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P A L
Requirements: Dex 9, Cha 9
Prime Requisite: DEX and CHA
Hit Dice: 1d6
Maximum Level: 8"

Lost boys appear as preteen human
children with slightly elfin features. Most stand
just under four feet in height, with slight builds,
sparkling eyes of green or blue and an unkempt
tangle of hair atop their heads. They come from a
land far beyond the stars, which they call home.
Claiming that they come to our world looking for
adventure, they are spritely and eager adventuring
companions. They are eternally youthful, both in
mind and body. Because of this they often bring
their allies to the edge of disaster and then use

their unique abilities to snatch victory from the
jaws of defeat.

Lost boys are proficient in all one-handed
melee weapons, light crossbows and short swords.
Because of their small size, they are incapable of
wielding larger weapons. Preferring to remain
agile in battle, they only wear leather armor and
may not use shields. Lost boys use the attack
value of a thief of equal level and the saving
throws of a halfling. They have little
understanding of ordered society and as such they
must be neutral or chaotic in alignment. Lost boys
speak common and sylvan — the language of the
fairies.

Because of their small size and surprising
agility, all lost boys receive a +1 bonus to their
armor class.

Reaching 8" Level: Upon reaching 8"
level a lost boy earns the surname Pann, but does
not immediately gain followers. In order to gain
followers, the Pann must find small children (no
older than a year), and steal them from their beds
while they sleep, or convince the child to come
with them back to their mysterious homeland. The
child returns one month later as a preteen child
and 1* level lost boy. A lost boy cannot have more
than 2d6 such followers.

Ageless & Fearless: Lost boys are the
incarnation of eternal youth. They are forever
young and forever fearless. Because of their
unique nature, they do not age naturally nor can
they be made to age through magical or
supernatural effects. In addition, they have never
experienced the emotion of fear and are immune
to all magical or supernatural effects that create
fear in them, such as a revered Remove Fear
spell.



Cock's Crow: Beginning at 2" level a lost boy
can inspire fearlessness in his companions and
break them from the influence of magical charms.
Instead of attacking, they may let out a loud crow.
All allies within 30' of the lost boy who are under
the influence of any charm or fear-based spells
may make a new saving throw with an additional
+2 bonus. The lost boy may use this ability three
times per day.

Flight: Beginning at 3™ level a lost boy has
become so eager for adventure and filled with
happy thoughts that they are actually able to take
flight. This ability functions exactly as the Magic-
user/Elf spell Fly with a duration based on the
level of the lost boy. The lost boy is not inhibited
by armor when activating this power. He may use
this ability up to three times per day.

Hide in Shadows: A lost boy will always think he
is successful in this skill, and will not know
otherwise until others react to his presence. He
must remain motionless when hiding.

Mimicry: Lost boys are capable of throwing their
voice and copying the sounds of other animals or
even the voices of other people. If a lost boy uses
their mimicry skill they can throw their voice up
to 60' from their own location. They can mimic
the sounds of common animals and most
monsters without penalty. If they wish to mimic
the exact voice of another individual, they suffer a
-5% penalty to their skill. In addition, they may
attempt to use this skill while hidden in shadows

without being revealed, but they do so at an
additional -10% penalty.

Move Silently: When successful, others will not
hear the movements of a lost boy. However, the
thief always thinks he is successful in this skill,
and will not know otherwise unless others react to
his presence.

Growing Up: At 8" level the lost boy gains a
unique ability that he may only use once, for it
permanently changes his character. He may
choose to “grow up,” and forsake his unique
nature as an eternal child.

Using this ability requires one round of
concentration. In that time the lost boy transforms
into a fully grown human. He immediately
becomes a fighter, thief, magic-user, or cleric with
160,001 experience points and gains all the
abilities and restrictions of his chosen class. He
may immediately select what spells he has
memorized at that moment if he has selected a
cleric or magic-user. In addition, essential
trappings of his class (such as a magic-user's
spellbook, a thief's tools, or a cleric's holy
symbol) magically appear.

This transformation is permanent and the
lost boy loses all his previous class abilities. In
addition within one week of the transformation,
the lost boy will lose all memory of his life before
this transformation. The thrill of his childhood
adventures are gone forever. Any followers the
lost boy has will abandon him within days of this
transform.

Experience Level |Hit Dice Special Ability Hide in Shadows |Mimicry [ Move Silently
0 1 1d6 Ageless & Fearless | 15% 25% 20%
2501 2 2d6 Cock's Crow 25% 35% 25%
5001 3 3d6 Flight 35% 45% 35%
10001 4 4d6 45% 55% 45%
20001 5 5d6 55% 65% 55%
40001 6 6d6 65% 75% 65%
80001 7 7d6 75% 85% 75%
160001 8 8d6 Growing Up 85% 95% 85%
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DESIGNATION OF OPEN GAME CONTENT

All text not identified as Product Identity is Open Game Content.

OPEN GAME LICENSE Version 1.0a

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

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content;
(b)"Derivative Material" means copyrighted material including derivative works and translations (including into other
computer languages), potation, modification, correction, addition, extension, upgrade, improvement, compilation,
abridgment or other form in which an existing work may be recast, transformed or adapted; (c) "Distribute" means to
reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content"
means the game mechanic and includes the methods, procedures, processes and routines to the extent such content does not
embody the Product Identity and is an enhancement over the prior art and any additional content clearly identified as Open
Game Content by the Contributor, and means any work covered by this License, including translations and derivative works
under copyright law, but specifically excludes Product Identity. (e) "Product Identity" means product and product line
names, logos and identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic
elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes
and graphic, photographic and other visual or audio representations; names and descriptions of characters, spells,
enchantments, personalities, teams, personas, likenesses and special abilities; places, locations, environments, creatures,
equipment, magical or supernatural abilities or effects, logos, symbols, or graphic designs; and any other trademark or
registered trademark clearly identified as Product identity by the owner of the Product Identity, and which specifically
excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are used by a
Contributor to identify itself or its products or the associated products contributed to the Open Game License by the
Contributor (g) "Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create
Derivative Material of Open Game Content. (h) "You" or "Your" means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game
Content may only be Used under and in terms of this License. You must affix such a notice to any Open Game Content that
you Use. No terms may be added to or subtracted from this License except as described by the License itself. No other
terms or conditions may be applied to any Open Game Content distributed using this License.

3.0ffer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual,
worldwide, royalty-free, non-exclusive license with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent
that Your Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this
License.

6.Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text
of the COPYRIGHT NOTICE of any Open Game Content You are copying, modifying or distributing, and You must add
the title, the copyright date, and the copyright holder's name to the COPYRIGHT NOTICE of any original Open Game
Content you Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except
as expressly licensed in another, independent Agreement with the owner of each element of that Product Identity. You agree
not to indicate compatibility or co-adaptability with any Trademark or Registered Trademark in conjunction with a work
containing Open Game Content except as expressly licensed in another, independent Agreement with the owner of such
Trademark or Registered Trademark. The use of any Product Identity in Open Game Content does not constitute a challenge



to the ownership of that Product Identity. The owner of any Product Identity used in Open Game Content shall retain all
rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are
distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any
authorized version of this License to copy, modify and distribute any Open Game Content originally distributed under any
version of this License.

10 Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor
unless You have written permission from the Contributor to do so.

12 Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or
all of the Open Game Content due to statute, judicial order, or governmental regulation then You may not Use any Open
Game Material so affected.

13 Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such
breach within 30 days of becoming aware of the breach. All sublicenses shall survive the termination of this License.

14 Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the
extent necessary to make it enforceable.

15 COPYRIGHT NOTICE
Open Game License v 1.0 Copyright 2000, Wizards of the Coast, Inc.



