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The Pellar Class
For the common folk, they mostly encounter magic at its most malevolent, when an evil wizard or cult sets up

shop near their village. The folk mage, the Pellar, may not have the flashy power of a wizardly Magic-User or a divine
Cleric, but when it comes to protecting against magic and serving the needs of the peasantry, the Pellar is second to
none. The calling is usually taken up spontaneously, usually by someone who feels an affinity for the old ways.

Weapon and Armor Restrictions: Pellar come from the peasant class themselves, and so don't have much in the
way of training in both weapons and armor. They are, however, proficient in very small blades, like knives and daggers,
as well as staves, crossbows, and one weapon of the player's choice that is derived from farm equipment, such as a
pitchfork. They can use any armor so long as it is not mostly made of metal. Pellar use the same "to-hit" table as
Magic-Users.

Detect Magic: The foremost duty of the Pellar is to discover malign enchantments. As a natural ability, a Pellar can
Detect Magic, as per the 1st level spell. A Pellar can do this a number of times a day equal to their level; this ability
refreshes at dawn.

Finder: Secondly, peasants turn to the Pellar to find that which is lost, needed, or hidden. Starting at third level, a
Pellar can, as a natural ability, cast Locate Object as if as by a Magic User the same level as the Pellar. A Pellar do
this once a day at third level, and one more time a day for every odd-numbered level thereafter. The ability refreshes
at dawn, and requires a dowsing rod to use. Starting at seventh level, instead of casting Locate Object, the Pellar can
try to locate a person instead. They must have an accurate description of the person by someone who has met them,
their full name, or something that was once a piece of them, such as their hair. This is then worked into a clay doll,
and the spell is cast; a dowsing rod is still used to point the way. The ability works otherwise exactly like Locate
Object, including range and duration, using up one of the daily Locate Object uses.

Lay on Hands: When there are no Clerics nearby, peasants turn to the Pellar for healing. A Pellar can “lay on
hands” once per day to cure others of 2 hit points of damage per level of the Pellar, or to cure disease. If the other
person is afflicted by more than one disease, only one additional disease will be affected per two levels the Pellar has
attained. At fifth level, instead of healing or curing disease, the Pellar can remove a curse. No matter how it is used,
the power refreshes at dawn. While a simple touch is all that is actually needed, most Pellar make this part of a more
elaborate ritual.

Hexes and Charms: Once per day, with the right materials, a Pellar create a minor magic item, called a Charm or a
Hex. This is a one-use magic item created by the Pellar. One has to be a Pellar of a certain level to be able to create a
particular Charm. A Pellar starts out knowing one Charm that can be created by a 1st level Pellar, and every three
levels thereafter, they may learn any Charm that can be cast by a Pellar of their new level or lower. A Pellar can also
learn a Charm from another Pellar, though this usually involves a trade of secrets. A Pellar can only create a Charm
they know how to make, only one per day and only with the right materials. Creating a Charm takes about one hour.

Saving Throw: Pellar get a +2 bonus to saving throws involving spells, poisons, or diseases.
Experience Bonus for Intelligence and Wisdom: The Pellar's Prime Attribute is Intelligence, but the character only

gets a 5% experience bonus if their Intelligence is 15 or higher AND their Wisdom is 13 or higher.
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Pellar Advancement Table

Lvl XP HD (d6) Save Notes

1 0 1 15 Detect Magic, 1x day per level
Lay on Hands
Knows 1 Charm and/or Hex

2 1,250 2 14

3 2,500 3 13 Locate Object, 1x day

4 5,000 4 12 Knows 2 Charms and/or Hexes

5 10,000 5 11 Locate Object, 2x day
Lay on Hands can Remove Curse

6 20,000 6 10

7 40,000 7 9 Locate Object/Person, 3x day
Knows 3 Charms and/or Hexes

8 60,000 8 8

9 90,000 9 7 Locate Object/Person, 4x day

10 120,00 10 6 Knows 4 Charms and/or Hexes

Some referees may want to include the following optional class feature for the Pellar, given that most Pellar come
from the lower classes.

Positive Reputation. At tenth level, the Pellar gains an extremely positive reputation with the peasantry in the
local region or the Pellar's home region. Within that region, the peasantry will aid them without question, providing
information, food, shelter and even a hiding place, so long as they do not seriously risk death for aiding the Pellar.
This courtesy is extended to the Pellar's companions, though to a lesser degree, and since it is a mundane reputation
and not a magical effect, extreme rudeness on the part of the Pellar or his companions might turn a particular set of
peasants against them.
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Charms and Hexes
Below is an alphabetical list of Charms and Hexes for use by a Pellar, followed at the very end by a table breaking

them up by level. The term "Charm" and "Hex" are used interchangeably. Each entry lists the name of the charm, the
minimum level the Pellar has to be in order to create the Charm, materials are needed to make the charm, how to
activate the charm, the "Smoulder Duration" and "Burn Duration," and the effects of the charm. A charm can be used
by anyone, so long as they know how to activate it. The Smoulder Duration is how long the charm's enchantment lasts
if it is never activated, and the Burn Duration is how long the charm lasts once it's activated. Once either duration is
up, the charm becomes useless and non-magical. If there is a conflict between durations after activation, always use
the Burn Duration.

One important footnote for all Charms and Hexes is that no matter how easy a Hex seem to be to create, only a
Pellar can do it. This is because the Pellar puts some of their own spiritual essence into the work. Also, there are often
additional steps not listed in the description, such as muttering a "secret" rhyme as the work is done.

This list is rather small, intended as a starting point for the referee.

Blessed Hex. Level 1. Materials Needed: Wood and paint. Occult symbols are drawn upon a pieces of wood.
Activation: Attach to building to be blessed, no bigger than a barn. Smoulder Duration: One week. Burn Duration: A
year and a day. Effect: Everyone in the building the Hex is attached to that is friendly to the building's owner gets +1
to all attack rolls, an improvement to morale, a +1 to saving throws, and an immunity to non-magical diseases if and
only if exposure to disease was while in the building.

Crop Blessing. Level 7.
Materials Needed: A small amount of menstrual blood and a fancy hat. The blood is sprinkled on the hat, or mixed

with wax and attached to the hat, embossed with an occult seal.
Activation: Wear the hat and dance around an area that covers no more than 300 square feet of ground.
Smoulder Duration: Six months.
Burn Duration: Instant. Hex takes effect and then the hat becomes non-magical. The hat can be used again in a

Charm but the blood (and wax, if used) cannot.
Effect: Depending on the intent of the user, either exactly as per Plant Growth, or, when used on crops, ensures a

good crop yield for that patch of ground, barring supernatural or magical intervention. (That is, a drought created by a
lich could be a problem, but a natural drought would not be.)

Crystal Ball. Level 4.
Materials Needed: A crystal ball smeared with 13 ounces of fat from a werewolf or any other supernatural creature

equally or more dangerous.
Activation: Stare into the ball and imagine the desired effect.
Smoulder Duration: 1d6 hours
Burn Duration: 1d6+1 hours. The crystal ball can be used again for magic once the Hex is over; the fat cannot.
Effect: Except for duration, as per Crystal Ball spell.
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Cursed Hex. Level 1.
This is usually passed off as a Blessed Hex, as it is exactly the same except in one particular, the Effect: everyone

in the building the Hex is attached to that is friendly to the building's owner (including the owner) gets -1 to all attack
rolls, a penalty to morale, and a -2 to saving throws.

Curse Slicer. Level 10.
Materials Needed: A pair of scissors, a knife, or a ring. At least one ounce of bone dust from a magical creature,

such as a unicorn, a troll, or the undead. A vial of potable water. The dust is mixed with the water to make the paste,
which is slathered on the metal part of the Hex.

Activation: Slash the Charm at the effect to be dispelled (use one's hand as the blade for the ring version of the
Hex). Only activates if the user actually has something in particular in mind that they are trying to counteract.

Smoulder Duration: 1d6+2 days
Burn Duration: Instant. Charm immediately becomes non-magical after use. Metal part of the charm can be re-

used for a Hex if cleaned, but the bone paste (both the dust and the water) cannot be.
Effect: Exactly as one of the following spells, whichever is most appropriate for counter the effect that is being

dealt with: Dispel Chaos, Dispel Magic, or Remove Curse. Where level is relevant, use 10th level.

Friendship Charm. Level 1.
Materials Needed: Pen and ink, to create a written and folded talisman.
Activation: Rub the ink with one's thumb while looking at the person to be affected.
Smoulder Duration: 25 hours
Burn Duration: 1d6 hours after activation.
Effect: Upon activation, subject is affected as per the Charm Person spell, except using the duration above.

Healing Hex. Level 10. Materials Needed: Rare herbs and beer. The herbs usually cost about 1000 gp, but at least
an ounce of the corpse of a plant monster, dried, will also suffice. The herbs are mixed with the beer. Activation:
Drink the beer. Smoulder Duration: One week. Burn Duration: Once the character is cured, the Hex becomes non-
magical. Effect: Cure 4d6+4 HP of damage. Drinking more than one of these a day does 5d6 damage per drink.

Love Charm. Level 4. Materials Needed: Hair, fingernail clippings, or some other part of the person to be affected.
Clay or straw, which is fashioned into a doll. Activation: Burn or kiss the Charm. Smoulder Duration: 25 hours. Burn
Duration: A year and a day. Effect: This can only affect the single person it is prepared to affect. Upon activation,
subject is affected as per the Charm Person spell, except the duration and the fact that for every day that passes,
there is a 5% cumulative chance that they will fall in love with the one who used the Charm. How this manifests
depends on the personality and sexual preference of the character, and depending on circumstances, the love can
strengthen or fade as under more normal circumstances, though so long as the duration has not passed or the effect
has not been dispelled, the victim will always consider the "caster" to be a friend. At the referee's option, the effects
may linger long past the duration of the Charm.

Protection Charm. Level 7. Materials: Clay and string. Occult symbols are embossed in the clay and it is baked
into a talisman. Activation: Rub Charm while within sight of a dangerous Chaotic monster. User does not have to know
monster is there. Rubbing without a monster nearby doesn't activate. Smoulder Duration: A year and a day. Burn
Duration: Until dawn. Effect: Except for duration, same as Protection From Chaos 10' Radius, centered on the Charm.
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Sleep Dust. Level 4
Materials Needed: Several ounces of opium and valerian root from a single plant, ground together with a mortar

and pestle and put in a bag.
Activation: Throw the dust vaguely in the direction of the creatures to be affected.
Smoulder Duration: 1d6 days
Burn Duration: 1d6 turns, or at referee's discretion (the latter as Sleep spell)
Effect: As the Sleep spell, except for duration and affecting 1d6 more victims than indicated on the Sleep table

Charms and Hexes Listed by Level

Level 1 Level 4 Level 7 Level 10

1. Blessed Hex
2. Cursed Hex
3. Friendship Charm

1. Crystal Ball
2. Love Charm
3. Sleep Dust

1. Crop Blessing
2. Protection Charm

1. Curse Slicer
2. Healing Hex

This product uses the OPEN GAME LICENSE Version 1.0a (see attached document and/or http://www.wizards.com/d20/files/OGLv1.0a.rtf )

DESIGNATION OF PRODUCT IDENTITY: The names Black Box BookTM and Ivanhoe UnboundTM, including the Ivanhoe Unbound logo, when used in any
context, are product identity, copyright 2015 by Kirt A. Dankmyer. All artwork is in the public domain. All text that does not directly affect the game rules for the
class and items contained in this document are product identity.

DESIGNATION OF OPEN GAME CONTENT: All game rule text and tables, with the exception of material specifically excluded in the declaration of
product identity, is open game content. Please give up-front credit where it is due, including conforming to the Swords & Wizardry Compatibility-Statement
License.



DESIGNATION OF PRODUCT IDENTITY

The names Black Box BookTM and Ivanhoe UnboundTM, including the Ivanhoe
Unbound logo, when used in any context, are product identity, copyright 2015
by Kirt A. Dankmyer. All artwork is in the public domain. All text that does not
directly affect the game rules for the class and items contained in this
document are product identity.

DESIGNATION OF OPEN GAME CONTENT

All game rule text and tables, with the exception of material specifically
excluded in the declaration of product identity, is open game content. Please
give up-front credit where it is due, including conforming to the Swords &
Wizardry Compatibility-Statement License.

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.Offer 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.




