength is the class’ adaptability. You
can fill a broad number of roles, from bowman to melee warrior
to scout. You can afford to dabble in a wide number of areas,
because some feats automatically improve as you gain levels.
Such feats are doubly important for a man-at-arms, because
they improve your ability in an area without costing you a feat
choice that might grant you competence in a new category.

Generally speaking, it is best to hold off on allocating your
wild card feats until the last possible moment. Such feats
represent the ultimate in flexibility, as they can give you a
talent critical to the success of an adventure or allow you to
refine your abilities to fill a needed role.

Don't forget that you can dip into Social feats as needed. If
you invest ranks in skills such as Diplomacy or Spellcraft, you
can fill a critical role in the party with only a minor feat
investment.

MAN~AT~ARMS STARTING PACKAGE

Ability Scores: Str 16, Dex 14, Con 16, Int 14, Wis 12,
Cha 10

Skill Groups: Three groups of your choice, 4 ranks each.

Skills: Five more skills, 4 ranks each.

Feats: Power Attack, War Leader, and one of player’s choice.

Armor: Chainmail (DR 1d4), heavy shield (Medium shield,
+2 defense).

Weapons: Battleaxe (1d8 damage, x3 critical), shortbow
(1d6 damage, x3 critical), dagger (1d4 damage, 19-20, x2
critical).

Gear: Backpack, bedroll, 50 feet of silk rope, torches (6),
flint and steel, waterskin, 5d4 gp.

Traits: Choose two and apply their modifications, if any.

THIEF

While many adventurers rely on a sharp blade and heavy
armor to defeat their foes, the thief prefers to let others do
the fighting. Instead, he relies on his golden tongue and
sharp mind to get what he wants. The thief prefers to achieve
victory through subtle methods. He might simply sneak past
a guard to rob the treasury or knife an opponent in the back
when she least expects it.

The thief is a master trickster. He can outwit almost any-
one, and most warriors know to keep up their guard when
battling him. The thief is at his best when his opponents
underestimate him. He may lack a berserker’s brawn, an
armiger’s heavy armor, or a weapon master’s skills, but he is
still deadly. With a deceptive word and a clever ploy, he can
slip a dagger between even the toughest warrior’s ribs.

Thieves rely on Dexterity and Charisma to survive. A good
Dexterity allows them to dodge blows and evade detection with
ease, while a good Charisma helps them trick their enemies.

Hit Die: 1d4+4/level

SkiLL GROuUPS
Thieves gain access to the Agility, Athletics, Robbery, Social,
Stealth, and Theatrics skill groups. In addition, they tend to
master a broad variety of skills in other areas. A highly intelli-
gent thief might be able to acquire competence in almost
every available skill.

Thieves also can spend far more ranks in a skill than nor-
mal. This skill expertise ability is described below.

Skill Points at 1st Level: (12 + Intelligence modifier) x4

Skill Points at Each Additional Level: 12 + Intelligence
modifier

FEATS

A thief’s approach to feats neatly outlines this class’ attitude
toward adventuring. A thief gains an excellent mastery rating
in the Social feats, allowing him to talk his way out of almost
any situation. While other adventurers might need to club
opponents into submission, a thief can use a few well-chosen
words to make them act as he wishes. If words fail a thief, the
Defense feats allow him to escape relatively unscathed.
Should that fail, he can always use the Finesse weapon feats
to face his enemy with a dagger or short sword.

CLAss FEATURES
Thieves are the ultimate confidence men. They can manipulate
others with ease, while in battle they can trick foes into drop-



CHAPTER THREE: CHARACTER CLASSES ]

L))

THIEF CLASS FEATURES AND MASTERY ‘.X‘,
Class Base Attack Base Sneak Special Defense Feat Finesse Feat Social Other Feat
Level Bonus Defense Bonus Attack Abilities Mastery Mastery Feat Mastery ~ Mastery

1 +0 +1 1d6 Alias, skill expertise 1 — 2 —
2 +1 +2 1d6 — 1 — 2 —
3 +2 +3 1d6 Honor of thieves 2 1 3 —
4 +3 +4 2d6 — 2 1 3 —
5 +3 +5 2d6 Beguiling flattery, alias 3 2 4 1
6 +4 +5 2d6 — 3 2 4 1
7 +5 +6 3d6 Uncanny dodge 4 3 5 2
8 +6/+1 +7 3d6 — 4 3 5 2
9 +6/+1 +8 3d6 Unassuming target 5 4 6 3
10 +7/+2 +9 4d6 Alias 5 4 6 3
1 +8/+3 +10 4d6 Hide in plain sight 6 5 7 4
12 +9/+4 +10 4d6 — 6 5 7 4
13 +9/+4 +11 5d6 Panache of the blade 7 6 8 5
14 +10/+5 +12 5d6 Improved uncanny dodge 7 6 8 5
15 +11/46/+1 +13 5d6 Knife in the back, alias 8 7 9 6
16 +12/+7/+2 +14 6d6 — 8 7 9 6
17 +12/+7/+2 +15 6d6 Force of personality 9 8 10 7
18 +13/+8/+3 +15 6d6 — 9 8 10 7
19 +14/4+9/+4 +16 7d6 Audacity of thieves 9 8 10 7
20 +15/4+10/+5 +17 7d6 Lord of lies, alias 9 8 10 7

ping their defenses. In combat, a thief is rarely an adventuring
party’s main fighter. Instead, he helps others by distracting the
enemy or landing a well-timed and carefully placed strike.

Weapon and Armor Proficiencies: Thieves prefer to avoid
fighting if they can, leaving them with little weapons training.
They are proficient with all simple weapons and light armor.

Sneak Attack: Like executioners, thieves can hit opponents
where it counts. However, most of them learn to do so through
trial and error rather than a focused study of anatomy.

You can inflict additional damage when you hit an oppo-
nent you flank or one who has lost her active bonus to
defense. This bonus damage appears on the class table
above. You inflict +1d6 points of damage at 1st level and an
additional 1d6 points at every third thief level after that.

Ranged attacks can count as sneak attacks only for targets
within 30 feet of you. You do not multiply sneak attack dam-
age on a critical hit.

You can deal nonlethal instead of lethal damage with a
sneak attack if your weapon inflicts nonlethal damage, such
as a sap or an unarmed strike. You cannot use a weapon that
deals lethal damage to deal nonlethal damage in a sneak
attack—not even with the usual —4 penalty.

A creature immune to critical hits is not vulnerable to
sneak attacks. You cannot sneak attack while striking a crea-
ture who has concealment or while hitting the limbs of a
creature whose vitals are beyond reach.

Alias: The best way to escape the law is to send it in pur-
suit of the wrong (or a nonexistent) person. Thieves develop
aliases that allow them to move in society without revealing
their true natures.

Create a specific identity—such as “Waldren the rug
merchant”—with distinct mannerisms and appearance.
When you disguise yourself as this identity, you gain various
benefits. When making Disguise checks to use your alias,
you gain a bonus to the check equal to your class level.
While in your alias, you gain a +2 bonus to Bluff checks.

You gain a new alias at 5th, 10th, 15th, and 20th levels.

Skill Expertise: Thieves are experts in many areas, from
picking lock to deciphering ancient texts.

As a thief, you have mastered different skills based on the
tools you've needed over the years. Unlike members of other
classes, you have achieved not only superior breadth but
more depth of training. You can have a maximum number of
ranks in a skill equal to your class level + 5, rather than your
total character level + 3. If you have more than one class, you
can have ranks equal to your character level + 3 or your thief
level + 5, whichever is greater.

Honor of Thieves: Starting at 3rd level, many thieves learn
the hard way that the best way to avoid being betrayed is to
betray someone first. While not all thieves are honorless dogs,
most learn to act before a difficult situation becomes hopeless.

If you can conceal a dagger or similar weapon on your body
you can make a surprise attack against an opponent to start a
battle. You can use this ability only when you and your target
have line of sight and combat has not been initiated.

Make a Sleight of Hand check opposed by your target's
choice of either a Spot or Base Attack Check. If you win, you
immediately draw your dagger and make a single attack with it.
Your opponent is denied their active defense against this
attack. If your opponent wins, you fail to draw your weapon at
this time.
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Make a second Sleight of Hand check. Regardless of whether
or not your attempt succeeded, all your allies and opponents
(including your target) must make their choice of a Spot or Base
Attack Check against this check. If they succeed, they are not
surprised. If you forewarned your allies that you were going to
use this ability, they gain a +2 circumstance bonus on their
check.

You, and all characters who are not surprised, should now roll
initiative. As normal during the surprise round, all other charac-
ters are limited to a single move or standard action. However, if
your original Sleight of Hand check succeeded (that is, you have
already drawn your weapon and attacked your opponent), then
you may make your choice of either a full round action or a
move action and a standard action, as if this was a normal round
rather than the surprise round. If your original check failed, you
may make only a single move or standard action.

As normal in combat, all characters (including yourself) are
flat-footed until their first action.

Beguiling Flattery: Beginning at 5th level, thieves can
distract enemies by heaping great praise upon their skill,
wealth, talent, and looks. They can manipulate others with
ease in this manner, distracting them while allies ready an
attack or slip away unnoticed.

You can use this ability only outside of combat against a
single creature of your choice. The target must be able to
hear and understand you. When you begin talking, the target
makes a Will save (DC 10 + half your thief level + your
Charisma modifier). The target suffers a special size penalty to
its save: For each category of size difference between you, the
target’s save suffers a —4 penalty. Smaller creatures feel mighty
if large ones grovel before them, while huge ones expect tiny
opponents to beg for mercy.

On a failed save, the target allows you to continue talking
for a number of minutes equal to 1 + your Charisma bonus
(minimum one minute). During this time, you must continue
talking to the target. She takes no actions other than interact-
ing with you and suffers a -2 penalty to all Sense Motive and
Spot checks during this time. In addition to laying on the flat-
tery, you can converse normally with the target. You gain a
bonus to any Diplomacy checks you make against the crea-
ture equal to the number of minutes you spend flattering the
creature. This bonus lasts for one hour or until you attack the
creature, whichever comes first.

Uncanny Dodge: A thief must always be ready for trouble.
From 7th level forward, you retain your active bonus to
defense when you are caught flat footed, but not in other cir-
cumstances which deny you your active defense bonus. If you
already have uncanny dodge from a different class, you
instead gain improved uncanny dodge (see below).

Unassuming Target: The 9th-level and higher thief does a
good job of making himself appear small and weak in a
fight—not worth the bother of attacking. If an opponent
threatens anyone in addition to you, you may attempt a Bluff
check opposed by her Sense Motive as a free action on her
turn. If you succeed, the opponent must target someone other
than you.

Unassuming target does not work against those you have
attacked or those under specific instructions to attack you.
For example, a magistrate with orders to arrest you ignores
the rest of your gang to put you in chains.

Hide in Plain Sight: Starting at 11th level, you can create a
distraction using the Bluff skill as a free action. You then can
use Hide as normal to take cover from your opponents. As a
thief, you know the value in taking cover and escaping as
quickly as possible.

Panache of the Blade: Others fight with talent gained
through hours of practice, training, and hard experience. You,
on the other hand, get by on pure chutzpah.

Beginning with 13th level, if you have a melee weapon out
and ready to use, you may make a Bluff check as a move action,
opposed by your enemy’s base attack check. If you succeed,
your foe mistakes your bluster for real talent. As long as you do
not attack your opponent (and thus reveal your ineptitude)
you gain a +2 active bonus to defense against the foe’s attacks.
She approaches you with cautious, unsteady strikes as she
braces for your brilliant counterattack.

Note that using panache of the blade does not count as an
attack. You still gain the benefits of an unassuming target. You
can use this ability against only one foe at a time. Switching
targets causes you to lose the benefit against the original one.

Improved Uncanny Dodge: From 14th level on, a thief’s
reflexes and awareness allow him to react to danger from all
sides.

You cannot be flanked. Opponents who flank you do not
gain the bonus to attack or any other flanking benefits, such
as sneak attack damage. Improved uncanny dodge prevents
the use of sneak attack and other precision-based attacks that
require flanking, unless the attacker’s base attack bonus is 5
or more points higher than your base defense bonus.

Knife in the Back: Beginning at 15th level, a thief with the
time to ready an attack can plant his weapon right between a
target’s ribs, put a dagger in her eye socket, or otherwise
make a devastating attack.

If you remain undetected by an opponent, you increase your
sneak attack damage by +1d6 points and gain a +1 bonus to
attacks against the foe for each round you spend observing her.
You enjoy this bonus if you gain sneak attack damage against
the target within 3 rounds after you stop watching her.

Your maximum bonus to attacks and total number of dice of
sneak attack damage can equal no more than half your thief
level.

Force of Personality: Thieves of 17th level and higher
become unparalleled tricksters and experts at manipulating
others. As a full-round action, you can attempt a skill check to
compel an opponent to act as you wish through taunts,
threats, and lies. Using force of personality in combat causes
a foe to remain in place, taking no actions until she is
attacked. Outside of combat, it gives you a limited form of
control over the target.

The target of your control receives a Will save (DC = result
of the skill check — 10). In combat, use the Intimidate skill.
Outside of combat, use Diplomacy to determine the Difficulty
Class.
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In combat, the target of this ability loses all actions until you stop speaking or for a number of rounds equal to your
Charisma bonus, whichever comes first. The target takes no action other than listening to you, but she gains

her active bonus to defense as normal. She is considered shaken until the end of the encounter. Q
Outside of combat, you can dictate the target’s actions as long as they do not put her in direct, clear 5 *"
danger. This includes any action that would prove harmful to her allies and friends. Otherwise, you exer- e
cise almost perfect control over her. This benefit remains in effect until you stop talking. At that point,
the control stays in place for number of rounds equal to 1 + your Charisma modifier. You cannot give ﬁ
o —

the target new orders at this point, but she carries out the ones you originally gave her. The target does
not see your orders as threatening—you've simply talked her into obeying. Later, she simply believes
that it seemed like a good idea at the time.

Audacity of Thieves: Starting at 19th level, thieves can bring a battle to a halt with a
stirring oration. They might call for a truce, demand to speak to the enemy’s leader, or
offer to parley.

Using audacity of thieves requires you to make a Bluff check as a full-round action. It
forces all opponents within 60 feet of you to make Will saves (DC = Bluff check result).
Creatures who fail this save do nothing on their next action but listen to you, as long
as they do not come under attack. While you continue to talk, those who are not
attacked keep listening. Your opponents may attempt new saves each round, with
a +1 bonus to their roll for each consecutive round that you have used this abil-
ity.

If the DM judges that during this period you or your allies commit a suspi-
cious action, such as running away from the scene or readying weapons, your
opponents may act as normal starting one round after the suspicious action.
After this action, each of your opponents saves as normal. If they fail this
save, they may act as normal on their next action but still lose their current
one.

Lord of Lies: The 20th-level thief’s deceptions have become so convinc-
ing, many folks simply fail to consider the fact that he might be lying.

When you attempt a Bluff check, your target cannot attempt a Sense
Motive check to see through your lies until 1 round after your skill check.

For that round, she automatically believes your deception. If your Bluff tar-

get succeeds in her Sense Motive check, you cannot use lord of lies against
her for the rest of the day: She is now on her guard against you and suspect 0\
of everything you say. You can still trick her, but she no longer delays her ¥
Sense Motive check.

If you use Lord of Lies to feint, you automatically get one attack against
your opponent with their active defense denied: they automatically believe
your feint long enough for you to make that attack. Feinting always affects
only one attack, so even if you can feint as a free action, you don't get a full
round of attacks with active defense denied by using Lord of Lies.

You only gain the benefit of Lord of Lies once per opponent per
encounter, but may feint normally against them (without the benefit of Lord
of Lies) as often as you like through the rest of the encounter.

PLAYING A THIEE
Whenever society develops economics, trade, and private ownership, crimi- / /
nals are sure to emerge. The question with the thief isn't whether such
criminals exist. Instead, you must determine the level of influence they
enjoy over society and their degree of organization.

Almost every civilization develops some form of organized crime, and fanta-
sy realms are no different. The thieves’ guild, a criminal organization similar to
the real world Mafia or Yakuza, could strictly control who can practice the
criminal arts and in which areas of a city. Merchants pay out protection
money to the guild and, in return, can expect the thieves to pass them by. A
freelance thief who violates the guild’s directives, especially when it comes to
robbing those who have turned over protection money, can expect a fierce
and merciless response.
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Consider the role that social class plays in the thief’s position
in a game. In rundown, lower-class areas, folks might see the
thief as a respectable, admirable person. To laborers and serfs,
the thief represents hope of escaping poverty. In contrast, the
upper ranks of society see a thief as a threat to the established
order. He flouts the law and steals riches from those who have
earned them.

CAMPAIGN MODELS
Use the following ideas to help customize the thief class’ back-
ground to your campaign world.

Criminal Cartel: Thieves form shadowy unions, societies, and
even noble families that handle the criminal underworld in the
same manner as their legitimate analogs. The thieves’ guild sets
rates and limits on the robberies a member can commit, while
the crime families compete in illegal trades. A thief might have to
find a guild or family willing to take him in. Otherwise, he is
forced to work without protection and if he does anything to
anger an existing power group, he has no means to defend him-
self. Unfortunately, membership has its price. A guild thief might
have to take on missions he doesn’t want or find himself caught
between warring gangs, while a crime family may demand
absolute obedience.

Merchant Prince: In this model, the thief represents more than
a simple criminal. Cunning merchant princes compete with each
other for access to markets, sales, and business relationships.
Members of the thief class serve as diplomats and respected
nobles. While common criminals plunder tombs and stage rob-
beries, the real thieves arrange for the theft of entire nations and
trade regions. A party’s thief might be a trade guild member or an
official diplomat working on behalf of the crown.

THIEF STRATEGY

As a thief, you are at your best at the edge of a battle or outside
of a fight altogether. The berserkers and weapon masters in the
party might want to draw swords now and ask questions later,
but you can help the group along by avoiding battles and turn-
ing enemies into allies or neutral parties.

Your higher maximum skill ranks provide you with a tremen-
dous advantage, one critical to your success in and out of combat.
Use Hide and Move Silently to move into position for a sneak
attack. Skills such as Sleight of Hand let you grab items without
alerting the enemy. Any skill that requires an opposed check, such
as Tumble or Bluff, becomes far more effective in your hands. The
few skill ranks you have on a character of the same level can prove
decisive. Load up on skill challenges (see Chapter Four) to drive
home this advantage.

Generally it is best for you to stay at the fringes of a fight.
That way, you can sneak along without drawing attention to
yourself. Slip around to the rear to attack a vulnerable foe, make
a sneak attack, or even grab the objective of the fight without
alerting the enemy. When you are caught in the open, head for
cover as soon as possible. If you try to go head to head with a
warrior, your poor attack bonus and few hit points may spell
your doom.

THIEF STARTING PACKAGE

Ability Scores: Str 10, Dex 18, Con 14, Int 14, Wis 10,
Cha 13

Skill Groups: Agility, Athletics, Robbery, Social, Stealth, and
Theatrics at 6 ranks each.

Skills: 20 more ranks to spend on remaining skills.

Feats: Devious Manipulator plus one more of player’s choice.

Armor: Leather armor (DR 1d2).

Weapons: Club (1d6 damage, x2 critical), sling (1d4, x2 crit-
ical), dagger (1d4 damage, 19-20, x2 critical).

Gear: Backpack, bedroll, 50 feet of silk rope, grappling hook,
torches (6), flint and steel, waterskin, 5d4 gp.

Traits: Choose two and apply their modifications, if any.

WEAPON MASTER

The weapon master picks one weapon and trains with it until it
becomes an extension of his body. He learns complex methods of
fighting that make other combatants look like simple brutes. In
battle, he is an artisan of blood and carnage.

The weapon master is at his best with his chosen weapon in
hand and an opponent before him. Compared to other warriors,
such as the berserker or the armiger, he is the most consistent
and reliable. His abilities stem from his training and actions,
whereas an armiger or berserker relies on his opponents to
behave in keeping with his fighting style. Sometimes, though,
the weapon master’s focus can prove a drawback. If the weapon
master cannot use his favored armament, he suffers a tremen-
dous disadvantage.

Strength is the weapon master’s most important ability, as it
improves his chances to strike an opponent and inflict damage
with a melee weapon. Dexterity and Constitution also prove use-
ful in battle.

Hit Die: 1d4+6/level

SkiLL. GRoups
Weapon masters gain access to the Athletics skill group. They
focus so intensely on their chosen weapon that they rarely pur-
sue interests beyond the fighting arts. The skills a weapon mas-
ter does develop usually follow his interests or hobbies. Many
weapon masters study the Craft skill to better tend their
weapons and armor.

Skill Points at 1st Level: (4 + Intelligence modifier) x4

Skill Points at Each Additional Level: 4 + Intelligence mod-
ifier

FEATS

A weapon master gains unparalleled access to weapon feats, but
his mastery of other areas is limited at best. The weapon master
can choose two of the following feat categories as his primary
and secondary areas of study: Armor, Defense, Finesse, or Power.
He advances in those two categories using the mastery advance-
ment on the Weapon Master Class Features and Mastery table.
He advances in all other categories less quickly.

CLAss FEATURES
Weapon masters are the unmatched kings of the battlefield, pro-
vided that they can make the most of their favored weapon.
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WEAPON MASTER CLASS FEATURES AND MASTERY

Class Favored Base Base Attack Base Special Primary Feat Secondary Other Feat
Level Attack Bonus Bonus Defense Bonus  Abilities Mastery Feat Mastery Mastery
1 +1 +1 +1 Favored weapon, weapon 2 1 —
pool, weapon style
2 +2 +2 +2 — 2 1 —
3 +3 +3 +3 Weapon style 3 2 —
4 +5 +4 +4 — 3 2 —
5 +6/+1 +5 +5 Favored defense 4 3 1
6 +7/+2 +6/+1 +5 = 4 3 1
7 +8/+3 +7/+2 +6 Weapon style 5 4 2
8 +10/+5 +8/+3 +7 — 5 4 2
9 +11/+6/+1 +9/+4 +8 Weapon expertise 6 5 3
10 +12/+7/+2 +10/+5 +9 — 6 5 3
1 +13/+8/+3 +11/+6/+1 +10 Weapon of legend 7 6 4
12 +15/+10/+5 +12/+7 /42 +10 — 7 6 4
13 +16/+11/+6/+1 +13/+8/+3 +11 Weapon expertise 8 7 5
14 +17/+12/47 /42 +14/+9/+4 +12 — 8 7 5
15 +18/+13/+8/+3 +15/+10/+5 +13 Weapon expertise 9 8 6
16 +20/+15/+10/+5 +16/+11/+6/+1 +14 — 9 8 6
17 +21/+16/+11/+6 +17/412/+7/+2 +15 Weapon supremacy 10 9 7
18 +22/+17/+12/47  +18/+13/+8/+3 +15 — 10 9 7
19 +23/+18/+13/+8 +19/+14/+9/+4 +16 Weapon supremacy 10 9 7
20  +25/+20/+15/+10  +20/+15/+10/+5 +17 Weapon supremacy 10 9 7

Each weapon master selects one particular weapon, such as
the longsword or greataxe, and dedicates his life to becoming
an unequalled expert in its use. Some weapon masters travel
the land in search of other masters of their chosen weapon
to challenge them to duels.

Weapon and Armor Proficiencies: Weapon masters study
a number of fighting styles before focusing on the single one
of their choice. They gain proficiency with all simple and
martial weapons, light and medium armor, and all shields.

Favored Weapon: At 1st level, you must select one specific
weapon to become your weapon of choice. When fighting
with it, you gain the use of this class’ special abilities,
described below. In addition, you use your favored base
attack bonus with it (see the class table). With other
weapons, you use the lower base attack bonus on that table.

Weapon Pool: Weapon masters are unparalleled experts
with their favored weapon. When they fight with it, they can
complete special attacks that others cannot even attempt.
These attacks rely on their completing a combination of
maneuvers to set up their specialized moves.

You can designate a single opponent as the target of your
weapon token pool as a free action. When you attack that
opponent with your favored weapon, you earn 1 weapon
token each time your attack hits. You get this token even if
the target’s armor absorbs all the damage you inflict. The
weapon master gains 2 tokens per hit from levels 7 to 14, and
3 tokens per hit for levels 15+.

You can change to a new target once per round as a free
action, but you lose any tokens you have built up against the
original target. Your number of unused weapon tokens can-
not exceed your weapon master level + 10.

Weapon Style: At 1st, 3rd, and 7th level, you gain a new
specialized fighting ability to use with your favored weapon.
You activate these special abilities by spending weapon
tokens—this represents the combination of maneuvers you
must use to set up your special move. An intricate attack
requires more tokens, as you must spend more time and effort
on the combination of maneuvers needed to complete it.

You may have only one weapon style, weapon expertise or
weapon supremacy ability active at any one time. Once per
round on your turn, you may change your active weapon
style, expertise or supremacy as a free action.

Each time you gain a new weapon style, select one of the
following abilities:

Expert Strike: As you study the patterns of an opponent’s
defense, you ready yourself to make a single telling blow. You
might slash low for a few rounds, then feint low and attack
high to take advantage of a foe’s lax parries. For each weapon
token you spend, you gain a +1 bonus to either attack or
damage on your next attack. If you make more than one
attack per round, this benefit applies only to the next attack.
Your bonus from expert strike cannot exceed your class level.

Mighty Blow: Your attacks strike with more force than normal
as you learn to establish proper leverage with your weapon.
Sometimes an attack that would inflict little damage from a less-
er warrior deals a serious injury when you attempt it. After
rolling damage, you may spend 3 weapon tokens to reroll all the
damage dice used for the attack, including damage represented
as bonus dice. Use the higher of the two damage results.

Critical Strike: You take aim at an opponent’s vulnerable
points, carefully lining up a deadly strike. As a standard action,
make a single attack at your best base attack bonus and spend
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up to 5 weapon tokens. If this attack hits, treat the die result as 1 point higher per token
spent than the actual roll when determining whether you scored a critical threat.
Resolve the threat as normal, without the benefit of this ability.

Steady Aim: With careful focus, you ensure that your attacks land with sufficient
force. You might not score a devastating hit, but you are too accurate to make a
glancing or weak blow. After rolling damage for your weapon, you can choose to
spend 2 tokens and change the amount rolled to half the maximum damage possible
on each die. This benefit does not apply to bonus damage represented as dice, such
as with the sneak attack ability. The steady aim applies to one damage roll only.

Weapon Agility: You move your weapon with great speed and agility, allowing you to

react to unexpected tactics with ease. For each weapon token you spend, you
enjoy a +2 bonus to all base attack checks and ability checks made as part of an
attack action or to defend yourself against an attack action. For example, you
would gain this bonus on a Strength check to avoid being tripped, but you
would not receive it for a Strength check made to kick down a door. This

benefit lasts until the start of your next turn. Your bonus from weapon agili-
ty cannot exceed twice your class level.

Favored Defense: With his weapon in hand, the 5th-level and higher
weapon master can defend himself with superior speed and agility.
You gain a higher base defense bonus when you fight with your
weapon, depending on how you wield it. Carrying it in one hand with
nothing in the other grants you the greatest benefit. Fighting with two
’ of your favored weapons at once grants you a slightly lesser benefit. If
""" ™ 1\% your weapon is two handed, your benefit is lower still. You gain no
benefit if you carry a shield.
See the Favored Defense table on the next page for details.
Weapon Expertise: As they progress in the mastery of their cho-
sen arms, weapon masters learn increasingly complex maneuvers.
Each time you gain this class ability (at 9th, 13th, and 15th level),
select one of the abilities below. Using them requires the expendi-
ture of weapon tokens, as with the weapon style ability above.
Flurry of Strikes: While gauging an opponent’s defenses, the
weapon master launches a quick flurry of attacks that lacks accura-
cy but provides an additional strike. Normally, the opponent could
defend against such a move easily, but the weapon master spots
gaps in her defenses.
You make an additional attack against your opponent at your
highest base attack bonus, though this attack and all others you
attempt until your next turn suffer a -4 penalty. This ability,
usable once per round, costs 5 weapon tokens. You can
launch a flurry of strikes only as part of a standard or full-
round attack action. You cannot use it with an attack of
opportunity.
Master’s Accuracy: Luck plays less of a role in a weapon
master’s fighting ability than it does in others. After rolling
a d20 to make an attack, you may spend 5 weapon tokens
to reroll it. Use the higher of the two results. If your reroll is
a critical threat, check for a critical hit as normal.
Precise Strike: As a weapon master battles a foe, he learns to
read her tendencies like an open book. When you make an
attack, a base attack check, or a Strength or Dexterity check

as part of an attack action, you may take 10 on the roll by
spending 4 weapon tokens.

Penetrating Attack: Opponents in heavy armor sometimes rely
on their protective gear to absorb a weapon master’s attacks,



but his skill with his weapon helps him take advantage of gaps
in their armored plates and lapses in their defense. As a free
action, spend a up to half your weapon master level in weapon
tokens. For each token spent in this way, your opponent suf-
fers a —1 penalty to his damage reduction against your attacks
until the start of your next action.

Quick Recovery: Even when he misses, a weapon master can
turn his misfortune into an advantage. When you miss with
an attack, you may spend 1 weapon token to gain a +1 bonus
to defense against your opponent. This bonus lasts until the
beginning of your next turn.

Weapon of Legend: At 11th level, your weapon comes to
symbolize your growing mastery and fame. You must give it a
name that symbolizes your fighting style or deeds, if you have
not yet done so. As long as your weapon is visible, you gain
a +2 bonus to all Diplomacy, Intimidate, and Gather Infor-
mation checks. This bonus applies in any settlement that you
have frequented in the past.

If you lose your weapon, you must grant your new one a
different name.

When you enter a town or city for the first time, it takes a
number of days equal to 1d3 - your Charisma bonus for
your reputation to spread. If the result is O, your reputation
immediately grants you the benefits of this ability. Perhaps
your reputation precedes you.

Weapon Supremacy: In time, weapon masters achieve near
perfection with their chosen arms. Each time you gain this
class ability (at 17th, 19th, and 20th level), select one of the
following special abilities. Using them requires the expenditure
of weapon tokens, as with the weapon style ability above.

Armed Feint: You can use an attack rather than a Bluff check
to feint an opponent. Make a base attack check in place of
one normal attack and spend 2 weapon tokens. Your foe
opposes this check as normal for a feint (refer to the Bluff
skill). If you succeed, your opponent loses her active bonus to
defense against you for the rest of your current action.

Masterful Attack: You execute a brilliant series of blows that
leaves your opponent reeling. By spending 10 weapon tokens,
you may make a full attack using only a standard action rather
than a full-round action. You gain your additional, iterative
attacks as normal. However, you cannot combine this ability
with a charge, as charging is a full-round action.

Mobile Attack: If you hit your opponent in an attack, you
can use the short distraction to maneuver around her. You
may spend 2 weapon tokens immediately after hitting a foe
to move one square without provoking an attack of opportu-
nity from her. You can use this ability multiple times to edge
around an enemy.

Telling Blow: You can combine a special attack action with a
normal attack. For example, you might slash at an opponent’s
hand to deliver normal damage and disarm her. When you
use the disarm or trip attack actions, you may spend 5
weapon tokens on a normal attack that inflicts damage in
addition to the trip or disarm.

Vicious Riposte: When an opponent does land a blow, you
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twist, turn, and position yourself to deal a deadly counter-
attack. After your foe hits you in melee but before she deter-
mines damage, you may immediately spend 6 weapon tokens
to gain a bonus to an attack against her. You may apply this
bonus to any one attack you make before the end of your
next action—you could apply it to an attack of opportunity,
or you could use it on your third or fourth iterative attack.
The bonus of the vicious riposte equals the highest amount
of damage you received from your opponent in a single
attack between the time you spent the tokens and the start
of your next action.

PLAYING A WEAPON MASTER

The weapon master is the best at what he does. He hones
himself into a living weapon, one that is complete only when
it merges with the master’s chosen armament. Only the archer
approaches this character’s level of dedication and expertise.

CAMPAIGN MODELS

Weapon masters cannot help but draw attention to them-
selves, thanks to their unparalleled skills. Their reputation
precedes them, and wherever they go, others seek to bend
their considerable talents to a useful end.

Ascetic: The ascetic lives only for his weapon. He devotes
his entire life to improving his talent, honing his mind and
body, and learning to push his abilities beyond their limits.
The ascetic is a warrior-monk, a philosopher who deals in
questions of blood and steel, war and death. Many of his
seemingly mundane tactics are founded in deep philosophi-
cal precepts. The ascetic does not rely on his brawn or his
blade’s edge. Rather, his arm, mind, and weapon combine
into one continuous whole. He relies on the sum of his tal-
ents, not such trifles as a sword’s manufacture or the power
of his physique. Many ascetics gather in isolated monasteries.

FAVORED DEFENSE @

Level One-Handed Dual Wield Two-Handed
5 41 +0 +0
6 41 +1 +0
7 +1 +1 +1
8 41 +1 +1
9 sl +1 +1
10 +2 +1 +1
1 +2 +2 +1
12 +2 +2 +2
13 +2 +2 +2
14 +2 +2 +2
15 43 +2 +2
16 43 +3 +2
17 +3 +3 +3
18 +3 +3 +3
19 +3 +3 +3

20 +3 +3 +3
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Warlords may attempt to sway them to their sides, but most
would-be tyrants fail to understand that ascetics fight not for
glory, gold, or victory. They master the fighting arts to unlock
the full potential of their minds and bodies. Some ascetics
take to the road in hopes of pushing their abilities still fur-
ther, but even these wanderers rarely fall into the life of a
hired sword. Rather, they seek to answer nagging questions
about their abilities or dedication. When they are happy with
the answers they find, they return to their monasteries.

Duelist: Sometimes, a prosperous merchant or noble
needs steel to back up his words or demand justice from an
insolent rabble-rouser, an audacious business competitor, or
a lover’s rival. In such a situation, a noble seeks out a duelist
to serve as his proxy. These mercenaries are unofficial
enforcers of the land’s social order. They rarely kill, as they
are not assassins. A duelist might leave his master’s foe with a
scar or two, but in most cases the duelist faces his target’s
own champion instead. Most battles are conducted to first
blood or similar nonlethal condition. In any case, the duelist
must hone his skill to its utmost if he is to win. After all, vic-
tory brings great rewards, fame, and increased demands for
one’s skills. On the other hand, each defeat pushes a duelist
closer to retirement or, even worse, death at an assassin’s
hand, should he fail the wrong client.

WEAPON MASTER STRATEGY

The key to success for a weapon master lies in making as
many attacks as possible. Early in a fight, test your opponent
by peppering her with blows. As you take her measure, you
earn more weapon tokens to spend on special moves that you
can use to finish her off.

Since so many of your abilities revolve around a single
weapon, don't even try to become a generalist. Rather, focus
on improving your ability with your favored weapon as much
as possible. Pick up style feats for it and milk as many bene-
fits from it as you can. Since you will use it in almost every
battle, you make the most of such feat selections.

It might pay to carry a ranged weapon and perhaps a few
different weapons that inflict different damage types, such as
piercing, to contrast your chosen weapon. Even better, carry
a spare weapon just in case your primary one suffers damage
or is lost. The Craft skill can prove useful in some cases, as
you might be able to repair a damaged weapon in the field.

WEAPON MASTER STARTING PACKAGE

Ability Scores: Str 17, Dex 16, Con 16, Int 10, Wis 10,
Cha 11

Skill Groups: Athletics at 4 ranks.

Skills: Three more skills at 4 ranks.

Feats: Weapon Focus plus one more of player’s choice.

Armor: Studded leather armor (DR 1d3), heavy shield
(Medium shield, +2 defense).

Weapons: Longsword (1d8 damage, 19-20, x2 critical),
dagger (1d4 damage, 19-20, x2 critical).

Gear: Backpack, bedroll, 50 feet of silk rope, torches (6),
flint and steel, waterskin, 5d4 gp.

Traits: Choose two and apply their modifications, if any.

SPECIAL SPELLCASTING CLASS:
THE ARCANIST

Few men and women are willing to pursue magical training.
The dangers in studying arcane lore are many, yet the allure
of power remains an irresistible siren’s call to enough seekers
to keep the magical traditions alive. Arcanists see their spells
as weapons of last resort. They focus on using complex,
though limited, formulas to channel energy with relatively
low risk.

Aside from their magic, arcanists possess many useful talents.
For one, they excel in areas of lore. They must study various
fields to master the theoretical and practical aspects of magic.
They also learn to use their magic as a social tool, for the
mere threat of unleashing a spell is often enough to compel
obedience—or at least a friendly demeanor—from others.

Intelligence is the arcanist’s most important ability. The
more intelligent he is, the better he can manipulate spell
energy, making it more difficult to resist his spells. It also
serves as the key ability for many of his important skill and
feats.

Hit Die: 1d4+2/level

SkiLL GRoOuPs
Arcanists gain access to the Academia, Mysticism, Social, and
Theatrics skill groups. In addition, they seek out skills that
allow them to evade detection from their enemies, such as
Hide or Move Silently. Arcanists lack the training to stand
against their enemies in battle. Thus, when their magical
energies run low, they must escape a battle or risk defeat.
Skill Points at 1st Level: (8 + Intelligence modifier) x4
Skill Points at Each Additional Level: 8 + Intelligence
modifier

FEATS

Arcanists generally receive little instruction in the fighting
arts, but their active minds and mastery of a wide range of
lore grants them other equally useful talents. An arcanist
gains access to the Lore, Tactics, and Social feat categories.
Arcanists draw on their learning to aid their comrades and
overcome puzzles, while their sinister reputation and
insights into the human psyche prepare them for dealing
with others.

CLAss FEATURES
The arcanist’s spells are his main weapons, but the class abilities
below prove that he can wield his magic in other ways as well.
Sometimes, the mere suggestion of a deadly spell is enough to
keep an enemy at bay: The arcanist’s reputation for uncontrolled
destruction and strange powers has traveled far and wide.
Weapon and Armor Proficiencies: Arcanists have
little training in arms. They are proficient with simple
weapons but lack proficiency with any sort of armor or shields.
Spellcasting: Arcanists can access the three schools of
magic that they have studied at 1st level, while the rest come
to them more slowly.
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ARCANIST CLASS FEATURES AND MASTERY (.X ’
Class Base Attack Base Mana Special Lore Feat  Tactics Feat Social Other Feat
Level Bonus Defense Bonus Limit Abilities Mastery Mastery Feat Mastery Mastery

1 +0 +0 12 Spellcasting, mana pool, 2 1 1 —
aspect of power
2 +1 +1 15 — 1 1 —
3 +2 +2 18 Tertiary school of magic, 3 2 2 —
bonus feat
4 +3 +3 21 — 3 2 2 —
5 +3 +3 24 All schools, aspect of power 4 3 3 1
6 +4 +4 27 — 4 3 3 1
7 +5 +5 30 Bonus feat 5 4 4 2
8 +6/+1 +6 33 — 5 4 4 2
9 +6/+1 +6 36 Arcane pact 6 5 5 3
10 +7/+2 +7 39 — 6 5 5 3
1 +8/+3 +8 42 Aspect of power 7 6 6 4
12 +9/+4 +9 45 — 7 6 6 4
13 +9/+4 +9 48 Bonus feat 8 7 7 5
14 +10/+5 +10 51 — 8 7 7 5
15 +11/+6/+1 +11 54 Greater aspect of power 9 8 8 6
16 +12/47/+2 +12 57 — 9 8 8 6
17 +12/47/+2 +12 60 Bonus feat 10 9 9 7
18 +13/+8/+3 +13 63 — 10 9 9 7
19 +14/4+9/+4 +14 66 Greater aspect of power 10 9 9 7
20 +15/+10/+5 +15 70 Ultimate aspect of power 10 9 9 7

You cast spells as described in Chapter Ten: Magic. At 1st
level in this class, you must choose a primary and secondary
school of magic (see “Schools of Magic” in Chapter Ten). The
primary school represents the main focus of your magical
studies. The secondary school is another field that you have
mastered to a lesser extent than your primary school. At 3rd
level, you may select a tertiary school. Finally, at 5th level you
gain access to all the schools of magic. The Arcanist Spell
Mastery Ratings table on the next page shows your mastery
rating in the schools you pick as primary, secondary, and ter-
tiary, plus your mastery progression in all other schools.

If you have no talent with a school due to your low level
(represented by a “—" on the spell mastery table), you can-
not yet use spells from the applicable school.

Mana Limit: Mana is the basic building block of a magical
effect. Arcanists gather and shape it to create their spell
effects. The more mana you manipulate for a spell, the greater
the effect—and the greater the danger of a magical mishap.
Your level determines the limit to the amount of mana you can
spend in one day, as shown on the class table above. This is
referred to as your mana limit. The current amount of mana
you have remaining is your mana pool.

Once expended, mana is lost until you receive eight hours of
rest. After this rest, you recover all expended mana You can
recover mana only once per day.

See “The Mechanics of Magic” in Chapter Ten for more on
mana.

Aspect of Power: As a result of channeling magical energy
through their bodies and into the world, arcanists develop a
variety of subtle, perhaps unnerving, magical abilities. These

aspects of power reflect the slow alterations to the arcanist’s
body and soul over a lifetime of dabbling in the arcane arts.

All the aspects of power are supernatural abilities with a
caster level equal to your total character level. Each time you
gain an aspect of power (at 1st, 5th, and 11th level), select a
new ability from those listed below.

You must have at least 1 point in your mana pool to use
any aspect of power abilities. Use of many of these abilities
requires a successful Concentration check; some of them
generate unfortunate side effects on the roll of a natural 1
on this check, due to the vagaries of arcane power.

Bounding Step: You can soar on the wind created by an air
elemental you have called. As a free action, you can make a
Concentration check (DC 15) to pull an air elemental to you. If
you succeed, your next Jump check gains a +20 bonus. If you
roll a 1 on the d20, you immediately fall prone as the elemen-
tal's essence washes over you, uncontrolled. You must use this
Jump bonus within one minute of your Concentration check.

Daunting Visage: Arcane power surges through you, causing
you to seemingly grow taller and more menacing. After a suc-
cessful Concentration check (DC 15) as a free action, you
gain a +5 bonus to your next Intimidate check. You must use
this bonus within one minute of your Concentration check.

Eldritch Dart: After a successful Concentration check (DC
15) as a free action, you create one or more bolts of force
that strike a foe. You may make only one such check per
round. This attack has a 50-foot range increment, and can be
used up to a maximum distance of five range increments. It
inflicts damage equal to 1d6 points + your Intelligence mod-
ifier for each dart that you conjure.



7O 1RoN HEROES

L ( {
sncastsreu wster s _JQODD)
Class Primary Secondary Tertiary Other
Level School School School Schools
1 2 1 — —
2 2 1 — —
3 3 2 1 —
4 3 2 1 —
5 4 3 2 1
6 4 3 2 1
7 5 4 3 1
8 5 4 3 2
9 6 5 4 2
10 6 5 4 2
1 7 6 5 3
12 7 6 5 3
13 8 7 6 4
14 8 7 6 4
15 9 8 7 5
16 9 8 7 5
17 10 9 8 6
18 10 9 8 6
19 10 9 9 7
20 10 9 9 7

. You create enough darts for you to use one for each
attack you make on your action. On a successful check, you
can make ranged attacks using the darts for 1 round. If you
have more than one attack, you can use all of your attacks to
fire the darts. These darts are a force effect that disappear at
the end of your turn if they go unused.

Eldritch darts are a normal ranged attack, not a touch
attack. They count as a ranged weapon for the purposes of
provoking attacks of opportunity and as a projectile (not
thrown) weapon for the purposes of feats.

Master of Heat and Flame: You cause fire to spring from
your forearm and palm like liquid flame. Treat the flame as a
melee touch attack with which you are proficient. It deals
1d8 points of fire damage modified by your Intelligence
rather than your Strength. The flame can set flammable
materials alight, but you must hold them and concentrate as
a full-round action; you cannot set something afire as part of
a melee attack.

Activating this ability requires a Concentration check
(DC 15) as a free action. The flame lasts for a number of min-
utes equal to 5 + your Intelligence modifier. If you roll a 1
on the Concentration check, you suffer 1d6 points of fire
damage as your hands burn uncontrolled for a brief moment.

Wound Mending: You focus your gaze inward, seeking out
injuries that hamper your body. After sleeping for eight hours,
you may attempt a Concentration check; you heal a number
of points of damage equal to your check result —15. A result of
zero or lower means you heal no damage. If you roll a natural 1
on your Concentration check, you suffer 1d6 points of damage.

Bonus Feat: Arcanists learn new tricks and abilities by
studying ancient lore, accounts of battles, and other texts. At

3rd, 7th, 13th, and 17th level, you gain a bonus feat, provid-
ed that you meet its mastery requirements. It may come from
any feat category, reflecting an arcanist’s research into a wide
variety of areas. Bonus feats are in addition to the feat a
character gets at every even-numbered level.

Arcane Pact: The realm from which an arcanist draws his
magical energy is rife with strange creatures and bizarre, alien
intellects. Generally these beings pay little mind to mortals.
Other times, they manifest in the world as demons, elementals,
and other outsiders. Once he reaches 9th level, an arcanist’s
spellcasting sometimes draws these creatures’ attention, and
he can request aid from the dimensional beings that respond.

This aid takes the form of a bonus to any d20 roll made for
an attack, check, or save. You choose which die roll receives
the bonus. You must declare that you want to use the bonus
after rolling but before you learn whether you succeeded or
failed. This bonus can range from +1 to +10.

To enter an arcane pact, you must spend 100 gp to create
a pentagram, magic circle, or similar boundary to keep the
dimensional being at bay, then meditate for one hour. When
the creature appears at the end of this hour, you must offer
it either wealth equal to the bonus desired x 250 gp or the
sacrifice of one living, intelligent humanoid. If you fail to
make this offer, you suffer double your desired bonus as a
penalty to a d20 die roll of the DM’s choice. This reflects the
creature’s vengeance against you for breaking the bargain.

You can make a pact once per week, but you cannot gain
the benefits of more than one pact at a time. The maximum
bonus you can gain equals your class level. When you declare
your intent to use this bonus, you can spend from +1 to +10
of it on a single roll. Once you have committed to spending
these bonus points, you cannot choose to spend more points
(or less) after learning whether your roll succeeded or failed.

Greater Aspect of Power: Each time you gain this ability
(at 15th and 19th level), you can either improve one of your
aspects of power as described below or gain an aspect of power
ability (see above) that you do not yet possess. Note that the
effects of rolling a natural 1 stay the same as described above.

Bounding Step: The Jump check bonus from this ability applies
to you for a number of rounds equal to your arcanist level.

Daunting Visage: After succeeding at your Concentration
check, you now enjoy this benefit for one hour.

Eldritch Dart: Your darts now inflict damage equal to 2d6
points + your Intelligence modifier.

Master of Heat and Flame: Your fire touch now inflicts 2d6
points of damage.

Wound Mending: You now can use this ability once per hour.

Ultimate Aspect of Power: By 20th level you have attained
total mastery of the magical arts—you gain double your mastery
rating as a bonus to channeling checks. (For details on channel-
ing checks, see “Step Three: Channel the Spell” in Chapter Ten.)

PLAYING THE ARCANIST

The position this class occupies in your world determines
how the cultures you create view magic. Given that magic is
a chaotic, dangerous force in Iron Heroes, chances are that
most folk avoid arcanists. Some of their spells can have dire



consequences for those unlucky enough to live near them. A simple
evocation spell can cause tremendous harm in a city if it touches off a
fire, and a mighty warlord would fear any spellcaster who could bend
and control his mind.

In a civilized realm, an arcanist could (literally!) face a witch-hunt if
he openly practiced magic. Religious doctrine might preach that
magic is a heresy against the natural order. Most arcanists travel in
secret, and few use their magic where an outsider could see it.

While cities may see an arcanist only rarely, spellcasters might gath-
er in small conclaves deep within the forbidding, unknown realms
beyond civilization.

In other lands, arcanists could use their power to their advantage. A
scheming lord bent on conquering his neighbors might welcome them
with open arms. His desperation to find a weapon capable of delivering
victory drives him to work with magic. In other lands, magic may be
accepted as a risky, though respected, area of academic study. In either
case, a magician can expect strangers in such a place to treat him with
respect.

Regardless of how arcanists fit into your campaign, they should draw
a reaction. Magic is too dangerous for arcanists to ever enjoy the casual
acceptance of a swordsman or blacksmith.

CAMPAIGN MODELS
The following ideas exemplify how the arcanist might fit into a cam-
paign.

Heresy: Spellcasting of any sort is a heresy. Any spellcaster caught
practicing his art can expect imprisonment and possibly execution.
Arcanists keep to the edge of society and rarely interact with others.
When they meet strangers, they hide their talents. Scheming politi-
cians use witch-hunts to excoriate and imprison their enemies.

Mysterious Powers: The common folk tend to avoid arcanists, while
the nobility tolerates them as long as they remain useful. Deep down,
most people fear arcanists. Their spells can strike a man dead, and
they traffic with demons, elementals, and other strange beings. The
typical city might have one or two arcanists bold enough to erect tow-
ers or other small citadels there. Few folk dare to live close to such
structures, and the city’s rulers might try to force the arcanist out of
town. Despite this simmering hostility, no one would dare to challenge
a spellcaster openly.

Scholars: Society as a whole distrusts magic, but arcanists can earn a
prominent place by attaching themselves to powerful nobles, guilds, and
other organizations. Magical research is seen as a promising field of
study. Leading spellcasters have patrons to fund their research; magic
is viewed as similar to science. With enough research or a critical
breakthrough, arcanists are sure they can harness the power of
magic.

ARCANIST STRATEGY

If you have played a spellcaster before, you should
have a good idea of how to handle an arcanist in
play. Your spells are versatile but dangerous. In
many cases, it makes sense to hold back on them in
favor of using Tactical and Social feats to support
the party. Your aspect of power abilities also make
good primary options, though you can use them only
to aid yourself.

CHAPTER THREE: CHARACTER CLASSES 71
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The key to playing a talented arcanist lies in managing the
arcane pact class ability. Once you gain it, you can pour treasures
into sacrifices that grant you the bonuses needed to use your spells
without endangering your allies. Even then, you must be careful
not to waste the bonus granted by the pact on trivial spells. In most
cases, you are best off waiting until a critical moment to unleash
the power of your magic.

ARCANIST STARTING PACKAGE

Ability Scores: Str 10, Dex 12, Con 14, Int 16, Wis 16,
Cha 14

Skill Groups: Academia, Mysticism, Social, and Theatrics 4
ranks each.

Skills: Seven more skills with 4 ranks each.

Feats: Beast Lore plus one more of player’s choice.

Armor: None.

Weapons: Longspear (1d8 damage, x3 critical), dagger (1d4
damage, 19-20, x2 critical).

Gear: Backpack, bedroll, 50 feet of silk rope, lantern, flasks of
oil (6), flint and steel, waterskin, small steel mirror, wooden holy
symbol, map case, 5d4 gp.

Traits: Choose two and apply their modifications, if any.

MULTICLASSING

As you gain levels, you can choose to advance within your current
class or begin taking levels in a new class. In Iron Heroes, there is
no restriction on how many classes you can take.

When you take more than one class, you gain flexibility at the
cost of expertise. You master a second fighting style, but your abil-
ities in both styles are weaker than those of a character advancing
in only one class. The key to building an effective multiclassed
character lies in finding class abilities that complement each
other. For example, a berserker/archer combination might not
prove a good fit. The berserker class works best when surrounded
by enemies in close quarters, while an archer thrives away from
melee.

Use the following guidelines to determine the various abilities
and talents of a multiclassed character.

Level: “Character level” is a character’s total number of levels,
determined by adding all class levels together. Use it to determine
when you gain the benefits outlined in the Skill, Feat, and Ability
Improvements table on page 29 and to figure the maximum ranks
you can have in a skill.

Your level in a particular class determines how some abilities
work. If this is the case, the ability specifies that you must base its
function off the “class level” rather than your overall character
level.

0000000000000 JO00O00000000000

WHY A BASE DEFENSE PENALTY?

The base defense penalty is an important balancing element. The
average base defense bonus lags behind the excellent progression
starting at 6th level. Thus, you could multiclass into several average
defense classes, taking each to 5th level, and acquire the equivalent
of an excellent defense progression. The penalties solve this problem.

0000000000000 JO00O00000000000

Hit Points: Upon attaining a new level, you gain hit points
according to the class you just advanced in. Add these new hit
points to your total from previous levels.

Base Attack Bonus: Add the base attack bonuses acquired for
each class to get your new base attack bonus. If the resulting value
is +6 or higher, you get multiple attacks. Every time you can sub-
tract 5 from the base attack bonus of the lowest attack and get a
positive result, you get an additional attack. Thus, when a charac-
ter has a base attack bonus of +6, she gets an additional attack
with a +1 base attack bonus. (This is represented as “+6/+1” in
class tables.) As the base attack bonus increases, the bonuses for
all attacks increase as well. So when the base attack bonus rises to
+7, the second attack becomes +2 (+7/42). When her base attack
bonus rises to +11/+6, she gets a third attack at +1 (+11/+6/+1),
and so on. The maximum number of iterative attacks you can have
is four.

If you have levels in archer or weapon master, add the attack
bonus from your other classes to your special, weapon-specific
bonuses.

Base Defense Bonus: Add the base defense bonuses provided
by each of your classes together. If more than one of your classes
has an average base defense progression, apply a —1 penalty to
your total base defense if you are 6th level or higher, a -2 penalty
if you are 12th level or higher, or a -3 penalty if you are 18th level
or higher. Apply only the highest penalty. For example, an 18th-
level multiclassed character with more than one class with an
average base defense progression suffers a -3 modifier to his total
base defense.

Saving Throws: Add together the base save bonuses for each
class.

Skills: Regardless of the class that you advanced in with your
new level, you can spend ranks on any of the skill groups available
to your classes. Your total character level determines your maxi-
mum ranks.

If you have levels in the thief class, your maximum ranks equal
either your thief class level + 5 or your character level + 3,
whichever is greater.

Class Features: Multiclassed characters get all the class fea-
tures of all their classes. If you have access to more than one type
of token pool, you can accumulate tokens for different pools. All
the pools that require you to pick a target must have the same tar-
get. You cannot divide your attention between multiple targets.
Note that token pools from different classes must stay separate. If
you are new to multiclassing, you might wish to have only one
token-generating class until you're more comfortable with it.

Feats: A multiclassed character gains feats based on character
level, regardless of individual class levels.

Feat Masteries: To calculate a multiclass character’s mastery
rating in each mastery type, add the full value of the mastery from
the class with the highest value, and half the value of the master-
ies from other classes that get that mastery type, rounded down
per class. For example, an Archer 4 / Man-at-Arms 3 has a projec-
tile feat mastery of 4. He gets 3 from his Archer levels + 1 more
(half his rating of 2) from his Man-at-Arms levels.

Ability Score Increases: A multiclassed character gains ability
score increases based on character level, regardless of individual
class levels.
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CHAPTER FOUR:

SKILLS AND

ABILITY CHECKS

Skills represent abilities that can improve with practice and training. In some cases, you need instruction
to even attempt to use a skill. In others, you can use a skill, even if you've never tried it before.

kills in Iron Heroes have a few distinct features that sep-
S arate them from those in other games built on the core

rules mechanics. Iron Heroes characters tend to rely on
their skills quite heavily, so the skills are designed to be
robust, useful, and easy to improve. In addition:

e Skill groups represent the close relationship between
different skills. Your character class grants you access
to one or more skill groups. Rather than train in a
single skill, a skill group allows you to improve in many
skills at once. In game terms, you can spend 1 skill
point (see below) to improve in several skills at once.

®  Most skills have direct applications in combat situa-
tions.

e Skills have explicit guidelines on what you can
accomplish against Difficulty Classes above 20.

e Skill challenges allow you to gain additional benefits
from a skill check. By voluntarily increasing a check’s
Difficulty Class or taking a penalty to the check, you
gain an advantage on a successful check. For example,
you might opt for a penalty to your Disguise check
in order to change your appearance before an
approaching guard rounds the corner.

. There are no class and cross-class skills. Instead, the
skill groups grant you an advantage in purchasing
abilities closely related to your class’ talents.

e  The Craft and Knowledge skills are simplified and
both include canonical lists of the different areas
they cover.

USING SKILLS

The classes in Chapter Three each list the number of skill
points available at every level to a character of that class. You
spend those points to buy ranks in skills in order to improve
them. Your maximum rank in a skill is your character level +
3. (The one exception to this rule is the thief.) The more
ranks you have in a skill, the better you are at using it.

Every skill is associated with one of your six abilities. For
example, the Knowledge skill relies on Intelligence. When
you attempt to use a skill, you make a skill check; this key

ability contributes its modifier to the roll. If you have an

ability penalty, you may have trouble using the skill. If you
have an ability bonus, you have a superior natural talent
with the skill.

In some cases, miscellaneous modifiers also apply to a skill
check. These modifiers reflect the conditions, the environ-
ment, and other factors that make a skill easier or harder to
use. For instance, it is much more difficult to sneak quietly
across a creaky old floor than a smooth, clear stone bridge.
The creaky floor might assess a penalty to your Move Silently
skill check. On the other hand, if you wear soft, padded san-
dals, they may provide a bonus to your Move Silently check.

SKILL CHECKS
To make a skill check, roll 1d20 and add your skill modifier.
Your skill modifier is the sum of the character’s ranks in that
skill + his key ability modifier for that skill + any miscella-
neous modifiers.

As with all d20 checks, a higher result is better than a
lower one in a skill check.



74 ®ON HEROES

Below is a summary of the factors that go into a skill
check.

SKILL RANKS
A character’s number of ranks in a skill is based on how many
skill points he has invested in it. Many skills can be used
even if the character has no ranks in them; this is called mak-
ing an untrained skill check. You can have a maximum num-
ber of ranks in a skill equal to your level + 3.

Each skill point you spend on an individual skill buys you
1 rank in that skill. Skill groups, described later in this chap-
ter, allow you to spend 1 skill point to gain 1 rank in several
skills at once.

KEY ABILITY MODIFIER

The ability modifier used in a skill check is the modifier for
the skill's key ability: the ability associated with the skill’s
use. The key ability of each skill is noted after its name in its
description.

MisSCELLANEOUS MODIFIERS

Miscellaneous modifiers include trait bonuses, armor check
penalties, and bonuses provided by feats, relevant environ-
mental factors, and so forth.

MAKING THE SKILL CHECK
In Iron Heroes, you attempt a skill check in one of two basic
ways: as a static check or an opposed check.

STATIC SKiLL CHECKS
Static checks represent your effort against an inanimate
obstacle. In this case, you make your skill check and must
beat a Difficulty Class (DC) in order to succeed. The
Difficulty Class is the number a character must score as the
result of a skill check in order to succeed at a task he’s
attempting. The Difficulty Class is always the same for a given
task. For example, the Climb skill DC needed to scale a crum-
bling wall is 10. Whether you or your friend attempts the
check, the Difficulty Class remains the same. The wall is an
inert obstacle. It doesn't make an active effort to foil you.
The table below offers some examples of static skill checks.

Difficulty (DC)
Very easy (0)

Example (Skill Used)
Notice something large in plain
sight (Spot)

Easy (5) Climb a knotted rope (Climb)
Average (10) Hear an approaching guard (Listen)
Tough (15) Rig a wagon wheel to fall off

(Disable Device)
Challenging (20) Swim in stormy water (Swim)
Formidable (25)
Heroic (30)
Nearly impossible

(40)

Open an average lock (Open Lock)
Leap across a 30-foot chasm (Jump)
Track a werewolf across hard ground
after 24 hours of rainfall (Survival)

SAMPLE OPPOSED CHECKS @

Skill Opposing Skill
Task (Key Ability) (Key Ability)
Con someone Bluff (Cha) Sense Motive (Wis)
Pretend to be Disguise (Cha) Spot (Wis)

someone else

Create a false map Forgery (Int) Forgery (Int)

Hide from someone Hide (Dex) Spot (Wis)
Sneak up on someone  Move Silently (Dex) Listen (Wis)
Steal a coin pouch Sleight of Hand (Dex)  Spot (Wis)

Tie up a prisoner Use Rope (Dex) Escape Artist (Dex)

QD

OPPOSED SKiLL CHECKS
In an opposed check, you pit your skill against an opponent
who tries to prevent you from succeeding in your task. In this
case, the DM picks one person as the attacker and the other
as the defender. The attacker is always the person who wants
to gain something from a skill check. The defender tries to
prevent his check from succeeding. Both the attacker and
defender make skill checks. If the attacker’s result is higher,
he succeeds. If his result is lower than the defender’s or if
he ties it, he fails.

If it helps, think of the attacker’s check result as the
Difficulty Class for the defender's skill check.

In many opposed checks, the two sides use different skills.
A thief might use Move Silently to approach a guard, who, in
turn, tries to use Listen to hear him.

The table above shows some examples of opposed checks.

TRYING AGAIN

In general, you can try a skill check again if you fail, and you
can keep trying indefinitely. Some skills, however, have con-
sequences of failure that you must take into account. A few
skills are virtually useless once a check has failed in an
attempt to accomplish a particular task. If you fail to use
Bluff to trick the duke into trusting you with the key to his
treasury, you can't try to trick him again. He has already seen
through your ruse. In most skills, when you have succeeded
once at a given task, additional successes are meaningless.

UNTRAINED AND TRAINED SKILL CHECKS
Generally, if you attempt to use a skill in which you possess
no ranks, you make a skill check as normal. The skill modifier
doesn’t have a skill rank added in, because you have zero
ranks in the skill. Any other applicable modifiers, such as the
skill's key ability modifier, apply to the check as normal.
Many skills require a minimal level of training before you
can attempt to use them. In their descriptions, these skills are
marked as “trained only.” For such skills, no amount of natural
aptitude can replace formal study. You cannot attempt a skill
check with a “trained only” skill if you lack ranks in it.



FAVORABLE AND UNFAVORABLE CONDITIONS

Some situations may make a skill easier or harder than nor-
mal to use, resulting in a bonus or penalty to the skill modifi-
er for the skill check or a change to the Difficulty Class of
the skill check.

The DM can alter the chance of success in four ways to

take into account exceptional circumstances.

1. A skill user gains a +2 circumstance bonus to the
check to represent conditions that improve per-
formance, such as having the perfect tool for the
job, getting help from another character (see
“Combining Skill Attempts,” page 76), or possessing
unusually accurate information. You may gain this
benefit multiple times to represent a series of fac-
tors that make a check easier. If you have the per-
fect tools for the job, help from a friend, and accu-
rate information, you would gain three +2 bonuses,
for a total of +6.

You can also gain this benefit if the DM rules that
you have a good idea, a sound plan, or some other
clever inspiration to make a skill check easier. If you
decide to smear a sticky resin on your hands before
trying to scale an arcanist’s tower, your DM might
give you a bonus to your Climb check.

In many cases, your DM has the final say as to
whether a bonus applies. In some cases, he might
opt to increase the bonus above +2 to represent a
particularly useful or cleverly realized advantage. You
might gain a +2 bonus to a Bluff check to trick a
guard into believing that someone dropped a bag of
coins around a corner. The DM might increase this
bonus to +4 if he knows that the guard is greedy or
dishonest.

2. A skill user suffers a -2 circumstance penalty to
represent conditions that hamper performance,
such as being forced to use improvised tools or
having misleading information. As with a circum-
stance bonus, your DM usually adjudicates this
penalty based on conditions in the game. He might
impose a penalty of more than -2 to represent a
decisive obstacle or multiple factors that work
against you.

3. Your DM might reduce the Difficulty Class of the
skill check by 2 to represent circumstances that
make the task easier, such as using Disable Device
on a trap that someone has already partially dis-
armed. The extended skill check rules starting on
page 76 give you the option of working slowly over
time to make a difficult action easier.

4. Your DM may increase the skill check’s Difficulty
Class by 2 to represent circumstances that make the
task harder, such as using Craft to create an item of
higher than normal quality.
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Conditions that affect your character’s ability to perform
the skill change the skill check modifier. Conditions that
modify how well the character has to perform the skill to suc-
ceed change the Difficulty Class. A bonus to the skill modifi-
er and a reduction in the check’s DC have the same result—
they create a better chance of success. But they represent
different circumstances, and sometimes that difference
becomes important. Generally speaking, it is much more like-
ly that your DM assesses bonuses or penalties to a check
rather than to a Difficulty Class.

TIME AND SKILL CHECKS

Using a skill might take 1 round, take no time, or take several
rounds or even longer. Most skill uses are standard actions,
move actions, or full-round actions. (See Chapter Eight:
Combeat for action descriptions.) Others require days or
weeks of hard work, such as a Craft check to forge a sword or
suit of armor. Unless otherwise noted, assume that a skill
check is a standard action. The specific skill descriptions

in this chapter note any exceptions to this rule.

CHECKs WiTHOUT ROLLS

The typical skill check represents an attempt to accomplish a
task while under some sort of time pressure or distraction.
Sometimes you can use a skill under more favorable condi-
tions and eliminate the luck factor. In these situations, you
have the time needed to approach a skill attempt slowly and
carefully.

Taking 10: When you are not threatened or distracted,
you may choose to take 10 on a skill check. Instead of rolling
1d20 for the check, calculate your result as if you had rolled
a 10. For many routine tasks, taking 10 makes them succeed
automatically. Distractions or threats (such as combat) make
it impossible to take 10. In most cases, taking 10 is purely a
safety measure. You know (or expect) that an average roll will
succeed but fear that a poor roll might fail. Taking 10 proves
especially useful in situations where a particularly high roll
wouldn't help.

Taking 20: When you have plenty of time, you operate
under no threats or distractions, and you don'’t think you
face any danger for a failed check, you can take 20. When
you take 20, treat your d20 roll for your check as a 20. This
attempt represents trial and error.

In order to take 20, you must spend the amount of time
needed to make 20 skill checks. In addition, you must
resolve the effects of a skill check with a d20 roll of 1. In
most cases, this has no special effect. However, some skills
cause you injury or drawbacks with a failed roll. In such
cases, you suffer the drawbacks as normal and you cannot
continue to take 20.

For example, you could not take 20 on a Climb check if a
result of a 1 would cause you to fall to the ground.

Taking 10, Taking 20, and Challenges: Skill challenges
(see page 76) allow you to increase a task’s difficulty in return
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for an added benefit for a successful check. You may use chal-
lenges when you take 10 or 20, but you might suffer failure if
you take on too many of them and push the Difficulty Class
above the level where you could succeed with a 10 or 20.

Ability Checks and Channeling Checks: The normal take
10 and take 20 rules apply for ability checks (described in
greater detail on page 111). Neither rule applies to channel-
ing checks (see Chapter Ten: Magic).

EXTENDED SKILL CHECKS

Sometimes, a task requires more effort than a single skill
check represents. To decode a map written in a strange lan-
guage, you may decipher one passage, then use that knowl-
edge to improve your understanding of the rest of the docu-
ment. In these cases, your early successes build up to the
final result. Each step forward brings with it more informa-
tion or some level of success that, while short of completion,
could still prove useful. To draw upon the example of an
indecipherable map, you might learn a few useful clues
about the treasure it describes with a partial translation.
Eventually, you can learn everything the map holds, but until
then, a few clues and fragments might still prove useful.

An extended skill check covers this process of learning
information slowly. This type of skill check requires that you
succeed in a series of checks to represent a long, difficult
task. With each success, you may or may not gain some par-
tial benefit of completing the task. Your DM keeps track of
your total number of successes. When you have accumulated
a certain number of successes, he may either grant the bene-
fits of partially completing the task or tell you that you've
completed it.

For example, Gervaine the harrier wants to set up a series
of pitons and ropes so her allies can quickly scale a wall that
they may need to climb when they rob the home of Ultario
the merchant. The DM rules that Gervaine must work for one
hour and make a Climb check (DC 15) to reduce the wall’s
Climb DC for the group by 2. He also decides that Gervaine
can reduce the group’s DC by a maximum of 10. Thus,
Gervaine can continue working on the wall until she either
runs out of time or is happy with her work.

Nemarchus the arcanist wishes to decode a series of
glyphs carved into a stone table that he and his companions
found in the Howling Canyons. The DM secretly determines
that Nemarchus can make a Decipher Script check (DC 20)
each hour for this task. For every two successes he achieves,
the arcanist learns one of four important facts that the
glyphs describe. He uncovers the simplest information first,
then uses his increasing mastery of the runes to unlock the
subtler information.

Extended skill checks are a useful tool for handling tasks
that would logically take hours to complete, yet for which the
player characters can still make useful progress toward com-
pletion in a relatively short time. Each skill described in this
chapter includes a short description of how and why you
might use these rules with it.

COMBINING SKILL ATTEMPTS

When more than one character tries the same skill at the same
time and for the same purpose, their efforts may overlap.

INDIVIDUAL EVENTS

Several characters may attempt the same action, and each
succeeds or fails independently. The result of one character’s
Climb check does not influence the results of another char-
acter’s Climb check.

AID ANOTHER

You can help another character achieve success on his skill
check by making the same kind of skill check in a coopera-
tive effort. If your skill check result is 10 or higher, the char-
acter you helped gains a +2 bonus to his check, per the rule
for favorable conditions described on the previous page. You
can't take 10 or 20 on a skill check to aid another. Your DM
has the final say as to whether you can aid someone. There
must be enough room to work for both you and the person
you want to help. The DM also determines the maximum
number of people who can aid in a single check.

You can use the aid another action to help others make
ability checks (see page 111) if your DM deems it possible.
For example, you could help an ally make a Strength check
to push a boulder down a slope.

You must be capable of attempting the check you wish to
aid. For instance, you cannot aid in a “trained only” skill
check if you have no ranks in that skill. To attempt the aid
another skill check, you do not need enough ranks to suc-
ceed in the task yourself, but you must have the abilities
needed to make an attempt.

SKILL SYNERGY

A character might have two skills that work well together. In
general, having 5 or more ranks in one skill gives the charac-
ter a +2 synergy bonus on skill checks with each of its syner-
gistic skills, as noted in the skill description. In some cases,
this bonus applies only to specific uses of the skill in ques-
tion, not to all checks. Some skills provide benefits to other
checks made by a character, such as those skill checks
required to use certain class features.

SKILL. CHALLENGES

As your mastery of a skill improves, you can achieve more dif-
ficult feats with it. An expert climber can scale a sheer, slip-
pery surface that a neophyte would find impossible. By the
same token, a veteran learns to complete simple tasks with
greater efficiency, skill, and panache. An inexperienced
climber might take a while to clamber up a rocky cliff, but

a skilled mountaineer can scramble up it faster.

Skill challenges reflect an expert’s ability to perform routine
tasks with superior grace and efficiency. They also allow you
to attempt heroic deeds otherwise unavailable to you by mak-
ing already difficult skill checks even harder. With a bit of
luck, skill, and good planning, you can achieve the impossible.



The challenge system was designed to make skills more
useful across all levels. Without challenges, your skills would
become less important as you gain levels. The total result you
need on a check might be low enough that, at some point,
improving the skill makes no difference.

A skill challenge allows you to increase a skill's Difficulty
Class by 5 or suffer a -5 penalty to your check. In return, you
can achieve an extra benefit in addition to the standard bene-
fits of a successful check. If you fail due to this penalty or
increased DC, you fail the skill check as normal. Note that, if
the skill imposes a drawback for failing by more than a cer-
tain margin, you suffer the drawback as normal if you fail to
meet your newly increased Difficulty Class. For example, char-
acters who miss a Disable Device check by 10 or more acci-
dentally activate the trap they attempted to disarm. If a trap’s
standard DC is 20 and your challenge increases it to 25, you
activate the trap on a skill check result of 15 or lower.

Skill challenges on static skill checks require you to
increase a skill's Difficulty Class. The check penalty applies to
opposed checks and in cases where the result of your check
becomes the DC for an opposed check. For example, your
Disguise check result becomes the Difficulty Class for the
Spot checks other characters must make to notice your
deception. Any challenges you accept on a Disguise check
would lower your total result.

You can accept more than one challenge to a skill check.
In some cases, you can take on a single challenge more than
once to gain its benefits multiple times. Such challenges are
noted in the skill descriptions.

Generally, skill challenges allow you to gain added benefits
when you face a low Difficulty Class and you have a high
total skill modifier. You can also use skill challenges to
attempt heroic actions, even when faced with a high
Difficulty Class. You might need to make a Balance check
(DC 30) to move carefully across a thin wire. However, since
the evil archduke is about to escape, you might need to take
on a skill challenge to complete your Balance check faster
than normal.

STANDARD CHALLENGES

The challenges below apply to any skill check, unless noted
differently in the “Challenges” section of the skill descrip-
tion. Most of the skills in this chapter also include additional
skill-specific challenges you can take when attempting a
check. Your DM has the final say on whether a challenge
applies to a specific situation. Remember, each challenge
applies a +5 modifier to a check’s DC or a -5 penalty to
your check result.
Basic Challenges Take Multiple Times? (Maximum)
Fast completion Yes (twice)
Risky prospect Yes (twice)

No (n/a)

Yes (unlimited)

Simultaneous action
Superior assist
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Fast Completion: You reduce the time needed to com-
plete the skill check. If the skill check is normally a full-
round action, it becomes a standard one. A standard action
becomes a move action, while a move action becomes a free
action. For checks that require time expressed in rounds,
minutes, or larger units, reduce the time needed to complete
the check by 25 percent. You can apply this challenge’s ben-
efits twice to a single check. If you apply it twice to an action
that takes an amount of time expressed as rounds, reduce the
time needed by 50 percent. You cannot make a skill check as
a free action if it normally requires a standard action or
longer to complete.

Risky Prospect: Sometimes you can take a calculated risk
on one action to make a later one easier to complete. For
example, you could use Tumble to open yourself up to a
cultist's attacks in order to avoid a giant’s club. If you suc-
ceed at this skill challenge, you gain a bonus equal to the
total penalty you accepted if you use the Tumble skill again
your next action (to evade the giant). You gain this benefit
only if both checks involve the same sort of circumstances.
For example, you could not use a risky prospect to try to
climb a small rock before tackling a daunting slope. The two
skill checks must be somehow related, and the first, penal-
ized check should carry some consequences for failure.

Simultaneous Action: You have such talent with a partic-
ular skill that you can use it while completing other tasks. To
attempt simultaneous checks, first make the skill challenge
check, then make a second skill check using the same or a
different skill. Your secondary check suffers a —~10 penalty or
a +10 increase in Difficulty Class. Some skills work together
without penalty, such Hide and Move Silently. The simultane-
ous action challenge normally applies only to skills that you
would not normally attempt at the same time, such as using
Open Lock and Disable Device at the same time to open a
chest and defeat the trap that protects it.

Superior Assist: If you aid another with a skill check (see
above), you can attempt to provide a greater than normal
bonus to the other character’s total skill check. This chal-
lenge reflects the fact that a highly trained person can ren-
der better help than an untrained or fumbling assistant. In
return for increasing the aid another skill check Difficulty
Class by 5 (to DC 15), you boost the bonus you provide the
other character by +1. There is no limit to how high you can
push the Difficulty Class and the bonus, but remember that a
skill challenge is an all-or-nothing risk. If your check to aid
another fails, you provide no bonus.

OTHER SKILL CHALLENGES

In addition to the sample skill challenges given here and the
specific ones designed for each skill, you can create your own
in the course of play. The challenge game mechanic is flexible
enough to cover a wide variety of situations. In essence, you
can propose a challenge to your DM and he can either accept
it, reject it, or decide to increase the Difficulty Class by more
than 5 to reflect a particularly daunting use of a skill.
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Skill challenges show their true strength when you use
them to handle actions that fall outside the bounds of the
rules given in this book. DMs should think of challenges as
another tool in your bag of tricks. If a player wants to gain
an extra benefit from a skill check, make it a challenge, and
you're ready to roll. Players should look at skill challenges as
an opportunity to take actions that might not fall under the
normal rules. They are an invitation to creativity and exciting
game play.

The key to using skill challenges is to always keep in mind
that they are flexible—but with that flexibility comes some
responsibility. Don't use them as an excuse to make your
skills overpowering.

Remember that the DM has final say on how the rules
work. He might decide a challenge is simply impossible or
nonsensical. He might also revise a previous ruling, especial-
ly if further play reveals that he has inadvertently opened a
loophole in the rules. Challenges aren't an invitation to abuse
the system. They are tools meant to handle actions not cov-
ered in the rules.

DMs, remember that challenges ought to make a skill
check more useful. The following guidelines cover the typical
benefits that a challenge can grant:

® A +2 bonus to attacks for the current round.

® A +2 bonus to damage for the current round.

® A bonus to a skill check equal to the challenge’s
penalty (often -5).

®  The opportunity to complete a complex or unusually
difficult action.

° The ability to combine two skill checks into one,
such as using Tumble to avoid an attack of opportu-
nity while springing over a wall.

When adjudicating challenges of your own, use these basic
guidelines to inform your decisions. In general, a skill chal-
lenge is roughly equivalent to a feat with a mastery rating of
1 (see Chapter Five: Feats).

SKILL GROUPS BY CLASS

SKILL. GROUPS

A skill group is a collection of skills that are closely related
in terms of their use, the training needed to master them, or
some other factor. If you spend 1 skill point on a skill group
as a whole, you gain one rank in each skill it contains. You
can gain access to a skill group via your character class (or
classes, if you are multiclassed). The skill group illustrates
your overall training and exposure to several different abili-
ties. It provides an efficient, easy way for you to build a char-
acter who is trained in the core skills and abilities that your
class normally studies.

A skill group does not allow you to circumvent the normal
limit on skill ranks based on your level. It simply gives you a
greater return on the investment of a single skill point. While
you are under no compulsion to invest in your class’ skill
groups, doing so generally is a wise choice. The more skills
you can use, the better your chances of surviving and flour-
ishing in a wide variety of situations.

When you spend a skill point on a skill group, you gain
one rank in each skill it contains. If you are already at your
maximum number of ranks in one or more skills in the group,
the skills that are not yet at that maximum improve. The
skills that have reached their limit remain there.

Not all skill groups contain the same number of skills.
Some skills are more useful in a wide range of situations,
while others provide a single, but highly advantageous talent.
Some skills appear in more than one group. Also, remember
that you can still purchase ranks in any individual skill. Even
if your class does not offer a group that includes a skill you
want to use, you can still purchase ranks in it at a rate of one
rank per skill point.

There are 10 skill groups in Iron Heroes:

Academia: Drawing on skills that focus on applied knowl-
edge and a mastery of obscure lore, the Academia skill group
is a useful boon for characters with a high Intelligence.

Skills: Appraise (Int), Concentration (Con), Decipher Script
(Int), Heal (Wis), Knowledge (Int), and Speak Language
(none).

Ach Arm* Bkr Exe Har Htr MaA+ Thf Wmr Arc
Academia .
Agility . o .
Athletics . o . . . o . .
Mysticism .
Perception . . .
Robbery .
Social . .
Stealth . o .
Theatrics . .

Wilderness Lore

* Armigers also gain free ranks in the Craft skill as it applies to armorcrafting.

+ A man-at-arms gains access to any three skill groups of the player’s choice.

QD



Agility: The Agility skill group represents training in flexi-
bility and acrobatics. Classes that rely on speed and maneu-
ver usually offer it.

Skills: Balance (Dex), Escape Artist (Dex), and Tumble (Dex).

Athletics: This skill group includes Strength-based skills.
Athletics reflects a focus on physical fitness and strength.

Skills: Climb (Str), Jump (Str), and Swim (Str).

Mysticism: While Academia focuses on readily available
knowledge, the Mysticism group provides access to talents
that focus on rare lore and the study and use of magic.

Skills: Concentration (Con), Decipher Script (Int),
Spellcraft (Int), and Use Magic Device (Cha).

Perception: A sharp eye can spot trouble before it befalls
you, while a keen ear lets you sneak up on a concealed
enemy. Classes that emphasize smart tactics and awareness
grant access to this useful skill group.

Skills: Listen (Wis), Search (Int), Sense Motive (Wis), and
Spot (Wis).

Robbery: The Robbery skill group focuses on talents that
require a fine hand for detailed work and a penchant for larceny.

Skills: Disable Device (Int), Forgery (Int), Open Lock (Dex),
and Sleight of Hand (Dex).

Social: The Social skills focus on your ability to charm
others, whether you wish to extract rumors from them, trick
them, or just strike up a friendly relationship.

Skills: Bluff (Cha), Diplomacy (Cha), Gather Information
(Cha), and Intimidate (Cha).

Stealth: Classes that value hiding from an enemy, whether
to flee an opponent or move to ambush him, give access to
the Stealth skill group.

Skills: Hide (Dex) and Move Silently (Dex).

Theatrics: The art of entertaining others not only can
earn you a passable living, it also helps develop a variety of
useful skills.

Skills: Bluff (Cha), Disguise (Cha), Perform (Cha), and
Sleight of Hand (Dex).

Wilderness Lore: Many adventurers come of age in the
forbidding wilds, where one’s knowledge of the land draws
the line between survival and death.

Skills: Handle Animal (Cha), Ride (Dex), Survival (Wis), and
Use Rope (Dex).

BASE ATTACK CHECKS

Your base attack bonus is essentially your “combat skill rat-
ing.” Sometimes you must pit your fighting skills against
someone’s Jump or Tumble check. In these cases, use your
base attack bonus like a skill to make a base attack check. A
base attack check is resolved with the following formula:

1d20 + base attack bonus + Strength or Dexterity modifier*

Traits, feats, class abilities and situational modifiers that
apply to attack rolls do not affect Base Attack Checks
unless they specifically state that they do so, or they affect
your actual Base Attack Bonus (for example, the Archer’s
Ranged Base Attack Bonus class ability).

* Player’s choice.
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Many combat stunts and maneuvers require base attack
checks, as do several combat-specific skill uses. Details on
stunts appear in Chapter Eight: Combat.

SKILL DESCRIPTIONS

This section describes each skill in the game, including com-
mon uses and typical modifiers. Characters can sometimes
use skills for purposes other than those noted here.

Here is the format for the skill descriptions in this chapter.

SKILL NAME
In addition to the name of the skill, the skill name lines
include the following information:

Key Ability: The ability whose modifier applies to the skill
check. Exception: Speak Language lists “None” as its key abili-
ty because using this skill requires no check.

Trained Only: If this notation appears in the skill name
line, you must have at least one rank in the skill to use it. If it
is omitted, you can use the skill untrained (with a rank of 0).
Any special notes regarding trained or untrained use are cov-
ered in the Untrained section (see below).

Armor Check Penalty: When this notation appears in the
skill name lines, an armor check penalty applies (when
appropriate) to checks using this skill. If this entry is absent,
an armor check penalty does not apply.

The skill name lines are followed by other information:

Skill Group: Character classes grant access to various skill
groups. A character can spend 1 skill point to improve all the
skills in a given group by one rank. The names of the groups
that the skill belongs to, if applicable, are listed here.

Check: This section describes what one can do with a suc-
cessful skill check and lists the check’s Difficulty Class. This
section includes specific uses for the skill, many of which
apply to combat situations.

Action: This section lists the type of action required to
use the skill, or the amount of time in minutes, hours, or
days that it takes to make a check.

Try Again: Any conditions that apply to successive
attempts to use the skill successfully come next. If this para-
graph is omitted, the skill can be retried with no inherent
penalty, other than the additional time required.

Special: Any extra facts that apply to the skill, such as spe-
cial effects deriving from its use, appear here.

Synergy: Some skills grant a bonus to the use of other
skills because of a synergistic effect. This entry, when pres-
ent, indicates what bonuses this skill may grant or receive
because of such synergies. See the “Skill Synergy” section
on page 76.

Untrained: This entry indicates what a character with no
ranks in the skill can do with it. If this entry doesn’t appear,
it means that the skill functions normally for untrained char-
acters (if it can be used untrained) or that an untrained
character can't attempt checks with this skill (for skills that
are designated as “Trained Only”).

Take 10/20: Sometimes the rules for taking 10 and 20
confuse players and DMs. This section discusses whether
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you can use those options with the skill and, if so, how they
work.

Extended Skill Checks: This section advises you on using
the skill with an extended check. If a skill is unsuited for
such a check, this section discusses why.

Challenges: In some cases, you can willingly increase a
skill check’s Difficulty Class by 5 or take a -5 penalty to
your check to gain an additional benefit on a successful
check. This section lists specific challenges that apply to
each skill. These examples supplement the standard chal-
lenges described in the “Skill Challenges” section starting
on page 76.

APPRAISE
(INTELLIGENCE)

Skill Group: Academia

Check: You can appraise common or well-known objects
with an Appraise check (DC 12). Failure means that you esti-
mate the value at 50 percent to 150 percent (2d6+3 x 10
percent) of its actual value.

Appraising a rare or exotic item requires a successful check
against DC 15, DC 20, or higher. If the check succeeds, you
estimate the value correctly; failure means you cannot esti-
mate the item’s value.

A magnifying glass gives you a +2 circumstance bonus on
Appraise checks involving any small or highly detailed item,
such as a gem. A merchant’s scale gives you a +2 circum-
stance bonus on Appraise checks involving items valued by
weight, including anything made of precious metals. These
bonuses stack.

Find Weak Point: You can make an Appraise check as a stan-
dard action to spot a gap in a foe's armor. Make an Appraise
check opposed by your opponent’s base attack check. If you
succeed, your opponent suffers a -1 penalty to all armor
damage reduction rolls made against you for the rest of the

encounter. The target of this ability must be in your threat-

ened area. Your allies gain this bonus if you use a standard
action to describe the exact spot they must aim for to punch
through your foe’s armor.

Action: Appraising an item takes one minute.

Try Again: No. You cannot try again on the same object,
regardless of success.

Synergy: If you have 5 ranks in any Craft skill, you enjoy a
+2 bonus on Appraise checks related to items made with that
Craft skill.

Untrained: For a common item, failure on an untrained
check yields no estimate. For a rare item, success means an
estimate of 50 percent to 150 percent (2d6+3 x 10 percent)
of the item’s actual value.

Take 10/20: You cannot take 20 on an Appraise check,
since there is a penalty associated with failing a roll, and you
cannot try again after a failure. You may take 10.

Extended Skill Check: Your DM may use an extended skill
check for items that consist of several distinct parts or that
have a variety of different features. In this case, to complete
the entire appraisal you may have to gain a total number of
successes before you reach a threshold of a certain number
of failures.

Challenges: The Appraise skill has no specific challenges
beyond the standard ones given earlier in this chapter (see
page 77).

BALANCE
(DexTERITY; ARMOR CHECK PENALTY)

Skill Group: Agility

Check: You can walk on a precarious surface. A successful
Balance check lets you move at half your speed along the
surface for 1 round. A failure by 4 or less means you can't
move at all for 1 round. A failure by 5 or more means you
fall. The difficulty of the check varies with the surface, as
follows:




Narrow Surface

Balance DC*

7-12 inches wide 10
2-6 inches wide 15
Less than 2 inches wide 20
Narrow Surface DC Modifier**
Lightly obstructed +2
Severely obstructed +5
Slightly slippery +2
Severely slippery +5
Sloped or angled +2

Difficult Surface

Balance DC*

Uneven flagstone 10+
Hewn stone floor 10+
Sloped or angled floor 10+

* Add modifiers from the narrow surface modifiers table here, as appropriate.
** Add the appropriate modifier to the Balance DC of a narrow surface.
+ Only if running or charging. Failure by 4 or less means the character can’t run

or charge, but otherwise may act normally.

All the above modifiers stack.

Suffering Attacks While Balancing: You are considered flat
footed while balancing, since you can’'t move to avoid a blow;
thus you lose your active bonuses to defense (if any). If you
take damage while balancing, you must attempt another
Balance check against the same Difficulty Class to remain
standing.

Action: None. A Balance check doesn't require an action;
it is made as part of another action (moving, standing) or as
a reaction to a situation.

Synergy: If you have 5 or more ranks in Tumble, you enjoy
a +2 bonus on Balance checks.

Take 10/20: You cannot take 20 on Balance checks, since
you suffer a penalty for failing your check if you miss it by a
wide margin. You may take 10 if you are in a relaxed, calm
environment.

Extended Skill Checks: You may have to walk a long, nar-
row path that requires multiple Balance checks to traverse its
full length. Otherwise this skill does not normally factor into
extended skill checks.

Challenges: You can accept a skill challenge to your Balance
check in order to move faster than normal and other tricks.

Accelerated Movement: You can try to walk across a precari-
ous surface more quickly than normal. If you increase the
Difficulty Class by 5, you can move your full speed as a move
action. Moving twice your speed in a round requires the
penalty plus two Balance checks, one for each move action
used. You may also accept this penalty in order to charge
across a precarious surface; charging requires one Balance
check for each multiple of your speed (or fraction thereof)
that you charge.

Perfect Balance: In return for increasing the Balance DC by
5, you can move with such grace and agility that you main-

CHAPTER FOUR: SKILLS & ABILITY CHECKS 81

tain your active bonus to defense while balancing on a nar-
row surface.

Perilous Balance: If your DM judges it feasible, you can
shake or disturb the object that you must balance upon.
If your check succeeds after you increase the Balance
Difficulty Class by 5, you keep your balance and inflict a
+5 modifier to the Difficulty Classes of all Balance checks
that others must make on this surface until your next turn.
For example, you could bounce and sway on a tightrope to
knock others off of it.

BLUFF
(CHARISMA)

Skill Groups: Social, Theatrics

Check: A Bluff check is opposed by the target’s Sense
Motive check. See the accompanying table for examples of
different kinds of bluffs and the modifier to the target’s
Sense Motive check for each one.

Sense Motive Circumstances Check Modifier
The target wants to believe you. -5

The bluff is believable and +0
doesn't affect the target much.

The bluff is a little hard to believe +5

or puts the target at some risk.

The bluff is hard to believe or puts +10

the target at significant risk.

The bluff is way out there, almost +20

too incredible to consider.

Favorable and unfavorable circumstances weigh heavily on
the outcome of a Bluff check. Two circumstances can go
against you: The bluff is hard to believe, or the action that
you're asking the target to take goes against self-interest,
nature, personality, orders, or the like. If it’s important, you
can distinguish between a bluff that fails because the target
doesn'’t believe it and one that fails because it just asks too
much of the target.

For instance, if the target gets a +10 bonus on the Sense
Motive check because the bluff demands something risky,
and the Sense Motive check succeeds by 10 or less, then the
target didn't so much see through the bluff as prove reluc-
tant to go along with it.

A target that succeeds by 11 or more has seen through the
bluff. In essence, if the check would have succeeded without
the modifier, your target believes you but declines to follow
through on the belief due to other factors.

A successful Bluff check indicates that the target reacts
as you wish, at least for a short time (usually 1 round or
less) or believes something that you want the person to
believe.

A Bluff check requires some degree of interaction between
you and the target. Creatures unaware of you cannot be
bluffed.
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Creating a Diversion to Hide: You can use the Bluff skill to
help you hide. A successful Bluff check gives you a momen-
tary diversion to attempt a Hide check while people are
aware of you. This use does not provoke an attack of oppor-
tunity.

Delivering a Secret Message: You can attempt a Bluff check
to get a message across to another character without others
understanding it. The check is DC 15 for simple messages, or
DC 20 for complex messages, especially those that rely on
getting across new information. Failure by 4 points or less
means you can't get the message across. Failure by 5 points
or more means that some false information has been implied
or inferred. Anyone listening to the exchange can try to
intercept your message with a Sense Motive check opposed
by the Bluff check you already made (see “Sense Motive” on
page 103).

Feinting in Combat: You can also use Bluff to mislead an
opponent in melee combat (so he can't dodge your next
attack effectively). To feint, make a Bluff check opposed by
your target’s Sense Motive or base attack bonus check.

If your Bluff check succeeds, your target loses his active
defense bonuses (if any) for the next melee attack you make
against him. This attack must be made on or before your
next turn. You gain this benefit to one attack only, not to all
the attacks you can make.

Action: Varies. A Bluff check made as part of general inter-
action always takes at least 1 round (and is at least a full-
round action), but it can take much longer if you try some-
thing elaborate. A Bluff check made to feint in combat or
create a diversion to hide is a standard action. A Bluff check
made to deliver a secret message doesn’t take an action; it
represents part of normal communication.

Try Again: Varies. Generally, a failed Bluff check in social
interaction makes the target too suspicious for you to try
again in the same circumstances, but you may freely retry
Bluff checks made to feint in combat. Retries are also allowed
when you try to send a message, but you may attempt such a
retry only once per round. Each retry carries the same
chance of miscommunication.

Special: Bluff proves particularly useful in conjunction
with some Social feats, such as Devious Manipulator.

Synergy: If you have 5 or more ranks in Bluff, you enjoy a
+2 bonus to Diplomacy, Intimidate, and Sleight of Hand
checks, as well as to Disguise checks made when you know
you're being observed and you try to act in character.

Take 10/20: You cannot use either of these options with a
Bluff check, as trying to fool someone is a stressful, difficult
situation.

Extended Skill Checks: Your DM may require you to
make a number of successful Bluff checks to convince some-
one of a complicated or detailed lie. If you reach a target
number of successes before hitting a certain number of fail-
ures, your target believes your story. Convincing a warlord
that his brother plots to seize rulership, for example, would

EXTENDED BLUFF CHECKS @

Description Successes Needed Maximum Failures

A long, involved lie 5 15
A complex conspiracy 10 10
An almost implausible tale 15 5

QD

require an extended Bluff skill check. The table above sum-
marizes the number of successes and failures you may need
to feed the victim of a complex story. You can make one
check each day, each of which requires at least 30 minutes
of interaction.

Challenges: You can use Bluff challenges to make some-
one believe a lie for a longer period of time than normal or
to simply confuse a listener with a bizarre, almost nonsensi-
cal claim.

Conversational Paralysis: In return for a -5 penalty to your
Bluff check, a successful check dazes your target for 1 round.
Your claims are so strange that he can do little more than
sputter or reel in confusion. This skill challenge does not
work in combat situations. For each additional -5 penalty
you accept, you extend the duration of this effect by 1
round.

Durable Lie: In return for a -5 penalty on your check, your
target believes your lies for a longer period than usual. He
continues to act as you wish for 1 additional round. You can
accept a second -5 penalty to extend this benefit by another
round or attack. You cannot use this skill challenge with the
feint use of Bluff.

CLiMB
(STRENGTH; ARMOR CHECK PENALTY)

Skill Group: Athletics

Check: With a successful Climb check, you can advance up,
down, or across a slope, a wall, some other steep incline—
even a ceiling with handholds—at one-quarter your normal
speed (rounded down). A slope is considered to be any
incline at an angle measuring less than 60 degrees. A wall
is any incline at an angle measuring 60 degrees or more.

Failing a Climb check by 4 points or less indicates that
you make no progress. Failing by 5 points or more means
you fall from whatever height you have already attained.

A climber's kit gives you a +2 circumstance bonus on
Climb checks (see Chapter Seven: Equipment).

The Difficulty Class of the check depends on the condi-
tions of the climb. To determine an appropriate DC, compare
the task at hand with those on the table opposite.

You need both hands free to climb, but you may cling to
a wall with one hand while you attack or take some other
action that requires only one hand. While climbing, you can’t
move to avoid a blow, so you lose your active bonus to
defense (if any). You also can't use a shield while climbing.



DC Example Surface or Activity

0 A slope too steep to walk up, or a knotted rope with
a wall to brace against.

5  Arope with a wall to brace against, or a knotted
rope.

10 A surface with ledges to hold onto and stand on,
such as a very rough wall or a ship’s rigging.

15  Any surface with adequate handholds and
footholds (natural or artificial), such as a very
rough natural rock surface or a tree, or an unknot-
ted rope, or pulling yourself up when dangling by
your hands.

20  An uneven surface with some narrow handholds and
footholds, such as a typical wall in a dungeon or
ruins.

25 A rough surface, such as a natural rock wall or a
brick wall.

25  An overhang or ceiling with handholds but no
footholds.

30 A perfectly smooth, flat, vertical surface.

-10* Climbing a chimney (artificial or natural) or other

location where you can brace against two opposite

walls.

-5* Climbing a corner where you can brace against per-
pendicular walls.

+5*  Surface is slippery.

* These DC modifiers are cumulative; use any that apply.

Any time you take damage while climbing, make a Climb
check against the Difficulty Class of the slope or wall. Failure
means you fall from your current height and sustain the
appropriate falling damage (1d6 points of damage per 10
feet fallen).

Catching a Falling Character While Climbing: If someone
climbing above you or adjacent to you falls, you can try to
catch him if he is within your reach. Doing so requires a suc-
cessful melee touch attack against the falling character
(though he can voluntarily forego any active bonus to
defense if desired). If you hit, immediately attempt a Climb
check (DC 10 + the wall's Climb DC). Success indicates that
you catch the falling character. However, his total weight
including equipment cannot exceed your heavy load limit, or
you automatically fall. Should you fail your Climb check by 4
points or less, you don't stop the character’s fall but neither
do you lose your grip on the wall. Failing by 5 points or more
means you do not stop the character’s fall and you begin
falling as well.

Catching Yourself When Falling: It's practically impossible to
catch yourself on a wall while falling. Make a Climb check
(DC 20 + the wall's Climb Difficulty Class) to do so. It's much
easier to catch yourself on a slope (DC 10 + slope’s Climb
Difficulty Class).

Making Your Own Handholds and Footholds: You can make
your own handholds and footholds by pounding pitons into
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a wall. Doing so takes one minute per piton and a success-
ful Climb check (DC 10) per piton; you need one piton per
3 feet of distance. As with any surface that offers hand-
holds and footholds, a wall with pitons in it has a Climb
DC of 15.

In this same way, a climber with a handaxe or similar
implement can cut handholds in an ice wall. Failing this
Climb check means you make a handhold that proves
unsteady or too shallow to use.

Action: Climbing is part of movement, so it's generally
part of a move action, and you may combine it with other
types of movement in a move action. Each move action that
includes any climbing requires a separate Climb check.
Catching yourself or another falling character doesn’t take
an action.

Special: You can use a rope to haul a character upward (or
lower a character) through sheer strength. You can lift double
your maximum load in this manner.

A creature with a climb speed has a +8 racial bonus on
all Climb checks. The creature must make a Climb check to
scale any wall or slope with a Difficulty Class higher than
0, but it can always choose to take 10, even if rushed or
threatened while climbing. If a creature with a climb speed
chooses an accelerated climb (see below), it moves at double
its climb speed (or at its land speed, whichever is slower)
and makes a single Climb check at a -5 penalty. Such a
creature retains its active bonus to defense (if any) while
climbing, and opponents get no special bonus to their
attacks against it. It cannot, however, use the run action
while climbing.

Synergy: If you have 5 or more ranks in Use Rope, you get
a +2 bonus to Climb checks made to climb a rope, a knotted
rope, or a rope-and-wall combination.

Take 10/20: You can take 10 on Climb checks in relaxed,
noncombat situations. You can never take 20, as failure on a
Climb check carries a penalty.

Challenges: The skill challenges involved in a Climb check
make it easier for you to fight while ascending a slope or
allow you to move faster than normal.

Accelerated Climbing: You try to climb more quickly than
normal. By accepting a +5 DC modifier to your check, you
can move half your speed instead of one-quarter your speed
while climbing. You can accept this challenge twice, for a
total Difficulty Class modifier of +10, to move at your normal
speed.

Fighting Climb: You can accept a +5 DC modifier to a
Climb check to maintain your active bonus to defense, if
any.

Secured Climb: If you take on a +5 DC modifier to your
Climb check, you do not have to make Climb checks to main-
tain your position when you take damage. You climb in such
a way as to brace yourself for any attacks.
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CONCENTRATION
(ConsTITUTION)

Skill Groups: Academia, Mysticism

Check: Whenever you might become distracted (by taking
damage, by harsh weather, and so on) while engaged in some
action that requires your full attention, you must make a Con-
centration check. Relevant actions include making a focused
attack that requires unwavering mental clarity, making use of
some feats, and using a skill that would provoke an attack of
opportunity. In general, if an action normally wouldn't pro-
voke an attack of opportunity, you need not make a Concen-
tration check to avoid distraction. Concentration also plays
an important role in spellcasting. Arcanists use it to gather
magical energy for many of their arcane feats.

If the Concentration check succeeds, you may continue
with the original action as normal. Should the check fail, the
action also fails and is wasted; a failed skill check may have
other ramifications as well. A spell in progress automatically
suffers a major disaster.

The table below summarizes various types of distractions
that require you to make a Concentration check. When more
than one type of distraction is present, make a check for
each one; any failed Concentration check indicates that
you do not complete the task.

Difficulty Class
10 + damage dealt

Distraction

Damaged during an action that

requires focus.

10 + damage dealt
+ mana spent

Casting a spell without losing focus.

15 + mana spent Casting a spell defensively.

10 + half of Taking continuous damage during
continuous an action that requires focus.
damage
Distracting spell’s Distracted by nondamaging spell.
save DC

10 Experiencing vigorous motion (on
a moving mount, taking a bouncy
wagon ride, in a small boat in rough
water, belowdecks in a storm-tossed
ship).

15 Experiencing violent motion (on a
galloping horse, taking a very rough
wagon ride, in a small boat in rapids,
on the deck of a storm-tossed ship).

20 Experiencing extraordinarily violent
motion (earthquake).

15 Entangled.

20 Grappling or pinned.

5 Weather is a high wind carrying
blinding rain or sleet.

10 Weather is wind-driven hail, dust,

or debris.

Cast a Spell: Casting a spell requires focus and mental clar-
ity that a sword stroke or arrow can shatter. If an opponent
readies an action to strike you as you cast, or if you other-
wise suffer damage during your action while casting a spell,
you must make a Concentration check (DC 10 + damage
sustained + mana spent for the spell). Should this check
succeed, you cast the spell as normal. Should the check fail,
you lose the spell—you spend the mana as normal, but your
spell collapses as you attempt to form it. It has no effect.

Cast Defensively: When you cast defensively, you try to
maintain your protective posture while casting. If your check
succeeds, you cast the spell as normal but do not provoke
attacks of opportunity. Should your check fail, you lose the
spell—you spend the mana as normal, but the spell fails to
function. It has no effect.

Focused Determination: You can push pain and other dis-
tractions from your mind, allowing you to act while ignoring
penalties that you may suffer from. As a standard action,
make a Concentration check (DC 20 + twice the value of the
penalty you wish to ignore). Success allows you to ignore the
penalty on your next action.

Action: Standard or none. Often, making a Concentration
check is either a free action (when attempted reactively) or
doesn't require an action (when attempted actively as part of
another action). Unless expressly noted otherwise, other uses
of Concentration are standard actions.

Try Again: Yes, though a success doesn't cancel the effect
of a previous failure, such as the disruption of a spell you
attempted to cast.

Take 10/20: You can take 10 on a Concentration check dur-
ing peaceful circumstances. You can take 20 on one as long as
there is no penalty associated with failure on the check.

Challenges: The Concentration skill uses only the stan-
dard challenges given earlier in this chapter (see page 77).

CRAFT
(INTELLIGENCE)

Skill Group: None

Like Profession (see page 102), Craft is actually a number
of separate skills. You could have several different Craft skills,
each with its own ranks, each purchased as a separate skill.

A Craft skill must focus specifically on creating something.
If an endeavor creates nothing, it probably falls under the
heading of a Profession skill rather than Craft.

When you choose this skill, select a material to work with,
such as wood, rock, or metals. Then select one of two size
types: trinkets/tools or objects/structures. Trinkets and tools
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CHANGES TO CRAFT

In Iron Heroes, the Craft skill is simpler than in some games—perhaps
less realistic, but easier to judge.
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include all items the size of a suit of armor and smaller. Objects
and structures include everything larger than that. You can use
your Craft skill to produce anything that is primarily composed of
the material you work with and falls within the size category you
choose. For example, if you selected Craft (metal trinkets/tools)
you could forge anything from a horseshoe to a sword or tower
shield. Someone with Craft (wood objects/structures) could build
a cart or cottage.

Check: You can practice your trade and make a decent living,
earning about half your check result in gold pieces per week of
dedicated work. You know how to use the tools of your trade, per-
form the craft’s daily tasks, supervise untrained helpers, and handle
common problems.

The basic function of the Craft skill, however, is to allow you to
make an item of the appropriate type. The skill check’s Difficulty
Class depends on the complexity of the item to be created. The
DC, your check results, and the price of the item together deter-
mine how long it takes to make a particular item. The item’s fin-
ished price also dictates the cost of raw materials.

Using artisan’s tools in your Craft attempt gives you the best
chance of success. If you use improvised tools, make your check
with a -2 circumstance penalty. On the other hand, masterwork
artisan’s tools provide a +2 circumstance bonus on the skill
check.

To determine how much time and money it takes to make an
item, follow these steps.

1.  Find the item’s price in Chapter Seven: Equipment. Put
the price in silver pieces (1 gp = 10 sp).

2. Select the appropriate Difficulty Class from the table on
the next page.

3.  Pay one-third of the item’s price for the cost of raw
materials.

4. Make an appropriate Craft check representing one
week'’s work. If the check succeeds, multiply your check
result by the Difficulty Class. If this result equals the
price of the item in silver pieces, then you have com-
pleted the item. If the result multiplied by the Difficulty
Class doesn't equal the price, then it represents the
progress you've made this week. Record the result and
make a new Craft check for the next week. Each week,
you make more progress until your total reaches the
price of the item in silver pieces.

If you fail a check by 4 points or less, you make no progress this
week.

If you fail by 5 points or more, you ruin half the raw materials
and have to pay half the original raw material cost again.

Progress by the Day: You can make checks by the day instead of
by the week. In this case your progress (check result x DC) is in
copper pieces instead of silver pieces (1 sp = 10 cp).

Repairing Items: Generally you can repair an item by making skill
checks against the same Difficulty Class that it took to make the
item in the first place. The cost of repairing an item is one-fifth of
the item’s price.
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Item Type DC
Simple item with no moving parts or 10
complex pieces

Item with moving parts or joints 15
Intricate item with complex workings 20
Elegant or rare item 25
A masterpiece or one-of-a-kind item 30

Jury-Rigged Items: You can use this skill to create a tem-
porary or crude item. Make a Craft check as described
above, but attempt one check per hour to determine your
progress in silver pieces. The final item has no cash value,
and there is a 10 percent chance per hour of use that it
breaks. You cannot jury-rig an item with a market price of
more than 10 gp. You must provide raw materials and tools
as normal.

Masterwork Items: Craft also allows you to make a master-
work item: an item that conveys a bonus to its user
through its exceptional craftsmanship, not through
being magical.

To craft a masterwork version of an item, create the mas-
terwork component as if it were a separate item, in addi-
tion to the standard item. The masterwork component has
its own price (see Chapter Seven: Equipment) and
Difficulty Class. Once you have completed both the stan-
dard component and the masterwork component of the
item, the masterwork item is finished. (Note: The price you
pay for the masterwork component is one-third of the
given amount, just as it is for the price in raw materials.)

Action: Does not apply. Craft checks are made by the
day or week, but see below.

Try Again: Yes, but each time you miss by 5 or more,
you ruin half the raw materials and have to pay half the
original raw material cost again.

Synergy: If you have 5 ranks in a Craft skill, you enjoy
a +2 synergy bonus to Appraise checks related to items
made with that Craft skill.

Challenge: Since Craft works a bit differently than
other skills, it uses a unique set of rules if you want to
complete an item in less time than normal:

Fast Worker: You may voluntarily add +5 or +10 to the
indicated Difficulty Class to craft an item. This increase
allows you to create the item more quickly than normal
(since you'll be multiplying this higher DC by your Craft
check result to determine progress).

You must decide whether to increase the Difficulty Class
before you make each weekly or daily check. Use this
method when making a Craft check to determine the cash
value of your check’s efforts. Otherwise, use the standard
challenge to shorten a check’s length, as described earlier
in this chapter.

DECIPHER SCRIPT
(INTELLIGENCE; TRAINED ONLY)

Skill Groups: Academia, Mysticism

Check: You can decipher writing in an unfamiliar lan-
guage or a message written in an incomplete or archaic form.
Make a check with DC 20 for the simplest messages, DC 25
for standard texts, and DC 30 or higher for intricate, exotic,
or very old writing.

If the check succeeds, you understand the general content
of a piece of writing about one page long (or the equivalent).
On a failure, make a Wisdom check (DC 5) to see whether
you draw a false conclusion about the text. Success means
that you do not draw a false conclusion; another failure
means that you do.

Both the Decipher Script check and (if necessary) the
Wisdom check are made secretly, so you can't tell whether
your conclusions are true or false.

Encode Message: You can create a simple cipher to hide a
message’s true meaning. Anyone reading the message must
make a Decipher Script attempt to understand it. Anyone
who knows the cipher can read it automatically, even without
the Decipher Script skill.

Action: Deciphering the equivalent of a single page of
script takes one minute (10 consecutive full-round actions).

Try Again: You may attempt a Decipher Script check on a
page of text once per day. If the check fails, you must wait a
day to try again.

Synergy: If you have 5 or more ranks in Decipher Script,
you get a +2 bonus on Use Magic Device checks involving
written items.

Take 10/20: You may take 10 on Decipher Script checks,
but you cannot take 20 because a failed check carries a
penalty (you cannot make another check to read the docu-
ment for 24 hours).

Extended Skill Checks: Your DM may rule that complex,
long, or intricate documents and inscriptions require an
extended skill check. In this case, you may make one check
per day to decode the text.

Document Complexity Number of Successes

Long, rambling, incoherent 2
Highly technical, layered, symbolic 4
Multiple ciphers 6
Some sections must be translated 8

before others, highly detailed, dense

Almost incomprehensible, lunatic 10
ramblings or highly exotic system

of encryption

Challenges: Decipher Script uses the standard challenges
given earlier in this chapter (see page 77).
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DipLoMACY . e
(CHARISMA) r

Skill Group: Social ~

Check: You can change others’ attitudes with a successful Diplomacy check. See the
“Influencing NPC Attitudes” table for basic Difficulty Classes. These DCs assume that
the targets of this skill have no special reason to disregard an attempt at negotiation. In
combat situations or in cases where the DM rules that the nonplayer character cannot
be reasoned with, Diplomacy checks to alter the person’s attitude automatically fail.

Combat Negotiation: Sometimes you can alter an opponent’s attitude in combat.
A villain's thugs might decide they're better off surrendering rather than fighting
a hopeless battle. The sorcerer’s henchman might ally with you if he realizes that
you can pay him more or give him what he wants. You can attempt a Diplomacy
check in combat, but the Difficulty Class increases by 10 to make the check a full-
round action. Your DM must judge that you have made a reasonable or logical
pitch to the NPC. An unfriendly foe attacks your allies but doesn't attack you
unless you give him reason to do so. One with an indifferent or better attitude
stops fighting. A helpful one attacks your foes, even if they are normally his allies.

Opposed Negotiations: In negotiations, participants roll a series of opposed
Diplo-macy checks, and the first side to achieve five or more successes wins.
Opposed checks also resolve situations when two advocates or diplomats plead
opposite cases in a hearing before a third party. See “Extended Skill Checks,”
page 88.

Action: Changing others’ attitudes with Diplomacy generally takes at least one
full minute (10 consecutive full-round actions). In some situations, this time
requirement may greatly increase at your DM’s discretion. The party you speak
with can take actions as normal while you attempt to complete the check; he does
not automatically stop and patiently listen to you.

Try Again: You cannot retry a failed Diplomacy check unless the situation
changes significantly. If you succeed in a check, you suffer a —~10 penalty to addi-
tional Diplomacy checks to alter the subject’s mood for the rest of the day unless
the situation changes significantly. Once you have convinced someone of some-
thing, you are unlikely to push him any further.

Synergy: If you have 5 or more ranks in Bluff or Sense Motive, you enjoy a +2
bonus on Diplomacy checks. You gain the bonus only once, not for both skills.

INFLUENCING NPC ATTITUDES ’

INITIAL NEW ATTITUDE (DC TO ACHIEVE)

ATTITUDE Hostile Unfriendly Indifferent Friendly Helpful
Hostile — 20 30 40 50
Unfriendly Less than 15 — 20 30 40
Indifferent — Less than 5 Less than 15 20 30
Friendly — — Less than 1 1 20
Helpful — — — Less than 1 1
Attitude Means Possible Actions

Hostile Will take risks to hurt you Attack, interfere, berate, flee

Unfriendly Wishes you ill Mislead, gossip, avoid, watch suspiciously, insult
Indifferent Doesn’t much care Socially expected interaction

Friendly Wishes you well Chat, advise, offer limited help, advocate
Helpful Will take risks to help you Protect, back up, heal, aid

QD
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ROLEPLAYING AND DIPLOMACY CHECKS

A player who adopts an in-character voice to present his Diplomacy
check should be rewarded, just as a player who creates a clever
combat stunt can gain a bonus to attacks. Award a +2 bonus to a
Diplomacy check for a player who presents an in-character oration,
and an additional +2 bonus (to a maximum of +10) for each good,
compelling point he makes, particularly those that cater to the non-
player character’s goals, hopes, fears, and ambitions. You can increase
this bonus above +2 for points or proposals that seem particularly fit-
ting. For example, an NPC who is surrounded by the party and on the
edge of death will likely be open to an offer to accept his surrender. A
DM may consider a particular oration enough to guarantee a success-
ful check, but this should be the exception, not the rule.

On the other hand, the DM shouldn’t impose penalties for poor ora-
tory skills. Not everyone has the desire to act out their characters or
the improvisational abilities to do it well. If the players prefer not to
roleplay, the DM can simply ask them to summarize the important
points they may stress as part of a Diplomacy check and award an
appropriate bonus.
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Take 10/20: You can take 10 on a Diplomacy check in a
calm situation, but you cannot take 20, because failure car-
ries a drawback.

Extended Skill Checks: In the case of a long, drawn-out
negotiation, such as haggling over goods, your DM may have
both sides keep a running total of their successes on
opposed checks. The first side to reach 5, 10, or 15 successes
wins, depending on the complexity of the negotiations and
each side’s demands. Sometimes, two sides may have differ-
ent targets. For example, Alray the thief seeks to negotiate
with his fence. He wants her to pay him 100 percent of a
golden idol's market value, an outrageous sum for a stolen
item. The fence offers her standard 50 percent. Since she has
a reasonable position, she needs only 5 successes. Alray, with
his exorbitant demands, must achieve 10 successes to win.
Let the haggling commence!

In the event of a tie, the next side to succeed while the
other fails wins. You might also have to accumulate multiple
successes over the course of several days to finally push an
NPC to the attitude you want him to have.

Challenges: The Diplomacy skill uses the standard skill
challenges noted on page 77 with one exception. You can
decrease the time needed to use this skill from 10 rounds to
1 round in exchange for a +10 DC modifier, as described
under “Combat Negotiation,” above.
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CHANGES TO DIPLOMACY

The Diplomacy Difficulty Classes in Iron Heroes are higher than in most
other d20 fantasy games. However, characters have access to several
feats that make Diplomacy more powerful than normal.
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DisABLE DEVICE
(INTELLIGENCE; TRAINED ONLY)

Skill Group: Robbery

Check: The Disable Device check is made secretly, so that
you don't necessarily know whether you've succeeded.

The Difficulty Class depends on how tricky the device is.
Disabling (or rigging or jamming) a fairly simple device is
DC 10. More intricate and complex devices have higher
Difficulty Classes.

A successful check means you disable the device. If it fails
by 4 points or less, you have failed but can try again. Should
you fail by 5 points or more, something goes wrong. If the
device is a trap, you spring it. If you're attempting some sort
of sabotage, you think you've disabled the device, but it still
works normally.

You also can rig simple devices such as saddles or wagon
wheels to work normally for a while, then fail or fall off some-
time later, usually after 1d4 rounds or minutes of use.

Action: The amount of time needed to make a Disable
Device check depends on the task, as noted on the table on
the next page. Disabling a simple device takes 1 round and is
a full-round action. A tricky or difficult device requires 1d4
or 2d4 rounds.

Try Again: Varies. You can retry if you have missed the
check by 4 or less, though you must be aware that you have
failed in order to try again.

Special: If you beat a trap’s Difficulty Class by 10 or more
on the check, you can study the trap, figure out how it
works, and bypass it (along with your companions) without
disarming it.

Note that any character with a sufficient total bonus in
Disable Device can disarm a trap. Unlike some fantasy games,
no special ability is required to defeat a trap with a Difficulty
Class over 20.

Take 10/20: You can take 10 on a Disable Device check,
and you may take 20 in situations where failure has no spe-
cial ramifications, such as setting off a trap.

Extended Skill Checks: If you attempt to disable a device
more complex than “simple” on the table above, your DM
may require you to succeed in an extended skill check. You
may have to accumulate anywhere from two to ten successes
before fully disabling the device. If you make a number of
failures equal to the target number of successes before you
complete your work, you mistakenly believe that you have
disabled the device.

Challenges: Using Disable Device, you can attempt to
hide the damage you have inflicted on a device.

Disguise Tampering: If you attempt to leave behind no trace
of your work, add 5 to the Difficulty Class. In this case, any-
one who inspects the device that you disabled must make a
Search or a relevant Craft, Knowledge, or Profession check,
using your Disable Device result as the DC. On a success,
they notice your tampering. Otherwise, the damage remains
concealed.



DISABLE DEVICE CHECKS

Device Time DC Example
Simple 1 round 10 Jam a lock
Tricky 1d4 rounds 15 Sabotage a wagon wheel
Difficult 2d4 rounds 20 Disarm a trap, reset a trap
Wicked 2d4 rounds 25 Disarm a complex trap,
cleverly sabotage a clock-
% work device
DisGuisg
(CHARISMA)

Skill Group: Theatrics

Check: You use Disguise to mask your identity or adopt a
persona. Your Disguise check result, opposed by others’ Spot
check results, determines how good the disguise is. If you
don't draw any attention to yourself, others do not get to
make Spot checks. Should you come to the attention of suspi-
cious observers, such as a guard watching commoners walk
through a city gate, assume they take 10 on their Spot checks.

You make one Disguise check per use of the skill, even if sev-
eral people make Spot checks against it. Your DM makes the
Disguise check in secret, so that you can't be sure of the result.

The effectiveness of your disguise depends in part on how
much you attempt to change your appearance.

Disguise Disguise Check Modifier
Minor details only +5
Disguised as different gender* -2
Disguised as different race* -2

Disguised as different age category* -2+

* These modifiers are cumulative; use any that apply.
+ Apply this modifier for each category of difference between your actual age and
your disguised age. The categories are young (not yet adult), adulthood, middle

age, old, and venerable.

If you impersonate a particular individual, those who know
what that person looks like enjoy a bonus on their Spot
checks according to the table below. Furthermore, they are
automatically considered suspicious of you, so opposed
checks are always called for.

Familiarity Viewer'’s Spot Check Bonus
Recognizes on sight +4
Friends or associates +6
Close friends +8
Intimate +10

Usually, an individual makes a Spot check to see through
your disguise immediately upon meeting you and once each
hour thereafter. If you casually meet many different creatures
while in disguise, each for a short time, check once per day
or hour, using an average Spot modifier for the group.

Action: Creating a disguise takes 1d3 x 10 minutes of work.
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Try Again: You may try to redo a failed disguise, but once
others know that you attempted to adopt a disguise, they'll
be more suspicious.

Synergy: If you have 5 or more ranks in Bluff, you get a +2
bonus to Disguise checks when you know that you're being
observed and you try to act in character.

Take 10/20: You may take 10 or 20 on a Disguise check,
though remember that taking 20 requires 20 times the nor-
mal time for a skill check. In this case, it would by 1d3 x 200
minutes of work. Your disguise might be nearly flawless, but
you must spend hours on it.

Challenges: You can take on the specific challenges below
to improve the results of your Disguise check.

Face in the Crowd: With a -5 penalty to your check’s result,
you craft a disguise that is less likely than normal to attract
attention. Only people who specifically single you out and
try to notice your deception receive Spot checks. Guards and
other passive observers make no special note of you unless
you draw attention to yourself or interact directly with them.

Quick Change: You adopt a disguise as a full-round action.
While this may keep others from noticing you from a dis-
tance, close inspection immediately reveals your ruse. You
may resolve a Disguise check with a -5 penalty. However,
anyone who moves within 10 feet of you automatically suc-
ceeds in their Spot checks to see through your disguise.

ESCAPE ARTIST
(DexTERITY; ARMOR CHECK PENALTY)

Skill Group: Agility

Check: Escape Artist allows you to wriggle out of an oppo-
nent’s grasp, squeeze through a tight opening, or free your-
self from rope bindings. The table below gives the Difficulty
Classes required to escape various forms of restraint.

Restraint Escape Artist DC
Ropes Binder's Use Rope check +10
Net 20

Chains, manacles 30

Tight space 30

Masterwork manacles 35

Grapple Grappler's grapple check result

Ropes: Your Escape Artist check opposes the binder’s Use
Rope check. Since it's easier to tie someone up than to escape
from being tied up, the binder gets a +10 bonus on his check.

Manacles and Masterwork Manacles: The Difficulty Class for
manacles depends on their construction.

Tight Space: The Difficulty Class noted on the table repre-
sents an opening that your head fits through but your shoul-
ders don't. If the space is long, you may need to make multiple
checks. You can’t get through a space that your head does
not fit through. Make one check for every move action you
spend traversing a tight space. You move at one-quarter your
normal speed for each action. If you fail, you make no
progress but may try again.
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Grapple: You can make an Escape Artist check opposed by
your enemy’s grapple check to get out of a grapple or out of
a pinned condition.

Action: Making an Escape Artist check to escape from rope
bindings, manacles, or other restraints (except a grapple)
requires one minute of work. Escaping from a net is a full-
round action. Escaping from a grapple or pin is a standard
action. The time needed to squeeze through a tight space
depends on the length of the space as described above.

Try Again: Varies. You can make another check after a failure
when squeezing your way through a tight space, making mul-
tiple checks. If the situation permits, you can make additional
checks, or even take 20, as long as no one actively opposes you.

Synergy: If you have 5 or more ranks in Escape Artist, you
enjoy a +2 bonus to Use Rope checks to bind someone. Those
with 5 or more ranks in Use Rope get a +2 bonus to Escape
Artist checks when attempting to escape from rope bonds.

Take 10/20: You can take 10 or 20 in most situations as
long as you have the time and conditions needed to do so.
Remember, taking 20 is the equivalent of using the time
needed for 20 checks.

Extended Skill Checks: Your DM may rule that you must
succeed in an extended skill check if you face several
restraints at once. For example, if a villain ties your hands,
wraps chains around your legs, and hangs you upside down
by your feet, you may have to make three Escape Artist
checks to earn your freedom.

Challenges: With an Escape Artist challenge, you can
attempt to hide your efforts to escape.

Crafty Escape Artist: In exchange for increasing the check
DC by 5, you can hide your efforts at escaping. Anyone who
inspects your bindings must attempt a Spot check with a
Difficulty Class equal to the result of your last Escape Artist
check. If this Spot check fails, they do not notice the work
you have done to escape. For example, you could untie the
rope that binds you but leave it in place so a villain doesn't
realize that you're free. Obviously if you free yourself and
escape, the villain notices you are gone.

FORGERY
(INTELLIGENCE)

Skill Group: Robbery

Check: The Forgery skill allows you to create fake docu-
ments, counterfeit coins, and other false objects. Forgery
requires writing materials appropriate to the document
being forged, sufficient light or visual acuity to see the
details of what you're writing, wax for seals (if appropriate),
and some time. To forge a document on which the handwrit-
ing is not specific to a person (military orders, a government
decree, a business ledger, or the like), you need to have seen
a similar document before, and you enjoy a +8 bonus on
your check. Forging a signature requires an autograph from
that person to copy; you gain a +4 bonus on the check. To
forge a longer document written in the hand of a particular
person, you need a large sample of that person’s handwriting.

The Forgery check is made secretly, so that you're not sure
how your forgery turned out. As with Disguise, you don't
even need to make a check until someone examines the work.
Your Forgery check is opposed by the Forgery check of the
person who examines the document or object to check its
authenticity. The examiner gains modifiers on his check
based on the conditions on the table below.

Examiner’s Check

Forgery Condition Modifier
Type of document/object unknown to examiner -2
Type of document/object somewhat known +0

to examiner
Type of document/object well known to examiner +2

Handwriting not known to examiner -2
Handwriting somewhat known to examiner +0
Handwriting intimately known to examiner +2
Examiner reviews document/object only casually -2

A document that contradicts procedure, orders, or previ-
ous knowledge, or one that requires sacrifice on the part of
the examiner, can increase his suspicion and create favorable
circumstances for his opposing Forgery check.

Coin and art forgeries, especially those worth significant
money, always arouse suspicion in the examiner unless you
use Bluff, Diplomacy, or some other skill to win his trust.

As a rule of thumb, a suspicious person gains a +5 bonus
to Forgery checks to notice fakery.

Forging Items: To use Forgery to create an item, such as a fake
coin or a duplicate painting, sculpture, or similar object, you
must use the relevant Craft skill to make the item as normal. It
has a base cost equal to 25 percent of the item’s original value.
Use that reduced value to determine the raw materials and time
needed to make the object. Once you are done, make a Forgery
check as normal to determine the quality of your fakery.

Action: Forging a very short and simple document takes
about one minute. A longer or more complex document takes
1d4 minutes per page. An object must be created with the
Craft skill; see its description starting on page 84 to learn
how long it takes to create an item.

Try Again: Usually, no. A retry is never possible after a par-
ticular examiner detects a given forgery, but the item still
might fool someone else. The result of a Forgery check for a
particular document must be used for every instance of a
different reader examining the document. No reader can
attempt to detect a particular forgery more than once. If that
one opposed check goes in favor of the forger, the examiner
can't try using his own skill again.

Restriction: To forge documents and detect forgeries, you
must be able to read and write the language in question.

Take 10/20: You may take 10 or 20 on a Forgery check as
normal.

Challenges: Using Forgery challenges, you can create objects
that hide other, smaller items within them. For example, a
smuggler might craft a vase that hides several small, valuable
jewels within the clay used to shape it.



Hide Object: In exchange for a -5 penalty to your Forgery
check, you can embed an item within the object you create.
Your DM must rule that you could logically fit or hide the
item within the forgery. Anyone who uncovers your decep-
tion also notes the presence of the hidden item. In addition,
a Search check against your Forgery check result +5 uncov-
ers the item.

GATHER INFORMATION
(CHARISMA)

Skill Group: Social

Check: You can scour a village, town, or district in a city
for rumors and recent news. An evening's time, a few gold
pieces for buying drinks and making friends, and a Gather
Information check (DC 10) get you a general idea of a city’s
major news items, assuming there are no obvious reasons to
withhold the information. The higher your check result, the
better the information.

If you want to find out about a specific rumor, locate a partic-
ular item, obtain a map, or do something else along those lines,
the check’s Difficulty Class becomes 15 to 25 or even higher.

Information Wanted DC
General news and rumors 10
News on a specific event or well-known person 15

News on a minor event or marginally known person 20
Rumors about a largely unknown event or person 25
News about an obscure person or an event that few 30
know about

Information about an almost utterly unknown person 35
or event

Plant Rumors: You spread stories throughout town, helping
to sow false rumors or send your rivals on a wild goose chase.
Make a Gather Information check with a —10 modifier. Those
who attempt to use Gather Information in this area and fail
to beat a Difficulty Class equal to the result of your check
learn the information you planted in place of the news they
seek. If the Gather Information check succeeds, your oppo-
nents learn that you spread the story.

Action: A typical Gather Information check takes 1d4+1
hours.

Try Again: Yes, but each check takes time. Furthermore,
you may draw attention to yourself if you repeatedly pursue a
certain type of information.

Synergy: Those with 5 or more ranks in Knowledge and
access to the local area of study get a +2 bonus to Gather
Information checks.

Take 10/20: You can use either of these options, though
remember that taking 20 requires you to spend 20 times the
normal time needed to make a check. In this case, you must
spend 20d4+20 hours over the course of several days to take 20.

Extended Skill Checks: In the case of rare information or
if you must find a single specific person with the information
you need, your DM may require you to make an extended
Gather Information check. This reflects the various stages of
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investigation you must engage in. If you seek a retired smug-
gler, you might first uncover the places where smugglers
commonly meet clients, then find a thief who has contacts
with the retired smuggler, then track down the smuggler’s
current location. This would require a Gather Information
check for each of the investigation’s three steps. Your DM
also may decide that, if you fail a number of times equal to
the number of successes you need, it becomes a common
rumor that you are looking for someone.

Challenges: Gather Information has one unique challenge
that allows you to cover your tracks while seeking informa-
tion.

Discreet Seeker: While seeking out news and information,
you keep a low profile. You focus on overhearing conversa-
tions, drawing inferences from peoples’ behavior, and spying
on others. You increase your Gather Information DC by +5,
but you avoid leaving any clues about the information you
seek. If your check fails, you may be detected as normal, but
you still avoid spreading clues about what you seek.

HANDLE ANIMAL
(CHARIsMA; TRAINED ONLY)

Skill Group: Wilderness Lore

Check: This skill allows you to train animals, raise them to
become faithful servants, and otherwise manage and care for
them. A Handle Animal check’s Difficulty Class depends on
how you use the skill.

Handle Animal Task DC
Handle a domesticated animal 10
“Push” a domesticated animal 25
Teach a domesticated animal a trick 15 or 20*
Train a domesticated animal for a 15 or 20*

general purpose
15 + animal’s HD

* See the specific trick or training purpose in the text below.

Rear a wild animal

Handle a Domesticated Animal: This task involves command-
ing an animal to perform a task or trick that it already knows.
If the animal is wounded or has taken any nonlethal damage
or temporary ability score damage, the Difficulty Class
increases by 2. Should your check succeed, the animal per-
forms the task or trick on its next action.

“Push” a Domesticated Animal: To push an animal means to
get it to perform a task or trick that it doesn’t know but is
physically capable of performing. This category also covers
making an animal perform a forced march or forcing it to
hustle for more than one hour between sleep cycles. If the
animal is wounded or has taken any nonlethal damage or
temporary ability score damage, the Difficulty Class increases
by 2. Should your check succeed, the animal performs the
task or trick on its next action.

Teach a Domesticated Animal a Trick: You can teach an animal
a specific trick with one week of work and a successful Handle
Animal check against the indicated Difficulty Class. An animal
with an Intelligence score of 1 can learn up to three tricks,
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while an animal with an Intelligence score of 2 can learn a maximum of six.
Possible tricks (and their associated DCs) include, but are not limited to, the

following.

Attack (DC 20): The animal attacks apparent enemies. You may point to
a particular creature that you wish the animal to attack, and it will
comply if able. An animal normally attacks only humanoids, monstrous
humanoids, giants, or other animals. Teaching an animal to attack all
creatures (including such unnatural ones as undead and aberrations)
counts as two tricks.

Come (DC 15): The animal comes to you, even if it normally would not
do so.

Defend (DC 20): The animal defends you (or is ready to defend you

if no threat is present), even without a command being given. Alter-
natively, you can command the animal to defend a specific other
character.

Down (DC 15): The animal breaks off from combat or otherwise backs
down. An animal that doesn’t know this trick continues to fight until it
must flee (due to injury, a fear effect, or the like) or until its opponent
is defeated.

Fetch (DC 15): The animal goes and gets something and brings it back.
If you do not point out a specific item, the animal fetches some ran-
dom object.

Guard (DC 20): The animal stays in place and prevents others from
approaching.

Heel (DC 15): The animal follows you closely, even to places where it
normally wouldn’t go.

Perform (DC 15): The animal performs a variety of simple tricks, such as
sitting up, rolling over, roaring or barking, and so on.

Seek (DC 15): The animal moves into an area and looks around for any-
thing that is obviously alive or animate.

Stay (DC 15): The animal stays in place, waiting for you to return. It
does not challenge other creatures that come by, though it still
defends itself if needed.

Track (DC 20): The animal tracks the scent presented to it. (This
requires the animal to have the scent ability)

Work (DC 15): The animal pulls or pushes a medium or heavy load.

Train a Domesticated Animal for a Purpose: Rather than teaching an animal
individual tricks, you can simply train it for a general purpose. Essentially, an
animal’s purpose represents a preselected set of known tricks that fit into a
common scheme, such as guarding or heavy labor. The animal must meet all
the normal prerequisites for all tricks included in the training package. If the
package includes more than three tricks, the animal must have an Intelli-
gence score of at least 2.

An animal can be trained for only one general purpose, though if the crea-
ture is capable of learning additional tricks (above and beyond those includ-
ed in its general purpose), it may do so. Training an animal for a purpose
requires fewer checks than teaching individual tricks, but no less time.

Combat Riding (DC 20): An animal trained to bear a rider into combat
knows these tricks: attack, come, defend, down, guard, and heel.
Training an animal for combat riding takes six weeks. You may also
“upgrade” an animal trained for riding to this purpose by spending
three weeks and making a successful Handle Animal check (DC 20).
The new general purpose and tricks completely replace the animal’s
previous purpose and any tricks it once knew. Warhorses and riding



dogs are already trained to bear riders into combat,
and they don’t require any additional training for
this purpose.

*  Fighting (DC 20): An animal trained to engage in
combat knows these tricks: attack, down, and stay.
Training an animal for fighting takes three weeks.

*  Guarding (DC 20): An animal trained to guard knows
these tricks: attack, defend, down, and guard.
Training an animal for guarding takes four weeks.

®  Heavy Labor (DC 15): An animal trained for heavy
labor knows these tricks: come and work. Training
an animal for heavy labor takes two weeks.

*  Hunting (DC 20): An animal trained for hunting knows
these tricks: attack, down, fetch, heel, seek, and track.
Training an animal for hunting takes six weeks.

®  Performance (DC 15): An animal trained for perform-
ance knows these tricks: come, fetch, heel, perform,
and stay. Training an animal for performance takes
five weeks.

*  Riding (DC 15): An animal trained to bear a rider
knows these tricks: come, heel, and stay. Training an
animal for riding takes three weeks.

Rear a Wild Animal: To rear an animal means to raise a wild
creature from infancy so it becomes domesticated. A handler
can rear as many as three creatures of the same kind at once.

A successfully domesticated animal can be taught tricks at
the same time it's being raised, or it can learn them as a
domesticated animal later.

Action: Varies. Handling an animal is a move action, while
pushing an animal is a full-round action. For tasks with spe-
cific time frames noted above, you must spend half this time
(at the rate of three hours per day per animal being handled)
working toward completion of the task before you attempt
the Handle Animal check. If the check fails, your attempt to
teach, rear, or train the animal fails, and you need not com-
plete the teaching, rearing, or training time. If the check suc-
ceeds, you must invest the remainder of the time to complete
the teaching, rearing, or training. If something interrupts or
if you can'’t follow the task through to completion, the
attempt to teach, rear, or train the animal automatically fails.

Try Again: Yes, except for rearing a wild animal. Once an ani-
mal reaches adulthood, you cannot attempt to rear it again.

Special: You can use Handle Animal on a creature with an
Intelligence score of 1 or 2 that is not an animal, but the
Difficulty Class of any such check increases by 5. Such crea-
tures have the same limit on tricks known as animals do.

Synergy: If you have 5 or more ranks in Handle Animal,
you enjoy a +2 bonus on Ride checks.

Untrained: If you have no ranks in Handle Animal, you
can use a Charisma check to handle and push domestic ani-
mals, but you can't teach, rear, or train animals.

Take 10/20: You can take 10 and 20 on Handle Animal
checks, though you cannot take 20 when rearing an animal,
due to the penalties associated with failure.
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Extended Skill Checks: The Handle Animal skill does not
normally use extended skill checks. A single check covers the
amount of time and effort that other skills would resolve with
an extended check.

Challenges: The standard skill challenges on page 77
apply to Handle Animal checks.

HEAL
(Wispom)

Skill Group: Academia

Check: The Heal skill allows you to help others recover
from injuries. You can use this skill to prevent an ally from
dying after he has been reduced to O or fewer hit points. You
can also help an ally recover his reserve pool faster than nor-
mal. The skill check’s Difficulty Class and effect depend on
the task you attempt.

Heal Task DC
First aid 15
Long-term care 15
Treat wounds 15
Treat wound from caltrop 15

Treat poison Poison’s save DC

Treat disease Disease’s save DC

For more on healing wounds, see “Healing and Reserve
Points” in Chapter Eight: Combat.

First Aid: You usually use first aid to save a dying character.
If a character has negative hit points and continues losing
them (at the rate of 1 point per round, 1 point per hour, or
1 point per day), you can stabilize him. A stable character
regains no hit points but stops losing them.

Treat Wounds: You can tend to a person’s wounds, helping
speed his normal rate of recovery. With a successful check,
you restore a number of reserve points to his pool equal to
your number of ranks in Heal. A person can receive this
treatment only once per day whether it succeeds or fails,
even if multiple healers attempt to treat him.

Long-Term Care: Providing long-term care means treating a
wounded person for a day or more. If your Heal check succeeds,
the patient recovers reserve points and ability score points lost
to temporary ability damage at twice the normal rate:

® 4 reserve points per level + double Constitution score
in reserve points for eight hours of rest in a day;

e 8 reserve points per level + quadruple Constitution

score in reserve points for each full day of total rest;

e 2 ability score points for eight hours of rest in a day; or

e 4 ability score points for each full day of total rest.

You can tend as many as six patients at a time. You need a
few supplies (bandages, salves, and so on) that are easy to come
by in settled lands. Giving long-term care counts as light activi-
ty for the healer. You cannot give long-term care to yourself.

Treat Wound From Caltrop: A creature wounded by stepping
on a caltrop moves at one-half normal speed. A successful
Heal check removes this movement penalty.
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Treat Poison: To treat poison means to tend a single charac-
ter who has been poisoned and who is going to take more
damage from the poison (or suffer some other effect). Every
time the poisoned character makes a saving throw against
the poison, you make a Heal check. The poisoned character
uses the result of either your check or his saving throw,
whichever is higher.

Treat Disease: To treat a disease means to tend a single dis-
eased character. Every time he makes a saving throw against
disease effects, you make a Heal check. The diseased charac-
ter uses the result of either your check or his saving throw,
whichever is higher.

Action: Providing first aid, treating a wound, or treating
poison is a standard action. Treating a disease or tending a
creature wounded by caltrops takes 10 minutes of work.
Providing long-term care requires eight hours of light activity.

Try Again: Varies. Generally speaking, you can't try a Heal
check again without proof of the original check’s failure. You
can always retry a check to provide first aid, assuming the
target of the previous attempt is still alive.

Special: A healer’s kit (see Chapter Seven: Equipment)
gives you a +2 circumstance bonus on Heal checks.

Take 10/20: You can take 10 on a Heal check, but in most
cases you simply don't have the time to take 20.

Challenges: You can attempt treatment to staunch a char-
acter’s wounds, which provides a temporary reprieve at best.

Temporary Treatment: You bind a patient’s wounds and pro-
vide him with herbs and elixirs that dull his pain, but his
injuries remain. In exchange for a +5 increase to the Heal
DC, you heal a patient’s hit points rather than his reserve
points. However, after 24 hours, the patient suffers the dam-
age you healed. He suffers the full damage you healed to his
reserve points and a total equal to half from his hit points.
For example, if you restored 12 hit points to a character
using a temporary treatment, he would later lose 12 reserve
points and 6 hit points. Should this loss reduce a character
to less than O reserve points, any additional damage reduces
his hit points. A patient can receive the benefits of this use
of Heal only once per day.

HIDE
(DEexTERITY; ARMOR CHECK PENALTY)

Skill Group: Stealth

Check: This skill allows you to stay out of sight by hiding
behind a rock, slipping into the shadows, or otherwise blend-
ing into the environment. Your Hide check is opposed by the
Spot check of anyone who might see you. You can move up
to half your normal speed and hide at no penalty.

A creature larger or smaller than Medium gets a size bonus
or penalty on Hide checks depending on its size category:
Fine +16, Diminutive +12, Tiny +8, Small +4, Large -4,

Huge -8, Gargantuan -12, and Colossal -16.

You need cover or concealment in order to attempt a Hide
check. Total cover or total concealment usually obviates the
need for a Hide check, since nothing can see you, anyway.

If people observe you, even casually, you can't hide unless
you use the Bluff skill to create a distraction. You can run
around a corner or behind cover so that you're out of sight
and then hide, but the others know at least where you went.

If your observers are momentarily distracted, you can try to
hide. While they turn their attention from you, you may attempt
a Hide check if you can get to some kind of hiding place. As a
general guideline, the hiding place has to be within a number
of feet equal to your total number of Hide ranks. This check
suffers a —10 penalty because you have to move fast.

Create a Diversion to Hide: You can use Bluff to help you
hide. A successful Bluff check can give you the momentary
diversion you need to attempt a Hide check while people are
aware of you (see page 81).

Evade Extraordinary Senses: Some creatures can sense vibra-
tions in the ground. Others have keen scent or a magical ability
to detect their enemies. You can use Hide (and Move Silently)
to evade such abilities with a penalty to your skill check. The
penalty you suffer depends on the sense used to detect you.

Sense Type Hide Check Penalty
Blindsense -15
Scent -5
Tremorsense -10

Sniping and Ambushing: If you've already successfully hidden at
least 10 feet from your target, you can make one ranged attack,
then immediately hide again. You take a —20 penalty on your
Hide check to conceal yourself after the shot. You can try a sim-
ilar tactic with a melee attack, but you suffer a —30 penalty to
your Hide check. Using Hide in this manner is a move action.

Action: Normally, you make a Hide check as part of move-
ment, so it doesn’t take a separate action. However, hiding
immediately after an attack (see “Sniping and Ambushing,”
above) is a move action.

Take 10/20: In nonstressful situations, you can take 10 or
20 on a Hide check. For example, if you have sufficient time
to gather camouflage and pick a good spot for an ambush,
you could take 20 on a Hide check. You cannot take 10 or
20 if you move while hiding.

Challenges: You can use skill-specific challenges to move
faster while hiding or to strike at an opponent from the shadows.

Fast Move: You can move up to your normal speed in
exchange for a -5 penalty to your Hide check. In return for a
-20 penalty to your check, you can move faster than your
normal speed, such as by running or charging.

Shadow Strike: In return for a -5 penalty to your Hide
check, you can make a Hide check as part of an attack action
against an opponent who has lost his active defense bonuses
against you. Your foe opposes this check with either a Spot
or a base attack check. If you succeed, your opponent does
not threaten you until the end of your next turn—you slash
at him from hiding and move to confuse him, forcing him to
waste precious moments to gain his bearings. Normally, your
opponent threatens you after he becomes aware of your pres-
ence. The shadow strike challenge delays this for 1 round.
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INTIMIDATE
(CHARISMA)

Skill Group: Social

Check: You instill fear into your target, forcing him to take
actions against his will or turning him into a nervous, clumsy
wreck. You can use the Intimidate skill in one of two ways to
intimidate one target at a time.

Browbeat Target: You can change another’s behavior with a
successful check. The result of your Intimidate check is the
Difficulty Class that your target must achieve using his choice
of a Will save, a base attack check, or an Intimidate check of
his own. Before your target acts, he must make a check. If he
fails, he does as you order him to do. You cannot compel a
person to take a dangerous, self-destructive, or plainly foolish
action. For example, you could browbeat a town guard into
standing back while you carry off the crown jewels, but you
could not force him to attack his allies or help you with your
burden. In most cases, Intimidate can force a target to take no
action or to stop interfering with you. The target makes a new
save or check each round and continues to do so until 1d6
minutes after you have left his presence.

If the target succeeds in his check or saves against your
intimidation attempt, he may act as normal, but you can try
to intimidate him again. If he beats the DC by 5 points or
more, you may not make another Intimidate check against
him for the rest of the encounter.

Demoralize Opponent: You can also use Intimidate to weak-
en an opponent’s resolve in combat. The result of your
Intimidate check is the Difficulty Class that your target must
achieve using his choice of a Will save, a base attack check,
or an Intimidate check of his own. If you win, the target
becomes shaken for a number of rounds equal to 1 + your
Charisma modifier. A shaken character takes a -2 penalty on
attack rolls, ability checks, and saving throws. You can intimi-

date only an opponent that you threaten in melee combat

and that can see you.

Action: Intimidating an opponent is a standard action.

Special: You gain a +4 bonus on your Intimidate check for
every size category that you are larger than your target.
Conversely, you take a —4 penalty on your Intimidate check
for every size category that you are smaller than your target.

A character immune to fear can't be intimidated, nor can
nonintelligent creatures.

Synergy: If you have 5 or more ranks in Bluff, you get a +2
bonus to Intimidate checks.

Take 10/20: Trying to intimidate someone is an inherently
stressful situation. You cannot take 10 or 20 with this skill.

Extended Skill Checks: You can use an extended
Intimidate check to force someone slowly into subservience.
You must achieve a given number of Intimidate check suc-
cesses before hitting a certain number of failures. Make one
check each day on consecutive days; if you miss one or more
days, you suffer one automatic failure for each day missed.
You must reach a number of successes equal to 5 + your tar-
get’s Charisma modifier, while getting five failures means that
you cannot force him into service. You can intimidate only
one person per day in this manner, spending at least four
hours each day browbeating your unwilling servant.

The target of this use of Intimidate can have no more than
half your Hit Dice. You can have a number of unwilling ser-
vants equal to 1 + your Charisma modifier. (If this total is O
or less, you cannot have any.) A person forced into service in
this manner obeys any nondangerous commands you give
him. He never risks his life or property for you.

Challenges: While most skill challenges carry a -5 penalty
(or +5 DC modifier), Intimidate works a little differently.
Attempting to intimidate more than one person requires the
mass intimidation challenge.
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Mass Intimidation: You can attempt to intimidate more than
one person at a time. In this case, one opponent of the DM’s
choice makes a single check to resist you. This result stands
for everyone in the group. However, you suffer a -2 penalty
to your check for each opponent beyond the first. Your DM
may allow more than one person to make a check to resist
you, with each checker representing a different subgroup of
those you wish to intimidate. For example, while you attempt
to steal the Rendergest Emerald, the town guard and a small
group of thieves burst into Duke Rendergest’s vault. You use
Intimidate to freeze them in place and escape up a rope lead-
ing to the roof. The DM judges that the captain of the guard
will resist your check on behalf of his men, while the outlaw
Tyra Redblade resists on behalf of her cronies.

You can use mass intimidation with either use of
Intimidate (demoralizing or browbeating a foe).

Power Intimidate: You make a spectacular claim of power,
call out your opponent’s courage, or take a risky gambit to
find a foe’s secret fear. A tough or determined enemy can see
through your ploy, but a weak one quakes before your power.
In return for a -5 penalty to your Intimidate check, you can
increase the morale penalty you inflict by -1 or force an
opponent to take an action that is against his interests (but
not life threatening). For example, you could force a guard to
help you carry the treasure he was supposed to protect. You
can take this challenge multiple times to increase the morale
penalty. In the case of compelling others to obey you, your
DM may increase the penalty for particularly demanding
commands. However, you can never use Intimidate to force
someone to obey a life-threatening order.

Jump
(STRENGTH; ARMOR CHECK PENALTY)

Skill Group: Athletics

Check: You use the Jump skill to leap into the air, vault
over an obstacle, or dive over an opponent. The Difficulty
Class and the distance you can cover vary according to the
type of jump you attempt.

Your speed modifies your Jump check as follows:

Speed Jump Check Modifier*
50 feet +8
40 feet +4
30 feet +0
20 feet -6
10 feet -12

Take a —6 penalty for every 10 feet your speed is less than 30 feet or
a +4 bonus for every 10 feet your speed is beyond 30 feet.

All Jump DCs given here assume that you get a running
start, which requires that you move at least 20 feet in a
straight line before attempting the jump. If you do not get a
running start, double the jump’s Difficulty Class.

Distance moved by jumping counts against your normal
maximum movement in a round. Usually, you make a Jump
check as part of a move action.

If you have ranks in Jump and succeed at a Jump check,
you land on your feet (when appropriate). If you attempt a
Jump check untrained, you land prone unless you beat the
DC by 5 points or more.

Long Jump: A long jump is a horizontal jump, made across a
gap like a chasm or stream. At the midpoint of the jump, you
attain a vertical height equal to one-quarter of the horizontal
distance. The jump’s Difficulty Class is equal to the distance
jumped (in feet).

If your check succeeds, you land on your feet at the far
end. If you fail the check by less than 5 points, you don't clear
the distance, but you can make a Reflex save (DC 15) to grab
the far edge of the gap. You end your movement grasping the
far edge. If that leaves you dangling over a chasm, getting up
requires a move action and a Climb check (DC 15).

Long Jump Running Standing

Distance Jump DC Jump DC
5 feet 5 10
10 feet 10 20
15 feet 15 30
20 feet 20 40
25 feet 25 50
30 feet 30 60

High Jump: A high jump is a vertical leap made to reach
a ledge high above or to grasp something overhead. The
Difficulty Class is equal to four times the distance to be cleared.

If you jumped up to grab something, a successful check
indicates that you reached the desired height. If you wish to
pull yourself up, you can do so with a move action and a
Climb check (DC 15). Failing the Jump check means you do
not reach the height and you land on your feet in the spot
where you jumped. As with a long jump, the Difficulty Class
doubles if you do not get a running start of at least 20 feet.

High Jump Running Standing
Distance* Jump DC Jump DC

1 foot 4 8

2 feet 8 16

3 feet 12 24

4 feet 16 32

5 feet 20 40

6 feet 24 48

7 feet 28 56

8 feet 32 64

* Not including vertical reach; see below.

Obviously, the difficulty of reaching a given height varies
according to the size of the jumper. The maximum vertical
reach (height the creature can reach without jumping) for an
average creature of a given size appears on the table below.
As a Medium creature, a typical human can reach 8 feet
without jumping. This assumes that you reach out with your
arms and perhaps make a short hop to grab an object.

Quadrupedal creatures don't have the same vertical reach
as bipedal creatures; treat them as one size category smaller.



Creature Size

Vertical Reach

Colossal 128 feet
Gargantuan 64 feet
Huge 32 feet
Large 16 feet
Medium 8 feet
Small 4 feet
Tiny 2 feet
Diminutive 1 foot
Fine 1/2 foot

Hop Up: You can jump up onto an object as tall as your waist,
such as a table or small boulder, with a Jump check (DC 10).
Doing so counts as 10 feet of movement, so if your speed is 30
feet, you could move 20 feet, then hop up onto a counter. You
do not need to get a running start to hop up, so the Difficulty
Class does not double if you do not get a running start.

Jumping Down: If you intentionally jump from a height, you
take less damage than you would if you just fell. The
Difficulty Class to jump down from a height is 15. You do not
have to get a running start to jump down, so the Difficulty
Class does not double if you do not get a running start.

If you succeed at the check, you take falling damage as if
you had dropped 10 feet less than you actually did.

Kip Up: You can make a Jump check to stand from a prone
position quickly. With a Jump check (DC 20), you stand as a
free action. If you fail, you stand as a move action, as normal.

Leaping Strike: If you make a Jump check to leap at least half
the distance you charge, you gain a +2 bonus to damage in
addition to the standard +2 bonus to attacks when charging.

Vertical Strike: You can use a wall or other terrain feature to
assist a jump you make as part of an attack. By taking to the
air, you force an opponent to guard against an attack from an
unexpected direction. Make a Jump check opposed by your
foe’s base attack check. If you succeed, your opponent loses
his active bonus to defense against your attacks for the rest of
your action. You must make a standing jump of at least 10
feet (DC 20) to gain this benefit; if you fail, you do not gain
the benefits of the vertical strike, even if your Jump check
beats your opponent’s base attack check. You must move this
distance as normal and may suffer attacks of opportunity.

Action: None. A Jump check is included in your move-
ment, so it is part of a move action. If you run out of move-
ment mid-jump, your next action (either on this turn or, if
necessary, on your next one) must be a move action to com-
plete the jump. The kip up action is a move action if you fail
the Jump check.

Special: Effects that increase your movement also increase
your jumping distance, since your check is modified by your
speed.

Synergy: Those with 5 or more ranks in Tumble enjoy a +2
bonus on Jump checks. If you have 5 or more ranks in Jump,
you get a +2 bonus to Tumble checks.

Take 10/20: You can take 10 on a Jump check outside of
combat, but you cannot take 20, as you must suffer the conse-
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quences of failure. (In the case of taking 20, you would have to
take the jump again and again until you rolled a natural 20.)

Challenges: Jumping allows a strong, athletic warrior to
outmaneuver his foe. After all, few expect an attack from
above or an enemy who can jump over a defensive position.

Cunning Leap: You jump over an opponent or time a leap so
that it catches an enemy off guard. In exchange for a +5 DC
modifier per square, you treat any threatened squares that
you jump through or over as unthreatened. If your check
fails, they are threatened and you suffer attacks of opportu-
nity as normal.

KNOWLEDGE
(INTELLIGENCE; TRAINED ONLY)

Skill Group: Academia

Knowledge is a skill that encompasses a number of differ-
ent areas of study. You can expand the scope of your knowl-
edge without taking wholly new skills by investing skill points
in Knowledge to cover new areas—after all, few academics
focus on one area to the exclusion of all others. For example,
an expert on history also likely has knowledge of nobility and
geography, as those areas play an important role in the con-
text of history.

Below are the available fields of study. When you first
spend ranks on this skill, you must choose an area of study.
You may then gain additional areas of study for 1 skill point
each. Resolving Knowledge checks in any of your chosen
areas uses your Knowledge ranks and bonuses. Feats and
other abilities that grant a benefit to Knowledge checks
apply to all the fields that you have purchased.

e Arcana (ancient mysteries, magic traditions, arcane
symbols, cryptic phrases, constructs, dragons, magical
beasts)

e Architecture and engineering (buildings, aqueducts,
bridges, fortifications)

e Dungeoneering (aberrations, caves, oozes, spelunking)

e Geography (lands, terrain, climate, people)

e History (royalty, wars, colonies, migrations, founding
of cities)

e Local (legends, personalities, inhabitants, laws, cus-
toms, traditions, humanoids)

e Nature (animals, fey, giants, monstrous humanoids,
plants, seasons and cycles, weather, vermin)

e Nobility and royalty (lineages, heraldry, family trees,
mottoes, personalities)

e Religion (gods and goddesses, mythic history, ecclesi-
astic tradition, holy symbols, undead)

e The Planes (the inner planes, the outer planes, the
astral plane, the ethereal plane, outsiders, elementals,
magic related to the planes)

Check: Answering a question within your fields of study
has a Difficulty Class of 10 (for really easy questions), 15 (for
basic questions), or 20 to 30 (for really tough questions).

In many cases, you can use this skill to identify monsters
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and their special powers or vulnerabilities (DC 10 + twice
the monster’s Hit Dice). A successful check allows you to
remember a bit of useful information about that monster.

For every 5 points by which your check result exceeds the
Difficulty Class, you recall another piece of useful information.

Action: In most cases, making a Knowledge check doesn't
take an action. You simply know the answer or you don't.

Try Again: No. The check represents what you know, and
thinking about a topic a second time doesn't let you know
something that you never learned in the first place. You may
make another check if you later spend one or more addition-
al skill points to improve your Knowledge skill. This reflects
newly acquired information and lore.

Synergy: If you have 5 or more ranks in Knowledge and
access to the arcana area of study, you gain a +2 bonus on
Spellcraft checks.

If you have 5 or more ranks in Knowledge and access to
the architecture and engineering area of study, you get a +2
bonus on Search checks made to find secret doors or hidden
compartments.

If you have 5 or more ranks in Knowledge and access to
the geography field of study, you enjoy a +2 bonus on
Survival checks made to keep from getting lost or to avoid
natural hazards.

If you have 5 or more ranks in Knowledge and access to
the local area of study, you gain a +2 bonus on Gather
Information checks.

If you have 5 or more ranks in Knowledge and access to
the nature field of study, you get a +2 bonus on Survival
checks made in aboveground natural environments.

If you have 5 or more ranks in Knowledge and access to
the nobility and royalty area of study, you enjoy a +2 bonus
on Diplomacy checks.

If you have 5 or more ranks in Knowledge and the planes
as an area of study, you get a +2 bonus on Survival checks
made while on other planes.

If you have 5 or more ranks in Knowledge and access to
the dungeoneering area of study, you get a +2 bonus on
Survival checks made while underground.

If you have 5 or more ranks in Survival, you get a +2 bonus
on Knowledge checks that access the nature field of study.

Untrained: An untrained Knowledge check is simply an
Intelligence check. Without actual training, you know only
common knowledge (DC 10 or lower).

Take 10/20: You can take 10 on Knowledge checks, but
you cannot take 20, as failure has a penalty: In this case, you
cannot make another Knowledge check after a failed one.

Extended Skill Checks: Extended Knowledge checks
come into play when you must research an obscure or
strange subject. You might gain access to a library of the
ancients, or you may need to visit several sages and uncover
a few rare tomes to determine the demon Malbagaren’s weak-
ness. In this case, multiple Knowledge checks reflect the
steady progress you make toward an answer. Usually, an
extended skill check represents knowledge that you could
not possibly possess or that exists in only a few rare places.

You normally need access to a library or similar resources to
complete an extended Knowledge check.

Your DM might also structure your extended Knowledge
check in such a way that, as you gain more successes, you learn
about where you must go next to uncover information rather
than the answer you seek. For instance, your research in a city's
library (the equivalent of four successes) tells you that you must
journey to a distant ruin and translate hieroglyphics found
there. After reading that ancient script and racking up four
more successes, you realize that the archmage Bondopherous
holds the ancient tome you seek. You may have to fight him for
it or steal it from his collection. In either case, you must make
your final two successes while the book is in your hand.

A Knowledge check made as part of an extended skill
check requires four hours of work. You can make one per day.
How many successes you need depends on what sort of
knowledge you're seeking:

Type of Knowledge Successes Needed
Strange, obscure, rare 5
Limited in scope, known only to a small group 10

Found only in one place, recorded only once 15

Challenges: You can use the following skill-specific chal-
lenge to uncover useful information about a particular creature.
Uncover Weakness: When using Knowledge to recall infor-
mation about a creature, you can choose to accept a +5 DC
modifier. In return, a successful check grants you knowledge

that provides you with a +1 bonus to attacks against that
creature until the end of the encounter. You can take this
skill challenge up to five times on a single check. If you fail
your check, you cannot retry during this encounter.

LisTEN
(Wispom)

Skill Group: Perception

Check: The Listen skill allows you to overhear a whispered
conversation, detect the approach of a stealthy assassin, or wake
up as a monster sneaks through your camp. A Listen check is
made either against a Difficulty Class reflective of the volume
of the noise or opposed by a target's Move Silently check.

Listen DC Sound
-10 A battle
0 People talking*
5 A person in medium armor walking slowly
(10 feet/round) trying not to make noise.
10 An unarmored person walking slowly
(15 feet/round) trying not to make noise
15 People whispering*
30 An owl gliding in for a kill
+5 Through a door
+15 Through a stone wall
-1 Per 10 feet of distance
-5 Listener distracted

*

If you beat the DC by 10 or more, you can make out what's being said, assuming you
understand the language. This also assumes that the conversation occurs some dis-

tance away or that you are not able to clearly hear what is said in a normal fashion.
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In the case of people trying to be quiet, your Listen check opposes their
Move Silently checks.

Battle Sense: Once per round as a move action, you can attempt a Listen
check to gain a better sense of the situation on a battlefield. You hear the
stomp of booted feet, the whistle of a sword drawn back to strike, or the
creak of a readied bow. Anyone who gains the benefits of flanking against
you must make a base attack check opposed by your Listen check result.

If this base attack check fails, the attacker loses the benefits of the flank.
They lose the +2 bonus to attacks, while foes with sneak attack do not gain
that bonus damage. Note that creatures you are unaware of do not need to
make this check, as you cannot account for them.

Action: Varies. Every time you have a chance to hear something in a
reactive manner (such as when someone makes a noise or you move into a
new area), you can make a Listen check without using an action. Trying to
hear something you failed to hear previously is a move action.

Try Again: You can try to hear something that you failed to hear previ-
ously with no penalty.

Special: When several characters are listening to the same thing, a single
d20 roll can be used for all the individuals’ Listen checks.

A sleeping character may make Listen checks at a —10 penalty. A success-
ful check awakens the sleeper.

Take 10/20: You can use both of these options in nonstressful circum-
stances. However, a Listen check made to detect an approaching enemy or
to see if you are surprised is always a stressful situation.

Challenges: If your hearing is especially sharp, you can pinpoint a crea- \I"'\\h h"\
ture’s location purely by the sound it makes. ) o "I "’“\:\.\}3‘-'16‘1".“‘

Locate Noise: In return for a -5 penalty to your Listen check, you can : = '
attempt to pinpoint a creature’s location. A successful check tells you the
exact square (or squares) it occupies. The creature gains the benefits of
concealment as normal, but you can attack it even if you cannot see it. In
this case, the creature gains full concealment (50 percent miss chance). If
your check fails, you become confused and cannot determine whether the
sound you hear is a creature, background noise, or something else. In
essence, you suffer the effects of failing a Listen check even though you
might have heard something.

MOVE SILENTLY
(DEexTERITY; ARMOR CHECK PENALTY)
Skill Group: Stealth
Check: Your Move Silently check is opposed by a Listen check from anyone
who might hear you. You can move up to half your normal speed at no penalty.
Noisy surfaces such as bogs or undergrowth are tough to move silently
across. When you try to sneak across such a surface, you take a penalty on
your Move Silently check as indicated below.

Surface Check Modifier
Noisy (shallow or deep bog, undergrowth, -2

loose gravel, dense rubble)

Very noisy (dense undergrowth, -5

deep snow, creaky floor)

When you attack an opponent who does not hear you and remains
unaware of your presence, your target usually loses his active defense
bonus against you.

If you do not move, you do not have to make a Move Silently check to
avoid detection if you remain quiet.
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Evade Extraordinary Senses: Some creatures can sense vibra-
tions in the ground. Others have keen scent or a magical
ability to detect their enemies. You can use Move Silently
(and Hide) to evade such abilities with a penalty to your
check. The penalty you suffer depends on the sense used to

detect you.
Sense Type Check Penalty
Blindsense -15
Scent -5
Tremorsense -10

Action: None. A Move Silently check is usually included in
your movement or other activity, so it is part of another action.

Take 10/20: You cannot normally take 10 or 20 on a
Move Silently check. Using this skill is always a stressful sit-
uation.

Challenges: You can use skill-specific challenges to gain
additional benefits from Move Silently or to improve your use
of it.

Rapid Stealth: In return for a -5 penalty to your Move
Silently check, you can move up to your full speed. In return
for a —20 penalty, you can attempt to move silently while
running or charging.

OpeN Lock
(Dex; TRAINED ONLY)

Skill Group: Robbery

Open Lock allows you to pick a lock or a similar mecha-
nism used to hold a door, chest, or gate shut. Attempting an
Open Lock check without a set of thieves' tools imposes a -2
circumstance penalty on the check, even if you use a simple
tool as a substitute. If you use masterwork thieves’ tools, you
gain a +2 circumstance bonus on the check.

Check: Depending on the quality of the lock, the
Difficulty Class for opening a lock varies from 20 to 40, as
given on the table below.

Lock DC
Very simple lock 20
Average lock 25
Good lock 30
Amazing lock 40

Action: Opening a lock is a full-round action.

Untrained: You cannot pick a lock untrained, but you
might successfully force it open with a Strength check to
break it.

Take 10/20: In a calm situation where you have enough
time, you can take 10 or 20 on an Open Lock check.

Extended Skill Check: A particularly complex or strange
lock may require an extended skill check to open. Your DM
keeps track of the successes you have accumulated, but if you
make too many failures before opening the lock, your extend-
ed check fails. Usually, if your failures equal the number of
successes needed to open the lock, you fail the extended
check.

OPEN LOCK EXTENDED SKILL CHECKS %

Successes Maximum

Lock Type Needed Failures
Mechanical, strange, or magical lock 5 5
Ancient lock, combination lock 10 10
A unique, bizarre lock built with 15 15
complex gears, springs, and other
mechanisms

PERFORM

(CHARISMA)

Skill Group: Theatrics

Like Knowledge, Perform actually covers a number of sepa-
rate areas. You can invest skill points into expanding this skill
to cover as many of them as you like.

Each of the nine areas of the Perform skill includes a vari-
ety of methods, instruments, or techniques, a small list of
which is provided for each category below.

e Acting (comedy, drama, mime)

e Comedy (buffoonery, limericks, joke-telling)

e Dance (ballet, waltz, jig)

e Keyboard instruments (harpsichord, piano, pipe organ)

e Oratory (epic, ode, storytelling)

e Percussion instruments (bells, chimes, drums, gong)

e String instruments (fiddle, harp, lute, mandolin)

e Wind instruments (flute, pan pipes, recorder, trumpet)

e Singing (ballad, chant, melody)

When you purchase ranks in Perform, you gain one of the
above areas. You can purchase additional ones at the rate of
one area per skill point spent. These skill points do not improve
your Perform ability, they simply grant you additional areas of
Perform. Use your Perform skill for all the areas that you have
purchased. You do not keep track of separate ranks for each.

Purchasing a Perform area allows you to play or perform all
the methods and instruments listed under it, along with any
other instruments that the DM feels would logically fit into a
category.

Check: You can impress audiences with your talent and
skill as follows.

DC Perform Task

10  Routine performance. Trying to earn money by playing
in public is essentially begging. You can earn 1d10
cp/day.

15 Enjoyable performance. In a prosperous city, you can
earn 1d10 sp/day.

20  Great performance. In a prosperous city, you can earn
3d10 sp/day. In time, you may be invited to join a pro-
fessional troupe and may develop a regional reputation.

25 Memorable performance. In a prosperous city, you
can earn 1d6 gp/day. In time, you may come to the
attention of noble patrons and develop a national
reputation.



30  Extraordinary performance. In a prosperous city, you
can earn 3d6 gp/day. In time, you may draw attention
from distant potential patrons, or even from extra-
planar beings. Whether this is a good or bad thing
is up to your DM to decide.

A masterwork musical instrument gives you a +2 circum-
stance bonus on Perform checks that involve its use.

Note that the following additional uses of Perform are
available only to characters who are trained in this skill. They
demand focus and ability that can come only with the formal
training or extensive practice reflected by having ranks in
this skill.

Countersong: You can use your musical abilities to disrupt
magical attacks or abilities that rely on song. You must have
a Perform area that involves music and, if necessary, an
instrument. Any creature within 30 feet of you (including
yourself) that is affected by a sonic or language-dependent
magical attack may use your Perform check result in place of
a saving throw if, after the saving throw is rolled, the Perform
check result proves to be higher. Creatures within range of
the countersong who are already under the effect of a nonin-
stantaneous sonic or language-dependent magical attack
gain another saving throw against the effect each round they
hear the countersong, but they must use your Perform check
result for the save. Countersong offers no benefit against
effects that don't allow saves. You may start a countersong as
a standard action and keep it up for a number of rounds
equal to your ranks in Perform.

Distract: Your performance can distract creatures, drawing
their attention away from your allies as they sneak past,
ready weapons for an ambush, or take other actions. In a
noncombat situation, you may make a Perform check
opposed by your target’s Will save. If any of the creatures you
target succeed in this save, they all do. If the audience fails
its save, its members suffer -5 penalties to all Listen and
Spot checks while you continue to entertain them.

Inspire Courage: You can play a song or conduct a perform-
ance that inspires you and your allies to fight with greater
determination and focus. To be affected, an ally must be able
to hear you sing. The effect lasts for as long as your allies
hear you and for 5 rounds thereafter. An affected ally
receives a morale bonus to attacks, Will saves, and damage
based on your Perform check result.

Perform Morale Bonus to Attacks,
Result Will Saves, and Damage
20 +1
30 +2
40 +3

You can attempt to use Perform in this manner once per
encounter.

Inspire Doom: Just as you can use your performance to
inspire courage, so too can you use it to cast a shadow across
your foe's heart. Once per encounter, you may make a
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Perform check as a standard action to begin singing a song
of doom. All enemies within 30 feet of your must make Will
saves with a Difficulty Class equal to the result of your
Perform check. Those who fail suffer a penalty to attacks and
Will saves based on your check result. Your result must be at
least 20 for your performance to have an effect. This penalty
lasts for 10 rounds.

Perform Penalty to Attacks
Result and Will Saves
20 -1
30 -2
40 -3

Taunt: If you select the area of comedy performance, you
may use Perform to disrupt an opponent’s focus and concen-
tration. As a full-round action, pick a single foe who can see
and hear you and who shares a language with you. Then
make a Perform check opposed by your target’s Will save. If
your check succeeds, your enemy suffers a -2 penalty to all
attacks but gains a +1 bonus to melee damage. Your oppo-
nent moves to attack you if he can do so without provoking
attacks of opportunity. Your allies can forgo these attacks in
such a manner as to signal the target that they will let him
pass. This effect lasts for a number of rounds equal to 1 +
your Charisma bonus.

Action: Varies. Trying to earn money by playing in public
requires anywhere from an evening's work to a full day’s per-
formance.

Try Again: Retries are allowed, but they don't negate pre-
vious failures. An audience that has been unimpressed in the
past is likely to be prejudiced against future performances.
(Increase the check’s Difficulty Class by 2 points for each
previous failure.)

Special: In addition to using the Perform skill, you can
entertain people with Sleight of Hand, Tumble, Balance
(tightrope walking), and similar skills. You can use these
skills to earn money as a performer, but you do not gain
access to the other uses for Perform.

Untrained: You can attempt an untrained Perform check
to earn money, but you cannot attempt the other actions
described under this skill.

Take 10/20: You can take 10 on a Perform check, but you
cannot normally take 20 unless your audience is willing to
sit through some awful performances as you warm up.

Challenges: You can attempt to improve the result of your
inspire courage or inspire doom performances with skill-
specific challenges.

Risky Performance: In return for a -5 penalty on your check,
you increase by 1 the bonus or penalty provided by the
inspire courage and inspire doom uses of Perform. You try a
risky or subtle piece that may fire your allies’ hearts or cloud
your foes’ hopes—but there is a chance that you may miss
the mark. Your total result must still be at least 20 after
accounting for the penalty. You can accept this challenge up
to twice on a single check.
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PROFESSION
(Wispowm; TRAINED ONLY)

Skill Group: None

Profession is a number of separate skills covered by this
one ability. Like Craft, you could have several Profession
skills, each with its own ranks, each purchased as a separate
skill. There is too great a disparity between different profes-
sions for ranks in one area to transfer over to another. While
a Craft skill represents ability in making items, a Profession
skill represents aptitude in a vocation requiring a broader
range of less specific knowledge.

Check: You can practice your trade and make a decent liv-
ing, earning about half your Profession check result in gold
pieces per week of dedicated work. You know how to use the
tools of your trade, how to perform the profession’s daily
tasks, how to supervise helpers, and how to handle common
problems.

Profession checks also determine how well you complete
tasks relating to your profession. For example, you would use
Profession (sailor) to steer a ship through a patch of icebergs
without mishap.

The following professions represent the standard Iron
Heroes canonical list. DMs may add new ones to account for
professions in their own campaign worlds.

Note that, by definition, a Profession skill does not pro-
duce or make goods. Such activities are covered by the Craft
skill.

e  Carter: Used to control a wagon or similar vehicle,

often in conjunction with Handle Animal.

®  Gambler: Used to play games of chance.

e Lawyer: Used to argue legal cases.

®  Merchant: Used to buy and sell goods; can substitute

for Diplomacy when haggling.

e Sailor: Used to command, navigate, or pilot a ship.

e Scribe: Used to search libraries for specific tomes and

maintain records.

As you can see, most jobs are covered by other skills. For
example, a hunter or fisherman would use Survival to gather
food in the wilderness. Blacksmiths use the Craft skill to cre-
ate their goods, while an ambassador relies on Diplomacy.
Your DM may, at his discretion, allow you to earn a weekly
income from a different skill using the rules described here
for Profession.

Action: A single check generally represents a week of
work.

Try Again: An attempt to use Profession to earn an income
cannot be retried—you are stuck with whatever weekly wage
your check result brought you. Another check may be made
after a week to determine a new income for the next period
of time. An attempt to accomplish some specific task can
usually be retried.

Untrained: Untrained laborers and assistants (that is,
characters with no ranks in Profession) earn an average of
1 silver piece per day.

Take 10/20: You cannot take 10 or 20 on Profession
checks to earn money, but you can take 10 on checks to
complete a specific action or recall a fact related to your
profession.

RIDE
(DEXTERITY)

Skill Group: Wilderness Lore

The Ride skill allows you to control a creature that serves
as a mount, such as a horse, griffon, or similar creature.

Check: Typical riding actions don't require checks. You
can saddle a creature, mount, ride, and dismount without a
problem. If you attempt to ride a creature that is ill suited as
a mount, you suffer a -5 penalty to Ride checks. Otherwise,
your Ride skill applies to all animals that you could possibly
ride; you do not need separate skills for each creature type.

The Ride skill is a key component to mounted combat. See
“Mounted Combat” in Chapter Eight: Combat for more infor-
mation.

Completing the following tasks requires Ride checks, as
they are more demanding than the typical actions that a
rider undertakes.

Ride Task DC
Guide with knees 5
Stay in saddle 5
Fight with warhorse 10
Cover 15
Leap 15
Soft fall 15
Spur mount 15
Control mount in battle 20
Fast mount or dismount 20*

* Armor check penalty applies.

Guide With Knees: You can guide your mount with your
knees so as to use both hands in combat. Make your Ride
check at the start of your turn. If you fail, you can use only
one hand to fight this round, because you need the other to
control your mount.

Stay in Saddle: You can react instantly to try to avoid falling
when you take damage or when your mount rears or bolts
unexpectedly. This usage does not require an action.

Fight With Warhorse: If you direct your war-trained mount
to attack in battle, you can still make your own attack(s) nor-
mally. This usage is a free action.

Cover: You can react instantly to drop down and hang
alongside your mount, using it as cover. You can't attack or
cast spells while using your mount as cover. If you fail your
Ride check, you don't get the cover benefit. This usage does
not require an action. Normally, you gain a +4 cover bonus
to defense from this usage of the skill.

Soft Fall: You can react instantly to try to take no damage
when you fall off a mount, such as when it dies or falls prone.
If you fail your Ride check, you suffer 1d6 points of falling
damage. This usage does not require an action.



Leap: You can get your mount to leap obstacles as part of
its movement. Use your Ride modifier or the mount’s Jump
modifier, whichever is lower, to see how far the creature can
jump. If you fail your Ride check, you fall off the mount when
it leaps and suffer the appropriate falling damage (at least
1d6 points). This usage does not take an action but is part
of the mount’s movement.

Spur Mount: You can spur your mount to greater speed
with a move action. A successful Ride check increases the
mount’s speed by 10 feet for 1 round but deals the creature
1 point of damage. You can use this ability every round, but
each consecutive round of additional speed deals twice as
much damage to the mount as the previous round (2 points,
4 points, 8 points, and so on).

Control Mount in Battle: As a move action, you can
attempt to control a light horse, pony, heavy horse, or
other mount not trained for combat riding while in battle.
If you fail the Ride check, you can do nothing else in that
round but control the animal. You do not need to roll for
warhorses, warponies, or other creatures trained in com-
bat, but you still must use a move action to guide them in
battle.

Fast Mount or Dismount: You can attempt to mount or dis-
mount from a creature of up to one size category larger than
yourself as a free action, provided you still have a move
action available that round.

If you fail the Ride check, mounting or dismounting
becomes a move action. You can't use fast mount or dis-
mount on a creature more than one size category larger than
yourself.

Assist Skill Check: If your mount must make a Strength-,
Dexterity-, or Constitution-based skill check, you can use
your Ride skill to aid it. This applies only to skill checks in
which a rider could logically aid his mount. If for some rea-
son you ride a creature that has a skill such as Open Lock,
your Ride check could not help it: This ability does not
normally apply to Open Lock, Sleight of Hand, and Use
Rope.

Action: Mounting or dismounting normally requires a
move action. Other checks are a move action, a free action,
or no action at all, as noted above.

Special: If you are riding bareback, you take a -5 penalty
on Ride checks.

If your mount has a military saddle you get a +2 circum-
stance bonus on Ride checks related to staying in the saddle
(see Chapter Seven: Equipment).

Synergy: Those with 5 or more ranks in Handle Animal
enjoy a +2 bonus on Ride checks.

Take 10/20: You can take 10 on a Ride check in a calm
situation, but you cannot take 20 unless you are willing
to make 20 total attempts at the skill check.

Challenges: Only the standard challenges presented earli-
er in this chapter apply to the Ride skill (see page 77).
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SEARCH
(INTELLIGENCE)

Skill Group: Perception

Check: Use the Search skill to find hidden objects and
other items that remain out of view. (In contrast, Spot allows
you to pick out details that are in plain view but difficult to
notice.) Search functions against anything that requires an
active effort to uncover. You generally must be within 10
feet of the object or surface to be searched. The table below
gives Difficulty Classes for typical tasks involving the Search
skill.

Search Task DC
Ransack a chest full of junk to find a certain item 10
Notice a typical secret door or a simple trap 20
Find a difficult nonmagical trap 21+
Notice a well-hidden secret door 30

Find a footprint Varies*

* A successful Search check can locate a footprint or similar sign of a creature’s
passage, but it won't let you find or follow a trail. See the Survival skill's “track”

usage for the appropriate Difficulty Class.

Action: It takes a full-round action to search a 5-foot-
square area or a volume of goods that measures 5 feet on
a side.

Synergy: If you have 5 or more ranks in Search, you get
a +2 bonus on Survival checks to find or follow tracks.

Those with 5 or more ranks of Knowledge in the archi-
tecture and engineering field of study get a +2 bonus on
Search checks to find secret doors or hidden compart-
ments.

Special: In Iron Heroes, any character can attempt to find a
trap with a Search Difficulty Class of 20 or higher. No special
class abilities are required to find traps with the Search skill.

Take 10/20: You can use both of these options with the
Search skill.

Extended Skill Checks: Search does not normally use
extended skill checks, but each check covers only a 5-foot-
square area or a volume of goods 5 feet on a side as a full-
round action. Thus, scouring an entire building or a large
area may take quite a long time.

Challenges: There are no challenges specific to the
Search skill beyond the standard ones given earlier in the
chapter (see page 77).

SENSE MOTIVE
(Wispom)

Skill Group: Perception

Check: The Sense Motive skill allows you to discern a tar-
get’s emotional state. You ignore his words and actions to
read the mood or mindset he betrays through unconscious
signals. A successful check lets you avoid being bluffed (see
the Bluff skill, page 81). You can also use this skill to deter-
mine when “something is up” (that is, something odd is
going on) or to assess someone’s trustworthiness.
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Sense Motive Task DC
Combat sense Opposed by base attack check
Hunch 20
Read a person 10 or higher
Sense enchantment 25 or 15
Discern secret message Varies

Combat Sense: As a full-round action, you study a single
opponent to understand his fighting style, current disposi-
tion, and combat plans. This target must be within 30 feet of
you. Make a Sense Motive check opposed by your target’s
base attack check. If you succeed, you gain a +1 bonus to
attacks and a +1 bonus to defense against that target.

If you fail your check by 5 points or more, you read your
foe incorrectly. For the rest of the encounter, you suffer a
-1 penalty to attacks and defense against him.

Hunch: This use of the skill involves making a gut assess-
ment of a social situation. You can get the feeling from
another’s behavior that something is wrong, such as when
you're talking to an impostor. You might get the feeling that
someone is trustworthy.

Read a Person: You can analyze a person’s demeanor, dress,
and attitude to learn about his background in a manner sim-
ilar to a skilled detective. The base Difficulty Class for this
check is 10. A person in disguise uses the result of his
Disguise check to oppose your attempt. If you beat DC 10
but do not win the opposed check, you draw information
based on the target’s false identity. Otherwise, you see
through the disguise and learn about his true nature, as
described below.

Anyone not actually in disguise who attempts to mask his
true nature replaces the base DC 10 with a Bluff check that
opposes your Sense Motive attempt.

If your Sense Motive check succeeds, you learn a single
fact about the target’s background, history, or personality.
Your DM judges what you could learn based on the situation
and the NPC in question. You might learn that the duke was
once a gladiator because of the scars on his cheek, but you
might never realize that he consorts with demons. Such a
deep secret would rarely, if ever, be immediately obvious
unless the duke had made some gaffe in covering his tracks.
In general, Sense Motive shows you information that is open
rather than secret.

Sense Enchantment: You can tell that someone’s behavior is
being influenced by an enchantment (by definition, a mind-
affecting effect), even if that person doesn’t know it. The
usual Difficulty Class is 25; if the target is dominated, the DC
becomes only 15, because of the limited range of the target's
activities.

Discern Secret Message: You may use Sense Motive to detect
that a hidden message is being transmitted via the Bluff skill
(see page 81). In this case, make a Sense Motive check
opposed by the Bluff check of the character transmitting the
message. For each piece of information relating to the mes-
sage that you are missing, you take a -2 penalty on your

Sense Motive check. (For example, if the secret message is
“grab the pouch,” but you don’'t know which pouch is meant,
you suffer the penalty.) If you succeed by 4 points or less,
you know that something hidden is being communicated,
but you can’t learn anything specific about its content. If you
beat the DC by 5 points or more, you intercept and under-
stand the message. If you fail by 4 points or less, you don't
detect any hidden communication. If you fail by 5 points or
more, you infer some false information.

Action: Trying to gain information with Sense Motive gen-
erally takes at least one minute. You could spend a whole
evening trying to get a sense of the people around you.

Try Again: Not usually, though you may make a Sense
Motive check to oppose each Bluff check made against you.
If you attempt to gain a hunch about a situation, you can use
the read situation challenge below to learn more as long as
you increase the check DC each time.

Synergy: If you have 5 or more ranks in Sense Motive, you
enjoy a +2 bonus on Diplomacy checks.

Challenges: The combat sense, hunch, and read a person
uses of Sense Motive each have challenges that apply specifi-
cally to them.

Combat Clarity: In return for a -5 penalty to your skill
check, you increase the bonuses provided by the combat
sense use of Sense Motive by +1. You can take this challenge
up to twice on a single check. The penalties you suffer for a
check that fails by 5 points or more do not increase.

Read Situation: While a simple hunch gives you the basic
gist of a social interaction, you can attempt to read deeper
into the situation. For every 5 points by which you increase
the Difficulty Class, you learn one fact germane to the situa-
tion at hand. Your DM may tell you things such as a person’s
basic goal in an interaction, the nature of the relationship
between those involved, and so forth.

For the read person use of Sense Motive, you uncover an
additional fact about the person. If your initial skill check
succeeds, you can attempt another one to learn more infor-
mation. In this case, you draw on your hunches to make fur-
ther conclusions. You must increase the Difficulty Class for
using this challenge with each subsequent check. While you
learn more information, there is a greater chance that you
make an incorrect assumption or simply exhaust what you
can potentially learn.

Regardless of the challenge’s Difficulty Class, you cannot
learn information not normally available through the hunch
or read person uses of Sense Motive. For instance, you can-
not use a challenge to read minds or uncover secrets.

SLEIGHT OF HAND
(DexTERITY; TRAINED ONLY; ARMOR CHECK PENALTY)

Skill Groups: Robbery, Theatrics

Check: Sleight of Hand allows you to manipulate small
objects with superior dexterity and speed. You can use it to
pick pockets, discreetly grab a small object, and complete
similar actions. A Sleight of Hand check (DC 10) lets you



palm a coin-sized unattended object. Performing a minor
feat of legerdemain, such as making a coin disappear, also
has a DC of 10 unless an observer is determined to note
where the item went.

When you use this skill under close observation, the
observer's Spot check opposes your skill check. The observ-
er’s success doesn't prevent you from performing the action,
just from doing so unnoticed.

You can hide a small object (including a light weapon or
an easily concealed ranged weapon, such as a dart, sling, or
hand crossbow) on your body. Your Sleight of Hand check is
opposed by the Spot check of anyone observing you or the
Search check of anyone frisking you. In the latter case, the
searcher gains a +4 bonus on his check, since it’s generally
easier to find such an object than to hide it. Because a dag-
ger is easier to hide than most light weapons, you enjoy a
+2 bonus on your Sleight of Hand check to conceal one.
Concealing a very small object, such as a coin or ring,
grants a +4 bonus on Sleight of Hand checks, and heavy or
baggy clothing (such as a cloak) grants a +2 bonus on the
check.

Drawing a hidden weapon is a standard action and doesn't
provoke an attack of opportunity.

If you try to take something from another creature, you
must succeed at a Sleight of Hand check (DC 20) to obtain
it. The foe makes a Spot check to detect the attempt,
opposed by the same Sleight of Hand check result you
achieved when you tried to grab the item. An opponent who
succeeds at this check notices the attempt, regardless of
whether you got the item.

You can also use Sleight of Hand to entertain an audience
as though you were using the Perform skill. In such a case,
your “act” encompasses elements of legerdemain, juggling,
and the like. You can use Sleight of Hand in this manner to
earn money, but you cannot gain the benefits of the other
uses of Perform.

DC  Sleight of Hand Task
10 Palm a coin-sized object, make a coin disappear
20 Lift a small object from a person

Faster Than the Eye: You can use Sleight of Hand when
fighting with a light weapon to weave a blurred, confusing
pattern of slashes, cuts, and elaborate motions. When you are
armed with a light weapon (or two, if you use an off-hand
weapon) and no shield or other weapon types, you can
attempt a Sleight of Hand check as a move action. Your foe
opposes this check with his base attack check. Should you
succeed, your target loses his active defense bonuses for the
rest of your action against your attacks. If you fail, you make
an ineffectual strike and suffer a -2 penalty to your attacks
for the rest of your action.

Action: Sleight of Hand checks are normally standard
actions.

Try Again: Yes, but after an initial failure, a second Sleight
of Hand attempt against the same target (or while under
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scrutiny from the same observer who noticed your previous
attempt) increases the task’s Difficulty Class by 10.

Synergy: If you have 5 or more ranks in Bluff, you get a
+2 bonus on Sleight of Hand checks.

Untrained: An untrained Sleight of Hand check is simply
a Dexterity check. Without actual training, you can’t succeed
at any Sleight of Hand check with a Difficulty Class higher
than 10, except for hiding an object on your body.

Take 10/20: You may take 10 in quiet, peaceful situations.
You cannot take 20 on Sleight of Hand checks.

Challenges: Sleight of Hand uses only the standard chal-
lenges given earlier in this chapter (see page 77).

SPEAK LANGUAGE
(NonNE; TRAINED ONLY)

Skill Group: Academia

Speak Language functions in a manner unlike that of other
skills. For each rank you purchase in it, you gain the ability
to read and write a new language. Your DM may have a list of
languages that apply to his campaign world. Listed below are
many common languages of the known world (for example,
see the suggested setting in Chapter Six):

Language
Abyssal

Description

The speech of demons, favored by spell-
casters and demonologists.

Ancient Speech  Dead language found in many ruins.
First Speech The language of magic, used in spellbooks
and ancient runes.

Common The most common language of the world,
used by travelers and merchants.

Death Speech Secret language of the 49 Blades, an

ancient sect of executioners.

Draconic The language of dragons and those who
traffic with them.

Ferrish Language of the savage Ferran barbarians
of the north.

Kolorean High tongue of the Kolore Empire, a lost
civilization. Used by scribes, researchers,
and mages.

Infernal The speech of devils, used by many spell-
casters.

Sea Speech Language of the mariners, strange traders

from unknown shores.

Languages work as follows: You start at 1st level knowing
Common plus an additional number of languages equal to
your starting Intelligence bonus. You can purchase Speak
Language just like any other skill. However, when you buy a
rank in it, you choose a new language that you can speak.

One doesn’'t make Speak Language checks: You either
know a language or you don't. A literate character can read
and write any language he speaks. Each language has an
alphabet, though sometimes several spoken languages share
a single alphabet.
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SPELLCRAFT
(INTELLIGENCE; TRAINED ONLY)

Skill Group: Mysticism

Spellcraft measures your knowledge of practical arcane
lore, your ability to put magical theory into practice, and
your talent for spotting and identifying magical effects.
While the arcana Knowledge field of study relates to your
understanding of theory, Spellcraft applies when you put that
theory into practice. Think of it as the divide between some-
one who learns to fix engines by tinkering with them
(Spellcraft) and another person who studied engines but has
never actually worked with one (Knowledge).

Check: With Spellcraft you can identify spells and magic
effects. The Difficulty Classes for Spellcraft checks relating to
various tasks are summarized on the table below.

DC Spellcraft Task
Caster’s Identify a spell being cast. (You must
Spellcraft see or hear the character as he casts it.)
check No action required. No retry.
Caster’s Spellcraft Identify a spell that’s already in place
check + 10 and in effect. You must be able to see or

detect the effects of the spell. No action
required. No retry.
Caster’s Spellcraft
check + 10
Spell’s save DC

Identify materials created or shaped by
magic. No action required. No retry.
After resolving a saving throw against

a spell targeted on you or an ally, you
determine what that spell was. No
action required. No retry.

25 Identify a potion. Requires one minute.
No retry.
20+ Understand a strange or unique magical

effect. Time required varies. No retry.

Action: Varies, as noted above.

Try Again: See above.

Synergy: If you have 5 or more ranks in Knowledge and
access to the arcana area of study, you get a +2 bonus on
Spellcraft checks.

Take 10/20: You can use these options in quiet situations
where failure bears no penalty or drawback.

Extended Skill Checks: Your DM may require an extended
skill check to handle especially complicated or difficult situa-
tions. In this case, you must make a number of successes to
complete a task. If your tally of failures equals your number
of successes, your extended check fails.

Spor
(Wispom)

Skill Group: Perception

Check: The Spot skill is used primarily to detect charac-
ters or creatures who are hiding. Typically, your Spot check is
opposed by the Hide check of the creature trying not to be
seen. Sometimes a creature isn't hiding intentionally but is
still difficult to see, so you need to make a successful Spot
check to notice it. You also use Spot to notice details that
are difficult to note though in plain sight.

Spot is also used to detect someone in disguise (see the
Disguise skill, page 89) and to read lips when you can't hear
or understand what someone is saying.

Condition Spot Check Penalty
Per 10 feet of distance -1
Spotter distracted -5

Read Lips: To understand what someone is saying by read-
ing lips, you must be within 30 feet of the speaker, be able to
see him speak, and understand the speaker’s language. (This
use of the skill is language-dependent.) The base Difficulty
Class is 15, but it increases for complex speech or an inartic-
ulate speaker. You must maintain a line of sight to the lips
being read.

If your Spot check succeeds, you can understand the gen-
eral content of a minute’s worth of speech, but you usually
still miss certain details. If the check fails by 4 points or
less, you can't read the speaker’s lips. If the check fails by 5
points or more, you draw some incorrect conclusion about
the speech. The DM rolls the check to read lips secretly, so
that you don't know whether your character succeeded or
missed by 5.

Action: Varies. Every time you have a chance to spot some-
thing in a reactive manner, you can make a Spot check with-
out using an action. Trying to spot something you failed to
see previously is a move action. To read lips, you must con-
centrate for a full minute before making a Spot check, and
you can't perform any other action (other than moving at up
to half speed) during this minute.

Try Again: You can try to spot something that you failed
to see previously at no penalty. You can attempt to read lips
once per minute.

Take 10/20: You can take 10 or 20 on a Spot check, pro-
vided that you are in a quiet situation and have the time to
thoroughly inspect an area.

Challenges: The Spot check uses only the standard chal-
lenges given earlier in this chapter (see page 77).

SURVIVAL
(Wispom)

Skill Group: Wilderness Lore

Check: You can keep yourself and others safe and fed in
the wild. The table below gives the Difficulty Classes for vari-
ous tasks that require Survival checks. You can also use this



skill in a variety of situations relating to the natural world.
For instance, you can use it to determine which direction is
north or to follow a creature’s tracks.

DC Survival Task

10  Get along in the wild. Move up to half your overland
speed while hunting and foraging (no food or water
supplies needed). You can provide food and water for
one other person for every 2 points by which your
check result exceeds 10.

15  Gain a +2 bonus on all Fortitude saves against
severe weather while moving up to half your overland
speed, or gain a +4 bonus if you remain stationary.
You may grant the same bonus to one other charac-
ter for every 1 point by which your Survival check
result exceeds 15.

15  Keep from getting lost or avoid natural hazards such
as quicksand.

15  Predict the weather up to 24 hours in advance. For
every 5 points by which your Survival check result
exceeds 15, you can predict the weather for one
additional day in advance.

Varies Follow tracks.

Track: You can use the Survival skill to follow a creature’s
tracks. To find tracks or to follow them for 1 mile requires a
successful Survival check. You must attempt another one
every time the tracks become difficult to follow.

While tracking, you move at half your normal speed (or
at your normal speed with a -5 penalty on the check, or at
up to twice your normal speed with a —20 penalty on the
check). The Difficulty Class of the check depends on the
surface and the prevailing conditions, as given on the table
that follows:
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Surface* Survival DC
Very soft ground 5
Soft ground 10
Firm ground 15
Hard ground 20

* Types of surface defined on the next page.

Various modifiers may apply to a Survival check used for
tracking, as given on the table below.

DC
Survival Condition Modifier
Every three creatures in the group being tracked -1
Size of creature(s) being tracked*
Fine +8
Diminutive +4
Tiny +2
Small +1
Medium +0
Large -1
Huge -2
Gargantuan -4
Colossal -8
Every 24 hours since the trail was made +1
Every hour of rain since the trail was made +1
Fresh snow cover since the trail was made +10
Poor visibility**
Overcast or moonless night +6
Moonlight +3
Fog or precipitation +3

Tracked party hides trail (and moves at half speed) +5

* For a group of mixed sizes, apply only the modifier for the largest size category.

** Apply only the largest modifier from this category.
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If you fail a Survival check to track a creature, you can retry
after one hour (outdoors) or 10 minutes (indoors) of searching.
Very Soft Ground: Any surface (fresh snow, thick dust, wet

mud) that holds deep, clear impressions of footprints.

Soft Ground: Any surface soft enough to yield to pressure—
but firmer than wet mud or fresh snow—in which a creature
leaves frequent but shallow footprints.

Firm Ground: Most normal outdoor surfaces (such as lawns,
fields, woods, and the like) or exceptionally soft or dirty
indoor surfaces (thick rugs and very dirty or dusty floors). A
creature might leave some traces (broken branches or tufts
of hair), but only occasional or partial footprints.

Hard Ground: Any surface that doesn't hold footprints at
all, such as bare rock or an indoor floor. Most streambeds
fall into this category, since any footprints left behind are
obscured or washed away. A creature leaves only traces (scuff
marks or displaced pebbles).

Action: Varies. A single Survival check may represent activ-
ity over the course of hours or a full day. A Survival check
made to find tracks is at least a full-round action, and it may
take even longer.

Try Again: Varies. For getting along in the wild or for gain-
ing a Fortitude save bonus as noted in the tasks table above,
you make a Survival check once every 24 hours. The result of
that check applies until the next check is due. To avoid get-
ting lost or to steer clear of natural hazards, make a Survival
check whenever the situation calls for one. Retries to avoid
getting lost in a specific situation or to avoid a specific natu-
ral hazard are not allowed. For finding tracks, you can retry
a failed check after one hour (outdoors) or 10 minutes
(indoors) of searching,.

Special: If you have 5 or more ranks in Survival, you can
automatically determine where true north lies in relation to
yourself.

Synergy: Those with 5 or more ranks in Survival get a +2
bonus on Knowledge checks dealing with the nature field
of study.

If you have 5 or more ranks in Knowledge and access to
the dungeoneering area of study, you gain a +2 bonus to
Survival checks made while underground.

Having 5 or more ranks in Knowledge and access to the
nature area of study grants you a +2 bonus on Survival
checks in aboveground natural environments (aquatic,
desert, forest, hill, marsh, mountains, and plains).

If you have 5 or more ranks in Knowledge and access to the
geography area of study, you get a +2 bonus on Survival checks
made to keep from getting lost or to avoid natural hazards.

Those with 5 or more ranks in Knowledge and access to
the planes area of study enjoy a +2 bonus on Survival checks
made while on other planes.

If you have 5 or more ranks in Search, you gain a +2
bonus on Survival checks to find or follow tracks.

Take 10/20: You can either take 10 or take 20 with
Survival checks as long as the situation is calm and there
is no penalty associated with failure.

Challenges: Survival uses only the standard challenges
given earlier in this chapter (see page 77).

SWIM
(STRENGTH; ARMOR CHECK PENALTY)

Skill Group: Athletics

Check: The Swim skill allows you to paddle through water
with grace and speed. Make a Swim check once per round
while in the water. Success means you may swim at up to half
your speed (as a full-round action) or at one-quarter your
speed (as a move action). If you fail by 4 points or less, you
make no progress through the water. If you fail by 5 points or
more, you go underwater.

If you are underwater, either due to a failed a Swim check
or because you are swimming underwater intentionally, you
must hold your breath. You can hold your breath for a num-
ber of rounds equal to your Constitution score, but only
while you do nothing other than take move or free actions.
If you take a standard or full-round action (such as making
an attack), the remainder of the duration for which you can
hold your breath is reduced by 1 round. (Effectively, a char-
acter in combat can hold his breath only half as long as nor-
mal.) After that period of time, you must make a Consti-
tution check (DC 10) every round to continue holding your
breath. Each round, the Difficulty Class for that check
increases by 1. If you fail the Constitution check, you begin
to drown.

The Difficulty Class for the Swim check depends on the
water’s condition, as given on the table below.

Condition Swim DC
Calm water 10
Rough water 15
Stormy water 20*

* You can't take 10 on a Swim check in stormy water; even if nothing is threatening

or distracting you.

Each hour you swim, you must succeed at a Swim check
(DC 20) or suffer 1d6 points of nonlethal damage from
fatigue.

Action: A successful Swim check allows you to swim one-
quarter of your speed as a move action or half your speed as
a full-round action.

Special: Swim checks are subject to double the normal
armor check penalty and encumbrance penalty.

A creature with a swim speed can move through water at
its indicated speed without making Swim checks. It gains a
+8 racial bonus on any Swim check to perform a special
action or avoid a hazard. The creature always can choose to
take 10 on a Swim check, even if distracted or endangered
while swimming. Such a creature can use the run action
while swimming, provided that it swims in a straight line.

Take 10/20: You can take 10 on a Swim check in calm
waters. You cannot take 20, since a failed Swim check carries
a drawback.



Extended Skill Checks: The Swim skill already includes
the necessary rules for swimming long distances. This situa-
tion is the equivalent of a Swim extended skill check.

Challenges: You can attempt to swim faster than normal,
but you increase the risk that you may drown or fail to make
progress.

Speed Swim: In exchange for increasing the Swim check’s
Difficulty Class by 5, you increase your swimming speed by
one-quarter of your base speed. You can increase your Swim
speed to up to your normal speed in this manner. You suffer
the normal drawbacks for failure.

TuMBLE
(DEexTERITY; TRAINED ONLY ARMOR CHECK PENALTY)

Skill Group: Agility

Check: Tumble covers a variety of acrobatics and similar
actions. You can land softly when you fall or tumble past
opponents, allowing you to avoid attacks of opportunity,
dodge past difficult terrain, or move by an opponent and
strike in one fluid motion. You can also tumble to entertain
an audience as though using the Perform skill to earn money,
but you cannot use it to gain the other benefits offered by
the Perform skill. You can't use this skill if your speed has
been reduced by armor, excess equipment, or loot. In that
case, your check automatically fails.

Break Fall: With a successful Tumble check (DC 15), treat a
fall as if it were 10 feet shorter than it really is when deter-
mining damage. You curl your body to better absorb the
impact or otherwise make a move to slow your fall.

Dodge Foes: You can tumble at half speed as part of normal
movement, provoking no attacks of opportunity while doing
so. Failure means you provoke attacks of opportunity normal-
ly. Check separately for each opponent you move past in the
order in which you pass them, with your choice of order in
case of a tie. Your foes oppose your Tumble checks with their
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base attack checks. Each additional enemy after the first in a
single round adds +2 to his base attack check.

Tumbling Attack: As a move action, you can combine a
Tumble check with an attack. Before attacking your target,
you must use a move action to tumble into or out of his
threatened area. Your Tumble check is opposed by his base
attack check. Should his check fail, you can choose one of
two effects: Either your opponent loses his active bonus to
defense against your attacks for the rest of your action or he
loses his active bonus against one ally of your choice until
your next action. In the former case, you make an unexpect-
ed, dazzling move to launch an attack from an unexpected
direction. In the latter, you distract the foe from the true
threat. In either case, you must then make an attack against
the target to gain the benefits of this action.

Tumbling Mobility: You can make a Tumble check to move
through difficult terrain without penalty. The Difficulty Class
for this check is 15, but each square of difficult terrain
beyond the first increases the DC by 5. You make one
Tumble check and compare the result to each square’s
Difficulty Class separately. If your result meets or beats the
DC, you move through the square as if it were normal terrain.
Your DM makes this check in secret, so that you cannot sim-
ply judge the results and move through squares that you
know you can navigate with ease.

For example, the Difficulty Class for the first square of dif-
ficult terrain is 15, the second 20, the third 25, and so forth.
If your total Tumble result was 22, you would move through
the first and second squares at full speed. When you tried to
enter the third square, you would find that your total check
was lower than its Difficulty Class. Thus, you would have to
pay two squares of movement to enter it, rather than one.

If you lack the movement to enter a square, your move
action immediately ends. You must either use a standard

action to continue moving or stop moving for this action.
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Tumbling Move: You can tumble at half speed through an
area occupied by an enemy (over, under, or around the oppo-
nent) as part of normal movement, provoking no attacks of
opportunity while doing so. Failure means you stop before
entering the enemy-occupied area and provoke an attack
of opportunity from that enemy. Your foe(s) oppose your
Tumble check with base attack checks; each gains a +5
bonus because of the difficulty of this maneuver. Check sep-
arately for each opponent. Each additional enemy after the
first adds +2 to his base attack check in addition to the
+5 bonus.

Obstructed or otherwise treacherous surfaces, such as
natural cavern floors or undergrowth, are tough to tumble
through. The Difficulty Class for any Tumble check made to
tumble into such a square carries modifiers as indicated
below.

SurfaceIs. .. DC Modifier
Lightly obstructed (light rubble, +2
shallow bog, undergrowth)

Severely obstructed (natural cavern +5
floor, dense undergrowth)

Lightly slippery (wet floor) +2
Severely slippery (ice sheet) +5
Sloped or angled +2

Action: Tumbling is part of movement, so a Tumble check
is part of a move action.

Try Again: Usually no. An audience, once it has judged a
tumbler as an uninteresting performer, is not receptive to
repeat performances. You can try to reduce damage from a
fall as an instant reaction only once per fall.

Special: If you have 5 or more ranks in Tumble, you gain
an additional +1 active bonus to defense when using
Combat Expertise or the Fight Defensively or Improved Fight
Defensively attack challenges (see page 206).

Those with 5 or more ranks in Tumble gain an additional
+2 active bonus to defense when executing the full defense
action.

Those with 5 or more ranks in Tumble gain a +6 dodge
bonus to defense when executing the full defense standard
action, instead of the usual +4 dodge bonus to defense.

Synergy: If you have 5 or more ranks in Tumble, you enjoy
a +2 bonus on Balance and Jump checks. If you have 5 or
more ranks in Jump, you get a +2 bonus on Tumble checks.

Take 10/20: You cannot take 10 or 20 on most Tumble
checks. You can take 10 in quiet, peaceful circumstances.

Challenges: You may move faster than normal while tum-
bling if you accept a penalty to your skill check.

Fast Tumble: You can move at your normal speed while tum-
bling if you accept a —10 penalty to your Tumble check. You
can move at three-quarters of your normal speed in return
for a -5 penalty.

Falling Tumble: If you increase by 5 the Difficulty Class
needed to lessen the damage from a fall, you reduce your fall
by 10 more feet when determining damage. For example, the
base Difficulty Class to break a fall by 10 feet is DC 15. If you

wanted to reduce the distance you fell by 20 feet, you would
need to make a Tumble check (DC 20). You can use this chal-
lenge to eliminate the damage you suffer from a fall entirely.
There is no cap on how many times you can use this chal-
lenge on a single check, but remember that a skill challenge
is an all-or-nothing proposition. If you fail your check, you
take full damage for the fall, regardless of the total check
result.

Use MAGIC DEVICE
(CHARIsMA; TRAINED ONLY)

Skill Group: Mysticism

Check: You can use this skill to activate magic items. In
Iron Heroes, magic items are complex, strange things custom
built to meet a specific need or to contain rare, wondrous
magical energy. Learning to use a new item is like mastering
a completely new talent. The Use Magic Device skill meas-
ures your aptitude for puzzling out devices and unleashing
their inner potential. It relies on the force of your person-
ality, as you must not only manipulate an item physically
but you must also control and channel the power that lies
within it.

Make a Use Magic Device check each time you activate a
device such as a wand. The check Difficulty Class needed to
use the item depends on its characteristics, abilities, and
complexity. You may attempt an extended Use Magic Device
check to learn how to use an item. Once you complete the
extended check, you can make a normal Use Magic Device
check to activate the item. The time needed for this check
and its Difficulty Class depends on the item.

The minimum Use Magic Device DC is 20, while most
range from 25 to 35. You do not need any spellcasting ability
to utilize this skill.

Action: The Use Magic Device check is made as part of
the action (if any) required to activate the magic item.

Try Again: Yes, but if you ever roll a natural 1 while
attempting to activate an item and you fail, then you can't try
to activate it again for 24 hours. Some items carry other
penalties for failures with this skill. For example, you might
accidentally activate an item’s abilities when trying to deter-
mine how to use it, or you may target the wrong person when
you activate it.

Special: You can't aid another on Use Magic Device
checks. Only the user of the item may attempt such a skill
check.

Synergy: If you have 5 or more ranks in Spellcraft, you get
a +2 bonus on Use Magic Device checks.

Take 10/20: You cannot take 10 or 20 with Use Magic
Device.

Extended Skill Checks: You must complete an extended
Use Magic Device check to learn how to use an item. The
number of successes you need and the maximum number of
failures you can suffer depend on the item’s abilities and
complexity.

Challenges: You may use only the standard challenges
from the beginning of this chapter with Use Magic Device
(see page 77).



USsE RopE
(DEXTERITY)

Skill Group: Wilderness Lore

Check: The Use Rope skill allows you to tie knots, bind a
captive, and otherwise manipulate a length of rope. Most tasks
with a rope are relatively simple. The table below summarizes
the Difficulty Classes for various tasks utilizing this skill.

DC Use Rope Task
10 Tie a firm knot
10* Secure a grappling hook
15 Tie a special knot, such as one that slips,
slides slowly, or loosens with a tug
15 Tie a rope around yourself one-handed
15 Splice two ropes together
Varies Bind a character

* Add 2 to the DC for every 10 feet the hook is thrown; see below.

Secure a Grappling Hook: Securing a grappling hook
requires a Use Rope check (DC 10 +2 for every 10 feet of
distance the grappling hook is thrown, to a maximum of DC
20 at 50 feet). Failure by 4 points or less indicates that the
hook fails to catch and falls, allowing you to try again. Failure
by 5 points or more indicates that the grappling hook initial-
ly holds, but comes loose after 1d4 rounds of supporting
weight. This check is made secretly, so that you don't know
for sure whether the rope will hold your weight.

Bind a Character: When you bind another character with a
rope, your Use Rope check opposes any Escape Artist check
the bound character makes. You get a +10 bonus on this
check, because it is easier to bind someone than to escape
from bonds. You don't even make your Use Rope check until
someone tries to escape.

Create a Lasso: You can fashion a lasso from a length of
rope and use it to rope a creature or object. Make a Use
Rope check (DC 20) and spend 10 minutes fashioning a 50-
foot or longer length of rope into a lasso. If this check suc-
ceeds, your lasso is ready to use.

In combat, the lasso has a range of 25 feet, or half the rope’s
length. It is a ranged weapon. If you hit, make a Use Rope
check opposed by your foe’s Strength check or Escape Artist
check (opponent's choice). If you succeed, your foe suffers a
-2 penalty on attacks, checks, and Reflex saves. He can escape
by making a Strength check or Escape Artist check as a move
action opposed by your Strength check. He can move only if
he succeeds at an opposed Strength check against you; he
drags you along unless you drop the rope, at which point he
springs free. Dropping the rope is a free action. While you
have a foe lassoed, you must use a standard action each round
to keep him tangled or he immediately breaks free.

Action: Throwing a grappling hook is a standard action
that provokes an attack of opportunity. Tying a knot, tying a
special knot, or tying a rope around yourself one-handed is
a full-round action that provokes an attack of opportunity.
Splicing two ropes together takes five minutes. Binding a
character takes one minute.
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Special: A silk rope gives you a +2 circumstance bonus on
Use Rope checks.

Synergy: If you have 5 or more ranks in Use Rope, you get
a +2 bonus on Climb checks made to climb a rope, a knotted
rope, or a rope-and-wall combination.

Those with 5 or more ranks in Use Rope gain a +2 bonus
on Escape Artist checks when escaping from rope bonds.

If you have 5 or more ranks in Escape Artist, you enjoy a
+2 bonus on checks made to bind someone.

Take 10/20: You can use both of these options with this
skill as normal.

Challenges: You can use only the standard skill challenges
with Use Rope, as described on page 77.

ABILITY CHECKS

Sometimes in the game you might want to attempt some-
thing to which no specific skill really applies. In these cases,
you make an ability check. An ability check is a roll of 1d20
plus the appropriate ability modifier. Essentially, you're mak-
ing an untrained skill check.

Of course, in some cases, an action is a straight test of
one’s ability with no luck involved. Just as you wouldn't make
a height check to see who is taller, you don't make a Strength
check to see who is stronger.

Ability checks work a lot like skill checks. You can take
challenges to them to gain added benefits. This section
treats each of a character’s six abilities like skills. It gives you
some basic guidelines on how to use them, discusses chal-
lenges appropriate to each, and points out general areas
where abilities come into play instead of skills.

Ability checks usually have lower Difficulty Classes than
skill checks. Skills improve with a character’s level progression,
making it possible for a character to complete tasks with
higher and higher DCs. In comparison, ability scores tend to
remain static. Aside from a few points of improvement, a 1st-
level character and a 20th-level character have similar scores.
Characters rarely have ability modifiers above +5, making
Difficulty Classes of 20 or above difficult, if not impossible.

Most ability score check Difficulty Classes should be
around DC 10, with daunting challenges set at DC 15.
Reserve ability checks of DC 20 or higher for truly epic or
mighty challenges. For example, pushing a 15-foot-tall boul-
der off a mountain path would be a Strength check (DC 20
or 25). Only a titan or giant could complete it with ease.

Sample Ability Check DC
Common, everyday task 0
Minor challenge, something you may have to do 5

once per day
Difficult task, something the average person finds tough 10
Daunting challenge, rare for the common man and hard 15

for a hero
Formidable challenge that even heroes find difficult 20
Almost impossible; none but the mightiest have a 25

chance of success
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STRAIN AND ABILITY CHECKS

Since ability score bonuses remain relatively static, it is diffi-
cult for players to find ways to improve them. Even if you
limit yourself to a narrow range of Difficulty Classes, the
players may fail ability checks more often than they succeed
at them without many options to better their chances.

To solve this problem, each ability check type includes a
new option called strain. In return for a persistent drawback
of some sort, you can gain a bonus to an ability check. For
example, you can push your body to the point of injury when
attempting a Strength check. In this case, you gain a bonus
to your check in return for suffering hit point damage. The
ability score checks all have similar options that allow you to
weigh drawbacks against the benefits of a bonus.

STRENGTH CHECKS

Check: Strength checks allow you to accomplish any physical
feat that lies beyond the boundaries of the Strength-based
skills. Most of them involve situations where you must use
physical force to move an object, batter down a door, and so
forth. To determine if a Strength check applies to a situation
where none of the skills seem to fit, picture a character
attempting the action. If you see him straining his muscles

to complete it, then a Strength check probably applies.

Muscle Strain: A warrior pushes against a boulder, desper-
ate to move it into a corridor to prevent an undead horror
from escaping into the world. He heaves against the rock,
tearing muscles and straining ligaments to complete his task.

When attempting a Strength check, you can accept hit
points of damage in return for a bonus to your roll. In this
case, you push your body beyond its normal limits to achieve
a heroic act. You may opt to make a straining effort on any
Strength check. It does not apply to untrained or Strength-
based skill checks.

For every 5 points of damage you suffer, you gain a +2
bonus to your check. There is no theoretical upper limit to
the Strength bonus you gain, but you must suffer the effects
of the damage immediately after making your check. You
cannot use this option again until you heal the damage suf-
fered in the attempt.

Action: Most Strength checks are standard actions.
Difficult activities might require full-round actions.

Try Again: Yes. You can continue to push an object or
otherwise manipulate it.

Take 10/20: These options are both available for Strength
checks. They reflect the concept of digging in and slowly
working to complete a task.

Extended Ability Checks: An extended Strength check
might represent a long, difficult task that requires multiple
checks to complete fully. If you want to push a boulder up a
hill and wedge it into a cave mouth, your DM may require
you to make three or four successful Strength checks. Each
check represents a different part of the process.

Challenges: Strength checks use the standard challenges
given for skills on page 77.

DEXTERITY CHECKS

Check: Most Dexterity-related checks fall under existing
skills such as Balance, Sleight of Hand, and so forth. Any test
that relies on agility to avoid an effect uses a Reflex save (see
“Saving Throws” in Chapter Eight: Combat), while a situation
that relies on accuracy should use a character’s base attack
bonus. Most Dexterity checks cover situations that explicitly
do not fall under these situations. For instance, if a valuable
pearl rolled along a tabletop and off the edge, you would use
Dexterity to snatch it from the air before it hit the floor.

Reflex Strain: In exchange for a +2 bonus to a Dexterity
check, you suffer a -2 penalty to Dexterity for one hour. You
can accept a penalty equal to half your Dexterity score in
this manner and cannot use this option again until the abili-
ty penalty passes. You have pushed your reflexes beyond their
limits, causing a mild muscle strain or similar injury.

Action: Most Dexterity checks are standard actions.

Try Again: Usually not. If you fail a Dexterity check, you
are unable to catch an object or move fast enough to com-
plete an action.

Take 10/20: You can use these options only in a calm situ-
ation. You may take 20 when there is no penalty associated
with failure.

Challenges: Dexterity checks use the standard challenges
given for skills on page 77.

CONSTITUTION CHECKS

Check: Constitution checks are relatively rare. They cover
your ability to engage in strenuous work for long periods of
time. In most cases, a Fortitude save does a better job of
reflecting a character’s ability to withstand an effect. A
Constitution check applies when you face environmental fac-
tors that have no active internal effect on you. For example,
extreme heat, starvation, and thirst require Constitution
checks rather than Fortitude saves. In comparison, poisons
and diseases attempt to break down or overcome your inter-
nal defenses.

Endurance Strain: You can steel yourself against an effect
and resist it for a short time through a combination of men-
tal willpower and physical endurance. However, if the effect
continues, you might succumb to it quickly after the initial
rush. You can gain a +1 bonus to your Constitution check at
the cost of a —1 penalty to all Constitution checks for the
next six hours. You can gain a maximum of a +5 bonus (and a
-5 penalty) from this option. You cannot use it again until
the penalty’s duration expires.

Action: Constitution checks usually do not require an
action. They take place in response to environmental condi-
tions without any active effort from you.

Try Again: No. A Constitution check measures your dura-
bility; if you fail the check, the effect you tried to resist over-
comes your defenses.

Take 10/20: You cannot take 10 or 20 on Constitution
checks.

Challenges: Constitution checks do not use challenges.



INTELLIGENCE CHECKS

Check: An Intelligence check usually covers basic mental
functions, such as memory, solving a math problem, and sim-
ilar tasks. In general, Intelligence checks apply to situations
that the Knowledge skill does not cover or address intellectu-
al actions where training or learning play little role.

Intelligence Task DC
Basic question, recall important or basic fact 0
Simple question, recall an important detail or component 5
Complex question, recall a minor or passing detail 10
Intricate, multiple-part question, recall a tiny detail 15
Challenging philosophical question, recall an exact 20

detail with perfect clarity
Deep question that has confounded experts, recall a 25
complete scene in photographic detail

Mental Strain: You focus your mind on a problem to the
exclusion of all else. The strain leaves you mentally tired and
unable to summon the energy needed to deal with other
issues. You can gain a +1 bonus to an Intelligence check in
return for a -1 penalty to all other Intelligence checks and
Intelligence-based skill checks for four hours. You can take
a bonus (and penalty) of up to +5 (or —5) in this manner.

Action: Intelligence checks, such as those made to think
about something, are usually free actions. Particularly com-
plex or intricate questions or problems may take more time,
at your DM'’s option.

Try Again: You either remember something or you fail to
come up with the correct answer. You can try again after
resting for eight hours, as you give your mind time to clear.

Take 10/20: You cannot take 10 or 20 on Intelligence
checks.

Challenges: Intelligence checks do not use challenges.

WisDOM CHECKs

Check: Wisdom checks cover your sixth sense, your intuition,
and your strength of mind. Will saves function against active
effects that try to wear you down—for example, a Will save
allows you to resist an arcanist’s mind control spell. A Wisdom
check allows you to avoid eating too much at a feast. In the
former case, you resist an outside entity. In the latter, you
resist your own poor judgment. In general, Wisdom allows you
to see the best course of action when dealing with situations
that have no clear-cut right or wrong answer based on facts.

Keep in mind that any attempt to notice a detail or hear a
noise is an untrained Listen or Spot check, not a Wisdom
check.

Willpower Strain: You can dig down and exhaust your emo-
tional reserves on a Wisdom check, leaving yourself vulnerable
to future temptation at the cost of short-term success. You
might avoid a rich meal, but your growling stomach pushes
you to indulge later on.

You can choose to gain a +1 bonus to a Wisdom check in
return for a -1 penalty to Wisdom and Wisdom-based skill

checks for the next four hours. You cannot use this option
again until this penalty disappears. You can gain a maxi-
mum bonus of +5 (and a -5 penalty) with this dogged
determination.

Action: Wisdom checks are free actions.

Try Again: Once you have failed a Wisdom check, you
either suffer the consequences, make a foolish action, or
miss an important detail. You may not try again.

Take 10/20: You cannot take 10 or 20 on Wisdom checks.

Challenges: Wisdom checks do not use challenges.

CHARISMA CHECKS

Check: In most cases, a Charisma check is more appropriate-
ly an untrained Bluff, Diplomacy, or Intimidate check. A
Charisma check might apply when you must deal with an
utterly alien creature that only the raw power of your person-
ality can influence. It also would apply in situations where
you could not use your communication skills.

Personality Strain: You can attempt to present yourself in a
specific manner, trading long-term relations for a short-term
single impression. You might pander to someone’s beliefs or
prejudices or take a pratfall to win sympathy. In other cases,
you simply burn your reservoir of social grace to exert your
personality for a short time. You can gain a +1 bonus to a
Charisma check in return for a —1 penalty to Charisma and
Charisma-based skill checks for four hours. You can take a
maximum bonus of +5 (and a -5 penalty) in this manner.
You cannot use this risky presentation again until the penal-
ty’s duration expires.

Action: A Charisma check usually requires a free action.
Since this check does not draw on your skill at negotiations
or communications, you simply try to make an impression
with your stature and bearing.

Try Again: You only have one chance to make an impres-
sion. You might win someone over with additional actions,
but you must overcome or build on the results of the
Charisma check.

Take 10/20: You cannot take 10 or 20 on Charisma checks.

Challenges: Charisma checks do not use challenges.

CHAPTER FOUR: SKILLS & ABILITY CHECKS ']']‘3
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CHAPTER FIVE:

FEATS

Feats are special abilities that reflect your character’s training, personal talents, and abilities.
You can select them to customize your character and reflect her specialties, but your character

class in part determines which feats you can select.

and mastery feats. Mastery feats are broken down into

l n Iron Heroes, there are two types of feats: general feats

categories and have strict guidelines as to who can take
them. On the other hand, general feats are available to
almost anyone who wants to select them.

GAINING FEATS

All characters start out with two feats at 1st level. These feats
can be general feats, mastery feats, or one of each. When
selecting feats, make sure to refer back to the feat sugges-
tions for your class in Chapter Three.

Characters gain a new feat when they reach each new
even-numbered level. Some classes also earn bonus feats.
Choose these bonus feats according to the class’ ability
description in Chapter Three.

GENERAL FEATS

The general feats represent abilities that fall into one of two
categories. Either they exist outside of one of the mastery
feat categories described on page 118, or else they are simple
and straightforward enough that almost anyone can master
them.

Unlike the mastery feats, some general feats have prerequi-
sites. A character must have the listed prerequisite minimum
ability score, feat, skill, or base attack bonus in order to
select or use that feat. Characters can gain a feat at the same
level at which they gain the prerequisite. Unless otherwise
noted, a prerequisite listed in this chapter is the minimum
ability score, caster level, base attack bonus, etc., required to
gain the feat. Characters can't use a feat if they have lost a
prerequisite.

Most commoners have access only to the general feats, as
do all of the NPC classes save the warrior.

The format used in the feat descriptions below includes
the feat name and type, followed by any prerequisites it may
require and details of the benefit it provides. Some feats also
include a short note explaining the limits or restrictions fac-
ing a normal character (one without the feat). Any special
notes about the feat’s use round out the description. If the
feat does not have a prerequisite, normal condition, or spe-
cial notes, those sections are absent.

GENERAL FEAT DESCRIPTIONS

This section presents some two dozen feats for you to choose
from. They are available to all characters who meet the pre-
requisites (if any).

ARMOR PrOFICIENCY (HEAVY) [ GENERAL]

Prerequisites: Armor Proficiency (Light), Armor
Proficiency (Medium)

Benefit: You gain proficiency with heavy armor. (See
Armor Proficiency [Light]).

Normal: See Armor Proficiency (Light).

ARMOR PrOFICIENCY (LiIGHT) [ GENERAL]

Benefit: You gain proficiency with light armor. When you
wear a type of armor with which you are proficient, the
armor check penalty for that armor applies only to Balance,
Climb, Escape Artist, Hide, Jump, Move Silently, Sleight of
Hand, and Tumble checks.

Normal: A character wearing armor with which she is not
proficient applies its armor check penalty to attack rolls, defense,
and to all skill checks that involve moving, including Ride.
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Feat Name Prerequisites
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Benefit

Armor Proficiency (Heavy) Armor Proficiency (Light), Armor
Proficiency (Medium)

Armor Proficiency (Light) —

Suffer no armor check penalty on attack rolls

Suffer no armor check penalty on attack rolls

Armor Proficiency (Medium)
Diehard

Endurance —

Armor Proficiency (Light)

Endurance

Suffer no armor check penalty on attack rolls
Automatically stabilize at negative hit points and may act as disabled
+4 bonus to various checks and saves, may sleep in armor with no

fatigue

Exotic Weapon Proficiency* Base attack bonus +1
Great Fortitude —

Improved Grapple Dexterity 13, Improved Unarmed Strike

Suffer no penalty from use of exotic weapon

+2 bonus to Fortitude saves

+4 bonus on grapple checks and suffer no attack of opportunity when
starting a grapple

Improved Initiative —

Improved Unarmed Strike —

+4 bonus to initiative checks
Unarmed character is considered armed and provokes no attacks of

opportunity from armed foes; can deal normal or nonlethal damage

Iron Will —
Lightning Reflexes —

*

Martial Weapon Proficiency —

+2 bonus to Will saves
+2 bonus to Reflex saves

Suffer no penalty on attack rolls

Quick Draw Base attack bonus +1 Draw weapon as a free action or hidden weapon as a move action

Run — Move at speed x4 or x5 while running; +4 bonus to running jumps;
retain active defense bonus while running

Skill Affinity* — Gain a +2 bonus to any two skills of your choice

Shield Proficiency —

Simple Weapon Proficiency —

Suffer only standard penalties while using a shield

Suffer no penalty on attack rolls with simple weapons

Skill Focus* —
Toughness* —

Tower Shield Proficiency Shield Proficiency

+3 bonus to checks involving selected skill
Gain +3 hit points

Suffer only standard penalties while using a tower shield

* Characters may gain this feat multiple times.

QD

ARMOR ProfICIENCY (MEDIUM) [ GENERAL ]
Prerequisite: Armor Proficiency (Light)
Benefit: You gain proficiency with medium armor. (See
Armor Proficiency [Light]).
Normal: See Armor Proficiency (Light).

DiEHARD | GENERAL]

Prerequisite: Endurance

Benefit: You have the physical and mental toughness
needed to continue struggling even on the edge of death.
When reduced to between —1 and -9 hit points, you auto-
matically stabilize. If you reach -10 hit points, make a
Fortitude save equal to your negative damage as normal.

When reduced to negative hit points, you may choose to
act as if you were disabled, rather than dying. You must make
this decision as soon as you fall to negative hit points (even
if it isn’t your turn). If you do not choose to act as though
disabled, you immediately fall unconscious.

When using this feat, you can take either a single move
or a standard action each turn, but not both, and you can-
not take a full-round action. You can take a move action
without further injuring yourself, but if you perform any

standard action (or any other action deemed as strenuous,
including some free actions, such as using Quick Draw

to draw a weapon) you take 1 point of damage after com-
pleting the act. If you reach -10 hit points, make a Fortitude
save equal to your negative damage as normal.

Normal: A character without this feat who falls to between
-1 and -9 hit points is unconscious and dying, as described
in Chapter Eight: Combat.

Special: You may activate Resilient Toughness while dis-
abled as a standard action.

ENDURANCE | GENERAL]

Benefit: You can withstand extreme conditions with ease,
and hours of hard work and struggle do not faze you. You
gain a +4 bonus on the following checks and saves: Swim
checks made to resist nonlethal damage, Constitution checks
made to continue running, Constitution checks made to
avoid nonlethal damage from a forced march, Constitution
checks made to hold your breath, Constitution checks made
to avoid nonlethal damage from starvation or thirst,
Fortitude saves made to avoid nonlethal damage from hot
or cold environments, and Fortitude saves made to resist
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damage from suffocation. Also, you may sleep in light or medium armor without
becoming fatigued.

Normal: A character without this feat who sleeps in medium or heavier armor
becomes automatically fatigued the next day.

Exotic WEAPON PROFICIENCY | GENERAL]

Prerequisite: Base attack bonus +1

Benefit: Choose a type of exotic weapon from Chapter Seven: Equipment. You
understand how to use that type of exotic weapon in combat and make attack
rolls with it normally.

Normal: A character who uses a weapon with which she is not proficient takes
a —4 penalty on attack rolls.

Special: You can gain Exotic Weapon Proficiency multiple times. Each time you
take the feat, it applies to a new type of exotic weapon.

GREAT FORTITUDE | GENERAL]
Benefit: You get a +2 bonus on all Fortitude saving throws.

IMPROVED GRAPPLE [ GENERAL]

Prerequisites: Dexterity 13, Improved Unarmed Strike

Benefit: You are an expert wrestler. You do not provoke an attack of opportuni-
ty when you make a touch attack to start a grapple. You also gain a +4 bonus on
all grapple checks, regardless of whether you started the grapple.

Normal: Without this feat, you provoke an attack of opportunity when you
make a touch attack to start a grapple.

IMPROVED INITIATIVE | GENERAL |
Benefit: You react to dangerous situations much faster than normal. You enjoy
a +4 bonus on initiative checks.

IMPROVED UNARMED STRIKE [ GENERAL ]

Benefit: You have trained to fight with punches and kicks, which allows you to
engage an armed opponent on equal terms. You are considered armed even when
unarmed. You do not provoke attacks of opportunity from armed opponents when
you attack them while unarmed. However, you still get an attack of opportunity
against any opponent who makes an unarmed attack on you.

Also, your unarmed strikes can deal lethal or nonlethal damage, at your option.

Normal: Without this feat, you are considered unarmed when attacking with
an unarmed strike, and you can deal only nonlethal damage with such an attack.

IRoN WILL | GENERAL]

Benefit: You gain a +2 bonus on all Will saving throws.

LIGHTNING REFLEXES | GENERAL]
Benefit: You get a +2 bonus on all Reflex saving throws.

MARTIAL WEAPON PROFICIENCY | GENERAL |

Benefit: Choose a martial weapon identifying descriptor, as defined in Chapter
Seven: Equipment. You understand how to use that type of martial weapon in
combat and make attack rolls with it normally. You gain this benefit with all
weapons that share the selected identifying descriptor. The eligible descriptors
are axe, cudgel, dagger, flail, pick, polearm, projectile, spear, and sword.

Normal: When using a weapon with which you are not proficient, you take a
-4 penalty on attack rolls.
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Special: You can gain Martial Weapon Proficiency multiple
times. Each time you take the feat, it applies to a new weapon
descriptor.

Quick DRaw [ GENERAL]

Prerequisite: Base attack bonus +1

Benefit: You can ready a weapon much faster than normal.
You may draw a weapon as a free action instead of as a move
action. You can draw a hidden weapon (see “Sleight of Hand"
in Chapter Four) as a move action.

A character who has selected this feat may throw weapons
at her full normal rate of attacks (much like a character with
a bow).

Normal: Without this feat, you may draw a weapon as
a move action and draw a hidden weapon as a standard
action.

Run [ GENERAL]

Benefit: Through practice, training, or natural aptitude,
you are a much faster runner than most. Even in heavy
armor, you move with excellent speed. When running, you
move at five times your normal speed (if wearing light or no
armor and carrying no more than a light load) or at four
times your speed (if wearing medium or heavy armor or car-
rying a medium or heavy load). If you make a jump after a
running start (see “Jump” in Chapter Four), you gain a +4
bonus on your Jump check. While running, you retain your
active bonus to defense.

Normal: You move at four times your speed while running
(if wearing light or no armor and carrying no more than a
light load) or at three times your speed (if wearing medium
or heavy armor or carrying a medium or heavy load), and you
lose your active bonus to defense.

SHIELD PROFICIENCY | GENERAL]

Benefit: You have the training needed to use a shield
without hindering your fighting efforts. You can use any
shield other than a tower shield and take only the standard
penalties.

Normal: When using a shield with which you are not pro-
ficient, you suffer the shield’s armor check penalty on attack
rolls and on all skill checks that involve moving, including
Ride checks.

SIMPLE WEAPON PROFICIENCY | GENERAL]

Benefit: You are trained in the use of weapons such as
daggers and crossbows. You gain proficiency with all simple
weapons and make attack rolls with them normally.

Normal: When using a weapon with which you are not
proficient, you take a -4 penalty on attack rolls.

SKILL AFFINITY | GENERAL]
Benefit: You gain a +2 bonus to any two skills of your
choice.

CONVERTED FEATS

If you have played other games based on the d20 System mechanics,
you might be familiar with some feats not listed in Iron Heroes. Most
of them have been converted into expanded mastery abilities of feats
in this book. For ease of reference, they are listed in the table below.

Old Feat
Great Cleave

Greater Two-
Weapon Fighting

Greater Weapon Focus

Greater Weapon
Specialization

Improved Precise Shot

Improved Two-Weapon
Fighting

Ride-By Attack
Snatch Arrows
Spring Attack
Spirited Charge
Stunning Fist
Trample
Two-Weapon Defense

Weapon Specialization

New Feat/Mastery Ability
Cleave Expanded Mastery 3
Two-Weapon Fighting Expanded Mastery 7

Weapon Focus Expanded Mastery 4
Weapon Focus Expanded Mastery 7

Precise Shot Expanded Mastery 6
Two-Weapon Fighting Expanded Mastery 4

Mounted Combat Expanded Mastery 3
Deflect Missiles Expanded Mastery 6
Mobility Expanded Mastery 3

Mounted Combat Expanded Mastery 4
Stunning Strike

Mounted Combat Expanded Mastery 1
Two-Weapon Fighting Expanded Mastery 2
Weapon Focus Expanded Mastery 2

000000000000000(_JOOO000000000000

Special: You can choose this feat multiple times, but a

single skill cannot gain its benefits more than once.

SKiLL Focus [ GENERAL]

Benefit: You have advanced training in a single skill. You

enjoy a +3 bonus on all checks involving that skill.

Special: You can gain this feat multiple times. Its effects

do not stack. Each time you take the feat, it applies to a new

skill.

ToUuGHNESS | GENERAL]
Benefit: You gain +3 hit points.

Special: A character may gain this feat multiple times. Its

effects stack.

TOWER SHIELD PROFICIENCY | GENERAL]
Prerequisite: Shield Proficiency

Benefit: You have the specialized training needed to handle

a tower shield and suffer only the standard penalties while

using one.

Normal: A character using a shield with which she is not

proficient suffers the shield’s armor check penalty on attack

rolls and on all skill checks that involve moving, including

Ride.
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MASTERY FEATS

The mastery feats represent advanced training and adherence
to a particular school or method of fighting. Only truly dedi-
cated, elite adventurers can master them.

Feats in Iron Heroes are designed to offer characters a wide
range of choices. Many mastery feats include up to nine
expanded options that improve the feat’s basic benefit. As you
progress in level, you can spend your feat selections on new
feats or master the ones you already have by taking more
expanded abilities. This rule makes it possible for you to focus
on one specific talent or spread your training over a wide
range of areas. Once you take a base mastery feat, its expan-
sion options become available automatically as you gain levels.

MASTERY FEAT CATEGORIES

Iron Heroes' mastery feats break down into the eight cate-
gories listed below. Characters gain access to feat categories
through their classes; see the class descriptions in Chapter
Three. A feat can belong to more than one category.

Armor: These feats cover the use of armor and other pro-
tective gear. They allow you to improve the benefits you gain
from armor and shields.

Defense: Defense feats develop your speed, agility, and
ability to avoid attacks.

Finesse: This fighting style emphasizes speed over power.
A finesse fighter knows that she can land a hit if she is too
quick for her opponent to make an effective parry or block.
These warriors tend to value precision over brute force.

Lore: Lore feats represent intricate, complex training that few
master. The ability to create poisons is covered by a Lore feat.

Power: This fighting style places raw hitting power over all
other concerns. A power fighter would rather land one devas-
tating blow than a dozen light ones.

Projectile: Archers, snipers, and others who prefer ranged
weapons favor these feats. They enhance your talents with
ranged fighting.

Social: The Social feats allow you to influence others,
bending them to your will through your power of personality.
Tactics: The Tactics feats allow you to take advantage of
your surroundings, coordinate your allies’ efforts, or lure

your enemies into making a mistake.

MASTERY RATINGS

In order to take a feat, you must meet the base mastery rating
requirement listed in its description. Characters gain mastery
ratings in various feat categories based on their class. You
can find your mastery ratings for the various categories open
to you in your class table in Chapter Three.

EXPANDED MASTERY ABILITIES

The mastery feats list expanded mastery abilities and the mas-
tery ratings required to select them. Instead of taking a new
feat, you can spend a feat selection to gain one of your
established feat'’s listed mastery abilities, as long as you have
the required mastery rating or higher (according to your
class table). You must have the base feat before you can take
its expanded mastery abilities. Unless otherwise noted, you
do not have to take the expanded mastery abilities in order.
You could take a higher-rated mastery ability before taking a
lower one—or not take the lower one at all. You cannot take
a given expanded mastery ability more than once, unless
otherwise noted.

FEATS AND TOKEN ABILITIES

Some feats or their expanded mastery features grant you the
ability to gain and spend tokens, just like certain class abilities.
This way, even characters whose classes do not grant them
tokens have a way to earn them to enjoy the flexibility of the
benefits they can grant. As with class-granted token pools, char-
acters accumulate feat-granted token pools by following the
tactics epitomized by a given feat. They can then spend these
tokens to activate some of the feat’s expanded mastery abilities.
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As a word of advice, if you decide to create new expanded
mastery abilities for the existing feats, you should give them
unique names. That way, you can differentiate them from the
existing abilities in your notes.

MASTERY FEAT DESCRIPTIONS

The mastery feats are presented using the same format as the
general feats, save for the following differences:

e They start with some introductory text to explain the
feat's effect.

e They list the mastery rating required to gain the base
feat.

e Their prerequisites (if any) are based on equipment
and expanded mastery abilities. The prerequisite
entry lists the sort of weapons you must wield to
gain the feat’s benefits.

e They feature a section on expanded mastery abilities.
You can spend additional feat selections as you gain
levels to improve your feats, as described above. If
you are wielding two weapons and only one of them
meets the feat prerequisites, you may use the feat.
You suffer the penalties of the feat with both
weapons, but the benefits only with the weapon that
meets the prerequisites. For example, if you are
armed with a longsword (a non-power weapon) and a
punch dagger (a power weapon) and you use the
Power Attack feat, you suffer the attack penalty with
both weapons, but only gain the damage bonus with
the punch dagger.

ARMOR MASTERY [ ARMOR]

You have trained for endless hours to make the most of wear-
ing your armor. Others simply expect it to absorb attacks.
You know that you must move with your protective gear to
maximize its effectiveness.

Base Mastery: 1

Benefit: When rolling to determine your damage reduc-
tion against an attack, you gain a +1 bonus to the result.

Expanded Mastery: 2. You excel at protecting your vitals.
When an opponent scores a critical threat or precision-
based damage (such as sneak attack) against you, there is a
flat 25 percent chance that the attack is not a critical hit.
Make this check before rolling to confirm or applying any
rules that affect the critical threat.

Expanded Mastery: 3. You gain an additional +1 bonus to
all rolls for your armor’s damage reduction.

Expanded Mastery: 4. You feel comfortable wearing
armor, to the point where a suit that restricts someone else’s
agility has little effect on yours. You reduce your armor’s
check penalty by 2 and increase its maximum Dexterity by 1.
These benefits stack with those granted by the armiger’s
armor mastery class ability.

Expanded Mastery: 5. You gain an additional +1 bonus
to all rolls for your armor’s damage reduction.

Expanded Mastery: 6. You can move with surprising
speed while wearing armor. Treat your armor as one category
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lighter than its actual weight when determining your speed.
These benefits stack with those granted by the armiger’s
armor mastery class ability.

Expanded Mastery: 7. You gain an additional +1 bonus to
all rolls for your armor’s damage reduction.

Expanded Mastery: 8. If an opponent lands a critical
threat or precision-based damage (such as sneak attack)
against you, there is a flat 50 percent chance that the attack
is not a critical hit. Make this check before rolling to confirm
or applying any rules that affect the critical threat.

Expanded Mastery: 9. You gain an additional +1 bonus to
all rolls for your armor’s damage reduction.

Expanded Mastery: 10. While wearing armor of any sort,
you are immune to critical hits and precision-based damage.

BeAsT Lore [ Lorg]

You have studied a wide variety of beasts and monsters. Even
when you encounter a creature you have never seen before, your
knowledge helps you guess at its strengths and weaknesses.

Base Mastery: 1

Benefit: In combat, you can use a move action to make an
Intelligence check to study a single nonhumanoid monster.
Divide your check by 5, rounding down. You gain lore tokens
equal to the result.

You can spend 1 lore token to grant you and all allies who
can see and hear you a +1 bonus to attacks and damage
against the creature for 1 round. This benefit reflects your
insights into the creature’s tactics, biology, and movement.
Using your tokens in this manner is a free action. You may
spend only one token on this ability per round.

If the result of your Intelligence check is less than 5, you
lose 1 token. If you have no tokens, you and all your allies
suffer a —1 penalty to attacks and damage against the crea-
ture for 1 round as you offer them faulty or incorrect advice.
Allies must be within 60 feet and able to see and hear you.

The benefits you grant with this feat apply to the targeted
creature and all other monsters of the same species. For
example, if you target a Huge spider, the bonuses you grant
with your lore tokens apply to any or all Huge spiders.

You can build up tokens against one type of opponent at a
time. If you switch targets, you lose the tokens that you have
already built up for this ability, unless the new target is the
same species as the original one. You can build up a lore
token pool equal to your level + 10. Tokens beyond this maxi-
mum go to waste. The tokens last only until the end of the
encounter.

Expanded Mastery: 2. You watch the monster’s tactics
and attack forms, using the information you gather to grant
you or an ally advice for defending against it. You can spend
1 lore token to grant a single ally a +1 active bonus to
defense against the creature for 1 round. Using your tokens
this way is a free action. You can spend a number of tokens
equal to your Intelligence bonus in this manner each round.

Expanded Mastery: 3. You watch the monster’s special
attacks, gaining an insight into how they work that could
save your life. You can spend 1 lore token to grant you or
a single ally a +1 bonus to all saves against the creature’s
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MASTERY FEATS BY CATEGORY

Feat Name Mastery Category Base Feat Prerequisites Benefit

Armor Mastery 1 Armor — — +1 bonus to DR checks

— 2 Armor Armor Mastery — 25% of threats are not critical hits

— 3 Armor Armor Mastery — Extra +1 bonus to rolls for your armor’s DR

— 4 Armor Armor Mastery — Reduce armor’s check penalty by 2; increase its max. Dexterity by 1

— 5 Armor Armor Mastery — Extra +1 bonus to rolls for your armor’s DR

— 6 Armor Armor Mastery — Armor is one category lighter than normal for speed purposes

= 7 Armor Armor Mastery = Extra +1 bonus to rolls for your armor’s DR

— 8 Armor Armor Mastery — 50% of threats are not critical hits

= 9 Armor Armor Mastery = Extra +1 bonus to rolls for your armor’s DR

— 10 Armor Armor Mastery — Immunity to critical hits and precision-based damage while in armor

Improved Shield Bash 1 Armor — — Retain shield bonus to defense with bash

— 3 Armor Improved Shield Bash — Foe gets —2 attack penalty after shield hit

— 5 Armor Improved Shield Bash — Wield two shields

— 7 Armor Improved Shield Bash — Trade shield bonus points for attack bonus points

— 9 Armor Improved Shield Bash — Make second shield attack on full attacks

Shield Mastery 1 Armor — Shield proficiency +1 defense bonus from shield

— 2 Armor Shield Mastery — +1 bonus to attacks against foe who strikes your shield

— 3 Armor Shield Mastery — Extra +1 defense bonus from shield

— 4 Armor Shield Mastery — Foe who strikes your shield provokes attack of opportunity

= 5 Armor Shield Mastery = Extra +1 defense bonus from shield

— 6 Armor Shield Mastery — Extra +4 defense bonus on standard-action shield defense

— 7 Armor Shield Mastery — Extra +1 defense bonus from shield

— 8 Armor Shield Mastery — Extra +2 defense bonus on move-action shield defense

— 9 Armor Shield Mastery — Extra +1 defense bonus from shield

— 10 Armor Shield Mastery — Foe who strikes your shield must win Strength check or drop weapon

Deflect Missiles 2 Defense — — Deflect a ranged hit for O damage

— 4 Defense Deflect Missiles — Gain extra Deflect Missiles use/round

— 6 Defense Deflect Missiles — Attack foe whose thrown weapon you deflected

— 8 Defense Deflect Missiles — Deflect 1 + Dexterity bonus in extra missiles/round

Dodge 1 Defense — — Dodge token pool; +1 defense bonus against target;
tokens increase bonus

— 2 Defense Dodge — +2 defense bonus against target; tokens increase bonus

= 3 Defense Dodge = Extra target for defense bonus and token pool

— 4 Defense Dodge — Tokens cause target to hit flanking partner, not you

— 5 Defense Dodge — Extra target for defense bonus and token pool

— 6 Defense Dodge — Tokens grant Tumble bonus against target

— 7 Defense Dodge — Tokens grant one-square move after target’s attack misses

— 8 Defense Dodge — Tokens grant attack bonus against target

— 9 Defense Dodge — Target suffers -2 attack penalty after missing you

— 10 Defense Dodge — All foes are targets for defense bonus and token pool

Mobility 1 Defense — — +4 defense bonus against attacks of opportunity due to moving

— 2 Defense Mobility — +6 defense bonus against attacks of opportunity due to moving
from chosen target

= 3 Defense Mobility No heavy armor Can move before and after attack

— 4 Defense Mobility — Extra +2 defense bonus against attacks of opportunity due to moving
after missed attack of opportunity

— 5 Defense Mobility — Foe must save or fall prone after attack of opportunity due to moving

— 6 Defense Mobility — Attack at any point along a charge

— 7 Defense Mobility — Free attack of opportunity after foe's misses you

— 8 Defense Mobility — Attempt a trip after missed attack of opportunity due to moving

— 9 Defense Mobility — Tumble check opposes attack of opportunity due to moving

— 10 Defense Mobility — Never provoke attacks of opportunity due to moving

Combat Expertise 1 Finesse — Can't use with Gain attack roll penalty (up to —5) as active defense bonus

power weapon

— 2 Finesse Combat Expertise — Gain active defense penalty (up to —5) as attack roll bonus

— 3 Finesse — — Parry token pool; token grants +1 bonus to melee attacks against foe

= 4 Finesse Combat Expertise = Parry token pool; token grants you or ally +1 defense bonus against
target

— 5 Finesse Combat Expertise — Gain attack roll penalty (up to base attack bonus) as active defense
bonus

— 6 Finesse Combat Expertise — Parry token pool; tokens let you make attack of opportunity against
melee target who misses you

— 7 Finesse Combat Expertise — Parry token pool; tokens make target lose active defense bonus
against you after missing you

— 8 Finesse Combat Expertise — Parry token pool; token use inflicts weapon damage on target after
attack

— 9 Finesse Combat Expertise — Tokens may affect any foe

— 9 Finesse Combat Expertise — Gain tokens from all foes

Improved Critical*+ 4 Finesse — Specific weapon Double weapon’s normal threat range

— 6 Finesse Improved Critical — +4 bonus to attacks to confirm criticals

* You can gain this feat multiple times. 1 Feats offered in more than one feat category appear in the table in all applicable categories.
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— 8 Finesse Improved Critical — Triple weapon’s normal threat range

— 10 Finesse Improved Critical — Automatically confirm critical threats

Improved Disarm 2 Finesse — Finesse weapon Disarm attempts provoke no attack of opportunity; foe cannot
disarm you

— 3 Finesse Improved Disarm — +2 bonus to disarm attempts

— 4 Finesse Improved Disarm — Disarm foe is one size smaller

— 6 Finesse Improved Disarm — +2 bonus to disarm attempts

— 8 Finesse Improved Disarm — Flip disarmed weapon into new square

Improved Feint 2 Finesse — Finesse weapon Bluff check to feint is move action with no penalty

— 5 Finesse Improved Feint — Confer feint benefits upon ally

— 9 Finesse Improved Feint — Bluff check to feint is free action with no penalty

Improved Trip*+ 2 Finesse — Finesse or power weapon  No attack of opportunity on unarmed trip attempts

— 2 Finesse Improved Trip Finesse weapon Use Dexterity check for trip attacks

— 3 Finesse Improved Trip — +4 bonus to ability check in trip attempts

— 4 Finesse Improved Trip — Free attack after melee trip

— 6 Finesse Improved Trip — Foe falls prone in adjacent square

— 8 Finesse Improved Trip — Foe must save or fall stunned

Mounted Combat- 1 Finesse — — Ride check negates hit to mount

— 1 Finesse Mounted Combat — Foe cannot avoid your overrun; mount gets hoof attack against
prone foe

— 2 Finesse Mounted Combat — +2 defense bonus if mount double moves; +4 bonus if it runs

— 3 Finesse Mounted Combat — Extra move after a mounted charge

— 4 Finesse Mounted Combat — Double damage after a mounted charge

Razor Fiend 1 Finesse — Dagger proficiency Gain Quick Draw with dagger; full attacks gain extra dagger attack

— 4 Finesse Razor Fiend — Full attacks gain two extra dagger attacks

— 6 Finesse Razor Fiend — +1 damage bonus with dagger for every previous dagger attack that hit

— 8 Finesse Razor Fiend — Full attacks gain extra dagger attack

Two-Weapon Fightingt+ 1 Finesse — Reduce two-weapon fighting attack penalties by 2 (primary hand)
and 6 (off hand)

— 2 Finesse Two-Weapon Fighting — +1 shield defense bonus while wielding two weapons or double weapon

— 3 Finesse Two-Weapon Fighting — +2 attack bonus against threatened foe with unused weapon on full
attack action

— 4 Finesse Two-Weapon Fighting = Second extra attack with off-hand weapon at -5 penalty

— 5 Finesse Two-Weapon Fighting — Critical threat range for weapon goes up by 1 after critical hit with
the other

— 6 Finesse Two-Weapon Fighting — Cannot be flanked when wielding two weapons or double weapon

— 7 Finesse Two-Weapon Fighting ~ Expanded mastery 4 Third extra attack with off-hand weapon at —10 penalty

— 8 Finesse Two-Weapon Fighting — Inflict rending damage (primary weapon damage + double Strength
bonus) when you hit foe with both weapons

— 9 Finesse Two-Weapon Fighting — Gain all off-hand attacks with your second weapon when charging
or making standard attack

— 10 Finesse Two-Weapon Fighting — For each attack that hits on a full attack, gain +1 bonus to remaining
attacks

Weapon Finesse 1 Finesse = Finesse or light weapon Apply Dexterity modifier instead of Strength modifier to attacks

— 2 Finesse Weapon Finesse — No armor check penalty to attacks with shield smaller than you

— 3 Finesse Weapon Finesse — +1d6 sneak attack damage in melee

— 4 Finesse Weapon Finesse — Apply Dexterity modifier instead of Strength modifier to damage

— 5 Finesse Weapon Finesse — +1d6 sneak attack damage in melee

— 6 Finesse Weapon Finesse — Foe suffers —1 penalty to DR from armor against your attacks

— 7 Finesse Weapon Finesse — +1d6 sneak attack damage in melee

— 8 Finesse Weapon Finesse — On a critical threat choose extra attack instead of critical hit roll

— 9 Finesse Weapon Finesse — +1d6 sneak attack damage in melee

— 10 Finesse Weapon Finesse — Attack ignores foe's defense bonuses (1/round)

Weapon Focus*+ 1 Finesse — Chosen weapon +1 attack bonus

— 2 Finesse Weapon Focus — +2 damage bonus

— 4 Finesse Weapon Focus — Extra +1 attack bonus

= 7 Finesse Weapon Focus = Extra +2 damage bonus

— 8 Finesse Weapon Focus — Extra +1 attack bonus

= 9 Finesse Weapon Focus = Extra +2 damage bonus

— 10 Finesse Weapon Focus — Extra +1 attack bonus

Whirlwind Attack 3 Finesse — — Attack each foe within reach on a full attack action

— 5 Finesse Whirlwind Attack — Each miss grants +1 bonus on remaining attacks

— 10 Finesse Whirlwind Attack — Gain your full spread of attacks

Beast Lore 1 Lore — — Lore token pool; tokens grant bonus to attacks and damage against
monster

— 2 Lore Beast Lore — Token grants you or ally +1 active bonus to defense against monster

— 3 Lore Beast Lore — Token grants you or ally +1 bonus to saves against monster’s special
attacks

— 4 Lore Beast Lore — Tokens double threat range of your or ally’'s weapon

— 5 Lore Beast Lore — Tokens grant you or ally +1d6 sneak attack damage

* You can gain this feat multiple times. 1 Feats offered in more than one feat category appear in the table in all applicable categories.
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Feat Name Mastery Category Base Feat Prerequisites Benefit
Healing Lore 1 Lore — — +4 bonus on Heal checks and +2 bonus to restored reserve points
— 2 Lore Healing Lore — Use Heal to restore ability score damage
— 3 Lore Healing Lore — Restore additional +4 reserve points
— 4 Lore Healing Lore — Use Heal to remove poison damage
— 5 Lore Healing Lore — Restore additional +4 reserve points
— 6 Lore Healing Lore — Use Heal to restore extra ability score damage
— 7 Lore Healing Lore — Restore additional +4 reserve points
— 8 Lore Healing Lore — Resuscitate a dead ally
= 9 Lore Healing Lore = Restore additional +4 reserve points
— 10 Lore Healing Lore — Restore hit points as reserve points
Venom Mastery 1 Lore — — Venom token pool; tokens help you create poisons; safely apply
poison to weapons and use them
— 2 Lore Venom Mastery — Tokens increase poison’s save DC
— 3 Lore Venom Mastery — Tokens make poison inflict hit point damage
— 4 Lore Venom Mastery — Token increases poison’s ability damage (1d4)
— 5 Lore Venom Mastery — Tokens make poison cause paralysis
— 6 Lore Venom Mastery — Your poisons now can damage Constitution
— 7 Lore Venom Mastery — Tokens increase poison’s ability damage (1d6)
— 8 Lore Venom Mastery — Tokens increase poison’s save DC
= 9 Lore Venom Mastery = Tokens increase poison’s ability damage (+1 or +2)
— 10 Lore Venom Mastery — Tokens increase poison’s ability damage (2d6)
Cleave 1 Power — — Gain extra melee attack after dropping target
— 2 Power Cleave — +2 bonus to Cleave attack rolls
— 3 Power Cleave — Unlimited Cleave attacks per round
— 4 Power Cleave — Gain extra melee attack after critical hit
— 5 Power Cleave — Move 5 feet as a free action with Cleave attack
— 6 Power Cleave — Gain 2 fury tokens with Cleave attack
— 7 Power Cleave — Foes adjacent to enemy you just dropped suffer a —1 penalty to defense
— 8 Power Cleave — Cleave token pool; token grants +2 bonus to damage on a melee attack
— 9 Power Cleave — Gain extra melee attack after critical threat
— 10 Power Cleave — Gain extra melee attack after dealing 15+ points of damage in one attack
Foe Hammer 1 Power — Cudgel use and Hit foe must save or take —2 penalty to attacks
weapon proficiency
— 2 Power Foe Hammer — Hit foe must save or move at half speed
— 4 Power Foe Hammer — When shield saves foe from a hit, he still takes half damage
— 6 Power Foe Hammer — Foe can become sickened instead of critical hit
— 8 Power Foe Hammer — Use this feat’s attacks as standard/full-round action
Hafted Weapon Mastery 1 Power — Spear or polearm Shift weapon'’s reach to attack adjacent foes or gain a threatened square
— 2 Power Hafted Weapon Mastery — Use two-handed spear or polearm as double weapon
— 3 Power Hafted Weapon Mastery — Weapon grants +4 Jump bonus or allows unarmed strike
— 4 Power Hafted Weapon Mastery — Weapon grants +1 square (5-foot) bonus to reach
— 6 Power Hafted Weapon Mastery — Multiple hits cause a foe to save or step back
Improved Bull Rush 1 Power — — Bull rushes provoke no attacks of opportunity; +4 bonus to
Strength check
— 3 Power Improved Bull Rush — -4 penalty to Strength check; target falls prone
— 5 Power Improved Bull Rush — Make an attack as part of bull rush
— 7 Power Improved Bull Rush — Bull rush target drops what he holds
Improved Critical* 4 Power — Specific weapon Double weapon’s normal threat range
— 6 Power Improved Critical — +4 bonus to attacks to confirm criticals
— 8 Power Improved Critical — Triple weapon’s normal threat range
— 10 Power Improved Critical — Automatically confirm critical threats
Improved Overrun 3 Power — — Overrun target can’t avoid you; +4 bonus to Strength check
— 5 Power Improved Overrun — Gain attack of opportunity against prone overrun target
— 7 Power Improved Overrun — Inflict damage to prone overrun target
Improved Sunder 2 Power — — No attack of opportunity on sunder attempts
— 3 Power Improved Sunder — +4 bonus on any attack roll to sunder
= 5 Power Improved Sunder = -1 DR penalty to foe’s armor after inflicting 10 points of damage
— 7 Power Improved Sunder — Foe gets no sunder bonus for larger weapon
= 9 Power Improved Sunder = Double Strength bonus to sunder damage
Improved Trip* 2 Power — Finesse or power weapon  No attack of opportunity on unarmed trip attempts
— 2 Power Improved Trip Power weapon Use power weapon for trip attacks
— 3 Power Improved Trip — +4 bonus to ability check in trip attempts
— 4 Power Improved Trip — Free attack after melee trip
— 6 Power Improved Trip — Foe falls prone in adjacent square
— 8 Power Improved Trip — Foe must save or fall stunned
Mounted Combat 1 Power — — Ride check negates hit to mount
— 1 Power Mounted Combat — Foe cannot avoid your overrun; mount gets hoof attack against prone foe
— 2 Power Mounted Combat — +2 defense bonus if mount double moves; +4 bonus if it runs
— 3 Power Mounted Combat — Extra move after a mounted charge
— 4 Power Mounted Combat — Double damage after a mounted charge

* You can gain this feat multiple times.
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Feat Name Mastery Category Base Feat Prerequisites Benefit

Power Attack 1 Power — Power weapon Trade attack penalty for damage bonus

— 2 Power Power Attack — Foe must save or suffer —1 injury penalty to attacks

— 3 Power Power Attack — Foe must save or fall prone

— 4 Power Power Attack — Inflict double your attack penalty as bonus damage

— 5 Power Power Attack — Foe must save or be dazed for 1 round

— 6 Power Power Attack — Foe must save or be stunned for 1 round

— 7 Power Power Attack — When your attack misses, it may hit a random target

— 8 Power Power Attack — Adjust attack penalty by up to +/-3

— 9 Power Power Attack — Foe must save or die

— 10 Power Power Attack — Increase DC of foe’s massive damage save

Stunning Strike 6 Power — Power weapon Stun token pool; tokens stun foe

— 8 Power Stunning Strike — Tokens increase save DC of stun attack

— 10 Power Stunning Strike — Foe suffers penalty after stun attack even if he saves

Trident Mastery 1 Power — Trident proficiency Catch and hold foe immobile; 1d4 points of damage; -2 penalty
to attacks, defense, Reflex saves

— 2 Power Trident Mastery — No penalty for fighting with two weapons (net and trident);
+2 attack bonus when net targets immobile foe

— 3 Power Trident Mastery — Immobile foe suffers —4 penalty to attacks, defense, Reflex saves, and
must save or lose active defense bonus.

— 4 Power Trident Mastery — +4 bonus to opposed disarm attack rolls; no attack of opportunity

— 6 Power Trident Mastery — Count as one category larger than actual size in opposed Strength
checks against caught foes

— 7 Power Trident Mastery — Use trident to trip charging foe; foe loses attack

— 8 Power Trident Mastery — Catch and hold foe immobile as a standard action

Two-Weapon Fighting 1 Power — — Reduce two-weapon fighting attack penalties by 2 (primary hand)
and 6 (off hand)

— 2 Power Two-Weapon Fighting — +1 shield defense bonus while wielding two weapons or double weapon

— 3 Power Two-Weapon Fighting — +2 attack bonus against threatened foe with unused weapon on
full attack action

— 4 Power Two-Weapon Fighting — Second extra attack with off-hand weapon at -5 penalty

— 5 Power Two-Weapon Fighting — Critical threat range for weapon goes up 1 after critical with the other

— 6 Power Two-Weapon Fighting — Cannot be flanked when wielding two weapons or double weapon

= 7 Power Two-Weapon Fighting  Expanded mastery 4 Third extra attack with off-hand weapon at —10 penalty

— 8 Power Two-Weapon Fighting — Inflict rending damage (primary weapon damage + double Strength
bonus) when you it foe with both weapons,

— 9 Power Two-Weapon Fighting — Gain all off-hand attacks with your second weapon when charging or
making standard attack

— 10 Power Two-Weapon Fighting — For each attack that hits on a full attack gain +1 bonus to other attacks

Vorpal Hurricane 3 Power — Power weapon Free attack on adjacent or threatened foes

— 6 Power Vorpal Hurricane — Feat use becomes standard action

— 9 Power Vorpal Hurricane — Feat use becomes free action

Weapon Focus* 1 Power — Chosen weapon +1 attack bonus

— 2 Power Weapon Focus — +2 damage bonus

— 4 Power Weapon Focus — Extra +1 attack bonus

— 7 Power Weapon Focus — Extra +2 damage bonus

— 8 Power Weapon Focus — Extra +1 attack bonus

— 9 Power Weapon Focus — Extra +2 damage bonus

— 10 Power Weapon Focus — Extra +1 attack bonus

Far Shot 2 Projectile — Projectile or thrown weapon Weapon's range increment increases

— 4 Projectile Far Shot — Attacks suffer half the normal range penalty

— 6 Projectile Far Shot — Gain sneak attacks with ranged weapons at double normal range

— 8 Projectile Far Shot — Ignore range penalty for first range increment

— 10 Projectile Far Shot — Ignore range penalty for first three range increments

Improved Critical* 4 Projectile — Specific weapon Double weapon’s normal threat range

— 6 Projectile Improved Critical — +4 bonus to attacks to confirm criticals

— 8 Projectile Improved Critical — Triple weapon’s normal threat range

— 10 Projectile Improved Critical — Automatically confirm critical threats

Manyshot 4 Projectile — No slow-loading weapons  Fire/throw two projectile weapons in one attack

— 6 Projectile Manyshot — Fire/throw extra projectile weapon with penalty

— 8 Projectile Manyshot — Fire/throw extra projectile weapon with penalty

— 10 Projectile Manyshot — Critical may apply to all projectiles

Mounted Archery 1 Projectile — — Half penalty for mounted ranged weapon use

— 2 Projectile Mounted Archery — No penalty for mounted ranged weapon use

— 4 Projectile Mounted Archery — Make full attack as a standard action

— 6 Projectile Mounted Archery — Can attack and move, attack and move while mounted

— 8 Projectile Mounted Archery — +2 attack bonus if mount double moves; +4 bonus if it runs

Point Blank Shot 1 Projectile — — +1 bonus on attack and damage

— 2 Projectile Point Blank Shot — Treat ranged weapon as melee weapon

— 3 Projectile Point Blank Shot — Apply Dexterity bonus to damage on ranged attacks

— 4 Projectile Point Blank Shot — Bluff check to feint avoids attack of opportunity

* You can gain this feat multiple times.
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Feat Name Mastery Category Base Feat Prerequisites Benefit

Precise Shot 2 Projectile — — Ignore penalty for shooting into melee

— 3 Projectile Precise Shot — +1d6 sneak attack damage to ranged attacks

— 4 Projectile Precise Shot — Increase projectile or thrown weapon’s critical damage multiplier by 1

— 5 Projectile Precise Shot — Extra +1d6 sneak attack damage to ranged attacks

— 6 Projectile Precise Shot — Ignore effects of most cover and concealment; automatically hit
a grappling foe

— 7 Projectile Precise Shot — Extra +1d6 sneak attack damage to ranged attacks

— 8 Projectile Precise Shot — Automatically confirm all critical threats

= 9 Projectile Precise Shot = Extra +1d6 sneak attack damage to ranged attacks

— 10 Projectile Precise Shot — Make coup de grace with projectile or thrown weapon

Rapid Reload 1 Projectile — — Reload slow-loading projectile weapons as free action

— 3 Projectile Rapid Reload — Attack on surprise round with loaded ready-loading projectile weapon

— 5 Projectile Rapid Reload — Make attacks of opportunity with ready-loading projectile weapon

Rapid Shot 2 Projectile — Non-slow-loading Extra attack/round at -2 penalty

projectile weapon

— 4 Projectile Rapid Shot — Target of all your attacks must save or take —2 defense penalty

— 6 Projectile Rapid Shot — Two extra attacks/round at —6 penalty

— 8 Projectile Rapid Shot — Three extra attacks/round at —10 penalty

— 10 Projectile Rapid Shot — Take only half penalty from extra attacks

Shot on the Run 4 Projectile = = Move both before and after attacking

— 6 Projectile Shot on the Run — Can shoot, move, then hide

— 8 Projectile Shot on the Run — Foe loses defense bonus against your attack after you Tumble

— 10 Projectile Shot on the Run — Take full attack with ranged weapon as a standard action

Weapon Focus* 1 Projectile — Chosen weapon +1 attack bonus

— 2 Projectile Weapon Focus — +2 damage bonus

— 4 Projectile Weapon Focus — Extra +1 attack bonus

— 7 Projectile Weapon Focus — Extra +2 damage bonus

— 8 Projectile Weapon Focus — Extra +1 attack bonus

— 9 Projectile Weapon Focus — Extra +2 damage bonus

— 10 Projectile Weapon Focus — Extra +1 attack bonus

Devious Manipulator 1 Social — Bluff ranks recommended Deception token pool; tokens grant bonus to attacks against target,
penalty to attacks against you, Bluff bonus, or Bluff effect extension

— 2 Social Devious Manipulator — Tokens extend Bluff effect

— 3 Social Devious Manipulator — Force foe to lose defense bonus against ally

— 4 Social Devious Manipulator — Tokens give target Sense Motive penalty

— 6 Social Devious Manipulator — Target does as you order

Overwhelming Presence 1 Social — Intimidate recommended Apply Charisma bonus as defense bonus

— 2 Social Overwhelming Presence — Browbeat target as free action

— 3 Social Overwhelming Presence — Use Intimidate as move action

— 5 Social Overwhelming Presence — Foes must save or suffer your Charisma bonus as attack penalty

— 7 Social Overwhelming Presence — Target must save or become frightened

— 8 Social Overwhelming Presence — Use Intimidate as free action

— 10 Social Overwhelming Presence — Target must save or become panicked

Political Mastermind 1 Social — Diplomacy recommended Manipulation token pool; tokens improve target's attitude or lead
him to take certain actions

— 2 Social Political Mastermind — Popularity tokens; token improves attitude

— 3 Social Political Mastermind — Diplomacy check alters attitude, incites crowd

— 4 Social Political Mastermind — Tokens allow you to dictate another’s actions as a puppet

— 7 Social Political Mastermind — Tokens and Diplomacy impart contrary attitude to puppet; can render
him a thrall

— 10 Social Political Mastermind — Exercise complete control over thrall

Blind-Fight 1 Tactics — — Reroll miss chance due to concealment in melee; invisible attacker gets
no advantages to hit you in melee; suffer half normal penalty to
speed when unable to see

— 3 Tactics Blind-Fight — Gain base feat abilities in ranged combat

— 4 Tactics Blind-Fight — Listen for invisible foes; locate invisible foes within 5 feet; reroll
checks to Spot foes

— 6 Tactics Blind-Fight — Ignore up to 20% concealment

— 8 Tactics Blind-Fight — Take 20 on Listen and Spot to find foes as a full-round action

— 10 Tactics Blind-Fight — Foe you hit loses concealment miss chance against your melee attacks

Combat Reflexes 1 Tactics — — Extra attacks of opportunity

— 2 Tactics Combat Reflexes — Spend extra attack of opportunity for +2 attack bonus

— 3 Tactics Combat Reflexes — Foes provoke extra attacks of opportunity

— 4 Tactics Combat Reflexes — Grant ally attack of opportunity

— 5 Tactics Combat Reflexes — Spaces you threaten are difficult terrain for foes

— 6 Tactics Combat Reflexes — Spend attack of opportunity for +8 defense bonus against one foe

— 7 Tactics Combat Reflexes — Take multiple attacks of opportunity against foes that provoke them

= 8 Tactics Combat Reflexes = Reduce foe's speed by 10 after your successful attack of opportunity

— 9 Tactics Combat Reflexes — Take attack of opportunity as part of a full attack action

— 10 Tactics Combat Reflexes — Foe cannot complete action after your successful attack of opportunity

* You can gain this feat multiple times.




MASTERY FEATS BY CATEGORY (coNT'D)

CHAPTER FIVE: FEATS ]2 §

{

Feat Name Mastery Category Base Feat Prerequisites Benefit

Tactics of the Mind 1 Tactics — — Use Intelligence instead of your attack key ability

— 2 Tactics Tactics of the Mind — Strategy token pool; token lets you act on opponent’s turn after delay
— 3 Tactics Tactics of the Mind — Strategy token pool; token makes your square unthreatened

— 4 Tactics Tactics of the Mind — Strategy token pool; tokens force foe to save or attack as you direct
— 5 Tactics Tactics of the Mind — Add Intelligence bonus as defense bonus

— 6 Tactics Tactics of the Mind — Strategy token pool; gain tokens as move action

— 7 Tactics Tactics of the Mind — Apply Intelligence modifier + key ability to attacks

— 8 Tactics Tactics of the Mind — Apply Intelligence modifier as damage bonus

= 9 Tactics Tactics of the Mind = Strategy token pool; gain tokens as free action

War Leader 1 Tactics — — Strategy token pool; token grants allies +4 flanking bonus

— 2 Tactics War Leader — Token grants ally extra attack of opportunity

— 3 Tactics War Leader — Gain strategy tokens as move action

— 4 Tactics War Leader — Token removes flat-footedness from ally

— 5 Tactics War Leader — Tokens grant allies attack bonus of +2 per attacker on chosen foe
— 6 Tactics War Leader — Tokens grant allies defense bonus of +1 per adjacent ally

— 7 Tactics War Leader — Gain strategy tokens as free action

— 8 Tactics War Leader — Tokens grant allies +1d6 bonus to damage against chosen foe

— 9 Tactics War Leader — Tokens grant ally immediate extra standard action

— 10 Tactics War Leader — Tokens grant allies attack bonus

special attacks for 1 round. Using tokens this way is a free
action. You can spend a number of tokens equal to your
Intelligence bonus in this manner each round.

Expanded Mastery: 4. You study the monster’s anatomy,
seeking a weakness you can exploit. If you spend 4 lore tokens,
you can double the threat range of your weapon or the weapon
of an ally who can see or hear you. This benefit applies against
the target of your lore pool and lasts for 1 round.

Expanded Mastery: 5. Your knowledge of the monster’s
anatomy allows you to direct your allies to make deadly
attacks against it. For every 2 tokens you spend, you grant
yourself or an ally +1d6 points of sneak attack damage
against it. This damage is in addition to any sneak attack

(cont'd on page 125)
damage the recipient may already have. It lasts for 1 round.
You can grant a maximum number of sneak attack dice equal
to your Intelligence bonus (so, someone with an Intelligence
bonus of +3 could grant +3d6 points of sneak attack damage).

BLinD~FiGHT [ TacTics]

Through a combination of your keen senses and awareness of
your tactical environment, you can strike enemies hidden in
thick fog or other obscuring conditions with greater accura-
cy than most.

Base Mastery: 1

Benefit: In melee, every time you miss because of conceal-
ment, you can reroll your miss chance percentile roll once to
see whether you actually hit.

In addition, an invisible attacker gets no advantages relat-
ed to hitting you in melee. That is, you don't lose your active
bonus to defense, and the attacker doesn't get the usual +2
bonus for being invisible. The invisible attacker’s bonuses
still apply for ranged attacks, however.

You take only half the usual penalty to speed for being
unable to see. Darkness and poor visibility in general reduces
your speed to three-quarters normal, instead of one-half.

Normal: Invisible attackers incur their regular attack roll
modifiers when trying to hit you in melee, and you lose your

active bonus to defense. The speed reduction for darkness
and poor visibility also applies.

Expanded Mastery: 3. You gain the benefits of this feat
on ranged attacks made against opponents within 30 feet of
you. This includes benefits you gain from expanded mastery
abilities.

Expanded Mastery: 4. You can use Listen as a free action
each round to locate an invisible opponent. In addition, you
automatically locate an invisible person within 5 feet of you.
Finally, you may reroll any Spot checks made to notice an
opponent, but you must choose to reroll before you learn
whether your check succeeded.

Expanded Mastery: 6. Your senses are so keen that you
ignore any concealment of 20 percent or less. Concealment
with a higher miss chance functions without change.

Expanded Mastery: 8. If you spend a full-round action
doing nothing but watching an area and listening for signs
of an opponent or a hidden object, you may take 20 on both
a Listen and Spot check. You gain the benefits of these
checks immediately.

Expanded Mastery: 10. Your senses of position and tacti-
cal movement are so precise that you can doggedly follow an
opponent. Once you hit an enemy who gains concealment,
he loses all concealment miss chance against your melee
attacks. You anticipate your foe's every move and relentlessly
attack him, even if the concealment blocks line of sight.
However, you gain no special knowledge of the terrain. For
example, if a foe with concealment moves behind a wall that
you cannot see, you may waste arrows trying to shoot him
through the full cover.

CLEAVE [PowEr]
You make vicious, lethal attacks that use the weight of your
weapon to cleave through the enemy’s ranks. As foes fall
before you, your weapon slams into additional opponents.
Base Mastery: 1
Benefit: If you deal a creature enough damage to make it
fall (typically by dropping it to below 0 hit points or killing
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it), you get an immediate, extra melee attack against another
creature within reach. You cannot take a 5-foot step before
making this extra attack, and you must make it with the same
weapon and at the same bonus as the attack that dropped
the previous creature. You can use this ability once per
round.

Expanded Mastery: 2. You gain a +2 bonus to your Cleave
attack rolls.

Expanded Mastery: 3. There is no limit to the number of
Cleave attacks you can make in a round.

Expanded Mastery: 4. You gain Cleave attacks when you
score a critical hit in addition to when you drop an opponent.
You can use this Cleave attack against any foe in range
(including but not limited to the one you critically hit). If you
score a critical hit and drop a foe, however, you gain only one
Cleave attack.

Expanded Mastery: 5. Each time you make a Cleave
attack, you can move 5 feet as a free action. You cannot move
more than your normal speed in this manner. This movement
does not provoke attacks of opportunity, as the flying bodies
and gore you leave in your wake prove too distracting.

Expanded Mastery: 6. You thrive on the destruction you
wreak, and your blood thirst reaches a boil as you chop
through the enemy ranks. Each time you make a Cleave
attack, whether or not it hits, you gain 2 fury tokens.
Normally, only characters with levels in the berserker class
can spend these tokens; nonberserkers gain no benefit from
these tokens. (See the description of the fury token pool
under the berserker’s Class Features in Chapter Three.)

Expanded Mastery: 7. You slam into your enemies with
enough force to send their corpses hurtling through the air.
Whenever you gain a Cleave attack, all opponents adjacent to

2

the enemy you dropped to gain the attack suffer a —1 penalty
to defense as the corpse of their fallen ally slams into them.
Apply this penalty before resolving your Cleave attack.

Expanded Mastery: 8. Each time you make a Cleave
attack, you gain 1 cleave token that you may spend to gain a
+2 bonus to damage on a melee attack. You must spend
these tokens before the end of your current action. If you
gain them when attacking during someone else’s action, such
as due to an attack of opportunity, you must spend them
before the end of your attacks. Spend the tokens before
resolving your attack; you can put as many of them as you
wish into the attack. Should your attack miss, you lose any
tokens spent.

Expanded Mastery: 9. You gain a Cleave attack when you
score a critical threat (but not necessarily a critical hit) in
addition to when you drop an opponent. You may make this
Cleave attack against any foe in range (including but not lim-
ited to the one you critically threatened). If you score a criti-
cal threat and drop a foe, you gain only one Cleave attack.

Expanded Mastery: 10. Every time you inflict at least 15
points of damage with a melee attack, you gain one cleave
token. You can spend 3 such tokens in order to gain an addi-
tional melee attack. You make this additional attack at the
same attack bonus as the last attack you made before spend-
ing the tokens. You may attack any creature in range (not
just the one you attacked). You lose all accumulated tokens
at the end of your action.

Note: if you also have Cleave Expanded Mastery 8, the
tokens you earn from that feat can also be spent to generate
more cleave attacks. Likewise, the tokens gained from this
feat can be spent to gain additional damage.



CoMBAT EXpERTISE [ FINESSE]

You handle your weapon with the elegant speed, agility, and
skill of a true master. You can step back and bat aside your
foe’s attacks with ease or press forward on the attack.

Base Mastery: 1

Prerequisite: You cannot use this feat with a power
weapon.

Benefit: When you use the attack action or the full attack
action in melee, you can take a penalty of as much as -5 on
your attack roll and add the same number (+5 or less) as an
active bonus to your defense. This number may not exceed
your base attack bonus. The changes to attack rolls and
defense last until your next action.

Normal: A character without the Combat Expertise feat
can fight defensively while using the attack or full attack
action to take a -4 penalty on attack rolls and gain a +2
dodge bonus to defense.

Expanded Mastery: 2. When you use the attack action or
the full attack action in melee, you can take a penalty of up
to -5 on your defense and add the same number (+5 or less)
to your attacks. This number may not exceed your base
defense bonus. The changes to attack rolls and defense last
until your next action.

Expanded Mastery: 3. You earn a parry token pool as
described in the sidebar on this page. You may spend 1
parry token to gain a +1 bonus on melee attacks against the
target of your pool. You enjoy this bonus until the end of
your current turn. You may only spend tokens in this manner
when it is your turn.

Expanded Mastery: 4. You earn a parry token pool as
described in the sidebar on this page. You can spend 1 parry
token to grant you or an ally within your threatened area a
+1 bonus to defense against attacks made by the target of
your pool. This benefit lasts until the start of your next
action. You can spend these tokens as a free action.

Expanded Mastery: 5. When using Combat Expertise, you
may take a penalty to attacks of up to your base attack bonus
and gain the same number as a bonus to defense. Otherwise,
the feat functions as normal.

Expanded Mastery: 6. You earn a parry token pool as
described in the sidebar on this page. You may spend 2
parry tokens to make an attack of opportunity against the
pool’s target if he attacks you in melee and misses.

Expanded Mastery: 7. You earn a parry token pool as
described in the sidebar on this page. If you increase your
defense using Combat Expertise, you may spend 4 tokens at
the start of your pool target’s action. Should your opponent
attack you and miss, he loses his active bonus to defense
against any attacks you make during his action.

Expanded Mastery: 8. You earn a parry token pool as
described in the sidebar on this page. As a foe attacks, you use
a stinging, painful parry to slash back. Every time the target
of your parry pool attacks you, you may spend 1 parry token
to inflict your weapon’s base, unmodified damage upon him
whether he hits or misses. Spending a token in this fashion is
not considered an action (you can do it on another’s turn).

CHAPTER FIVE: FEATS ] 277

0000000000000 JOO0OO00000000000

PARRY TOKEN POOL

Granted by: Combat Expertise feat expanded mastery abilities (3, 4,
6,7 8)

You gain a parry token pool. As a free action you may select an oppo-
nent as the target of this pool. When using Combat Expertise to
increase your defense, you gain 1 parry token each time the targeted
opponent attacks you in melee and misses. You can change the pool’s
target as a free action, but in doing so you lose all tokens accumulat-
ed against your old target. You can build up tokens in your parry pool
in addition to accumulating other token types.

See the descriptions of the expanded mastery abilities listed above for
the uses of parry tokens.

0000000000000 )O00000000000000

Expanded Mastery: 9. If you have a parry token pool, you
may spend parry tokens on special effects against any foe, not
just your chosen target. You keep the parry tokens you have
built up when you change pool targets (until combat ends).

Expanded Mastery: 10. If you have a parry token pool,
you gain tokens when anyone—not just the target of your
pool—attacks you and misses while you use Combat Expertise.

CoMBAT REpLEXES [ TACTICS]

You keep a sharp eye out for the opportunity to skewer an
opponent at the first sign of a gap in his defenses. Your feel
for the tactical situation and the battlefield allows you to
take advantage of an enemy’s mistakes.

Base Mastery: 1

Benefit: You may make a number of additional attacks of
opportunity each round equal to your Dexterity bonus or your
Intelligence bonus. Choose one of these abilities when you
gain this feat; you may not change your selection afterward.
You also may make attacks of opportunity while flat footed.

Normal: A character without this feat can make only one
attack of opportunity per round and can’t make any while
flat footed.

Expanded Mastery: 2. When you make an attack of
opportunity, you can expend more than one attack to gain a
+2 bonus to your attack. There is no limit to the number of
attacks of opportunity you may expend in this way, though
obviously you cannot spend more attacks than you can nor-
mally make.

Expanded Mastery: 3. Opponents provoke an attack of
opportunity if they attempt to exit a square you threaten,
even if their movement does not normally provoke such an
attack.

Expanded Mastery: 4. As a move action, you can grant an
ally within 30 feet of you one of your extra attacks of oppor-
tunity. Your ally must be able to see and hear you as you
order to him to attack at the appropriate moment. Your ally
retains this additional attack of opportunity until the start of
his next action.

Expanded Mastery: 5. Any space you threaten counts as
difficult terrain for opponents. They can attempt to move
through them as if such spaces were not difficult, but in that
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case they suffer a —4 penalty to their Tumble checks and you
gain a +4 bonus on attacks of opportunity against them.

Expanded Mastery: 6. When you provoke an attack of oppor-
tunity, you can spend one of your own attacks of opportunity
to gain a +8 bonus to defense against it. If you suffer multiple
attacks, you must select one to benefit from this bonus. You
can spend multiple attacks against different attackers, but
you cannot spend more than one against a single attack.

Expanded Mastery: 7. If an opponent takes multiple
actions that provoke attacks of opportunity, you can attack
him for each one. You are no longer restricted to one attack
of opportunity per round against a given foe.

Expanded Mastery: 8. If you make an attack of opportuni-
ty against an opponent and your attack hits, you reduce his
speed by 10. You slash at his legs, tripping him up and forc-
ing him to slow down. This penalty lasts until the start of the
target’s next action.

Expanded Mastery: 9. When your foe provokes an attack
of opportunity from you, you may make an attack of opportu-
nity yourself, using your full spread of attacks (normally con-
sidered a full attack action) if you have not yet made your
attack of opportunity. You lose all of your attacks of opportu-
nity until the start of your next action.

Expanded Mastery: 10. If an opponent provokes an attack of
opportunity, he cannot complete his action after you hit him
with your attack. The target’s action is not wasted, unless receiv-
ing damage somehow disrupts it (such as if he were trying to
begin a grapple). He can attempt the action again (if your
attack does not waste it) unless his action was an attempt to
move. In that case, he spends part of his movement allowance
as if he entered the square but does not actually move.

For example, an opponent attempts to leave a square you
threaten, provoking an attack of opportunity. Before he
leaves the square, you make an attack of opportunity. If you
hit, he cannot leave the square, but he still spends the

appropriate amount of movement.

If you can attack the same target with more than one
attack of opportunity, you may continue to strike him until
you run out of attacks of opportunity or until you miss and
he completes his action.

DegLECT MissiLEs [ DEFENSE]
You can parry ranged attacks with the same skill and agility
that you use to turn aside melee attacks.

Base Mastery: 2

Benefit: You must have at least one hand free (holding
nothing) to use this feat. Once per round, when you would
normally be hit with a ranged weapon, you may deflect it so
as to take no damage from it. You must be aware of the attack
and not flat footed.

Attempting to deflect a ranged weapon doesn't count as an
action. You cannot deflect unusually massive ranged weapons
and ranged attacks generated by spell effects.

Expanded Mastery: 4. You can use your Deflect Missiles
feat one additional time per round. As with all expanded
masteries, you can take this ability only once, to gain the
ability to deflect two ranged attacks per round.

Expanded Mastery: 6. You can catch a thrown weapon
you just deflected and immediately use it to attack the foe
who threw it at you. This attack uses one of your attacks of
opportunity for the round. Resolve it as a normal ranged
attack against your opponent.

Expanded Mastery: 8. You can deflect an additional num-
ber of missiles per round equal to 1 + your Dexterity bonus
(minimum 1).

DEevious MANIPULATOR [SociAL]

You excel at deceiving others. You craft your lies with such
expert attention to detail that even the sharpest minds have
trouble telling your deceptions from truth. Whether in com-



bat or in a refined social situation, your talent for lies serves
you well.

Base Mastery: 1

Prerequisite: This feat relies on the Bluff skill. You do not
need ranks in Bluff to use Devious Manipulator, but it is far
more effective with them.

Benefit: You gain access to deception tokens you can use
to force others to take actions based on your lies. You gain 1
deception token against a specific target by making a suc-
cessful Bluff check opposed by his Sense Motive. You may
have a total number of unspent tokens equal to your level +
10, but you must accumulate tokens against only one target
at a time. If you switch to a different target, you lose your
built-up tokens.

You can accept a skill challenge (see Chapter Four) to
increase the tokens you gain. For every —5 penalty you take on
the check, you gain 1 additional deception token on a success.

In combat, you can spend deception tokens to interfere
with your target’s efforts. You use your Bluff skill to trick him
into misreading your attacks and defense. On your action,
you can spend 1 token to gain a +1 bonus to attacks against
your target or impose a —1 penalty to his attacks against you.
These benefits apply only to attacks from or against your
chosen target. They last until the start of your next turn, and
you can choose a mixture of bonuses and penalties. You may
spend up to 5 tokens per round in this manner.

Outside of combat, you can spend deception tokens to
enhance a Bluff check. For each token you spend, you gain a +2
bonus to a single Bluff check. You can also increase the amount
of time a target believes your lies by 1 round per token spent.
You may spend up to 5 tokens as part of a single Bluff check.

Expanded Mastery: 2. In noncombat situations you can
craft lies so compelling and plausible that others have trouble
discerning the truth behind them. If you succeed in a Bluff
check against a single person, you can spend 1 deception
token per round to force him to continue believing your
bluff. You can keep spending tokens as long as you remain
in the target’s presence and can speak to him. If the target
finds compelling evidence to contradict your story, you can
attempt another Bluff check as a standard action to prevent
him from believing it.

Expanded Mastery: 3. In combat you can use your Bluff
skill to confuse an opponent. When you use Bluff to feint,
you may force a foe to lose his active bonus to defense
against an ally of your choice. In this case, your target
retains his active bonus against you.

Expanded Mastery: 4. You can plant lies and cover stories
in a target’s mind, to the advantage of you and your allies.
You create a seemingly trusting relationship built on lies and
deception. When you succeed at a Bluff check against an
opponent, you can invest the deception tokens you would
normally gain from him in a special fund linked to that tar-
get. This fund remains available for future use even if you
change the target of your deception pool. When you or an
ally attempts a Bluff check against the target, you or your ally
can spend the invested tokens. Each token spent causes a -1
penalty to the target’s Sense Motive check.
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A single target's fund can include a number of invested
tokens equal to your level. When you first use this ability,
you must designate a maximum number of allies equal to 1 +
your Charisma modifier who can take advantage of it—these
allies are the ones you work into your lies, giving them an
easy cover story to draw upon.

Expanded Mastery: 6. In a noncombat situation you can
use Bluff to gain temporary control of a target’s actions.
Make a Bluff check as normal. As part of this bluff, give the
target an order of one sentence (no more than 20 words).
This command cannot be dangerous, suicidal, or harmful to
the target or his allies. Should your Bluff check succeed, the
target obeys this command for a number of rounds equal to
your Charisma bonus + 1. You can increase this duration by
1 round per 2 deception tokens spent. If the target encoun-
ters any violent resistance to his actions, your control over
him immediately ends.

DoDGE [ DEgeNsE]

You are quick on your feet, allowing you to evade attacks as
long as you are aware of them. While other warriors hide
behind armor, you duck and weave around attacks.

Base Mastery: 1

Benefit: During your action, you designate an opponent
and receive a +1 active bonus to defense against attacks
from him. You can select a new opponent on any action.

Each time your designated opponent attacks you and miss-
es, you gain 1 dodge token you may use to evade his attacks.
Each time your chosen target attacks you, you can immedi-
ately spend 1 dodge token to increase the defense bonus you
gain from this feat by +1. Such an expenditure is not consid-
ered an action. This increase to your bonus applies only to
one attack made by your target.

You can maintain a total number of unspent dodge tokens
in your token pool equal to your character level + 10. Tokens
beyond this maximum go to waste. Your pool lasts until the
end of the encounter. You can build up tokens against one
opponent at a time. If you switch targets, you lose the tokens
that you have already built up for this ability.

Expanded Mastery: 2. The Dodge feat now grants you a
+2 bonus to defense instead of just +1. You still gain a +1
increase to this bonus when you spend a dodge token
against your foe.

Expanded Mastery: 3. You may select two opponents,
rather than one, against whom you gain your defense bonus.
You also build up dodge tokens against both targets and can
spend tokens against either or both of them as you wish. If
you change one of your pool’s two targets, you retain all your
tokens. If you change both at the same time, you lose your
tokens. You use one pool of tokens against both foes.

Expanded Mastery: 4. Should one of your dodge pool tar-
gets attack you while he flanks you, you may be able to turn
the attack against his flanking partner. If his attack against
you misses, you can spend 4 tokens to dodge out of the way
successfully. This tactic causes him to skewer the ally who
helps him create the flank, imposing its result against the ally
who creates the flank. You gain no bonus to defense for the
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4 dodge tokens spent for this ability, but you can pay additional tokens to
increase your defense as normal.

Your foe does not reroll his attack. Use the result of his attack against the
flanking target. Note that you decide to spend the tokens after seeing the attack’s
results, allowing you to gauge whether the strike has a chance to hit your enemy.

If the two opponents who create the flank are both targets of your dodge
pool, you only have to spend 2 tokens to use this ability.

Expanded Mastery: 5. You may select three opponents against whom you
gain your defense bonus from this feat. You also build up dodge tokens against
all three targets and can spend tokens against any or all of them as you wish.

Expanded Mastery: 6. When you make a Tumble check opposed by a target
of your dodge pool, you gain a +2 bonus to your Tumble check for every token
you spend. You can spend as many dodge tokens as you wish in this manner.

Expanded Mastery: 7. When a target of your dodge pool attacks and misses
you, you may spend 4 dodge tokens on an immediate one-square move. You can
use this ability only once per round. If you move out of an opponent’s threat-
ened area, he must either move to keep up with you or choose a different target
for the rest of his attacks.

Expanded Mastery: 8. As you weave around your opponent’s clumsy attacks,
you set him up for your own devastating counter; dodge to the right to induce
him to expose his side, then roll back to the left to score a decisive hit. You may
spend dodge tokens to gain a bonus to one attack you make against a target of
your dodge pool—you gain a +1 bonus for every token spent. Spend these
tokens immediately before resolving your attack, but they count toward only
that one strike, not toward others you may have as part of your action. You can
spend tokens on other attacks separately if you wish to gain a bonus to each
attack.

Expanded Mastery: 9. As you leap and tumble to avoid your opponent’s
attacks, you intentionally time your moves to let him come close to hitting.
Then, at the last moment, you duck away from harm. If a target of your dodge
pool attacks and misses you during his action, he suffers a -2 penalty to the rest
of the attacks he makes against you till the end of his current action. These
bonuses stack with each missed attack. (No tokens are needed for this ability.)

Expanded Mastery: 10. You gain the benefits of your Dodge feat and the
dodge pool against all enemies that you are aware of and can react to.

FAR SHOT [ PrOJECTILE]
You are an expert at hitting targets at long range. You can take aim at a distant
target and strike it with unerring accuracy.

Base Mastery: 2

Prerequisite: Projectile or thrown weapon

Benefit: When you use a projectile weapon such as a bow, its range incre-
ment increases by one-half (multiply by 1.5). When you use a thrown weapon
such as a throwing axe, its range increment doubles.

Expanded Mastery: 4. Your steady hand and pinpoint ranged accuracy allow
you to hit an opponent at almost any range. You suffer half the penalty to
attacks due to range, -1 rather than -2 per range increment.

Expanded Mastery: 6. If you have the sneak attack ability or access to other
precision-based bonuses to attacks or damage, you gain them with ranged
weapons at double the normal range. For example, you now gain the benefits of
Point Blank Shot on targets up to 60 feet away.

Expanded Mastery: 8. You ignore the range penalty for the first range incre-
ment.

Expanded Mastery: 10. You ignore the range penalty for the first, second,
and third range increments.



FoeE HAMMER [ PowER]

In your hands, a bludgeoning weapon is far more than a
simple, brutish tool used to pound foes into submission.
You know how to deliver attacks that maximize the raw
force a bludgeon delivers.

Base Mastery: 1

Prerequisite: You gain the benefits of this feat only when
fighting with a weapon that has the cudgel identifying
descriptor and that you are proficient with.

Benefit: While you rely on brute force to maximize the
sheer power of a cudgel—such as a mace, warhammer, or
club—your skill allows you to deliver that force with surpris-
ing precision. You may slam a foe in the gut or crack his skull
to impair his fighting ability.

You may use a full-round action to make a single attack
with a cudgel at your best base attack bonus. If you hit and
inflict damage, your foe must succeed at a Fortitude save
(DC 10 + half damage inflicted) or suffer a -2 injury penalty
to attacks until the end of his next turn. This ability does not
affect creatures immune to pain.

Expanded Mastery: 2. You land a crushing blow to your
foe’s legs or knees, immobilizing him for a brief moment. As a
full-round action, you may make a single attack with a cudgel
at your best base attack bonus. If you hit and inflict damage,
your opponent must succeed at a Fortitude save (DC 10 +
half damage inflicted) or move at half speed on his next
action. This ability does not affect creatures immune to criti-
cal hits.

Expanded Mastery: 4. Your leaden mace or steel war-
hammer slams through your foe’s shield, splintering bones
despite the protection. If you miss your opponent but would
have hit him if he did not carry a shield, you inflict half your
normal damage with the attack (determine damage as nor-
mal, then divide by two). You cannot combine this ability
with the others granted by this feat.

Expanded Mastery: 6. You hammer your opponent in the
gut, leaving him wracked with terrible pain. When you score
a critical hit with a cudgel, you may choose to give up your
bonus (critical) damage to cause him instead to be sickened
for a number of rounds equal to your Strength bonus. This
ability does not affect creatures immune to critical hits.

Expanded Mastery: 8. You may use any of the special attacks
granted as part of this feat once per round with a single attack
you make as part of a standard or full attack action.

HAEFTED WEAPON MASTERY [ POWER]
In your capable hands, a spear or polearm becomes the
instrument of a maestro of battle. You use your weapon'’s
long haft to deflect attacks, reach out and strike an opponent
before he can close with you, or defend yourself against a foe
who steps within your reach.

Base Mastery: 1

Prerequisite: Spear or polearm proficiency

Benefit: Select a single square adjacent to the area you
normally threaten with your spear or polearm: You now
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threaten that square. You must have line of sight and line of
effect to the square you choose. You can pick a square or
change your current square to a new target once per round
as a free action.

Expanded Mastery: 2. You can use your two-handed spear
or polearm as a double weapon. You lose the benefits and
drawbacks of the weapon’s reach, and the spear or polearm’s
second head inflicts damage as a club of the same size. You
gain the benefits of the Two-Weapon Fighting feat’s base
benefit with your weapon when you use it this way. You can
spend feat selections to gain Two-Weapon Fighting’s expand-
ed mastery abilities for this use of your spear or polearm.
You can change to wield your spear or polearm as a double
weapon or go back to using it normally as a free action once
per round.

Expanded Mastery: 3. If you wear light or no armor, you
can vault forward using your spear or polearm, gaining a +4
bonus to Jump checks on stable ground.

In addition, as a full attack action you can make a single
unarmed strike that does not provoke an opportunity. To do
so, plant your spear in the ground and vault forward to deliv-
er a driving kick. There must be one square (and only one
square) between you and your target; when you end this
attack, you land in that empty square. You inflict damage
equal to twice your unarmed damage, with double all the
normal bonuses you gain to unarmed attacks.

Expanded Mastery: 4. You can extend your spear’s reach
by making a powerful, lunging attack at your opponent.
When you use a full attack action with a spear or polearm,
you gain a +1 square (5-foot) bonus to your reach. If your
spear or polearm has the reach descriptor, apply this bonus
after doubling your normal reach, not before.

You keep this extra reach until the end of your current
turn.

Expanded Mastery: 6. With a punishing flurry of jabs, you
attempt to force a foe backward. If you hit him with more
than one attack during your action, you can force him to
make a Fortitude save (DC 10 + half your level + your
Strength modifier). If this save fails, he moves one square
away from you. You choose the square your opponent enters;
however, he never enters a space that would inflict damage to
him due to obvious environmental effects, such as a raging
fire or a deep pit. The chosen square must land your foe far-
ther away from you than he was when he started.

HeALING Lore [Lorg]
You are a trained healer, capable of setting broken bones,
binding injuries, and preparing herbal remedies that help
your allies recover their strength after a difficult battle.
Base Mastery: 1
Benefit: You can treat injuries with greater than normal
efficiency and speed. You enjoy a +4 bonus on Heal checks.
In addition, when you restore a character’s reserve points,
you grant a +2 bonus to the total points restored.
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Expanded Mastery: 2. You can use the Heal skill to
restore temporary ability score damage. You administer herbs
and other drugs to help your patient, set an injured limb, or
bind a wound in such a way that the injury no longer
inhibits motion.

Make a Heal check (DC 20) that takes one hour to com-
plete. On a success, you heal 1 point of ability score damage,
regardless of how the damage was inflicted. A patient can
receive only one Heal check per day to treat ability score
damage. This healing is in addition to the patient’s natural
healing.

Expanded Mastery: 3. When you restore a patient’s
reserve points with your Heal skill, you restore an additional
+4 points. This stacks with any other bonuses to the total
amount healed, including bonuses from this feat.

Expanded Mastery: 4. You can try to purge the venom
from a creature’s system to immediately heal any damage the
creature has suffered. You must attempt to treat the victim
within 3 rounds after he suffered damage from the poison.
Make a Heal check as full-round action (DC 5 + poison’s save
DC). Your patient suffers 1d4 points of damage as you open
up a vein to draw out the poison. If your check succeeds, you
eliminate the damage she has suffered from one successful
poisoning attempt. In addition, the victim avoids the poison’s
secondary effects; she need not attempt a save against them.

Expanded Mastery: 5. When you restore a patient’s
reserve points with your Heal skill, you restore an additional
+4 points. This stacks with any other bonuses to the total
healed, including bonuses from this feat.

Expanded Mastery: 6. You can use the Heal skill to repair
ability score damage as described for the expanded mastery
2 ability. In addition, you can increase the Difficulty Class of
the skill check by 5 to heal 1 additional point of ability score
damage. You can also now cure ability drain or permanent
loss using your Heal skill. There is no limit to the maximum
DC you can set for yourself, but a patient still can only
receive one attempt per day. If you heal multiple points of
damage, you can distribute them among the six ability scores
as you wish.

Expanded Mastery: 7. When you restore a patient’s
reserve points with your Heal skill, you restore an additional
+4 points. This stacks with any other bonuses to the total
healed, including bonuses from this feat.

Expanded Mastery: 8. You can try to resuscitate a dead
ally if you make a Heal check within 2 rounds of her death.
You may attempt this procedure only if your patient died after
entering the dying state and subsequently failing a Fortitude
save to survive the loss of 1 hit point per round (see “Damage,
Injuries, and Death” in Chapter Eight: Combat). Allies slain
in any other manner are beyond your help.

You must make a Heal check (DC 20 + character’s negative
hit point total [treat the negative value as positive when
adding]) to bring your patient back from the brink. A success
means you increase her hit points to -9 and stabilize her.
Using Heal in this manner is a full-round action.

Expanded Mastery: 9. When you restore a patient’s
reserve points with your Heal skill, you restore an additional

+4 points. This stacks with any other bonuses to the total
healed, including bonuses from this feat.

Expanded Mastery: 10. When you use your Heal skill to
restore a patient’s reserve points, you can instead choose to
heal hit points of damage. You restore the same number of
hit points as you would reserve points. Your mastery of the
healing arts allows you to bind wounds and soothe your
patient’s ills in a much shorter time than normal.

IMPrROVED BuLL RusH [Power]
You are adept at using your bulk and strength to drive an
opponent backward.

Base Mastery: 1

Benefit: When you perform a bull rush, you do not pro-
voke an attack of opportunity from the defender. You also
gain a +4 bonus on the opposed Strength check you make
to push him back.

Expanded Mastery: 3. When you make a bull rush attack,
you can choose to accept a —4 penalty to the opposed
Strength check—in most cases, this merely negates the
bonus provided by this feat’s base benefit. In return, the
target of your bull rush falls prone after you successfully
move him.

Expanded Mastery: 5. When you attempt a bull rush, you
can make a single attack at your best base attack bonus in
addition to the normal benefits of a bull rush and this feat.
You can use either your Strength bonus and the bonus from
the base Improved Bull Rush feat or the damage you inflict
with your attack as a modifier to the opposed Strength
check.

Expanded Mastery: 7. You slam into your opponent with
such tremendous force that, regardless of the result of the
bull rush, he must succeed at a Fortitude save (DC 10 + half
your level + your Strength modifier) or drop whatever he is
holding in the square he occupied before you made your
rush. If the target holds a two-handed weapon or an item in
both hands, he gains a +4 bonus to this save. Items he has
strapped or secured to his arm, such as a shield, go unaffect-
ed by this ability.

IMPROVED CRITICAL | FINESSE, POWER, PROJECTILE]
You are adept at scoring deadly blows with a specific
weapon. You inflict critical hits with it more often than other
warriors do.

Base Mastery: 4

Prerequisite: When you choose this feat, your selected
weapon must be tagged as either a finesse, power, or projec-
tile weapon, depending on the mastery rating you use to gain
access to this feat. Otherwise, it must lack any of those three
descriptors. For example, let’s say you have mastery 4 in
Power feats. The weapon you choose for Improved Critical
could have the power descriptor. If it doesn't, it can't have
the finesse or projectile descriptors, either.

For this feat you choose a specific weapon, such as a
longsword, rather than an identifying or style descriptor,
such as “sword” or “reach.”



Benefit: When using the weapon you selected, double its
threat range.

Special: You can gain Improved Critical multiple times.
The effects do not stack, however. Each time you take the
feat, it applies to a new weapon.

Expanded Mastery: 6. When you attempt to confirm a
critical threat with your chosen weapon, you gain a +4
bonus to the attack. When you have the opportunity to strike
an opponent in a vulnerable area, you seize the chance with
deadly accuracy.

Expanded Mastery: 8. You are a master of your chosen
weapon and wield it with the deadly majesty of a true
expert. You now triple, rather than double, its threat range.

Expanded Mastery: 10. You no longer need to roll to con-
firm critical threats. If your attack has any chance of piercing
a vital area, you infallibly drive it home.

IMPROVED DisARM [ FINESSE]

As a master fencer, you can take advantage of small gaps in an
opponent’s defense or turn a slightly off-balance attack into a
deadly advantage. Rather than target your foe, you have learned
to slice at his hands and weapon to leave him unarmed.

Base Mastery: 2

Prerequisite: Finesse or Disarm weapon

Benefit: You provoke no attack of opportunity when you
attempt to disarm an opponent, nor does he have a chance
to disarm you.

Expanded Mastery: 3. You enjoy a +2 bonus to opposed
attack rolls to disarm opponents.

Expanded Mastery: 4. When attempting to disarm an
opponent larger than you, he counts as one size category
smaller than normal. You use your foe’s size against him to
cut between his fingers or otherwise loosen his grip.

Expanded Mastery: 6. You gain an additional +2 bonus to
the opposed attack roll made to disarm a foe. If you have the
expanded mastery 3 ability, you now have a +4 bonus total.

Expanded Mastery: 8. If you disarm an opponent, you
send his weapon flying through the air with a quick flick of
your wrist. You can place his weapon in any square within 10
feet of you. If you have a hand free and can use his weapon
in one hand, you may flip it to yourself. You can use the
weapon as normal at the end of your current turn.

IMPROVED FEINT [ FINESSE]

You are a master at using misdirection to wreck an oppo-
nent’s defenses. Your jabs and fakes leave him blocking a
false attack while your real strike hits home.

Base Mastery: 2

Prerequisite: Finesse weapon

Benefit: You can make a Bluff check to feint in combat as
a move action without suffering the challenge penalty for
using a skill faster than normal.

Expanded Mastery: 5. You can confer the benefits of a
successful feint upon an ally of your choice. This ally must
also threaten the target of your feint when you attempt the
action. This benefit lasts until the start of your next action or
the end of your ally’s next action, whichever comes first.

Expanded Mastery: 9. You can make a Bluff check to feint
as a free action without penalty once per round.

IMPROVED OVERRUN [ POWER]
You smash through the enemy’s ranks, knocking aside your foes
as you drive toward your target in an implacable wave of steel.

Base Mastery: 3

Benefit: When you attempt to overrun an opponent, the
target may not choose to avoid you. You also gain a +4 bonus
on your Strength check to knock down your opponent.

Expanded Mastery: 5. When you knock someone prone as
part of an overrun, you gain an immediate attack of opportu-
nity against him. As you charge forward, you use your
weapon to batter aside your enemies.

Expanded Mastery: 7. You crush your enemies beneath
your feat, stomping on them as you move past. If you knock
an opponent prone as part of an overrun, you automatically
inflict damage upon him based on your size. You gain your
Strength modifier to the listed damage.

Size Damage
Tiny 1d2
Small 1d3
Medium 1d4
Large 1d6
Huge 1d8
Gargantuan 2d6
Colossal 3d6

IMPROVED SHIELD BAsH [ ARMOR]

You can use your shield as a weapon without losing its pro-
tective benefits. Even as you slam the shield into a foe, you
keep it positioned to deflect attacks.

Base Mastery: 1

Benefit: When you perform a shield bash, you may still
apply the shield’s passive bonus to your defense. You must be
proficient with the shield you carry to gain this benefit.

Normal: Without this feat, a character who performs a
shield bash loses the shield’s shield bonus to defense until
her next turn.

Expanded Mastery: 3. When an opponent attempts to
strike you, you can push your shield forward as his attack
hits to knock him off balance and ruin his attacks. Note your
total defense with and without your shield. If an attack miss-
es you but would have hit your shieldless defense, you catch
the strike on your shield. You may use one of your attacks of
opportunity to grant your opponent a -2 penalty on all
attacks he makes against you until the start of your next
action.

Expanded Mastery: 5. You may carry two shields in battle.
You gain the defense benefits from both and may use this feat
to attack with them as normal. You can wield both shields as
you would two weapons or fight with one and defend with the
other. Your skill and agility allows you to carry your shields in
the same way that other warriors might wield a pair of swords.

Expanded Mastery: 7. You can use your shield to actively
aid your attacks. You feint at your opponent with your shield
or use it to hide your weapon as you ready an attack. You can
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reduce the total defense bonus you gain from your shield,
including bonuses granted by the Shield Mastery feat (page
141), to improve your attacks. For every point by which you
reduce your shield bonus, you gain a +1 bonus to all attacks
until the start of your next action. The reduction in your
shield bonus also lasts until that time.

Expanded Mastery: 9. When you use the full attack
action, you may gain a second attack with your shield at a -5
penalty. This penalty applies only to the shield’s second attack.

IMPROVED SUNDER [ POWER]

While others aim for the enemy, you have learned that destroy-
ing a foe’s weapons leaves him at your mercy. You excel at find-
ing weak spots in a blade and exploiting them for your benefit.

Base Mastery: 2

Benefit: When you strike at an object held or carried by
an opponent (such as a weapon or shield), you provoke no
attack of opportunity.

Normal: Without this feat, you provoke an attack of
opportunity when you strike at an object that another char-
acter holds or carries.

Expanded Mastery: 3. Your attempts to sunder a weapon
strike with superior accuracy, as you can judge how your
opponent attempts to defend against this attack. You gain a
+4 bonus on any attack roll made to attack an object held or
carried by another character.

Expanded Mastery: 5. You can attempt to destroy an oppo-
nent’s armor by smashing its plates, severing straps, and cut-
ting apart leather padding. Make a sunder attempt as normal.
If you cause 10 points of damage after accounting for the
armor’s hardness, you inflict a —1 penalty to its damage reduc-
tion. You can inflict this penalty again on your next attack, and
the penalties stack. To remove this penalty, the foe must suc-
ceed at a relevant Craft check to do work with a gold-piece
value equal to 10 percent of the armor’s cost per penalty point.

Expanded Mastery: 7. When attempting to sunder an
item, you can cleave through large objects with relative ease
due to your expertise in spotting manufacturing flaws. Your
opponent does not receive the normal bonus for wielding a
weapon that is larger than yours.

Expanded Mastery: 9. When you try to sunder a weapon,
you strike a spot you recognize as particularly brittle, weak,
or perhaps already damaged. You gain double your Strength
bonus to damage when using a one-handed weapon and
triple your bonus when using a two-handed one. You cannot
use this ability with Tactics of the Mind, Weapon Finesse, or
other feats that allow you to use key abilities other than
Strength in melee attacks.

IMPROVED TRIP | FINESSE, POWER]
You slam your foes with such strength and power that you
knock them from their feet, or you make a subtle, dexterous
attack that leaves them sprawling. Your approach to this abil-
ity depends on whether you take it as a Finesse or Power feat.
Base Mastery: 2
Prerequisite: If you take Improved Trip as a Power feat,
you can use it with trip weapons, power weapons and

weapons that lack the finesse keyword. If you take it as a
Finesse feat, you can use it with trip weapons, finesse
weapons and weapons that lack the power keyword.

Benefit: You do not provoke an attack of opportunity
when you attempt to trip an opponent. If your trip attack
fails, your opponent does not have the chance to trip you in
return.

Normal: Without this feat, you can only make trip attacks
with an unarmed attack, in which case you provoke an attack
of opportunity, or with a trip weapon.

Special: You can take this feat twice, once as a Power feat
and again as a Finesse feat, in order to use it with more
weapons.

Expanded Mastery: 2 (Finesse only). Rather than use a
Strength check to topple an opponent, you can opt to make
a Dexterity check.

Expanded Mastery: 2 (Power only). You gain a +4 bonus
to your ability check to trip an opponent when you use a
two-handed weapon to make the trip attempt. This stacks
with the normal +4 bonus for using a two-handed weapon to
make a trip attempt.

Expanded Mastery: 3. You gain a +4 bonus on your abili-
ty check to trip your opponent.

Expanded Mastery: 4. If you trip an opponent in melee
combat, you immediately get a melee attack against that foe
as if you hadn’t used your attack for the trip attempt.

Expanded Mastery: 6. When you trip an opponent, you
send him hurtling backward with the force of your attack or
by masterfully redirecting his momentum. You may force him
to fall prone in a square adjacent to his current position—in
essence moving him one square.

If he enters an occupied square, the targets within it must
make Reflex saves (DC 10 + tripping character’s special size
modifier; see the table below) or also be knocked prone.
Creatures who must make this save also apply the size modi-
fiers from the table to their Reflex save results. Your target
then moves back to his initial position.

If the squares are unoccupied, the tripped creature comes
to a stop where you placed him. You must resolve this move-
ment before gaining any additional attacks against him. See
the table below for size modifiers to trip saves:

Size DC/Save Modifier
Fine -12
Tiny -8
Small -4
Medium +0
Large +4
Huge +8
Gargantuan +12
Colossal +16

Expanded Mastery: 8. You trip your opponent with
such savage force that he must make a Fortitude save
(DC 10 + half your level + Dexterity modifier [Finesse]
or Strength modifier [Power]). On a failure he hits the
ground, stunned for 1 round, with the wind knocked out
of him.



ManysHoT [ ProjJecTILE]

You can nock two arrows together, throw a pair of axes at
once, or otherwise combine multiple ranged weapons into
one attack.

Base Mastery: 4

Prerequisite: You cannot use a slow-loading projectile
weapon with this feat.

Benefit: As a standard action, you may fire two projectiles
at a single opponent within 30 feet. Both weapons or mis-
siles use the same attack roll (with a -4 penalty) to deter-
mine success, but each inflicts damage separately (see
“Special”).

Damage reduction and other resistances apply separately
against each arrow fired.

Special: Regardless of the number of projectiles you fire
or throw, apply precision-based damage, such as sneak
attacks, only once. If you score a critical hit, only the first
shot deals critical damage, while all others deal regular
damage.

Expanded Mastery: 6. You may fire an additional arrow
or throw an extra weapon as part of a Manyshot attack.
However, you suffer an additional —4 penalty to your attack
for each one beyond the first.

Expanded Mastery: 8. You may fire an additional arrow
or throw an extra weapon as part of a Manyshot attack.
However, you suffer an additional —4 penalty to your attack
for each one beyond the first.

Expanded Mastery: 10. You gain precision-based damage
with all the missiles you fire or throw. On a critical threat,
you check to confirm the critical separately for each projec-
tile, perhaps allowing you to inflict more than one critical
hit.

Mositity [ Degense]
You prove difficult to hit while moving.

Base Mastery: 1

Benefit: You get a +4 active bonus to defense against
attacks of opportunity caused when you move out of or with-
in a threatened area.

Expanded Mastery: 2. At the start of your action, you may
select one opponent as your Mobility target. You gain a +6,
rather than +4, bonus to defense against his attacks of
opportunity this round.

Expanded Mastery: 3. As a full attack action, you can
make a single attack with a melee weapon at your best base
attack bonus and move.

You can move both before and after the attack, provided
that your total distance does not exceed your speed. Moving
in this way does not provoke an attack of opportunity from
the defender you attack, though it might provoke them from
other creatures. You can't use this feat while wearing heavy
armor.

To utilize the benefits of this ability, you must move at
least one square (5 feet) both before and after you attack.

Expanded Mastery: 4. If an opponent makes an attack
of opportunity against you because of your movement and
misses, you gain an additional +2 bonus to defense against
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any subsequent attacks of opportunity you provoke for mov-
ing through that square. You swerve between your enemies,
causing their attacks to interfere with each other.

Expanded Mastery: 5. If you provoke an attack of oppor-
tunity due to movement from an opponent at least one size
category larger than you, you may attempt to weave between
his feet to throw him off balance.

If the attack misses and you use Tumble to enter the
attacker’s square at any point during the rest of your
movement, he must make a Reflex save (DC 10 + half your
level + your Dexterity modifier) or fall prone in his current
space. You can use this ability against one opponent per
round.

Expanded Mastery: 6. When using the charge action, you
can make your charge attack at any point along the distance
you move; further, you do not have to move directly at your
target. After you attack, you may continue moving as normal.
Your target must be within your threatened area at some
point during your movement.

Expanded Mastery: 7. If you provoke an attack of oppor-
tunity for moving and your foe misses, you immediately gain
an attack of opportunity against him—you dart around him
and cause him to expose his defenses as he makes a clumsy
attack against you.

Expanded Mastery: 8. If you provoke an attack of oppor-
tunity for moving and your opponent misses, you can make
a trip attack against him as an attack of opportunity. You
lure him off balance as you move, setting yourself up to
make a trip attack that takes advantage of his defensive
lapse.

If your attack fails and you fall prone, your movement ends
in your current space.

Expanded Mastery: 9. If you provoke an attack of oppor-
tunity because of your movement, you may make a Tumble
check (DC = total result of each attempted attack of oppor-
tunity).

If your Tumble check succeeds, that attack automatically
misses and your foe cannot make another attack of opportu-
nity for 1 round—your agile maneuver causes him to lose his
balance. While he recovers, he cannot take advantage of any
other gaps in his opponents’ defenses.

Expanded Mastery: 10. You never provoke attacks of
opportunity for moving unless you explicitly choose to. Even
then, you may pick and choose which opponents may
attempt to attack you.

MoOuNTED ARCHERY [ PROJECTILE]
You skillfully wield ranged weapons while in the saddle. You
have learned to anticipate your mount’s movements, allowing
you to make accurate shots while on the move.
Base Mastery: 1
Benefit: Halve your penalty for using a ranged weapon
while mounted: -2 instead of -4 if your mount takes a double
move, and -4 instead of -8 while your mount runs.
Expanded Mastery: 2. You suffer no penalty when using
a ranged weapon if your mount takes a double move; a -2
penalty applies when your mount runs.



']‘3 6 RON HEROES

Expanded Mastery: 4. While mounted, you can use a
full-round action to make a full attack with a ranged
weapon while completing a move action to control your
mount.

Expanded Mastery: 6. If you make a full attack while
mounted, you can make each of your attacks at any point
along your mount's movement: either all together, all in dif-
ferent squares, or a combination of the two.

Expanded Mastery: 8. You can use your mount’s speed to
confuse your opponent’s defenses—you force your foe to
pivot to defend himself. You gain a +2 bonus to ranged
attacks if your mount double moves. If your mount runs you
gain a +4 bonus. If you suffer any penalties for using a
ranged attack while mounted, apply those as normal in
addition to these bonuses.

MounTED COMBAT | FINESSE OR POWER]

You excel at fighting from horseback or when astride any
other sort of mount. You and your mount form a potent
combat team when you combine your efforts.

Base Mastery: 1

Benefit: Once per round when your mount is hit in com-
bat, you may attempt a Ride check to negate the hit. You
negate it if your Ride check result exceeds the opponent’s
attack roll.

Expanded Mastery: 1. When you attempt to overrun a foe
while mounted, he may not choose to avoid you. Your mount
may make one hoof attack against any target you knock
down, gaining the standard +4 bonus on attack rolls against
prone targets.

Expanded Mastery: 2. While mounted, you can guide
your horse to better evade enemy attacks. You and your
mount enjoy a +2 bonus to defense when your mount
double moves and a +4 bonus when it runs.

Expanded Mastery: 3. When charging while mounted, you
may move and attack as if with a standard charge and then
move again (continuing the straight line of the charge). Your
total movement for the round can't exceed double your
mounted speed. You and your mount do not provoke an
attack of opportunity from the foe you attack.

Expanded Mastery: 4. When charging while mounted, you
deal double damage with a melee weapon (or triple damage
with a lance).

OVERWHELMING PRESENCE [ Sociar]

With a single glare, you strike terror into others. Your mere
presence is enough to make the timid recoil. While others
use gilded words and clever stratagems to manipulate others,
your personality strikes with the raw force of an avalanche.

Base Mastery: 1

Prerequisite: Overwhelming Presence relies on the
Intimidate skill. You do not need ranks in Intimidate to use
it, but the feat proves far more effective with them.

Benefit: At the start of an encounter, you may use a move
action to adopt a menacing demeanor. Doing so grants you
your Charisma bonus as an active bonus to defense. You do
not gain this bonus against creatures that are immune to

fear. The bonus stops at the end of the encounter.

Expanded Mastery: 2. You can use the “browbeat target”
form of Intimidate as a free action against one opponent.
However, the effects of a successful use of Intimidate last
only until the end of your next action. You cannot attempt to
use Intimidate in this manner against the same target more
than once per encounter. (This applies whether your check
succeeds or fails.)

Expanded Mastery: 3. Your mere presence strikes terror
into your foes. You can use the Intimidate skill as a move action
whenever you could normally do so as a standard action. Other
aspects of the skill remain unchanged. For example, if an abil-
ity requires you to use Intimidate as a full-round action, it still
takes that long to use.

Expanded Mastery: 5. Your intimidating presence causes
others to grow tentative and nervous when they face you in
battle. Any opponent in your threatened area must attempt a
Will save (DC 10 + half your level + your Charisma modifier).
Those who fail suffer a penalty to attacks against you equal
to your Charisma bonus. A foe must save against this ability
only once per combat. Its effects last until the end of the
encounter. To keep the game flowing, it's usually best to
make a save before the creature attacks.

Expanded Mastery: 7. Your terrifying presence can strike
stark fear into your enemies. Make an Intimidate check against
a shaken opponent with fewer Hit Dice or levels than you. The
target opposes this check with a Will save, base attack check,
or Intimidate check. If he fails, he becomes frightened.

Expanded Mastery: 8. You can use the Intimidate skill as
a free action once per round rather than as a move or stan-
dard action. Other aspects of the skill remain unchanged.

Expanded Mastery: 10. Your terrifying presence terrorizes
your foes. You may make an Intimidate check against a shak-
en opponent with fewer Hit Dice or levels than you. The tar-
get opposes this check with a Will save, base attack check, or
Intimidate check. If he fails, he becomes panicked.

PoinT BLANK SHOT [ PROJECTILE]

You excel at using ranged weapons in close-quarters situa-
tions. You can make deadly shots at close range, as long as
you have a clear view of your opponent. You also learn to
handle your weapon even when pressed from all sides.

Base Mastery: 1

Benefit: You get a +1 bonus on attack and damage rolls
with ranged weapons at ranges of up to 30 feet.

Expanded Mastery: 2. As a free action once per round,
you can treat your ranged weapon as a melee weapon or go
back to treating it as a ranged weapon. When you use your
ranged weapon as a melee one, you reduce the range of your
weapon to your normal reach. However, you now threaten
spaces within this area and may make attacks of opportunity
or flank opponents as if using a melee weapon, and you do
not provoke attacks of opportunity with your attacks. Your
weapon itself remains a ranged weapon, and retains its nor-
mal descriptors. You're still able to use your ranged feats
(such as rapid shot) with it. You can’t use melee-specific
feats.



Expanded Mastery: 3. You gain your Dexterity bonus to
damage on all ranged attacks you make against targets within
30 feet. Your shots hit with deadly precision, as your steady
hands and nerves allow you to take aim at vital points on a
foe’s body. This benefit stacks with Point Blank Shot’s base
bonus damage.

Expanded Mastery: 4. At close quarters you can make a
quick feint that causes your opponent to rear back in fear.
When you pull back an arrow and aim at your foe’s face, you
cause him to flinch, throw up his shield in defense, or dive
for cover. As a free action once per round, you can make a
Bluff check to feint against each foe from whom you would
provoke an attack of opportunity for making a ranged attack.
If your check succeeds, your foe cannot make an attack of
opportunity against you.

PoLITiICAL MASTERMIND [ SocIAL]

With your personality and cunning, you can manipulate oth-
ers to your will. Not only can you win their favor, you can
dictate their actions, influence their attitudes and beliefs,
and slowly turn them into your puppets.

Base Mastery: 1

Prerequisite: Political Mastermind relies on the Diplo-
macy skill. You do not need ranks in Diplomacy to use it,
but the feat proves far more effective with them.

Benefit: When making a Diplomacy check to influence a
creature, you gain 2 manipulation tokens if you improve the
creature’s attitude to friendly or helpful. Thereafter, you gain 2
additional manipulation tokens against him for each day that
you interact with the target for more than an hour and suc-
ceed at a Diplomacy check (DC 10 + creature’s Will save modi-
fier). Spending 1 manipulation token decreases this Difficulty
Class by 5. You can spend more than one token, though obvi-
ously spending 2 tokens to gain 2 tokens makes little sense.

If the target of this ability changes his attitude for any rea-
son, you can immediately spend manipulation tokens to
improve it by one category per token spent. The target’s atti-
tude might drop again if you take further actions. You do not
have to be present to spend these tokens. For example, you
can designate a standing effort to immediately improve the
target’s attitude to friendly if he should ever drop below it. In
this case, you work to buffer your influence with the target
through promises and flattery. Otherwise, you must be able
to see and speak with the target to improve his attitude.

You can spend manipulation tokens to force the target of
this ability to take certain actions. The token cost depends
on the nature of the action.

1 token: A favor or action that requires some effort on the
target’s part but does not go against his nature, interests, or
goals. For example, asking a warlord to give you shelter and
food in his fortress.

3 tokens: A favor or action that demands intense focus,
work, and resources, but one that does not violate his nature,
interests, or goals. For example, asking the warlord to fund an
expedition to the unexplored forests to the north.

5 tokens: A minor favor or action that works against the
target’s ideals, interests, or goals. For example, asking the
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warlord to fund an expedition while his realm teeters on the
edge of bankruptcy.

10 tokens: An important and critical decision or favor that
directly opposes the target’s morals, goals, or ideals. For
example, convincing the warlord to do nothing while his
hated enemy launches attacks into his land.

As with any token pool, you can accumulate a maximum
number of unspent tokens equal to your level + 10. These
tokens do not expire, allowing you to build up your influence
with another over a long period.

Special: You can build up token pools against different
targets at the same time with this feat. Track your available
tokens against each target. Someone attempting to counter
one of your manipulations must make an opposed Diplomacy
check against you to succeed. For example, say you convince
the warlord to fund your treasure-seeking expedition by
spending manipulation tokens. His wife opposes your plans
by spending an equal number of tokens. To succeed, she
must make a Diplomacy check opposed by one from you.

Needless to say, almost every politician and aristocrat of
any political acumen chooses this feat.

Expanded Mastery: 2. You can designate an entire city or
district as the target of this feat. In this case, you work to cre-
ate a broad range of contacts among common folk, merchants,
and so forth. Each day you may attempt a Diplomacy check
after spending four hours of work. The Difficulty Class derives
from the city’s size. Reduce the Difficulty Class by 5 if you
target only one district in town. See the table below for
Diplomacy DC by city size:

Size DC
Tiny (village) 15
Small (town) 20
Medium (city) 25

Large (metropolis) 30

Each day that your check succeeds, you gain 1 popularity
token. While you remain within the city or district, you can
spend 1 popularity token to change an indifferent person to
helpful. This benefit lasts for one hour and conveys the idea
that the subject is someone you met at a bar, an old friend
from your childhood, or someone else that you interacted
with and won over while canvassing the city.

Expanded Mastery: 3. You can control large groups of
people with a carefully composed oration. You might incite
fear, anger, or calm. You may make a Diplomacy check as a
full-round action, provided that the crowd is not hostile to
you. The Difficulty Class of this check equals the number of
people in the crowd divided by 5. On a success you alter the
group’s attitude toward you by one category. If the members
of the group become helpful, you can coax them into one of
the states described below.

Anger: The crowd grows ugly. They may attack a single per-
son or group of your choice, though they stop attacking if
the target slays or drops more than 10 percent of the crowd.
In this case, the crowd reacts according to the fear response
below. Otherwise, they riot and smash windows, loot, start
fires, and otherwise spread destruction. Once a crowd is
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angry, you can only attempt to calm it.

Calm: The crowd peacefully disperses. Once calmed, all
Diplomacy attempts to incite it to further action face a +10
modifier to the Difficulty Class.

Fear: The crowd panics and flees. It is now impossible to
use Diplomacy to change the crowd’s attitude unless escape
is impossible. In that case, the people in the crowd try to
find cover and hide. Otherwise, the crowd disperses.

Motivated: The crowd takes a course of action of your
choice. You could motivate the group to help repair a leaky
dam, douse a fire, man the walls against attackers, and so
forth. The crowd takes any action you request, provided that
it is not obviously suicidal.

Anyone in the crowd with Hit Dice that exceed half your
level proves immune to this effect.

Expanded Mastery: 4. You can now spend manipulation
tokens to gain virtual control of someone. For every 5 tokens
you spend, you dictate a basic course of action or an attitude
toward a subject or person. This attitude persists for a num-
ber of weeks equal to 1 + your Charisma modifier. It may last
longer if you spend 2 manipulation tokens against the target
each additional week. You must be present with the target to
extend the duration, and can do so only within two days of
the end of this effect’s duration.

You cannot impart suicidal, obviously ruinous, or foolish
attitudes to your target. The idea must be reasonable given
his position, attitude, and goals.

A person you control in this way is considered a puppet.
This is a special state that other Political Mastermind abili-
ties utilize (see below).

Expanded Mastery: 7. You exercise increasing control on a
person over whom you have slowly gained a powerful social
and emotional hold. Against a target who has become your
puppet (see above), you may spend 5 manipulation tokens
and make a Diplomacy check opposed by your target’s Will
save. A success causes your target to develop a single attitude
that violates his normal beliefs and goals. For example, you
could turn a warlord against one of his allies.

This belief lasts one week, though its consequences could
linger far longer. You can spend another 2 tokens each week
and make another Diplomacy check opposed by the target’s
Will save. If you manage this for 5 weeks in a row, the idea
you implanted becomes permanent, and you can try to intro-
duce another. In addition, the target is now considered your
thrall. This state opens up additional options to you with a
higher mastery ability.

Expanded Mastery: 10. You can exercise greater control
over a single person. You may spend 5 manipulation tokens
per week to direct the actions of a target who has become
your thrall. You must spend at least two hours per day with
the target. There are no limits to the control you exercise—
it is near complete. However, your target may attempt a Will
save once per week, opposed by your Diplomacy check. If
this save succeeds, the target regains his own mind but
remains subject to your other abilities. In addition, he does
not become suspicious or angry toward you unless you give

him an obvious reason to do so. Your attempts at control are
not enough to rouse his ire.

Others can attempt to break your control once per week
with an opposed Diplomacy check. You cannot have more
than one thrall at any given time.

Power ATTACK [PowER]

You know how to trade accuracy for raw, devastating power.
Your weapon draws a savage path of blood and destruction
across the battlefield, but your attacks are sometimes rushed,
telegraphed, or otherwise easy to avoid.

Base Mastery: 1

Prerequisite: Power weapon

Benefit: On your action, before making attack rolls for a
round, you may choose to subtract a number from all melee
attack rolls and add the same number to all melee damage
rolls. This number may not exceed your base attack bonus.
Once you set the penalty to attacks and bonus on damage,
you may not change it until your next action.

Special: If you attack with a two-handed weapon or with a
one-handed weapon wielded in two hands you may add twice
the number subtracted from your attack rolls to damage.

Note: When using the Power Attack expanded mastery
abilities, you can only gain the benefits of one ability derived
from taking a high Power Attack penalty at a time. You can-
not use the expanded mastery 2, 3, 5, 6, or 9 abilities at the
same time. You can use only one of them on a given strike.

Expanded Mastery: 2. If you embrace at least a -3 penal-
ty to increase your damage via this feat’s base benefit, any
opponent you hit must succeed at a Fortitude save (DC 10 +
half your level + your Strength modifier) or suffer a -1 injury
penalty to attacks for 1 round. Your powerful attack leaves
your foe in terrible, distracting pain. A specific target need
make only one Fortitude saving throw per round to ignore
this effect, even if you hit him more than once.

Expanded Mastery: 3. If you take a -5 or worse penalty to
increase your damage via this feat’s base benefit, any oppo-
nent you hit must succeed at a Reflex save (DC 10 + half
your level + your Strength modifier) or be knocked prone. A
specific target need make only one Reflex saving throw per
round to ignore this effect, even if you hit him more than
once.

Expanded Mastery: 4. Using Power Attack, you inflict
double your attack penalty as bonus damage when you fight
with a one-handed or light weapon. If you fight with a two-
handed weapon, you inflict bonus damage equal to 2.5 times
the penalty.

Expanded Mastery: 5. If you take at least a -9 penalty to
increase your damage via this feat’s base benefit, any oppo-
nent you hit must succeed at a Will save (DC 10 + half your
level + your Strength modifier) or be dazed for
1 round. The savage impact of your attack knocks your oppo-
nent senseless. A specific target need make only one Will sav-
ing throw per round to ignore this effect, even if you hit him
more than once.



Expanded Mastery: 6. If you take a —11 or worse penalty to increase your
damage via this feat’s base benefit, any opponent you hit must succeed at a
Fortitude save (DC 10 + half your level + your Strength modifier) or be stunned
for 1 round. You slam your foe with a vicious, overpowering attack that
almost knocks him out. A specific target need make only one Fortitude saving
throw per round to ignore this effect, even if you hit him more than once.

Expanded Mastery: 7. You make wide, deadly attacks with the Power
Attack feat. Even if you miss, you may hit another target. When an attack miss-
es, compare the attack result to the defense of a randomly selected person
(either friend or foe) within your threatened area. If your attack result bests
the random target’s defense, resolve the damage against him. Choose whether
or not to use this ability before resolving your attack. You also should make it
clear to the DM whether you default to using it or not. If the attack against
the second target misses, you do not check to see if you hit anyone else.

Expanded Mastery: 8. Once per round, you can choose to adjust the
penalty you take due to this feat’s base benefit by up to +/-3 (but it still
may not exceed your base attack bonus). You can reduce your penalty (and
thus the bonus damage you gain) or increase it for a deadlier, if wilder,
attack. Once you change your penalty, the new value remains in place until
the start of your next action.

Expanded Mastery: 9. If you choose to take a —15 or worse penalty to
your attack in exchange for bonus damage via this feat’s base benefit, any-
one you hit must make a Fortitude save (DC 15) or immediately die.

Expanded Mastery: 10. Should you force an opponent to make a massive
damage save due to your attack that gained bonus damage from Power
Attack, the target’s save DC equals 10 + half your level + your Strength mod-
ifier (rather than the standard DC of 15).

PRrecisE SHOT [ ProJECTILE]

With your steady hand and pinpoint aim, you can send a shot into melee
that hits only the target you want to injure